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INVADERS
V e r s i o n  1 . 3  F e b r u a r y  I 9 8 l

R o b e r t  B .  W e s s o n

Copy r i gh t  ( c )  1981  Robe r t  B .  Wesson .  Sa Ie  o f  t h i s
so f twa re  conveys  a  l i cense  f o r  i t s  use  on  a  s i ng le
compu te r  owned  o r  ope ra ted  by  the  pu rchase r .  Copy ing
th i s  so f tware  o r  documen ta t i on  by  any  means  wha tsoeve r
fo r  any  o the r  pu rpose  i s  exp ress l y  p roh ib i t ed .  We
assume  no  l i ab i l i t y  f o r  l oss  o f  t ime  due  t o  add i c t i on
to  t h i s  same .

In t r oduc t i on

INVADERS i s  an  ac t i on  v ideo  game fo r  H89  and  H8+HI9
m ic rocompu te rs .  Waves  o f  a l i en  space  c rea tu res  a t t ack  you r
ba r r i caded  cannons .  You  mus t  shoo t  t hem down  be fo re  they  ove r run
you  o r  bomb  a l l  o f  you r  cannons .  Th i s  ve rs i on  o f  t he  game  uses
the  l im i t ed  cha rac te r  g raph i cs  o f  t he  H19  t e rm ina l .  I t  i n c l udes
a  use r -mod i f i ab le  pa rame te r  f i l e  wh ieh  w i l l  a l l ow  game
cus tom iza t i on  i n  l i t e ra l l y  m i l l i ons  o f  d i f f e ren t  ways ,  i nc l ud ing
des ign ing  you r  own  g raph i cs  f o r  t he  game  d i sp lay .

To  P Iav

Be fo re  do ing  any th i ng  e l se  you  shou ld  p l ace  a  w r i t e  p ro tec t  l abe l
on  you r  o r i g i na l  INVADERS d i s t r i bu t i on  d i sk .  Copy  t he  t h ree
f i l es  f r om the  INVADERS d i s t r i bu t i on  d i sk  t o  a  d i sk  wh i ch  i s  no t
w r i t e  p ro tec ted .  I f  you  have  a  s i ng le  d r i ve  sys tem,  t h i s  d i sk
shou ld  be  a  boo tab le  sys tem d i sk .  I n  o rde r  f o r  INVADERS to  run ,
a l l  t h ree  f i l es  INVADERS.SCR,  INVADERS.DAT and  INVADERS.ABS
(INVADERS.COII I  on CPIM) - -  must  be on t .he same d isk.

Moun t  t he  d i sk  you  have  made .  ( I f  you  a re  us ing  CP/14 ,  you  mus t
be  runn ing  f rom tha t  d i sk .  Fo r  examp le ,  i f  t he  INVADERS f i l es
a re  on  d i sk  B ,  t ype  the  command  r rB ' r r  t o  CP/M,  so  tha t  t he  p rompt
changes  t o  "B> " .  )

Now run  the  INVADERS p rog ram,  by  t yp ing  " INVADERS"  and  p ress ing
the  RETURN key .  The  sc reen  w i l l  b l ank  ou t ,  t hen  f i t l  w i t h  f i f t y
i nvade rs ,  f ou r  ba r r i cades ,  you r  cannon  (a t  t he  l owe r - I e f t ) ,  and
some  sco r i ng  i n fo rma t i on  ( see  nex t  sec t i on ) .  F i r e  t he  cannon
w i th  the  space  ba r  on  the  keyboard .  You  have  an  ene rgy  cannon ,
wh i ch  can  on l y  ma in ta i n  one  ene rgy  she l l  a t  a  t ime ,  so  you  can
no t  f i r e  aga in  un t i l  t he  p rev ious  she l l  has  exp loded  o r  f aded  ou t
o f  r ange .

Move  t he  cannon  us ing  t he  4 ,5 ,6  keys ,  e i t he r  on  t he  keypad  (w i t h
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you r  r i - gh t  hand )  o r  on  t he  ma in  keyboa rd  ( i f  you  p re f  e r  us i ng
you r  l e f t )  .  The  4 - key  ( I e f t  a r row)  s ta r t s  t he  cannon  mov ing
le f t ;  t he  6 - key  ( r i gh t  a r row)  s ta r t s  i t  mov ing  r i gh t ;  t he  5 - key
(home)  s tops  i t .  (No te :  These  con t ro l s  d i f f e r  f r om mos t  v i deo

games ,  wh i ch  move  ob jec t s  such  as  t he  cannon  on l y  wh i l e  a  l e f t  o r
r i gh t  bu t t on  i s  dep ressed .  Fo r  t hose  accus tomed  to  such  games ,
i t  w i I I  t ake  some  ge t t i ng  used  t o .  )

I f  you r  she l l  h i t s  an  i nvade r ,  t he  i nvade r  exp lodes  and  you r
sco re  goes  up .  I f  a  bomb  h i t s  you r  cannon ,  t he re  i s  a  l oude r
bang  and  you r  cannon  exp lodes .  You  ge t  t h ree  cannons  fo r  a
s i ng le  game .  She l l s  and  bombs  des t roy  one  ano the r  i f  t hey
co l l i de .  You  can  h i de  beh ind  ba r r i cades  f o r  a  wh i l e ,  bu t  t he
invade rs '  bombs  g radua l l y  b l as t  away  t hese  f o r t r esses .  The
invade rs  have  power fu l  sho r t  r ange  weapons ,  and  i f  t hey  ge t  c l ose
enough  t hey  w i l I  d i s i n teg ra te  t he  ba r r i cades .

I f  an  i nvade r  eve r  ac tua l l y  r eaches  you r  cannon ,  i t  des t roys  t he
cannon  and  the  game te rm ina tes  immed ia te l y .  I f  you  shoo t  down
a I I  t he  i nvade rs ,  ano the r  f i f t y  o f  t hem reg roup  and  s ta r t  a t  you
aga in ,  t h i s  t ime  a  I i t t l e  f as te r  t han  be fo re .  You r  f o r ces
succeed  i n  r epa i r i ng  some ,  bu t  no t  a l l ,  o f  you r  ba r r i cades  be fo re
the  renewed  a t t ack .

F rom t ime  t o  t ime  I  a  "mys te r y  sh ip "  passes  ove rhead ;  i t ' s
gene ra l l y  wo r th  a  l o t  t o  shoo t  i t  down .

l l ' hen  the  game ends ,  INVADERS asks  i f  you  w ish  to  p iay  aga in .
Some t imes  you  answer  " yes "  bu t  i t  i gno res  you ;  t h i s  means  you
typed  a  command  a f te r  you r  l as t  cannon  was  h i t  and  the  p rog ram
took  tha t  command  as  you r  answer .  Jus t  run  INVADERS aga in  to
con t i nue  p l av i nq .

Sco r  i nq

The  bo t t om l i ne  shows  sco r i ng  and  s ta tus  i n fo rma t i on .  You r  sco re
i s  con t i nuous l y  d i sp layed ,  a l ong  w i t h  a  h i gh  sco re  p rev ious l y
ach ieved  and  saved  on  d i sk .  ( I f  you  bea t  t h i s  sco re '  you r  name
and  new  h igh  sco re  a re  saved  f o r  pos te r i t y ! )  The  number  o f
cannons  you  have  l e f t  i s  d i sp layed .  F i na l l y '  wheneve r  a  "mys te r y
sh ip "  i s  p resen t ,  i t s  va lue  appea rs  on  t he  r i gh t -hand  s i de  o f  t he
bo t t om l i ne .

The  bo t tom two  rows  o f  i nvaders  a re  wor th  t0  po in t s  each .  The
nex t  two  rows  a re  wo r th  20 .  The  t op  row  i s  wo r th  30  po in t s .
"Mys te r y  sh ips "  a re  wo r th  be tween  50  and  300  po in t s .

You  a re  awarded  an  ex t ra  cannon  each  t ime  you  ge t  enough  po in t s
( t he  exac t  number  comes  f r om the  pa rame te r  f i l e - - i t  i s  i n i t i a l l y
r500) .

Cu s tom i  z ing

The  game uses  two  aux i l i a r y  f i l es :  INVADERS.SCR and  INVADERS.DAT.



Manua l I y  mod i f y i ng

The  f i l e  INVADERS.DAT  ( i nc l uded  on  t h i s  d i sk )  con ta i ns  impo r tan t
pa rame te rs  f o r  t he  game .  You  may  change  t hese  pa rame te rs  t o  va r l z
t he  game  acco rd ing  t o  you r  t as tes .  Howeve r ,  p l ease  no te  t ha t
INVADERS does  ve ry  I j - t t l e  e r ro r  check ing  when  i t  r eads
INVADERS.DATT so  i f  you  change  the  f i l e  you  a re  on  you r  own .

INVADERS.DAT  con ta i ns  t he  game  pa rame te rs .  Gene ra l l y ,  each
pa rame te r  occup ies  one  l i ne ,  w i t h  t he  va lue  beg inn ing  i n  co lumn
I .  I f  a  pa rame te r  i s  a  number ,  t ha t  number  i s  t e rm ina ted  by  a
non -numer i c  cha rac te r ;  any  t ex t  wh i ch  f o l l ows  on  t ha t  I i ne  w i I I
be  i gno red .  I f  a  pa rame te r  i s  non -numer i c ,  no  commen t  t ex t  i s
a l l owed  on  t he  I i ne .  The  f o l l ow ing  t ab le  desc r  i bes  Ehe
pa rame te rs  i n  t he  o rde r  t hey  mus t  appea r  i n  t he  f i l e :

L i ne Desc r  i p t i on
4

Reasonab le R a n q e

0 - 5I  F requency  o f  bomb ing  va r i es  i nve rse l y  w i t h  t he
number  o f  t a rge t s .  Th i s  pa rame te r  de te rm ines  t ha t
f r equency .  Low  numbers  =  h i ghe r  f r equency .

INVADERS -3 -

Bo th  f i l e s  mus t  r es i de  on  t he  same  d i sk
(o r  INVADERS.COM)  p rog ram.  The  SCR
h igh -sco re  i n fo rma t i on .  I f  i t  i s  no t
sco re  i s  assumed  and  you r  p l ay  c rea tes
th i s  f i l e  i s  chea t i nq !

The  i nvade rs  a re  smar t  enough  t o  l ead
mo t i on  as  t hey  d rop  t he i r  bombs .  The
co lumns  wh ich  the  upper  row  o f  t a rge ts
the  cannon  i s  t h i s  pa rame te r .

I nvade rs  can  on l y  d rop  t h i s  many  bombs
Ze ro  bombs  y i e l ds  a  p re t t y  du l l  game ;
you  ve ry  busy .

INVADERS

as  the  ma in  INVADERS.ABS
f i l e  i s  used  t o  s to re
p resen t  r  Do  p rev  j - ous  h i gh
i r

t he  cannon
number  o f

mus t  l ead

a t  once .
f i ve  keeps

0-80

0 -5

You  ge t  t h i s  many  cannons  du r i ng  a  s i ng le  game .
Chang ing  i t .  f r om the  nomina l  t h ree  changes  the
game  qu i t e  a  b i t .

g l i des  by
on  t h i s  number )  .

t ime  you  ge t  t h i s

I - IO

1000-30000

500-5000

100 -1000

25-200

How o f ten  the  mys te ry  sh ip
(ac tua l l y  random bu t  based

You  ge t  a  new cannon  eve ry
many  more  po in t s .

Each  t ime  you  success fu l l y  shoo t  down  a1 I  f  i f t . y
i nvaders  they  regenera te  themse lves  and  come a t  you
a  l i t t l e  f as te r .  Th i s  number  de te rm ines  how  much
fas te r .  H ighe r  numbers  =  I ess  speed -up .

3-  r0

mys te ry  sh ip  mo t i on  (msec ;  see  be low) .30 -300

10

Frequency  o f

F requency  o f

F requency  o f

ta rge t  mo t ion  ( rnsec )  .

bomb mot ion  (msec )  .
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11  F requency  o f  she l l  mo t i on  (msec ) .

L2  F requency  o f  cannon  mo t i on  (msec ) .

I 3  F requency  o f  i nvade r  advance  (msec ) .

I 4  Mys te r y  sh ip  d raw ing  i ns t r uc t i ons  ( see  be low)  .

15  Top  row  ta rge t  d raw ing  i ns t r uc t i ons .

I 6  Second  row  ta rge t  d raw ing  i ns t r uc t i ons

L7  Th i rd  r ow  ta rge t  d raw ing  i ns t r uc t i ons

18  Fou r th  r ow  ta rge t  d raw ing  i ns t r uc t i ons

19  F i f t h  r ow  ta rge t  d raw ing  i ns t r uc t i ons

20  Cannon  d raw ing  i ns t r uc t i ons

2L  Exp los i on  d raw ing  i ns t r uc t i ons

INVADERS

22  Number  o f  2 - l i ne  ba r r i e r  r ep resen ta t i ons

23  I n i t i a l  ba r r i e r  d raw ing  i ns t r uc t i ons  t op  row

24  i n i t i a l -  ba r r i e r  d raw ing  i ns t r uc t i ons  bo t . t om row

25 t26  F i r s t  " r epa i red "  ba r r i e r  d raw ing  i ns t r uc t i ons

27 ,28  Second  " repa i red "  ba r r i e r  d raw ing  i ns t r uc t i ons

29 ,30  e t c . . .  un t i l  t he  t o ta l  ba r r i e r  i ns t r uc t i ons
equa l  tw i ce  the  number  on  l i ne  22

25-200

12 -  10  0

s000 -30000

N/A

N / A

N / A

N / A

N/A

N / A

N / A

N I A

t -  1 0

N / A

N,/A

N / A

N/A

Parame te r  l i nes  B -13  de te rm ine  how  fas t  t he  game  i s .  Each
pa rame te r  i s  t he  number  o f  m i l l i seconds  be tween  t he  s ta ted
mo t i ons .  Fo r  examp le ,  i n  t he  supp l i ed  f i l e ,  she l l s  and  bombs
move  a t  t he  same ra te ;  each  moves  once  eve ry  100  msec .  You  m igh t
make  the  game eas ie r  by  mak ing  she l l s  move  tw ice  as  fas t  as  bombs
(by  se t t i ng  l i ne  1 I  t o  50 ) ,  o r  you  m igh t  t r y  " f as t  bombs"  by
i ns tead  se t t i ng  l i ne  l 0  t o  50 .  Chang ing  a I I  speed  pa rame te rs
p ropo r t i ona l l y  y ie lds  a  genera l  speed-up  o f  t he  game i  you  m igh t
w ish  to  dec rease  eve ry th ing  by  202 ,  f o r  examp le ,  when  you  become
exper t  a t  t he  ve rs ion  supp l i ed .  Speed ing  up  the  game beyond  a
fac to r  o f  f ou r  i s  no t  recommended ,  and  t r y ing  to  speed  i t  up  too
much  w i l l  r un  i n to  t he  speed  l im i t a t i ons  o f  t he  t e rm ina l .

Pa rame te r  I i nes  L4 -2L  spec i f y  t he  g raph i cs  f o r  t he  game  f i gu res .
Each  f i gu re  (excep t  a  ba r r i cade )  i s  cons t ruc ted  i n  a  r ec tang le  5
cha rac te r  pos i t i ons  w ide  by  2  L i nes  h i gh .  Each  i nvade r  mus t
beg in  w i t h  a  b l ank  space  t o  sepa ra te  i t  f r om i t s  l e f t - hand
ne ighbo r  r  so  i nvade rs  a re  e f f ec t i ve l y  on l y  4x2  i n  s i ze .  A  f i gu re
i s  d rawn  f r om i t s  spec i f i ca t i on  i n  INVADERS.DAT  us inq  t he
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f o l l ow ing  ru l es :

S  -  escape
/  =  Beg in  a  new  l i ne  o f  t he  f i gu re .  To  ac tua l l y  d raw

'  / '  ,  w r  i t e  '  /  / '  i n  t he  f i l e .
Any  o the r  cha rac te r  p r i n t s  as  i t se l f .

Each  f i gu re  i s  begun  w i t h  t he  cu rso r  pos i t i oned  a t  i t s  uppe r
Ie f t hand  co rne r .  The  t e rm ina l  i s  i n i t i a l i zed  i n  no rma l  ( no t
i nve rse )  v i deo  and  g raph i cs  mode .  These  modes  can  and  usua l l y
w i l l  be  changed  i ns i de  a  f i gu re  spec i f i ca t i on  by  us ing  an
app rop r i a te  sequence - - f o r  examp le ,  ' $p r  w i l l  go  t o  i nve rse  v i deo
un t i l  changed  back  w i t h  a  ' $q ' . (See  you r  H89 ,  ZB9  o r  H19
ins t ruc t i on  manua l  f o r  t he  cha rac te r  sequences  wh i ch  con t ro l  t he
te rm ina l ' s  modes  and  p roduce  g raph i cs  cha rac te r s . )  A f t e r  a  f i gu re
i s  compe te l y  d i sp layed ,  t he  t e rm ina l  shou ld  be  l - e f t  i n  no rma l
v i deo  and  non -g raph i cs  modes .  I t  i s  a  good  i dea  t o  t r y  t o
unde rs tand  each  f i gu re  spec i f i ca t i on  i n  INVADERS.  DAT  be fo re
a t tempt ing  to  change  them.

L ine  22  de te rm ines  how  many  pa i r s  o f  ba r r i e r  spec i f i ca t i on  I i nes
fo l l ow .  Each  ba r r i e r  spec i f i ca t i on  cons i s t s  o f  two  da ta  l i nes ,
co r respond ing  t o  t he  two  d i sp lay  l i nes  du r i ng  t he  game .  The
fo l l ow ing  code  i s  used :

Q  =  b l ank
I  =  uppe r  ha l f  cha rac te r  pos i t i on
I  =  f u l 1  cha rac te r  pos i t i on  ( i nve rse  v i deo  b l ank )

.  3  =  r i gh t  d i agona l  cha rac te r  pos i t i on
Q =  I e f t  d i agona l  cha rac te r  pos i t i on

The  f i r s t  pa i r  o f  l i nes  de te rm ines  t he  ba r r i e r  se tup  when  t he
game  i s  begun .  Each  f o l l ow ing  pa i r  o f  l i nes  de te rm ines
success i ve  " r epa i red "  ba r r i e r s .  These  a re  used  wheneve r  you
shoo t  down  a l l  f i f t y  i nvade rs  and  t hey ,  and  you ,  r eg roup  you r
fo r ces .  I n  t he  da ta  f i l e  p rov ided ,  each  t ime  a  ba r r i e r  i s
repa i red ,  l ess  and  l ess  o f  i s  r econs t i t u t ed ,  un t i l  a f t e r  t h ree
reg roup ings ,  on l y  t he  t h i n  bo t t om l aye r  o f  ba r r  i cade  i s
recons t ruc ted .  Chang ing  t hese  i ns t r uc t i ons  w i I l  a f f ec t  l onge r
games  cons ide rab l y .  Fo r  examp le ,  you  can  p reven t  ba r r i cades  f r om
be ing  repa i red  a t  a l l ,  mak ing  t he  game  much  more  d i f f i cu l t ,  by
chang ing  l i ne  22  f r om ' 4 '  t o  " 21 t  and  f o l l ow ing  t he  f i r s t  two
I i nes  o f  ba r r i cade  spec i f i ca t i ons  w i t h  on l y  two  more  l i nes  wh i ch
cons i s t  o f  ze ros .  O r  you  can  de le te  Lhe  l as t  two  I i nes
a l t oge the r ,  change  l i ne  22  t o  " l , "  and  rebu i l d  t he  ba r r i cades
comp le te l y  w i t h  each  new  wave  o f  i nvade rs .

A  f i na r  wo rd :  i f  you  do  a r t e r  t he  game  pa rame te rs ,  i t  i s  l ess
mean ing fu l  t o  compare  sco res  w i th  those  ach ieved  us ing  the
o r i g i na l  pa rame te rs  o r  ano the r  mod i f i ed  se t .  A l so ,  i f  t he  game
is  mod i f i ed  t o  be  t oo  easy ,  you  w i l l  soon  rose  i n te res t .  so  you
may  wan t  t o  use  res t ra in t  i n  chang ing  INVADERS un t i l  you  have
become  p ro f i c i en t  a t  t he  game  i n  i t s  o r i g i na l  ve r s i on .


