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STARION

Producer: Melbourne
House

Memory Required: 48K
Retail price: £7.95
Language: machine code
Author: David Webb

Melbourne House have become
established as one of the more
innovative of software houses.
Starion, their latest game intro-
duces concepts and ideas that
are both new and complex.

The story takes place in the
year 2010 and you play the role
of Starion, fresh from the space
academy. You have been
trusted with the one and only
timeship, your mission, to rect-
ify the devastation wrought in
the space-time continuum by
evil aliens. The aliens have
wrought this evil by removing
items of historical significance
from important events. Con-
sider this; suppose that some
time in the future an alien comes
back into the past and abducts
Starion, then he won't be
around to undo the evil work of
the aliens and the universe will
indeed be a rotten place in which
to live. The letters that go to
make up Starion's name could
form an alien cargo as they are
transported away from their cor-
rect time zone — if you can col-
lect those letters and re-arrange
them to form the correct word,
Starion, you will be allowed acc-
ess to the next stage of the

game.
Sothe first partof thetaskisto
patrol the outer regions of space
intercepting and destroying the
alien sﬂips. As you attack and
destroy each enemy ship it will
re-assemble and form a letter,
this must be collected and
stowed aboard your ship. Later,
when you have collected the re-
quired number of letters, you
will be asked to unscramble
them, rearranging them to make
a well known word that fits some
Rleriod in time. So far so good.
ow you must locate the ent-
rance to a time warp and fly into
it, whereupon a time grid will be
displayed. Each grid has nine
time zones and you must decide
which of the time zones contains
the histaorical event that your
ca?n will fit (were it V-1-C-T-O-
R-Y you might think of Nelson
and the Battle of Trafalgar — get
the‘AFicture}?
hen you land you will be
told the problem, if the cargo
you recovered solves it then you
will be rewarded with fresh oxy-
gen and fuel to enable you to fly
off and solve the next zone.
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However, should your cargo not
fit the current problem then you
will need to attack the other
enemy ships found within that
zone, this will enable you to gain
enough energy to escape and
find the correct zone.

To give you some idea of the
task ahead here’s the nature of
the space-time continuum. In all
there are 3 time blocks, within
each block there are 9time grids,
each time grid has 9 time zones
and space has 3dimensions. Big
isn'tit? in fact altogether Starion
has 243 time zones to be solved.
After correcting history in the 9

zones of a grid you will gain ac-
cess to the next one by solving
the anagram made from the first
letter of each of the zone words.
Access to the next block requires
the first letter of each of the grid
words to be solved, To reach
‘event zero’ and the ultimate
rank of 'creator’ the player must
form the pass-word from the
first and last letters of each of the
three grid words.

If this begins to sound like an
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educational program, don't

anic. The screen display shows
instantly that this is a 3D space
arcade game. The machine pro-
vided for Starion makes the
space shuttle look like a hot air
balloon. The cockpit view uses
wire frame 3D to describe the
enemy ships and letters. Below,
the instrument panel indicates
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details on speed, hull temper-

ature, enemy location, pitch,
role, yaw, fuel and oxygen
levels. The bi-planar scanners
show the location of other
objects, horizontally and vertic-
ally, be they ships, mines, mis-
siles or just debris. Above the
scanners the year of the current
time zone is shown, vital when
trying to solve the time zone
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roblems. The hull temperature
is also vital because the outside
temperature will increase with
speed and excessive lazer fire.
e hull can also be destroyed
by direct hits from enemy
weapons or collision with space
rubbish. The general debris
cannot be destroyed so you will
be forced to steer around it.
Points are awarded in accord-
ance with the speed with which
the player completes each stage

of the game, as well as for the

destruction of enemy targets.
The player will be promoted
depending on the number of
zones, grids and blocks that
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have been solved. Finally, des-

pite the loneliness of outer
space, Starion is a two-player
game.

 crimicism__|

@ ‘Somebody is bound to say it
so | want to be the first. Starion is
Melbourne’s answer to Elite. A
CBM expert was seen openly
weeping when he saw the qual-
ity of the graphics compared to
the CBM Elite, and with very
good reason. Words cannot
adequately describe the im-
mense realism that the graphics
manage to portray — to say that
they are astonishing, astound-
ing, phenomenal and . . . well
startling, doesn’t even begin to

say it. The task set by the game,
collecti n% letters by shooting the

enemy ships, may seem a little
uninteresting but when you
have played the game for a

while you quickly realise just
how clever the idea is. Not only
does the game test an arcade
gamer’s skills to the limit but the
word and historical puzzles
force the grey matter into over-
drive. | am very impressed. Con-

ratulations to David Webb and

elbourne House, this one is
special.’

® ‘Starion — this must be a new
concept in 3D graphics. Every-
thing is drawn with extreme pre-
cision very quickly and very
smoothly. I'm surprised by how
complex shapes can be spun,
rotated and whizzed towards
you — | must say, the effect is
amazing. You may have thought
that Darkstar was fast — yes it

was, but all the shapes were
simple ones. This one isn't quite
that fast, but you couldn't play
Darkstar on the fastest speed
anyway. You can mindlessly
blast your way through space
and collect various letters to
make up an anagram. These
anagrams aren't too long, but
they still take a considerable
time to work out, all of them
being obvious — once you know
what they are! One thing that
confused me was the X Y, Z
axes scanner, | just couldn't fig-
ure out how best to use it but I'm
sure it will come eventually. This
1s a fun-packed, all-action, think-
ing game where the player requ-
ires a little more skill than just
fast responses to progress
throughout the game.'

® '‘My initial reaction to this
superb game is that it's a little
like Code Narme Mat— at least in
scope, and certainly in ship
handling. The bi-planar scan-
ners work very similarly, and
take a little getting used to. The
speed and movement of the 3D
wire frame objects is marvel-
lous. | also like the front end,
where controls are defined
while a white bar loops through
the options — perhaps a trifle
fast however. Beware the effect
of entering the space-time con-
tinuum because the effect looks
as though the program is crash-
ing — rather spectacular!
Starion has a lot of playability,
and due to its size, | think its
addictive qualities are likely to
be high. Absolutely worth the
money.'

| commENTS |

Control keys: all definable, 4
directions and fire, plus
accelerate and deccelerate
Joystick: Kempston, Sinclair 2,
Cursor type
Keyboard play: very responsive
but complicated without a
joystick

se of colour: simple in space,
but excellent generally
Graphics: excellent wire frame,
very fast and extremely smooth,

ood instruments

ound: continuous, not over
exciting, toggles on/off
Skill levels: 1
Lives: 5
Screens: scrolling action set in
infinity!
Special features: 1 or 2-player

ames

eneral rating: an excellent
game which combines arcade
skills with nifty thinking and
which could well be played by
two on the same side as well as
against each other.

Use of computer  92%
Graphics 95%
Playability 93%
Getting started 89%
Addictive qualities 90%
Value for money 92%
Overall 94%
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Arcade space battles, 3D flight
simulation, and mind-stretching
strategy problems - take onthese
challenges and become ace space
duellist STARION.

As pilot of the world's first space
time transmuter, the USS Stardate,
your quest is to fearlessly travel
through the spacetime continuum.
Recover the secret cargo, a feat
which will not only test your fighting
skills, but your wits; and escape
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Spaceflight
epic

through the inter-dimensional
timewarp and forward onto another
time state.

But be warned! Your dexterity,
cunning and combative skills will
be tested to the full when battling
against the enemy fleets and other
hazards you will encounter.

STARION hasit all - amazing 3D
space action, stunning graphics
and high resolution colour. Agame
of almost unbelievable complexity,
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Constant
challenge
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designed to stretch your Spectrum
beyond its limits to undreamt of
capabilities.

Don'tjust play it. experience it!

STARION is available for your 48K
Spectrum and Spectrum+ at £7.95.

Barclaycard and Access orders can be accepted ong

our 24 hour ansaphone, just call (0235) 83 5001.


DMW
Sticky Note
ad on pages 26-27


Thrilling
space
battles
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lntergalactiGram

A Division of Intergal Telecom

| Date
1

1N“mﬁee ++++++++URGENT MESSAGE TO ALL CRASH READERS++++++++

+++++++STARDATE TEN PAST WEDNESDAY+++++++

++++++++MELEOURNE HOUSE G 5 Y - : S 6
g e OING DOTTY ONE HUNDRED COFIES OF STARION TQ BE

sret+ss+BRAND NEW GAME LAUNCHED WITH 3D WIRE FRAME GRAFHICS++++++4+

++++++++++SECRET DIAGRAMS OF SHIPS LOST IN TaxI

REFERENCE PLANET EARTH LISTED AS SOLIII IN LONDON, ENGLAND, EARTH (FOR

IN ON BOARD STAR MAFR)++++++++

SSEMBLE PLANS FOR STARION SHIPS FROM BACK-

+++++++CRASH READERS ASKED TO HELP REA
DRAWN BY GAME INVENTOR AND LEFT ON BACK

OF - ENVELOFE DOT-TO-DOT CRYPTIC PLANS,
SEAT OF TAXI IN ERROR+++++++

t+++++++MISERABLE CRASHLIMGS ARE qu :
- S 8T HOFE FOR INTELLIGENT
LIFE AS WE KNOW AND LOVE IT - CAN THEY CDPE?+++++++&L e

+++++++++MISSION COMPUTER NEEDS NETWORKS DRAWING UP FROM DOT-TO-DOT
IMPLIMENTATION - FAX PHOTOS FROM PRE-RELEASE COPY OF GAME SENT DOWN LINE TO

CRASH MAGAZ INE EDITOR, LUDLOW, ENGLAND , SOLIII+++++++4

++++++++READERS NEED TO COMPLETE DOT-TCO-DOT DRAWINGS AND MATCH Up TO‘FAXED

ggﬂTOg AND THEM SEND RESULT TO MISSION COMPUTER WIA CRUDE LETTERPOST ME%HGD TO
.BGX 16, LUDLOW, SHROPSHIRE POST CODATION SY8 IDB BY EMD MAY FOR BEAMING UP TO

URSULA MAJOR RECEIVING STATION++++++++ ?

IUED BY COLLATING COMPUTER ,
To DETERMINE ONE HURDRED
NED MYSTICAL "CRASH SMASH"

ONE HUNDRED CORRECT ENTRIES RECE

E APPLIED
THEN RANDOM SORT AND SELECT ALGORITHM WILL B _
WINNERS OF MELBOURNE HOUSE GAME - BELIEVED TO BE ASSIG
TOKEN OF EARTHLING GRATITUDE FOR BEING DEAD BRILL++++++++

++++++++1F MORE THAN

e f\:o) IntergalactiGram

A Division of Intergal Telecom

Vi Date T E L : k
.- g | s
xxxxxxMASTER COMPUTER INTERRUPT ON SLAVE TELEX COMPUTER INTERRUPT BUSx*x%%x —1

cxxixxxxxxx¥JHAT’S THIS "DEAD BRILL" GIBBERISH, OH MINION MACHINET % %% %% X 3% % % % ¥

++++++++SORRY BOSS, SLIPPING INTO COARSE EARTHLING USAGE OF META-LANGUAGE
CONSTRUCTION++++++++

x%x¥¥%%XSHUT DOWN MINION TELEX COMPUTER — YOU‘VE : -
ABATE U asnsnnn YOU‘UE BEEN AT THE THESAURUS

wxxx¥¥MESSAGE TERMINATED EARTHLINGS - AFOLOGIES FOR TRAMSMISSI1ON ERRORS - GET
BUSY ON THIS BRILL 1 28341 31¢. ... .brekadown eroor rpar t®xbrokdurn errire
repa...eakbrown terror part
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