
SPACE INVADERS
ATARI® GAME PROGRAM™ INSTRUCTIONS

COMPLETE
GAME PLAY
INSTRUCTIONS

HELPFUL
HINTS
Section 6

*

GAME SELECT MATRIX
Section 7

CX2632A Warner Communications Company 

* 
In

di
ca

te
s 

a 
tr

ad
em

ar
k 

of
 T

ai
to

 A
m

er
ic

a 
Co

rp
.



NOTE: Always turn the console POWER switch OFF when inserting or 
removing an ATARI® Game Program™ cartridge. This will protect the 
electronic components and prolong the life of your ATARI Video Computer 
System™ game. 
Manual, Program and Audiovisual © 1980, ATARI, INC.
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ATARI® GAME PROGRAM™ INSTRUCTIONS

1. GAME PLAY

Each time you turn on SPACE 
INVADERS*, you will be at war with 
enemies from space who are 
threatening the earth. Your objective 
is to destroy these invaders by firing 
your “laser cannon.” You must wipe 
out the invaders either before they 
reach the earth (bottom of the 
screen), or before they hit you three 
times with their “laser bombs.” 

Your long-term objective is to score 
as many points as possible. Points 
are scored each time you hit one of 
the SPACE INVADERS. They are 
worth different amounts of points, 
depending on their initial position on 
the screen. (See SCORING.) 

If you destroy all 36 SPACE 
INVADERS before they reach the 
earth, a new set of invaders will 
appear on the screen. Each time the 

invaders are reset on the screen, 
they will start from a position closer 
to the earth until they reach the 
closest position possible. The SPACE 
INVADERS can be reset on the 
screen indefinitely during a game. 

2. USING THE CONTROLLERS

Use your Joystick Controllers with 
this ATARI® Game Program™ 
cartridge. Be sure the Joystick 

Controller cables are firmly plugged 
into the CONTROLLER jacks at the 
back of your ATARI Video Computer 
System™ game. For one-player 
games, use the Joystick Controller 
plugged into the LEFT CONTROLLER 
jack. Hold the Joystick with the red 
button to your upper left, toward the 
television screen. 

See Section 3 of your Owner’s 
Manual for further details.
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Figure 1

* SPACE INVADERS is a 
trademark of Taito America Corp.



Move the Joystick right or left to 
maneuver your laser cannon 
across the bottom of the screen. 
Do this to avoid being hit by the 
laser bombs, which the invaders 
will continually drop from the sky, 
and to aim your own “laser beams.” 
Each time your cannon is hit by one 
of the laser bombs, the game 
pauses temporarily, and the 

GAME SELECT / GAME RESET 
SWITCHES

Depress the game select switch to 
choose the game you wish to play. 
The game variation number is 
displayed at the top, left side of the 
screen. The number opposite on 
the top, right side of the screen 
represents the number of players 
for each game. 

Since there are 112 game 
variations to SPACE INVADERS, a 
quick look at the GAME SELECT 
MATRIX is helpful when choosing 
or locating a game. 

NOTE: Holding the game select 
switch down will cause the game 
number to increase continually on 
the screen. However, to increase 
the game number rapidly, depress 
and hold down both the game 
select and game reset switches. 
As you near the desired game 
number, release the game reset 
switch and bring up the game 
number you want using only the 
game select switch. 

Press the game reset switch to 
begin a game. 
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number of hits you have remaining 
is displayed at the bottom of the 
screen. 

Press the red controller button to 
fire your laser cannon. Each time 
you fire the cannon, you may not 
fire it again until you hit a target, or 
until the laser beam disappears off 
the top of the screen. 

3. CONSOLE CONTROLS

Figure 2



4. SCORING

DIFFICULTY SWITCHES

The difficulty switches control the 
size of the laser cannons on the 
screen. In the b position, the 
cannon is smaller, and therefore 
easier for the beginning player to 
use. In the a position, the cannon is 
twice as large, and therefore more 
susceptible to enemy fire. 

In a one-player game, use the left 
difficulty switch to control the size 
of the cannon. In two-player 
games, the left player uses the left 
difficulty switch, and the right 
player uses the right difficulty 
switch to control the cannon size. 

The SPACE INVADERS are worth 5, 
10, 15, 20, 25, and 30 points in the 
first through sixth rows 
respectively. (See diagram.) The 
point value of each target stays the 
same as it drops lower on the 
screen. Each complete set of 
SPACE INVADERS is worth 630 
points. 

Although scoring can be infinite, 
there is only room for four digits on 
the display, so the highest score 
any player will ever see on the 
screen is 9999. This does not 

represent the highest score 
possible, but rather the highest 
score that can be displayed on the 
screen. 

In a one-player game, the score is 
displayed at the top, left side of the 
screen. In a two-player game, the 
left player's score is on the left; the 
right player's score is on the right. 
The score or scores disappear 
when the COMMAND ALIEN SHIP 
flies across the screen, then 
reappear when the ship leaves the 
screen or is hit. 
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Points
per target:

Row 6
Row 5
Row 4

Row 3
Row 2

Row 1

30
25
20

15
10
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5. GAME VARIATIONS
There are several game variations 
programmed into SPACE 
INVADERS. Again, check the GAME 
SELECT MATRIX for a specific 
breakdown of the variations for 
each game number. The variations 
are intended to challenge the 
experienced player, as well as to 
provide variety in general. 

The variations include:

Moving Shields: The SHIELDS 
move back and forth on the screen, 
as opposed to remaining in a fixed 
or stationary position. Using them 
for protection becomes hazardous. 

Zigzagging Laser Bombs: The 
laser bombs “zigzag” back and forth 
as they come down the screen. It is 
difficult to know exactly where they 
are going to land, and thus, stay 
out of their path.

Fast Laser Bombs: They drop 
quickly and are much more difficult 
to avoid. When the laser bombs are 
both zigzagging AND fast, even the 
experienced players will have their 
hands full. 

Invisible Invaders: The invaders 
are invisible on the screen after 
gameplay begins. Each time one is 
hit, the remainder of the invaders 
appear momentarily on the screen 
and then disappear until one is hit 
again. 

NOTE: When you're in the mood 
for a serious challenge, try Game 
16.

In addition to the game variations, 
there are several ways in which one 
or two players may play SPACE 
INVADERS: 
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The "normal" or basic game 
for one player. (Game 1-16): 
GAME VARIATIONS are 
optional, but one player always 
competes against the 
computer. 

Two opposing players taking 
alternating turns (Games 17-
32): The left player goes first 
(starts on the left side of the 
screen), then the right player 
takes a turn (starting from the 
right side). The screen display 
changes so that each player has 
their own set of invaders. The 
SHIELDS are completely 
restored for each new turn. The 
COMMAND ALIEN SHIP is 
worth 200 points. Play ends for 
each player after three enemy 
hits, or when invaders reach the 
earth. Highest score wins. 

Two opposing players 
competing at the same time 
(Games 33-48): Both players 
fire simultaneously and 
compete for a higher score. The 
COMMAND ALIEN SHIP is 
worth 100 points. Whenever 
you are hit, your opponent is 
awarded 200 points. Play ends 
after three hits are taken 
between the two players, or 
when the invaders reach the 
earth. 

A.

B.

C.



Two opposing players 
competing at the same time, 
taking alternating shots 
(Games 49-64) If you wait too 
long, your laser cannon is fired 
automatically and your 
opponent can set up a shot. All 
other game play characteristics 
are the same as C above. 

Two-player partnership game. 
(Games 65-80) Both players 
control a common laser cannon. 
Each player can move the 
cannon in one direction only. 
Right player moves the cannon 
to the right, left player moves it 
to the left. Either player may 
fire. Otherwise, this version is 
like a one-player "normal" game 
(one score display, COMMAND 
SHIP = 200 points, etc.). 

Two-player partnership game 
with alternating firing and 
control of the cannon. 
(Games 81-96) The left player 
starts and may move the 
cannon in either direction. After 
ONE shot by the left player, the 
right player then has control 
and fires one shot. Both players 
are striving for a common 
(high) score, as in the E version 
above. 

Two-player partnership game 
with one player controlling 
cannon movement and the 
other player firing laser 
beams. (Games 97-112) Left 
player moves the cannon, right 
player fires. Otherwise, this 
version is the same as the other 
"partnership" games. 

6. HELPFUL HINTS
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D.

E.

F.

G.

By now you know that you must hit 
and eliminate the SPACE INVADERS 
before they reach the earth, or 
bottom of the screen. You also 
know that you must evade their 
falling laser bombs in order to save 
the earth and keep the game going. 

Here are some other bits of 
information which will help you to 
play SPACE INVADERS: 

Periodically during a game, the 
COMMAND ALIEN SHIP will fly 
across the top of the screen. 

Figure 3



(sometimes left to right, sometimes 
right to left). 

The COMMAND SHIP is worth 200 
points* whenever you hit it, which 
is considerably more than any 
other target (see SCORING). You 
will be pleased to know that the 
COMMAND SHIP does not drop 
laser bombs or anything else, and 
is therefore harmless to you and 
your laser cannon. The COMMAND 
SHIP is simply a bonus if you are 
able to hit it. Be careful not to 
concentrate so much on hitting it 
that you get hit with an enemy 
laser bomb. 

* In games "C" and "D" the 
COMMAND SHIP is worth 100 
points. (See GAME VARIATIONS) 

There are SHIELDS (see Figure 3) 
positioned on the screen between 

your laser cannon and the SPACE 
INVADERS. At the outset, you are 
safe behind the SHIELDS. However, 
as you and the enemy hit the 
SHIELDS, they become damaged, 
allowing laser beams from your 
cannon and laser bombs from the 
enemy to pass through them. As 
the SPACE INVADERS get close to 
the SHIELDS on their way to the 
earth, the SHIELDS disappear 
altogether. 

Remember, if the lowest SPACE 
INVADERS reach the earth (bottom 
of the screen), the game ends. 

The small lines or bars at the 
bottom of the screen (see Figure 3) 
indicate the farthest points to 
which you may move to the right or 
to the left. Be careful not to get 
caught at the edge of these points 
when hemmed in by enemy fire.
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GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARRANTY

ATARI, INC. ("Atari") warrants to the original consumer purchaser that your ATARI® Game Program cartridge 
is free from any defects in material or workmanship for a period of ninety days from the date of purchase. If 
any such defect is discovered within the warranty period, Atari's sole obligation will be to replace the 
cartridge free of charge on receipt of the cartridge (charges prepaid, if mailed or shipped) with proof of date 
of purchase at either the retail store where the cartridge was purchased or at one of the ATARI Regional 
Service Centers listed below:

Atari, Inc. 
1312 Crossman Ave. 
Sunnyvale, CA 94086

Atari, Inc. 
5400 Newport Dr. 
Suite 1 Rolling Meadows, IL 60008

Atari, Inc. 
43 Belmont Dr. 
Somerset, NJ 08873 

Atari, Inc. 
2109 East Division St. 
Arlington, TX 76001

This warranty shall not apply if the cartridge (i) has been misused or shows signs of excessive wear; (ii) has 
been damaged by being used with any products not supplied by ATARI, or (iii) has been damaged by being 
serviced or modified by anyone other than an ATARI Regional Service Center. 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS, ARE 
HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED WARRANTIES ARE HEREBY 
EXCLUDED. 
Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion or 
limitations of incidental or consequential damages, so the above limitations or exclusions may not apply to 
you. 
This warranty gives you specific legal rights and you may also have other rights which vary from state to 
state. 

A Warner Communications Company 

ATARI, INC., Consumer Division
P.O. Box 427, Sunnyvale, CA 94086

C016943-32 REV. 2 MANUAL, PROGRAM & AUDIOVISUAL © 1980 ATARI, INC. Printed in Taiwan.

Remastered Manual by atari.365indies.com
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