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*************************************************************************

EZ T2 T3 DEMON-ATTACK P2 X NS
AN Written 1985 by AW XN
% OTTFRIED SCHMIDT WA 2N
*************************************************************************

10 BOSUB 2460

20 IF

PEEK (&A3SB) < >&E1 THEN SYMBOL AFTER 199

30 DATA dd,21,f0,a1,16,06,dd,7e,00,fe,00,ca,75,a2,dd,6e,02,7d,fe,16,c2,2d. -2, 3e
40 DATA £,32,0f,a2,c9,dd,46,01,dS,e5,cd,75,bb,3e,20,cd,5d,bb, el ,dd, 7e,00, fa,02
S0 DATA ca,56,a2,7c,fe,01,c2,52,a2,2c,3e,02,dd,77,00,c3,66,a2,25,c3,66,a2,7c fe
60 DATA 14,c2,65,a2,2c,3e,01,dd,77,00,c3,66,a2,24,dd,74,01,dd,75,02,cd, 75, bb, 3e,

c8,cd,

5d,bb,d1,01,03,00,dd,09,15,c2,16,a2,c%,c9

70 MEMORY &9F00

"BO FOR i=%A210 TO &A27F

90 READ a$

100 POKE i,VAL ("&"+a$)

110 NEXT i

120 DATA 26,0a,25,2e,16,3e,40,32,0f,a0,cd,07,a0,3e,00,32,0f ,a0,25,0a, 25, Ze, 16
130 DATA cd,09,a0,3a,+h,9f,32,e9,9f,c9,cd, la,bc,16,02,01,00,al,d5,e5,cd, 23, a0
140 DATA el,d1,c5,01,50,00,09,c1,15,c2,11,a0,c9,16,08, 1e,04,d5,0a,77,d1, 03, 23
150 DATA 1d,c2,27,a0,c5,01,$c,07,09,c1,15,c2,25,a0,c9,c9

160 FOR i=%9FE8 TO XAO3C

170 READ a$

180 POKE i,VAL ("&"+a$)
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NEXT i

DATA ©¢,0,128,0,0,0,1286,0,0,0,128,0,0,64,192,0,0,464,200,0,0,464,200,0
DATA 0,0,128,0,4,64,192,4,4,64,192,4,4,192,192,132,4,144,144,132,4,144
DATA 144,132,4,64,192,4,4,0,128,4.0,0,0,0,0,0,0,0

adr=%A100 .

FOR i=0 TO &3:READ a

POKE (adr+i) a:NEXT i

adr=%/140

FOR i=0 TO &3

FOKE {(adr+i) ;OsNEXT i

DATA cd,eB8,9f,32,00,32,0f,a2,cd,10,a2,3a,0f,a2,fe,¥f,c8,3e,00,32,¥3,a2,3a
DATA f0,a2,fe,01,c0,3a,¥1,a2,67,3a,f2,a2,6+,16,04,d5,e5,cd,75,bb,3e,20,cd
DATA 5d,bb,et,7d,fe,01,c2,3e,a3,3e,00,32,f0,a2,d1,c9,2d,05,cd,75,bb,cd 40
DATA~bh,fe,cB,ca,Sb,aS,Ee,c?,cd,Sd,bb,el,dl,7d,32,f2,a2,15,:2,26,a3,c9,e1
DATA di,dd,21,f0,a1,01,03,00,146,06,7c,dd,be,01,c2,80,a3,7d,dd,be,02
DATA c2,80,a3,3e,00,dd,77,00,3e,01,32,f3,a2,16,01,dd,09,15,c2,546,a3
DATA 3e,00,32,§0,a2,c9,c9

FOR i=8A300 TO &A3SC

READ a%

POKE i ,VAL ("&"+a$)

NEXT i

SyMpOL. 201,0,8,8,20,8,20,0,0

SYMBOL 202,137 ,646,4,17,128,36,66,129

SYMBOL 203,1,74,32,8,2,64,8,132

ENT 1,5,20,1,10,15,2,5,~-1

ENT 2,10,3,1,2,~-2,1,5,15,1

hsc=0

sc=0ra=11:POKE %9FFB,a:FOKE &9FE?.a:we=0:1ev=1:1leve=0

adr= &AlFO‘rel*lev-FOR i=1 TO &

POKE (adr+2) ,INT(rei)

rei=rei+0.5=x=INT(RND*16)+2=PDKE (adr+1) 4%

IF %>=10 THEN y=1 ELSE y=2

POKE (adr),y:adr=adr+3:NEXT i

we=we+l: IF we=7 THEN we=1

lev=lev+l:leve=leve+l: IF lev> =2 THEN lev=%

MODE O: INK 0,0:PAPER O:BORDER ¢

INK 1,6:INK 2,24:INK J,1:INK 4,11:INK S,(weti2)::PEN 5

INK 6,24:INK 7,6

ON we GOSUB 590,600,610,620,630,640

GOTD 650

SYMBOL 200,8,28,42,127,34,127,20,0:RETURN

SYMBOL 200,0,129,90,36,219,36,%0,129: RETURN

SYMBOL. 200,36,24,60,90,255,255,90,129: RETURN

SYMBOL 200,0,129,90,460,219,4&0,90,129: RETURN

SYMBOL 200,60,102,219,126,126,219,102,560: RETURN

SYMBOL 200,8,28,62,107,127,54,93,73: RETURN

LOCATE 7, 10 PRINT"LEVEL";leve ENV 1,3,3,1:50UND 1,46G,30,5,1

SOUND 1, 53 30,3,1:50UND 1,47,30,5,1: SDUND 1,36,70,6, 1

FOR i=31 TO 1500 NEXT J.CLS'LUCATE 2,25: PRINT sC

LOCATE 15,25:PRINT hsc

zae=0:PDKE LAZFO,0: CALL. &AZ00

IF a>1 THEN IF JOY (0} AND 4 THEN a=a—2

IF a<19 THEN IF JOY(O} AND 8 THEN a=a+2

IF PEEK(&AZFO)=0 THEN IF JOY(0) AND 1& THEN POKE LAZFD, 1:POKE &AZF2,%15: POKE.

. &A2F1,PEEK (&9FEF) :SOUND 2,12,12,7,0,2
730
740

1730
760

PﬂKE &FFEe,a

CALL &A300=IF FEEK (&AZ0F)=255 THEN GOTO 840
IF PEEK (&AZF3)=1 THEN POKE &AZF3,0:60T0 770
GOTO 700

1770 x=PEEK(ZA2F 1) : y=PEEK (&AZF2} ~1
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LOCATE x,y:PEN &:PRINT CHR$(2072)

SOUND 1,4,55,7,0,1,12:FOR i=1 TO 12:PEN 7

LOCATE x,y:FRINT CHR$(203):LO0CATE Ray

PEN &:PRINT CHR$(202):NEXT i

LOCATE x,y:PRINT" ":PEN 5

sc=sc+iC:LOCATE 2,25:FRINT scrzas=zae+1

IF zae>=6 THEN zae=0:CLS:50T0 470

GOTO 700

SCUND 1,10,60,7,0,1,13:SOUND 2;60,60,7,0,2,1&

CLS:FOR i=1 TD BO: INK O, INT(RND#2&) +1 s NEXT i

INK O0,0:INK 1,6:PEN 1

LOCATE S,8:PRINT"GAME OVER"

IF sc>hsc THEN hsc=sc:LOCATE 2,9:FPEN 2:PRINT“NEUER HIGH SCORE™-
LOCATE 1,i0:FRINT scg "PUMKTE"

LOCATE 10,12:PRINT"Neuss Spiel ?":L0OCATE ?.14:PRINT"Taste Druecken®
FOR i=1 TO 1S00:NEXT i

CALL %BBOZI:CALL %BB18

CiL8:60T0 440 -

MODE 1:1INK O,1:2INK 1,24:INK 2,0:INK J3,56,13:FEN 3:PAPER Q:BORDER O
LOCATE 15,1:PRINT"DEMON-ATTACK"

PEN 2:PRINT:PRINT"Verteidige die Erde gegen die Angreifer aus dem Weltraum!®
PEN 1:PRINT:PRINT"Die Invasoren von Daimos dringen in den Luftraum der Erde
Gelingt es einem"”

PRINT"der Eindringlinge, den Erdboden zu erreichen, so ist das Spiel b
Et. n .

PRINT"Die Angreifer kommen in Wellen zu je & Stueck. Ist es Dir gelungen,
An— griffswelle abzuwehren,so startet die naechste etwas tiefer."
PRINT"Steuern kannst Du Deine Basis mit dem Joystick. ":PEN 3:PRINT:PRINT"
GLUECK"

PRINT"Zum Starten Taste druecken"

CALL &BBO3

DATA 60,10,&0,10,60,20,5&,20,50,20,50,60,50,100,60,10,60,16,60,20,56,20,50

DATA 20,50,40,67,100,40,10,40,10,60,20,43,20,80,20,89,40,80,110
c=4:FOR 1=1 TD 2:RESTORE 1050:FOR i=1 TO 21

READ a,b:SOUND 1,a%c,bx2

SOUND 2,a%*(c/2) ,b*2

WHILE SQ(1)>127:WEND

IF INKEY$<>"" THEN RESTORE:RETURN

NEXT i

c=2:NEXT 1:607T0 1070



