By Jeff Minter

BCENARIO

In the year 2190: the human race has
sat up a huge Bdlar-power oollecting
power station in Earth orbit to beam
powar down to sarth. Bacausa of its
lattice=-1ike shape, this power station
is kpown simply as "The Grid®. Shorcly
after beginning operation, the grid was
found to be delivering leas power than
pradicted. Investigation teams wore
sent inte orbit. They discovered that
the grid had been invaded by alien
broids, whoe were usinmg lts powsr to
reproduce themselves., massing for an
invasion of Earth. To combat the
Crolds, a special combat ship was de-
valoped. The ship drew its power from
tha grid amnd, with such vast amounts of
energy readily available, was able to
CACEY An AWedomEly powsrful plasma can=
O,

This ship, known as the Gridrunner. was
g fast and powerful that, with skillful
control . it Sould anfikhilaEs vast
amsents of hoatile Drolds.

The Drolds have ) maln weapons: Grid-
ssarch Squada,; PFods; and X/Y Tappers.

Gridessarch Sguads

These are linked Droid segments which
eraverse the grid horizontally, des-
cending whanaver they sncounter an ab=
struction. Each squad has & rotating
'"Laadar Drold'. If the leader I8 hik,
the Droid segment bahind him takes
over. If the sguad s hit in the body,
ie splits ints two imndapendent sguads.

fqusds coms in any size, from solitary
Leader Droids o linked squads of many
Droids.

Whenever a sguad Drofid is hit, his body
curnd into & Pod. Sguad Droide are
vulnerable to thels own X/Y Zapper, and
may be hit or split by them.

Pods

Theds amall yallow devices lodge at the
boundaries of the grid, pericdically
growing in size and changing shaps.
Whan they reach the end of their lifa

eycle thay Burl a singls boalt of unstop=
pibla, lethal snergy dowm the grid.

Hiteing a Pod regresses It one stage Ilm
it life cycle. Pepeated hits will
aventually dastroy the Pods.

ESY Tappers

Thess two ships run alomy the boundaries
of the grid. Pericdically they stop,
and the Y-Zappar omits & plasma Baam,
The X-Tapper fires a plasma pulse along
thia grid, amd uhars Lhe Luo BSSE, & ROW
Pod forma. It is not wise to get caught
in the plasma baam from the Y-Zapper.
The longer it i@ on, the more are your
chancen of losimg the ship. The plasma
pulse [rom the X-Tappér & also lethal.
The frequency of the XY Zappers is
variable and inersases with sach akill
laval .

ETARTING GRIDRUNNER TH

Be sure Commodors 64 is turned off.
Flug im the Gridrunnar TH cartridge
into the expansion port and turn on the
power. The game will start automati-
cally.

You may fresrze the actlon by pressing
the "P" key. and then press "P" agalnm
EO FEELATL.

CONTROLLING THE GRIDRUNNER

Your Gridrunner can move fresly on the
bottem T lines of the grid. You cannot
move through the Pods. You will be des-
troved 1f you aAare hit By & Drold., the
charge from a Pod, or a heavy plasma
beam or pulss. Use the joystick to
Ban@gver your Gridronner. The red but-
ton activates yvour plassa cannon. K8
lomg as you hold down the red batton,
your cannon will repeat-fire. This 1s
aseful for gquick annihilation of Pods
cloas to the Gridrunnar.

SCORING

For sach Pod successfully
destroyeds 10 points

for sach Drold segment: 100 polnts
for each Leader Droid: 400 polnts
for rapping 1 gridful of Drolds: 1
extra Gridrunner.



ATTACE WAVES

There are J1 distinct attack waves. Inm
EACH WAYE 4 §VEr-1lRCIEasifng AuSsber af
Droids ae released ontoe the grid in
various patterns. When one wave 15 an-
tirely cleared, an extra Gridrunner is
awarded (up to a mawimum of 9). Afcer
A Bhort pause theé next gridfal wwill
|1|'rlr.1.r

Instead of working your way through aach
grid level, you camn 9o direcely to any
level you wWish.,. AL the beginnlng of
each game, when GRID 0L is shown. pash
the joystlick forward amd the grid levels
will etart to increase. Pash the fire
button when the desired lewsl has Deen
FEACHEd .

STRATEGIES

l. EKeep on the msove. If you stay firing
ln ome place, Pods will fors above
you and aften explode while ‘your
attoention is alasuhsrs.

z Homomber to oss your foll mobility.
Don'e just stay on the battom
line. When Gridsearch Sguads reach
tha buttom, be propared for tham Lo
re=enter higher up the grid.

1, Use rapld=-fire o clear Poda in
your pope. Gridsearchers will
have t0 travel right across the
screen, GLVing you more time Lo
pick tham ofl.

d. Don't use rapid-fire all the timo.
You will survive batter LI you take
thie Cime b0 aim.

OH"T PANIC!

L

Gridrunner ia & very fast gase.

Don"t let the apesd Intimidate

you, Good playvers will be looking
for scores over 1%0,.000, and aces
11l =& geteing over 200,000,



