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Figure 1. Sample Screen Display 

Key Description 
CD Shows that the wind is blowing from west to east. This means that a 

building one square east of something already burning might catch fire . 
CD Shows that you are not seriously wounded. (See ALL THINGS 

MUST PASS.) 
CD Shows your line of movement, the "heading" of your body/ feet/ claws 

(important for the M, J, G, and C commands, among others). Your 
head may actually be turned to face a slightly different direction ; see 
Line 8. In the example, the front end of your beastly body is pointed 
toward the top of the screen ("north" ). 

o The lines represented by 4 appear only when appropriate. In this case, 
you are being reminded that your attack on one of the moving units 
(the humans) was successful: you have atomized what you were 
Atomizing, grabbed what you were Grabbing, or some such. (See also 
line 6.) Other messages in this space include responses to the H, 0, 
or E commands. 

CD Shows that you are beginning to suffer hunger pangs. (See Food For 
Thought.) 

CD Shows that you have something edible in your hot little hands (paws/ 
claws/ pseudopods). You have managed to Grab one of the human units. 

(j) Shows that you are in the 10th game minute (turn). 
® Shows that your head is turned slightly (30°) to the left; in this case, it's 

facing a bit north of northeast. This affects the aim of the A, Z, and 
B commands. 

® The presence of the question mark (?) shows that the computer is 
ready for a new command - that you can do what you want. A letter in 
this space would indicate that your monster was in the middle of obey­
ing your last command. If there is nothing in this area, the computer is 
busy doing its t;ling; be patient and wait for the ? before trying to do 
something new. 

DOING WHAT COMES NATURALLY 
Crush, Crumble, & Chomp! is not played like any of our other 

games. A great many sneaky things have been done to use the computer 
to give you the feel of real events happening in real time without reducing 
the game to four buttons and fast reflexes. The effect is that you do one 
or more of the things your particular monster is capable of; then the 
human units on the screen do their thing (running away, chasing you, 
shooting back, whatever), after which it's your turn again. The realism 
is in this : that some of your actions take longer than others, and that you 
may be in the middle of doing something when the humans get "their 
turn. " This may mean that a car drives away just as you are reaching for 
it, or that you end up flying past the building you were trying to set fire to . 
That's the biz (as Remo says). You are a monster now, and monsters 
make mistakes - but even their "mistakes" can be entertaining and 
effective. 

This is the rule: you can do whatever you want (if you have the 
ability) as long as the question mark (?) is showing in the lower corner 
of the screen. Don't try to do anything when the "?" isn't there, or you 
will find yourself running around in circles or tripping over your giant­
sized feet. 

While you are playing the game, anything and everything you can do 
as a monster can be accomplished by pressing a key. (While the game is 
in progress, you need never type out a word or phrase, and you should 
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never use the ENTER/ RETURN key.) The keys to the game - all the 
possible one·letter commands - are given in the table following and 
discussed in the ensuing pages. The commands (keys) or actions avail­
able to any particular monster are given on the monster cards. Keep the 
appropriate monster card handy during the game for easy reference. 

Table 2. The Master List of Monstrous Actions 

COMMAND 

R Right 
L Left 
H Head 
N Nothing 
M Move 
J Jump 
F Fly 
D Descend (Digj 

Dive 
N 
E 
S 
W 
U 

G Grab 
E Eat 
C Crumble 

S Stomp 
o Obliterate 
T Tail/Tentacle 

W Web 

P Paralyze 
U Ultrasonic 

Scream 
A Atomize 
Z Zap 

B Breathe Fire 
I Immolate 

Q Quit 
# Number (of 

points) 

MEANING 

Turn right (90°) 
Turn left (90°) 
Turn head left/ right 30° (aims A, Z, & B) 
Do nothing (skip to end of turn) 
Move 1 square forward 
Jump 2 squares forward (ont%ver buildings) 
Take off or land 
Descend and move subsurface (up to 5 spaces) 

North 
East 
South 
West 
Up to surface 

Grab the human unit in the square in front of you 
Eat the unit in your paw/ claw/ jaw/ pseudopod ' 
Demolish the buildingjbridge in (the square in) 
front of you 
Stomp on units and/ or buildings in your square 
Squish units/ buildings in your square 
Lash about with tailor tentacles, attacking the 
unit directly behind you 
Weave an obstructing web in your square 
(bridge , road, or park only) 
Cause nearby units to lose a turn 
Emit a destructive scream that may eliminate 
nearby units 
Attack buildings and/ or units with destructive ray 
Attack (with ray beam) flying units from the 
ground or ground units from the air 
Set fire to unit and/ or building your head is facing 
Set fire to all surrounding units and buildings (but 
get burned in the process) 
Stop the game (temporarily or permanently) 
Check your current score 
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Getting Your Act in Gear 
Being a beast may not be a burden, but it's not all fun and games, either. 

Er . . . perhaps it would be better to say that being as massive as the national 
debt has its drawbacks. As a monster, you may be more powerful than a 
locomotive, but you're not much more maneuverable. You can't turn on a 
dime (not even on a fifty-cent piece, in these inflationary times) . 

Making a right-angle turn to the Left (L) or Right (R) without tripping 
over your own feet is a major operation, and anything fancy like moving 
sideways or backwards is hopelessly out of the question. Moving is, in all 
senses, straightforward: M Moves you one square straight ahead in the 
direction your big feet are pointing (as noted on the screen display under 
HOG). So, for instance, if you're headed north, and there's a nice juicy 
tidbit off to the west, to get there you would have to turn Left (L) and then 
Move (M) forward . Turning around would require two Lefts (L) or Rights 
(R), by which time anything that started behind you might already be 
moving off. 

If you try to Move onto or through an obstacle like a skyscraper or a 
river (unless you can swim), you will be told, YOU CAN'T. You can leave 
the area on the screen unless doing so in that direction would also take 
you off the map or if there is an unseen obstacle there. In such cases, try 
someplace else or a new direction. . 

Swimming" on top of" the water is done just like Moving on land - if you 
can go in the water at all. Just Move (M). Swimming underwater involves 
Diving (D). (See "Going Down.") 

If for some reason-to rest, recuperate, or reorient yourself-you 
want to do Nothing (N) more for the moment, do N for Nothing. The little 
people will get their turn without delay, and, immediately after, you may 
again do whatever you wish. 

Heads You Win. If you have a head (which the Glob does not), you 
may turn it-tilt it sideways-without turning the rest of your body. You 
can accomplish this feat-and for you it is one-by using H, followed not 
too slowly with an R for Right or L for Left at the prompting of the computer. 
(If you dawdle too long in communicating the latter portion of the message, 
your befuddled body will presume that you want to turn it, rather than just 
your head, and you will find yourself going through that ponderous 
procedure.) Your head will then be turned/tilted slightly to one side or the 
other. To turn it still farther-or to return it to its normal eyes-front 
position-another Hand R (or L, as the case may be) would be required. 
Once you have turned your head, it will stay that way until you turn it back 
or until you turn your whole body. (To keep the poor beastie from being 
hopelessly confused, the head goes back to normal-straight ahead-any 
time the body turns.) 

To help you keep track of this, there's a special part of the display 
devoted to showing the position of your head relative to your body. Note 
that if you're headed north, left (west) is left and right (east) is right, but 
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if you were moving south, turning your head left would be toward the east 
-left on the special display but right on the map. This is hard to picture 
unless you stand on your head, which is sort of what your monster would 
be doing in that case. Confused? Take heart. If a monster can manage to 
learn to turn its head in the proper direction, so can you. 

Fortunately-since turning its head in the proper direction may be too 
much of a challenge for some monsters-you need concern yourself with 
your Head only if you want to Atomize (A), Zap (Z), or Breathe Fire (8) 
on something not directly in front of you. If there's a target off at a funny 
angle , tilt your head and try emitting the appropriate ray from eyes/ nose/ 
mouth/ whatever. (See The Sound & the Fury.) If you miss, turn your head 
some more and try again. If you're still not hitting, try moving closer-or 
forget about it and go after something easier to get. (The city is full of 
buildings to burn and vehicles to vaporize.) 

Getting off the Ground. If you have particularly strong legs, you 
may be able to leap tall buildings at a single bound. J enables you to 
Jump two spaces forward, onto or over obstacles like skyscrapers or fleeing 
mobs. (Jumping can get you onto buildings you can't simply walk on.) 

The only other way to the top of the Empire State Building (if you have a 
hankering to see the top of said structure) is by Flying (F)-an option 
generally available only to Mantra. Flying is a fascinating and flexible - but 
not facile - feat. While you are in the air, you can do all sorts of things­
Burn (8) buildings, swoop down and Grab (G) people off the streets­
almost anything you can do on the ground. However, you are in motion, 
and coordinating your other actions with your flight speed is a challenge. 
On your maiden flight , you'll probably find yourself overshooting the mark 
more often than not, but you'll get the hang of gliding eventually. (Either 
that or you'll starve.) 

Once you're off the ground, you can't Move with an M, and you don't 
need to Flap with an F: you just fly along automatically, while you're doing 
other things. (If you have Nothing else to do, N for Nothing may be useful 
to keep you in motion.) In fact, if you're in the air and Finished Flying, F 
will bring you down to earth. Make sure you pick a suitable spot to land­
not the middle of the river, unless you can swim. (Mantra can't, although 
it can manage to float by figuratively flapping its wings. Since it can't go 
anywhere in the water, and can move only by Flying again, a water landing 
is pointless.) 

Going Down. Some monsters are capable of burrowing, tunneling, or 
oozing underground. To do this, you first Descend (D) and then give, 
in order, the direction (N, S, E, or W) of each square you want to move. 
For example, DEE E N N would move you underground three squares 
to the east and two to the north. (You don't have to start in the direction 
you were facing, but you do end up facing the direction in which you ended.) 

After five squares below the surface, you must come up. This is done 
automatically unless you wanted to move less than five squares. For 
example, D W S S U would move you one square subsurface to the west 
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and two to the south and then cause you to emerge again. 0 SSW U 
would take you to exactly the same point - though not by the same route­
but you would be headed west, rather than south, when you emerged. 

Digging does allow you to move some distance without being seen; you 
can emerge right next to a victim and possibly Grab it before it stings or flees . 
Also, the little humans don't dare follow you underground; so you are 
temporarily safe from their annoying little cuts. and scratches. However, 
during the Digging of the initial hole, before you disappear below the surface, 
you are vulnerable to their stings. Digging does take time, and, since it's 
a lot of work, it does make you hungry. 

You can Dig Down below fires, streets, buildings, or anything else on land. 
You can't Descend into the water unless you can swim. 

Diving (also D) is just like Digging and is performed just the same way, 
except that you must be in the water the whole time. You can go under 
bridges since there's water underneath, but you can't Dive and swim 
underwater beneath buildings and the like. 

The Brute Force Approach 
Brute force is a basic part of the heritage of monsterhood: the pitting 

of giant bone and sinew against structural steel, aluminum siding, brick, 
and concrete block. Just go up face-to-face with the bridge or building of 
your choice ; flex your muscles ; and think C for Crumble! Crush! Crunch! 
Crash! (Actually typing C will help a lot.) Result: the building reduced to 
rubble, the bridge collapsed under the water. Maybe. And maybe not. 
Low buildings are a pushover, but skyscrapers are tougher, and bridges can 
be a real challenge. The stronger you are, the easier a time you'll have. 
(Arachnis lacks the heft to be very successful at this sort of thing, and 
Mantra isn't much better.) Nonetheless, structures may not fall at the first 
shove from even the mightiest monster. After all, it took many humans 
months and months to erect the Empire State Buil!iing; it's notunreasonable 
for it to take a few minutes for you to knock it down. 

Other Physical Attacks. Depending on your structural specifica­
tions, lesser attacks may be possible. For instance, if you have feet, you can 
Stomp (S) on anything underneath you: humans, vehicles, buildings. 
Being clumsy, you might miss a moving target, and a building might survive 
even your heavy-footed step. Keep trying. Or try something else. 

To Stomp on a building, it is first necessary to get on the building, which 
may be difficult for some monsters. You can easily step on moving things in 
the street, of course, but you won't bother the road itself much; you can't 
very well mash what is already flat. 

If you can't Stomp things for the excellent reason that you have no feet 
to Step and Stomp with, you may Obliterate (0) them, instead. In the case 
of the Kraken, this represents grabbing something in your square with a 
number of your tentacles and then pulling the hapless victim in several 
directions simultaneously. The Glob's method is still more direct but no 
less effective; the results are too grisly to describe. 
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If you are being attacked in a cowardly fashion from the square directly 
behind you, and if you do not wish to go through the time-consuming 
procedure of turning around to Grab your tormentor, you may simply swat 
at it with your Tail (T)-if you have a Tail. (If you have Tentacles, one of 
those will do.) 

The satisfying thud of tail or tentacle, paw or claw, against humans 
(shelled or un-) will be signalled by the familiar message, GOT 'EM. If you 
are atop a building, you may have to step away to admire the results of 
your handiwork (footiwork?) on the structure. 

Residue 
Certain monsters, deliberately or not, leave behind evidence of their 

passage. Rubble and other residue can block streets, cutting off the escape 
of fleeing food-to-be, and slowing or stopping the approach of the stinging, 
hard-shelled critters that can be so distracting when you wish to enjoy 
a leisurely lunch. 

Arachnis can choose to lay a Web (W) on a section of street, bridge, 
or park, fencing in food or slowing pursuit without actually harming any 
of the little critters. Weaving a Web is a time-consuming procedure, however, 
if it is going to meet the building code. 

Goshilla contaminates with every step, automatically and unthinkingly, 
leaving corrosive radioactive waste in its wake. 

An even more effective deterrent, at least temporarily, is the Glob's 
slime trail, which bursts into flame when exposed to the open air and creates, 
for a time, a veritable wall of fire that may spread to adjacent buildings, 
increasing the destruction. Nothing except the reckless Mad Scientist - not 
even the Glob itself-will cross that fiery barrier. (A careless or berserk 
Glob may even burn itself into a fiery corner, from which it can escape only 
by going underground or waiting for the flames to burn out.) 

The Sound & the Fury 
Spheres of Influence. Courtesy of blinding flashes, nerve-wracking 

screams, will-sapping gazes, or simply terrifying aspects, some monsters 
may Paralyze (P) some or all nearby critters. (The closer they are, the 
more likely they are to be affected.) For a brief moment or two, the victims 
will be stopped in their tracks, unable to run away or shoot back. (They 
will "lose their turn," although other, unaffected units will still get one.) 
While useful defensively, such techniques are particularly helpful when 
you are hungry and tired of chasing the elusive little beasties all over the city. 
Hence the power of the phrase, "P G & E." (This may not mean as much 
if you don't live in California.) 

Alone among the starting lineup, Mantra possesses the dread Ultrasonic 
Scream (U). Like the various flavors of Paralysis, the Ultrasonic Scream 
may affect any or all units in view - the closer, the better, although the 
hard-shelled things tend to be more resistant than the softer ones. Like 
Paralysis, the Scream has no effect on buildings or bridges, but unlike 
Paralysis, affected units are wiped out. 
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Death Rays. Among the most popular items in the arsenal of monstrous 
artillery is the ability to Atomize (A) almost anything in sight, regardless 
of distance. Just point your head (H) in the desired direction; type A; and 
out from your mouth, eyes, antennae, or (in the case· of Mechismo) gun 
barrels comes a disintegrating beam that may vaporize any living thing 
in its path. With luck, you might blast two, three, four, or more human 
units with one ray. (This could also leave you with nothing to Eat.) Alterna­
tively, your aim might be off; the ray might pass harmlessly "overhead;" 
or it might damage one of the hard-shells without destroying it. A building 
will stop the deadly beam but might be demolished in the process. 

If you are quite strong, your chances of Crumbling a building are better 
than Atomizing it, but, of course, you can only Crush & Crumble from 
close range. Generating the high voltage necessary to Atomize also tends to 
make you hungry. 

While helicopters may be Atomized, they are often more effectively 
dealt with by Zapping (Z) them. The only real difference is the firing angle: 
with Z, you are tilting your head back and aiming high. Your Z-beam won't 
be stopped by buildings, because you are firing over the buildings. It won't 
hit things scurrying on the ground for the same reason. 

Similarly, it would be possible for flying monsters to Zap units on the 
ground while missing buildings. 

The Pyromaniac's Delight. Naturally, it would be positively inhuman 
to revel in the fiery destruction of people's lives, wealth, property, time, 
and accomplishments. However, in this case you are inhuman and 
unnatural, and to a monster's eyes what more glorious sight can there be 
than a city aflame, with the wind whipping and spreading the blaze, the 
obnoxious stinging insects held at bay by the heat, and you moving 
irresistably onward, adding fuel to the fire? 

It's so easy to start, too: just point your nose (and Head) and Breathe 
Fire (8). Whatever is in the square your head is facing will go up in flames. 
The scurrying things-even the hard-shelled ones-are so puny that they 
will be gone in an instant, but a building may burn for some time. While the 
range of your fiery breath is limited to a single adjacent square, if the wind 
is right, the fire may spread to adjacent (windward) buildings. Before they 
burn out-leaving only rubble-you may, with luck, have everything in 
sight on fire . Your monstrous mentality is not sophisticated enough to 
predict how long a building will burn, but, if you leave an area, firemen will 
douse the flames - not to save a burning building, for they cannot, but to 
keep the fires from spreading. Of course, if you stay to keep the water­
bringers away, the nasty stingers will come. (Life is often unfair, especially 
to those who do not remain just one of the crowd.) 

There is an even more spectacular way to Ignite a blaze: you may set 
yourself and your surroundings on fire in one great surge of heat by 
Immolation (I). All the buildings and scurrying things in the four squares 
around you will go up in flames, but you will also burn yourself. This will not 
be fatal unless you are already critically wounded, but the consequences 
are severe enough not to use the power of the Phoenix carelessly. If you 
are cornered, however, it is the most awesome of effects. 
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Food for Thought 
Mechismo is a steel-and-silicon creation of advanced science. Untainted 

by fleshly hungers, drives, and desires, it is as intelligent and sophisticated 
as you can play it. All it must worry about are bullets, shells, shrapnel, 
explOSIve power plants, and the fiendish devices of the occasional Mad 
Scientist. 

Hunger. Creatures of flesh (however scaley) and blood (of whatever 
hue) have another concern: food. Monsters must eat to move, to fight . . . to 
lIve. A HUNGRY monster is a nervous monster. A RAVENOUS monster is, 
often, a BERSERK monster: a helpless victim of its own voracious craving 
for food .. . food . . . FOOD! Without enough food, the soft voice of 
intelligence, planning, thought, direction - your voice - will be unheard 
amid the bellowing of hunger. Call out what cautions, what directions, what 
commands you will, your monster will be stepping to the sound of a different 
drummer. 

To repeat: you must eat. Fortunately, there is an abundant supply of food 
all about you. There is also an abundant supply of dirt, concrete, brick, 
wood, and other material that will not satisfy even your gross appetite. Again 
fortunately, there is a simple rule that allows even the simplest-minded of 
monsters to distinguish food from nonfood. If it moves - if it can move ­
you can eat it. (If not, not.) . Cars, police cars, helicopters, tanks, 
artIllery pIeces (and their crews), helpless populace, National Guardsmen : 
all morsels for the maw, supplies for the stomach, grist for the mill (so to 
speak) . Calories, glorious calories. 

Admitte?ly, even to such an undiscriminating palate as your own, diet 
makes a dIfference. Cars, tanks, and, especially, big guns, while full of the 
fiber so helpful for proper digestion and high in the minerals necessary for 
sound bones and teeth, are a bit low in calories and taste. For all-around 
nutrition, nothing compares with humans on the hoof. 

The Paw that Refreshes. There is a catch. You have to catch them. 
The ones that don't run away will sting you. (Not very friendly, perhaps, but 
look at things from their point of view.) 

In principle, snatching the little buggers is not difficult : just follow your 
nose. Move up next to them; adjust your HDG (if you must) so your paws 
are pointed in the right direction; and Get 'em with a Grab (G). If all goes 
well , you have performed a public service and gotten one more group of 
humans off the streets-and into your hands (well .. . paws, claws, jaws, 
tentacles , or whatever you're using for Grasping). 

Especially for the less perceptive monster, who may be wondering where' 
the little fellows disappeared to, we have arranged to print the thoughtful 
reminder, PAW FULL. And, as the saying goes, a bird in the hand may be 
Eaten (E to Eat). Since no king-size silverware is available, forget what 
you've heard about not eating with your fingers ; remember the paw that 
refreshes ; and resign yourself to a hand-to-mouth existence. 
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A-hunting We Will Go. Occasionally, mishaps will mar the happiness 
of the hunt. Humans are small and spurred by terror. You may miss them. 
Keep trying. They can't elude you forever. Probably. They may run/ drive/ fly 
out of reach just as you Grab for them. They may keep doing that. This 
can be frustra~ing, but being a large and clumsy monster has its drawbacks, 
as we have pOInted out before. (If wiping out humanity was easy, you would 
be forced to make your way through a more harshly competitive environ­
ment. Be grateful for your natural monopoly.) Have faith . Be persistent. 
Keep after them. 

When, as a result of the sort of slight miscalculations that befalls even 
the nimblest ?f beasts, you manage to get your intended prey underfoot, 
do not despaIr. True, you cannot Eat what you can't Grab, and you can't 
Grab something you're standing on. You can't even Grab something that 
persists in running around between your legs; you're just not built that way. 
(Don't feel bad: neither are humans.) You still have three choices. You 
may Move, turn around, and Grab, although, depending on your agility, 
your prey may move again before you manage this somewhat delicate 
maneuver. You can stand there and wait for the humans to move out where 
you can get at them. (This always works for workers, who are too scared 
to stay put, but may not suffice for soldier humans, who may simply sit there 
and unsportingly sting your tender underparts.) If you grow annoyed, you 
can remove (if not precisely solve) the problem by Stomping on the little 
buggers. This will eliminate the nasty stinging (at least from that source) 
but won't get you anything to eat. 

De Morlui Nil Greasy Bonum. This brings us back to an important 
point of etiquette. No self-respecting monster eats dead things. Such 
behavior may suffice for humans and other low life but not for you. You are 
not a scavenger, and you have an image to maintain. It is bad enough that 
many otherwise tasty morsels are encased in hard steel shells and emit 
foul odors from their rear ends (a clear case of arrested development), but 
a stew whose ingredients include building dust, melted concrete, and street 
refuse is beneath your dignity. You have neither the precision of movement, 
the delicacy of instruments, nor the inclination of mind to pick through 
rubble for tidbits. Therefore, be careful where you direct your fiery Breath 
or Atomizing impulses, and do not unwarily Stomp on what might have been 
your next meal. 

Don't get so greedy that you try to Grab dessert before you have digested 
dinner. If you carelessly reach out to Grab a passing mob or Crumble a 
building, you will drop anything you were holding in your paw. Your prey 
is tender and delicate. When dropped from the modest height of your chin, 
even the hard-shelled things will break and splatter, making a mess and 
possibly leaving you empty-handed (not to mention empty-mouthed and 
empty-stomached). 

Keep in mind the Simple Rule. Dead things don't move, and if it can't 
move, it isn't food. 
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Sex & the Single Monster 
A single monster has no sex life. (How could it?) 
However, if you are interested in scoring, you may find out your current 

score any time during play by pressing # (the number sign: a SHIFT 3). 
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ALL THINGS MUST PASS 

De Rerum Naturae 
As has been said, "Into every life a little rain must fall." Or, as has also 

been said, "Behind every silver lining, there's a dark cloud." In your case, 
o most noble representative of a vanishing breed, the raindrops falling on 
your head are the stings of the mites that you hunt. As you search for the 
gold at the end of the rainbow, if you are not drowned in a flash flood at the 
dam power plant, or struck senseless by the dread thunderbolt of the Mad 
Sci~ntist, you will surely be rained out. And, in the game of life, there are no 
rain checks. But go gloriously, even so, for rain is the price of the rainbow. 

Less poetically put (for I can see that your large but limited brain may be 
confused by so subtle an esthetic), you must reconcile yourself to the 
realities of your situation. While those on which you feed are small and puny, 
they are many, and you are one. Although they lack the teeth of the tiger 
or the strike of the cobra, they are a swarm, and your hide is not proof 
against their poison. 

It is in the nature of things that they will get you in the end (and in the head 
and shoulders, also) . What matters is the manner of your passing. Will you 
be like the brute Goliath, felled without even a blow being struck in his own 
defense, or the monster Grendel and his mother, torn apart by the bare 
hands of Beowulf? Or will your tale be as that of the dragon slain by that 
same hero, who nonetheless gained a measure of revenge for all monsterdom 
with its fiery breath? Will you sink before the Golden Gate Bridge, or will 
you see Tokyo mashed flat (once again) before you die? The choice is yours! 

The End? 
The Death of a Thousand Cuts. As you go about your business of 
mashing and smashing, you will be stung and bitten now and then. Naturally, 
with your mind on grander things like levelling a city, you cannot be expected 
to notice every little detail. A few nicks and cuts are a monster's lot in life. 
However, you may note the cumulative effect of this inevitable, if gradual, 
loss of ichor, as your state changes from HEALTHY to SCRATCHED, 
then HURT, and eventually CRITICAL. After that, formal notification of 
next-of-kin and a brief epitaph will follow shortly. 

If you are a monster of the living and breathing persuasion, your wounds 
will heal over time - at a varying rate , depending on your nature - but this, 
too, may be beneath your notice. (Mechismo's blood won't clot for the 
simple reason that it has no blood to start with.) However, this healing 
process must fight a losing battle qgainst time and entropy. Nobody lives 
forever-not even you. (At least you have escaped taxes.) 
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Sudden Death. Death comes not merely from the stings and arrows of 
the little folk. Some of their structures - those in which they hoard their 
noisy seeds of destruction and those enshrouded by the web that hums­
can be fatal. Regardless of the state of your health - even if you are covered 
by Medicare and Monsters' Compensation - if you seek to Crush such a 
building in your mighty grasp or step on it to Stomp it into the earth, you 
will surely die . 

The Lingering Death. Most awful is the death that lingers, the 
paralyzing death-in-life. If you are struck - EEE-ARGGH! - by the Mad 
Scientist, the thing that flies which is like the thing-which-is-like-a-bird-but­
not (but not), you will lose not blood but the warmth of life . Your movements 
will slow, and your limbs will stiffen, until naught from tooth to tail obeys 
your will, and you are like the dead but not ... until you are dead. Seeing 
but unfeeling must you helplessly endure the slow torture of the Death of a 
Thousand Cuts - unless you decide to end it all at once and Quit (Q). 

As the sage said : 
"Beware the power plant, and shun 
The Jrumious Scientist." 

The Pause that Refreshes (Disk Only). If you have the disk 
version and the inclination (to prolong the suspense or accommodate the 
demands of your corporeal self for food or rest), you can release your 
personal monster movie as a serial, so to speak. To give yourself (and it) 
an intermission, just Q for Quit (yes, Quit); agree to the appropriate 
questions (DO YOU WANT TO QUIT? DO YOU WANT TO SAVE 
THE GAME IN PROGRESS?) ; and allow your monster movie monster 
game To Be Continued ... 

Over the Rainbow. When you have finally died one of the Three 
Deaths (or Quit without hope of continuation), and the inevitable message 
of (their) triumph has been proclaimed over your carcass, you will be given 
a score and rating that will aid you in knowing your place in the annals of 
monsterdom. 

This, then, is The End . 
. . . However, you can always do a sequel. Just follow the special loading 

instructions (if need be) and RUN your computer/ projector . . . and 
then . .. 

THE MONSTER LIVES AGAIN!!! 

47 




