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APPLE INVADERS
(C) 1979 by E S D Laboratories
PROGRAMMA International, I[nco

Memory Requirement: 24K

Zimilar to the popul ir .- 4 2w, APFLI IIVADERS
is an exciting, sction-fiiie-u, . cesolution came that
will give you hours of oniovrent woenever Yol playv. The
object 1s to destrov as man Lo aore s possille while

avoiding their deadly hombs.

You will stort “he game with “nreo tanks. L

right motion of the tank (= controlled by paddle
The center paddle position neold:: tiv: = Kk station
Paddle switch zero fires “he :hots d, after the
game, will fire repeatedly when neld down. Lach
can be fired only upon impact wf the previous sho
Reaching a score of 150@ will w.ard 2 “ourth =-ank

SCORING 1is as follows:

SAUCER - Yaluazle vsterv 3core
FIFTH row Invaders 3¢ POINTS
THIRD and FOURTH row Invaders 2 FOINTS
FIRST and SECOND row Inv.aders — 1 POINTS

Remember! The invaders cet closar with each
across the =creen. The more invaders that are de
the faster those remalining will ipprcach., Have n
doubts! Shooting that last invader will not ke t
There will be more...and then mwore...and mcre....

Pressing paddle switch zero will restart the

APPLE INVADERS is -~ machine langudge program
loads in the following manner:

* 200 . 1PBaR

f 300t the disk version.)
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