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i Th‘ letters you discover
'_."T will help future tr:;uu_t
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Move Camera

Zoom In / Out

Mouse Wheel

Equip /' Store Weapon

G

Toggle Torch

T

Inventory

I

Use Inventory Items

Hover + Click

Aim

EMEBE

Shoot

Reload

Pick Up Item

Inspect World Map

. Mistakes are permanent.
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: INTEODUC TION
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consumed by catastrophe and
abandoned by reason.

You are not a hero.
You are simply another traveller
searching for answers in a place
that wants you dead.

Secattered thmughnu‘t the wasteland

are 12 letters, left behind i::,r Survivors
who ventured here before you. Each
contains fragments of information
about the world, the strange events
that unfolded, and Ferﬁa‘us a way

to escape.

Hndinﬂ all twelve letters i the uni:,r
way to ﬁJf:,r understand what Hn'up:m!u:[.

But underrtandinﬂ alone is not ennugh.

To reach the final area and uncover
the truth, you must also locate the
hidden knfs rcquirm:f to unlock the

endga.rn: region.

Gﬂf'r,! when ALL 12 LETTERS
have been collected and KEYS'
recovered can the final

. . journey begin.
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SURWVE

Evzr]ri:hmﬂ in The fone is trying

to end your run.

Different enemy types roam the

!nndsmpz each presenting unlquc
HEI’S

Some attack relentlessly, 'q“- s
Others stalk from a distmce:-'_f
Some are best avoided enﬁraff. -
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B MANAGE RESOURCES ‘

l"-l':mpms never run ouf of
ammunition.
Everything else is scarce.
Medical supplies are [imited.

‘Healing opportunities are rare.

Every encounter carries weight.
Choose when to ﬁgﬁt.

Choose when to flee.

Find and use landmines to your
ﬂdmnfqg-: but don't g:t too
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| s Remember where lockad
areas are located.

- Not every enemy needs
 to be killed.
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Search every corner of The Zone.
Hidden paths, abandoned structures,
forgotten camps and dangerous ruins
may contain valuable resources,
weapons, keys, or letters.

INVESTIGATE
The world offers very little Suidnnce.

There are no quest markers.

No arrows. No ubje::ﬁve lists.
Progress depends entirely on
observation, curiosity, and
rememberl'nﬂ what you've discovered.

SURVIVE

Erer}rthing in The Zone is trﬁng
to end your run. Different enemy
types roam the !n.ndscdps, each

presenting unique dnngers.

Some attack rulanﬂessfy.

Others stalk from a distance. ;
' Snm: are best avoided entirely. =~

Once human.

Now twisted.

Fast and relentless
in close range.

Hunts in packs.
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THE MUTANT 2

Slow but .dal.rgsf,nﬁ“&
Incredibiy tough.
Can absorb extreme

amounts of dnmngg
Best avoided.
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‘n" truth |s out there.

-Ij‘ F'I"drt-:Ffﬂu

cannot be activat !-

, are f
1 tﬁfﬁﬂdm m:ﬁfﬂm
:  ally12 h&’” have been Fnun-:!'

The Zone 5"‘"“ nnthmg &
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Survive, But sometimes,

_j;.. it gives answers.




