THE GUADRON STATUS SCEEEN
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s special feasture of the imeE, GQuadron, 18
Wwhich can be called up at ﬂn; time by The olay
space bar. This is= to perform some
zubpsequently coouwy in the game once the spac:

second time. While the status screen is dis
halts, and 3o this feature can also be use
arny point.

The status screen displays useful information tao the player. &
Scanner is prmv1ﬁ@d which maps ocut the Guadron comple=x as a
qquare:ﬂwthmrgrraen’sa-@ntra. The screen that tThe plaver’s robot
iz on is displayed in magenta, while the rest of the base 1s in
rad. Aliens within the base are displayed as dots. Unfor+unately
the Spectrum will normally only allaw one ink colowur within &
character sgquar=a at a time and 30 alisns cannot be diﬁtlnguzah@d
by different colouwrs on the Socanner . This problem is overcome Dy
displaying =ach of the ali=sn types in turn. The current type
displaved is shown in the centre of the Scanner map.

The player has a pointer at his control to per form many actiaons an
the status screen. The controle are the same as those used Tor the
oot in the game propey, except that the fire keys are usesd to
select or de—select an action.

The alien type cuwrrently displayed on the Scanner will step
thraough =sach type at a steady rats, rvepeatinc the sequencs
indefinately. The process can be halted or speeded up by the
playesy, using the pointer. This is achieved by pointing the
pointer at the displayed alien in the centre of the Scanner, and
Molding the fire kev. This halts the seguesnce. FHeleasing Tive
allows the cycle to continue. Hepeatedly pressing firs will step
thraough the sequence at the players desired rate.

Also displayed on the status screen is the players current score
along with the number of robofts he has 1t to play with., 17 the
rnumber of vrobhots left iz more than thres, then a digit
raprasanting the number that cannot be shown graphicslly is
displaved below the score.

The mber of crystals being carvied by the robot is shown
gvap.lzallf, Since theve are initially 2ight of Them within the
Ruadron, the masimum numbery that the vobot can hold is also
zight.

robot can accumulate in
are shown in the form

There are four bhypes of Enargy t-"
the gama, and tThe individu ST
cf four meter s,

sach Qama a simple lassr, and

ann the si f. Thers ave twelve suoh

robot can pichk up. Ab the start of each wave,

threse objects arse distributed at random positions around the

Fuadron. Bhould the player find these, then the vrabot can be made
to pick them up simply by colliding with them. Dertain objects
will anly appear atter a predetermined numDEV mf waves, and the
order of b ject distribution is random. Objects not callesctead by



he carvied over to the nest.

et

the end of one wave wil

Each object requires one of the four distinct forms of @nergy,
and will not cperate without it. As sach object is collected, 1t

iz displayed on the status screen neExt to the appropriate energy
type required torun it.

]

One excepticon to the above rules is the "Energy Converter®. 7T
per forms the function of conversion of one enerdy type
ancther, and it’s use is inmediately apparant. It is displayed at
the bottom centre of the status screen, and has an energy meter
attributed to it. For energy to be converted, it must first be
transfered into the Energy Converter's storage meter. Incidenta
1ly, energy can be stored here for later use, even is the main
game continues with energy in the Energy Converter's metear .
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To use the Energy Converter, first i:iI:iililt Lo diba T W Bl | hen
become highlighted. Now press fire. This selects it, and it will
become brighter, with ablue background. (This is how all objects
are activated on the status soresnld. Now move the pointer over to
the energy type you wish to convert fram (the sodgrced. This is a
pictorial representation displayedbelow the energy meters. Pres
= and hold fire to transfer energy from here to the Energy
Converter’s meter. Any amount can be transfered, depending on
how laong the fire button is held.There 1s no reason why sney gy
cannot be pulled in from any other source at this stage. MNext,
deactivate the Energy Converter using the same procedure used to
activate it. Now point to the energy type you want to transfer 1€
teoie. the destination. Fressing fire now transfers energy to the
chosen destinaticn. The energy coanverting process is complete. N
ote that energy can be freely distributed among the four energy
types from the Energy Converter. Of course none =of the above 1s
possible if it has not been collected by the robot beforeshand. .



THE OBJELCTS

Oree collected, the objects can aid the raobot by pffemctively
increasing it's power if put to good use. A detailed descriptian
of each is gliven below.

The Wsapons

The firzst laser is automatically held by the robot at the start of
gach game. It cannot again be dropped (most other objects cannot
be either), and does not reguire energy to upEFmtE. This is to
ensure that the robot is never in a position where it i
defenceless, and although use of the first laser is possible
without energy, it is limited. ie. only two Deams Can e fired at
atime. Should the robot possess sane Weapon Energy, then a smal L
amount is deducted with seach laser beam fired, but four beams are
permitted at once. The beams shoot horizontally, and fire in the
direction of the last direction moved by the robot.

The second laser is much more power ful, and subsequently
requires more energy to operate. The laser beams travel twice as
fast as those of the first laser, and again are horizontally
fired.

The third weapan is a cannan, which fires individual shats or
pv&jectilesverticallyir1thela5tverticaldirectionmaved.The
energy requirements are similar to those of the zecond laser.

Moke that any or all of weapons may be activated at once. Should
the two lasers be activated together, firving cccurs simul taneous
ly in opposite directions with the szoond (more power ful ¥ laser
firing in the direction of the robots movemaent, and the Tirst
(weaker) laser firing behind.

The maximum number of laser beams and projectiles on screen 1s
sally limited to four, but this can be increased using special
FDNEEbunusaﬁdEELribedlater.

Should the Weapon Energy decrease to nothing, the fivst laser is
automatically selected due to it's ability to fire without
energy. This avolids the need to select it on the status screen
every time the snergy runs aut, and also avolds situations where
all =f & sudden the fire key seems to stop working for no apparant
v Eanon !

e Shield and Speged-lUo Accessories

@ firset shiesld 1%+anhmcmu. when activated, allows the robot to
_:mliidﬁ with aliens and shots without the usuwal effect of an

nergy drain that could lead to it's destruction. This has obvous
advanfameq if the raobot iz, for example, in a particularly
dangerous area of the Quadron being attacked by vicous aliesns,
and is about tobe annihilated. The shield can be activated until



the robot is out of immediate danger .

biile activated, the robot?s colour
visual indication to the plaver of the rabot? = ns

Ghield Ernergy deplstes to near zero, the rvaobot f1as
alternately hebtween green and the usual oolour, whibte.
warns the player of the impending loss of shielding ability.
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The second shield has & greater alzility than the first, and thus
WSes more ensrgy. any contact with an alien or alien five resulis
in it's destruction. Points are awarded for alien destruction
using this method, but FPOWER bonuses will not be awvarded (see
later . The robot becomes magenta when this shield is activated,
and the same flashing effect will result if the Bhield Eneray
should run low. NMote that enevgy is also lost on impact with an
alienwith this shield. '

The third ocbject in this section is mot & shisld, but uses the

same type of energy. It will speed up the robot’s movements by &
factor of ftwi. 4z the Shield Emer ay is used up, t%m robot will
become progessively slower, until novrmal speed i resumed. Tha

robot becomes vellow when the Speed-Up dcocessory 18 an.
Note that any combination of accessories in this catagory can be

activated at once, and the robot will ocyele through sach colour
inrespect of what acocessary 18 an.

The Femote Devices

These are special objects which are actually dropped onto the
screen that the robot is on when activated. Any combination of
the three can be dropped on one screen, oF put on separate
screens. The Femote Devices become active aonly when the robot 1=
of the screen with the Device an it, and i1 there is sufficiant
Femote Device Enervgy. Their activity is indicated by their
pulsating colours, which becomes p?CQFEFSiJ_;y duller as the
Eﬁergydropi.Hhentheenergyreturmr‘D ero, The Device DECOmMES
CYan once more, and can be picked up agaln Tor later usa.
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The first Remaob lemeft Fas The ability to stop time on the soresn
it is activated on. As the energy drops, the alliens will be seen
togradually start moving again until full speed is resumsed when
the Device energy returns to zero. The players robol reamains
unaffected by the Tine-Stopping Device.

The sscond Device has an extremsly talented ability of
destraying the alien contents of a screen systematically. The
Oevice predicts where s2ach moving alien will be by the time it
shat infmrrmp“E it, and firves sequentially at each alien. The

plaver’s robot cannot be damaged by the Device’s shotbs.
The third Device allo and
i O caurse, Lhe

alien shaots unna Z
screen the Device 1s dropped on.

he Transporters ~

When the robot is rveguived to be in a particular part of the



e regqulred.

and time is gshort, the Transporters a
first Transporter can only transport the robot to
corners. Touse 1t, activat

ant the robot to go to on the

e of the
to the
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see the robot arviving in The chosen area.
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THE FOWEER BONUSES

Az the playsr bEcomeEs more proaficls
rate that the aliens are elimninated wi
FOHER bonuses are designed as a reward for such &c

To generate a FOWER bonus, the player must destroy thres aliens
of the same type in a given amount of time. This time limit never
alters, and is fairly short, so speed is important. Failure to
destroy three aliens in the time limit does not result in any form
of penalty.

Once generated, the FOWEE bonus will repeatedly alternate

between "FOWER" and it7s mirror imags: "EEWDOR". Making the robob

collide while in the "FOWER" state results in an increassed powear
fthe robot’s, described below.

Shouwld the player mis—time the colli=ion, and collide with it in
the "REWORY state, then the robot will lose an ability.

The Extra Powers

The type of sxtra power added to the robot?s abilities is chosen
sequentially froma list:

Incyeased range of the firet laser. The length of the beams
fired by the first laser are increased. The length may be
increased using this method by up to three times.

Maximum five powsr increased. The ftotal number of robot shots
and laser beams that can be fired by the rabot is increased by two
from the usual four. This effect is also progressive, and bhus
the numbers of shots and beams allowed on screen can be inoreased
to formidable amounts.

Fobot's momentum decreased. This has the ussful effect of
allowing the robot to respond to velacity changes more guickl
and 1% esscpecially useful 1T wused in conjunction with the
Speed-Up accessory.

Auto—Repeat firing. There is now no need o 'repeatk_dlv tap the

firebutton. Firing will repeat automatically if fiveis held.Th

-

g firg rate increases 2ach time this POKEN 15 gained.

Faster shobts projected from the third weapon. The cannon will

fire faster shots vertically. The effect of gaining extra FOWERS

af this type is also progressive, and may bae carvied out for up to
three times maximum.

The gaining affect 1= srzacd 1 the playver guides the robot
into the REWOR conditian. The rabot may Wwell become less power Tul
than it was before the collision, but this is the risk of the
power gaining process, and does not have to be taken.

Should the player decide, the POWER bonus may be shot at in which
caze the word RBONUS appears. Bubsequent shoofing of this will



certain points value and the word
o collide the raobot with the points
to points which will be added to his
d 1f the robot collides with it in the
- can shoot the BOMUS to obtain the bhest

a= a short time before 1t disappears. FIW
2ar in the same manner should they not he

are only available on the screen that they were
1 on, and should the robot leave the screen and return,
will have gone.
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