
STARION

1. INTRODUCTION
STARION is a multi-damensional 243-zone space tim€
travel samulâtion .equning rcflex skills, analytical
powers, stamina and a keen sense of advonture.

The gâme urilises the most advanced vector
graphics system ever developed for a home computer
and will run on any Amstrad CPC 464 or 664. Con
rrcl may be by eilher the keyboard or ioystick.

2. LOADING II{STRUCTIONS
L Place th€ cassette in the Îâpe deck ând ensure
rhat il is fully r€wound.
2. Pr€ss the CTRL key ând the small ENTER key

3. Pfess PLAY on the tape deck.
4. Th€ game will now load ând run ôuromaticôlly.
5. In the unlikely event ol a loâding eror, please re
wind the tape slightly and press plây. ll erors persist
you. tape deck may need ro aligning.
6. in rhe most unlikely event of a genuine fâuh,
please rerurn the complets package to ÀIelbourne
House Publishers at the noarest to you of the ad-
drcsses shown. We willgladly replace it. PLÊASÊ DO
NOT BETURN lT TO THE PLACE OF PURCHASE. (This
notice does nor affect your statutory rights.)

3. SCEt{ARtO
The yeaf is 2O1O ând your name is Starion- Frcsh out
of Space Acâdemv you hâve been selected as their
brightest pupilto pilor the wo.ld's fi.st timeship, the
S.S. Stardate' Your mission: to boldly go back in time
and co.rect the devôstation wrought in the Space time
continuum by evilaliens from âllthe orher wo ds that
have achieved time trâvel beforc you.

As you progrcss throùgh the game youl ability as
a palot ancreases. You are rewarded with promorion
through the ranks frcm Novice to Supreme Com,
mândel lf ând when you linally r€ach Event Zero
before the beginning of time (event one), $en you
Decume rne edn'csr Ûng ro exrs( ano musr oy ùeraurL
assume the ultimale title of CREATOR of all thât

4. CONTROTs
Ths main controls for your ship â.e as follows:
Bank leiî:
Bank righl:

E

o
NDive: W Fne lâsef:

Climb: C
ln addition lhe following controls may be uselul:

Tôrger sights on/off: T
Sound on/offr S
Hold action/continue: H
Statùs,eport: B
Aboft Gâme: ESCAPE

You may âlso select your own choice ot conùol keys



5. THE NATURE OF SPACE.TIME , . .

The spâce-rime continuum is constructed ot 3 lime
blocks and each time block is a 3x3 arlay of 'lime
grids'- Eâch time gid is â 3x3 arangement of time
zones. Taking into account the 3 dimensions of spâce
ilsell, there are thus 243 time rones in 8 dimensions

Each time zone represents the stats of the obseÊ
vable univerce during a given year in eanh history. The
lime-tlavelling aliens have wrought havoc on your pasr
by rcmoving items of historicôlsignificance lrom thear
corect rime zone to one of the e,ght ne,ghbou,ing
time zones in the local lims grid, by means of their
heavilv armed timeshiDs.

6. lHtS tS WHAI YOU DO . . .

To save the universe lrom chaotic collâpse you must
proceed as follows . . .

Engâge and destroy the enemy ship in your time
zone by spâce 1o space combat. The dead ali€n's
cârgo will mâteriôlise in the lorm of an alphabetical
lelter. Collect this leter by coming to a complete halt
in irs cent,e. lt will be stowed an your hold and attacks
willcontinue unlilyou havedestroyêd the €nemv fleel
and collected all the letlefs.

The o^ shipcompuler willnow ask you to unsc6m
ble the letterc to identity the o,iginâlcargo dislodged
in time by fte enemy. Having done rhis, you must
locâte the ent.ânce to a time waro ând llv into it. The
time grid willbe displayed. Now decide which of the
eight neighbouring lim€ zones is the yeârin which your

Th€ jump is made and you âppeâr in a new rime-
zone. Your lirsr task is to land on ealth (fly st,âight
into it) and see if yo'rr cârgo will solve the historical
problem. lf you have the correct cârgo, then n will be
ejected, your oxygen and fuelwillbe rcplenished and
vou mây do battle wirh a now breed of enemv for the

lf you ha\Æ jumped to the wrong lime zone rhen you
will still have to destroy enough ships, mines ând
onemy missiles lo liberale sufficient energy to creête
a new time warq bur no enemy cârgo willappear Only
then will Vou be âble to escape, stillcarrying rhe same

Once voù ha!€ cor,ected history in all nine zones
in the tjme-grid, the time warp formed after the next
battle will rale vou to one of ths e'ght nerghbouring
time g ds in the current time block. \ôu must tâke the
fnst btle. of each ol the nine items you have moved
and unscramble lHESE to form â pâsswod, which,
when enle.ed into the fl'ght computer will convrnce
it that you a.e capable ol inler grid time t.avel.

Hôving completed all nine time grids in ihe curent
block, you must unscrcmble the initial letters ot rhe
nine gnd passwo'ds to fo,m the pâssword lor Inrer
block time trav€l down rhe next time warp. A1 this
stage just one lhird of history has bsen co(ected-

When allthree time blocks land hence all 27 time'
gids ând âll243rime zones) haw be€n correcled, you
will hâve three inleÊblock p.sswords. Take tho first



and last lett€rs of €ach, unsclâmble th€m, and you will
hâve the six letter master passwod which willpermir
oxh lrom th€ space time conrinuum. You will thên
yoursell become event zero, and hâve achieved the

CREATOR

7. RANKI GS
Your âchievements lor mankind arc iewarded with
ascending .ânk ôs follows:
ACHIEVEMENTS: RANK:
None Novice
One complete timo zone Chronotourist
Line of 3 time zones Tizoner
One complete time-g.id crid Master
Lin€ of 3 time grids Triple Gid Master
One complete time block Space AdmiÉl
Two complete blocks Supreme Commander
Thres blocks and Event
zeto CREAIOF

A, NSTRUMENTS
Looking from left to ighr at your instrument pânel, vou
willsee: the speedomet€r, measuring the magnirude
ol your velocity- Next, the hull thermomeler. This
regasters higher at high speeds, ând rhe hull is also
hsated by excessive laser fire.

Next there is a display of the leîters in your cargo
hold, followed by the essential biplanar scanners,
which provide alfround detection.

The first (X Z) scânne' sivos a view around you in
the horizontal plane in which you are flying. Yoù aro
.n the c€nlrc and flying'up'tho screen, so an enemy
a long way to your lelt and behind would be in the
bottom left corner of the display-

The second {Y-Z) scânner lets you know how far
âbove or bslow you the enemv is. by provrding a view
arou"u you r.r ure ve' r;!d i rridr rc, i'r wnico yoLr a'c ily
ing ât c€ntre towards the right. Thusan en€my ahead
and above would be towards the iop{ight corner of

Enemies âre indicated by plus (+) signs, rner
missiles and mines by dots ( . ), white evorything etse
is indicaled with minus ( ) signs. With prâctice you
will become skilful enough to locats anything
arrywhere in 3 D space jusl by glancing âi the

Adjacent to the scânners you will see a set of
pitch/yâw/roll indicators, and above them 6 ca,enoa,
Siving th€ year of the current time 2one. The final two
gauges givo your luel{hydrox} and oxygen levels, and
below them you will find â display ol the rcmaining

Your ship is a multi-hulled vessel, and impâcts with
manes, rocks and missiles will increase rhe outer hutl
tempeÉture The mo€ potenr weapons will destroy



9. PLAYING TIPS
As with mostârcâde 9âmes, youiâbility ro controlthe
S.S. Stâdate, your combar skills, and your sense of
posalion will improve with practice.

Rocks, binary focks ând other space debris willnor
be deslroyed by laser firq so you must avoid them,

As your historical knowledge grows, you will soon
be able to take ths fastesr route around each time'
grid, in nine steps, thereby gaining points lor conserv'
ed fusl and oxygen. You will also sain points fof
destroying enemy ships, mines and missiles.

IO. AAOUT THE AUTHOR
STARION is the result of over nine months ol inlon
sivs prosrammins by David Webb a nin€teen y€ar old
undergraduate in ÀIathsmatics at Exet€r Collsge, Ox-
ford. Oiginâlly w.itten for the ZX Spectrum, STARION
was convened 10 run on the Amstrâd CPC 464 and
CPC 664 by rhe author himselt. He is also the author
of two books on the ZX Spectrum;'Supercharge Your
Soectrum' ând'Advancêd Soecrrum Mâchine
Language:
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