
REDSCORPION SPECTRUM
THE GAME
R€d Scomion is the code name forthe Multi-
Rol€ lnfanlry Combat câpsuls - also known
as D€ath Scomion lvlKlV. Thê playert task
as a Terran Star Commando, is 10 beat the
"evil Necrons" to the Bombyx lvloons - 1o
collect their valuable Tâlâni1e - in exchange
for th6 bonefits of the Terran civilisalion,
pulpburgers, synthocola, for instânce,
Red Scorpion's commandos âre equipped
wilh a visor through which they can view the
combât areâ. The controls of the craft âre
also visible within the visor, so the weapons
cân b€ aimsd and fired, and the craft con-
trolled, without the commando looking
down. The plâyer stêrts the game as a Drop
Commêndo, and will be onlitled to promo-
tion when hecompletec â successful mission.
Red Scorpion's high speed arcade aclion -

feâluring veclor graphics - will k€ep you
engrossd for hours, T€n on screen icons
assist you in your bâttles. You have a split
second to decide whether the approaching
target belongs to th€ enemy or is one of

avs:
The Commando can ælect trom 4 modes of
th0 el€ctromâgnet spectrum. Microwave cân
be used 10 see throuqh camouflage or detecl
underground instâllâtions. lnfra Red detects
fast moving objects ând Talanite is sensitive



WEAPONS:
Armour piercing {AP) missiles âre âvâilable
for hôrd or buried targets. Cluster Bomb
(CB) missilos tske out large soft târgets.
All weapons range 10 the horizon.
DEFENCE:
The cânnon can be usod in defence. Sonic
stunners tempor€rily paralyse aliens and
Electronic warfare (EW) syst€m is cap€ble
of exploding the proximity fuses in Necron
missiles.

THREAT DETECTION:
Around the AVS screen âre 4 dotectors.
the one mârked "B'lights up when thêre is

an âboveground struclur€ nesrby, The "T"
detector indicalês a Tôlênite min€ in close
proximity. '4W" warns oI a weâpon-araned
alien. "Ài" lighrs up when â Nêcron missil€
is about to strike the crâft.
DAMAGE:
When a lvlURlCC is hit by enemy fire the
energy shields are damaged. Th€ir condition
is indicâted on the "E" light 3s 3 two figure
number, The shields âre pârt of the ânti-
grâv thrust motors which will tall when the
shields energy rating = 0. The craft will then
be destroyed by the Iirst âlien to hit iÎ.
COMMUNICATION:
Selecting the "Corâl Sea" channel puts out
a rândezvous call to the âssaull carrier, You



will be tractor beamed up. The "Zhukov"
chann€l requesls heâvytire suppon from the
bsttlecruiser. This will destroy anything in
the area and will do some darnage to your
shields.
NAVIGATION:
The gecrcompass is used for nâvigation.
CONTROLS:
A Kempston Joystick can be used.
"Fire" fires the cannon or an armed missile.
Keyboard control : AMSTRAD - Joystick
Y Forward only
H Bâckwârds
O Left
P Righl
J Fire
SPECTRUM 48K + AMSTRAD
the ten icons âlong the bottom of the screen
correspond to the ten keys respectively on
the bottom of the keyboârd from left to
right. To conlrol Coral Ssa and Zhukov the
fâr left 6nd far right keys on the second
row of keys from the bollom are used
respectively.
SPECTRUM 128K
The second row of keys from the bottom
control the ten screen icons from left to
right - C6ps lock to Caps shitt. Space
switches AVS to lvlicrowâver A 10 rendezvous
(coral S€a) and Enler for fire support
(Zhukov).
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