






THE mAHlnG OF: SPACE InUADERS

./At Space Invaders Twelve

SPACE INVADERS PART 11
[Arcade, 1979)
Tomohiro Nishikado's first direct
sequel to Space Invaders was,
he admits, not as big a hit as the
original. Still, it had some interesting
features, including increased
complexity to the movement of its
enemy targets.

SPACE INVADERS DX
[Arcade, 1993)
Featuring a traditional Space
Invader Mode, a two-player split-
screen Battle Mode and a Parody
Mode, Space Invaders OXwas an
experimental game whose best
features would be better developed
in Space Invaders '95/Akkanbeder.

SPACE INVADERS
ANNIVERSARY
[Ps2,2003)
Notable for including an original 3D
Mode, Space Invaders Anniversary
was an unremarkable collection of
variations of Space Invaders and
Part 11.The PSP attempt would
prove much more worthwhile ..

3D SPACE INVADERS
[Mobile, 2006)
Providing the option to turn Space
Invaders into a first-person shooter
of sorts, the Taito-developed 3D
Space Invaders is surprisingly
ambitious given that it is a game
you can play on your mobile phone.
Defending on the go!

RETURN OF THE
INVADERS [Arcade, 1985)
Although Nishikado was no longer
atthe helm, Taito went ahead with
a jazzed-up Invaders sequel in
1985. Return of the Invaders again
increased the variety of Invaders'
movement patterns, as well as
brightening things up.
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AKKANBEDER/SPACE
INVADERS '95
[Arcade, 1995)
This great Space Invaders parody
took a pun to arrive at its title:
'akkanbe' is what kids say as they
pull one eyelid down and stick their
tongue outto make a funny face at
another kid, a teacher or a parent.

SPACE INVADERS
POCKET [PSP, 2005)
This neat compilation contains four
variations ofthe original Space
Invaders (namely black and white,
colour, cellophane colour effect
and upright cab styles) as well as
Part 11.Return, Majestic Twelve
and Akkanbeder

SPACE INVADERS
EXTREME
[oS/PsP/XBLA, 2007)
Arguably the best Space Invaders
sequel, Extreme is probably what
Nishikado has in mind when he
says: "I think that shooting games
have become too difficult and too
centred on catering to enthusiasts."

MAJESTIC TWELVE: THE
SPACE INVADERS PART
IV [Arcade, 1990)
Known as Super Space Invaders '91
outside of Japan, this introduced
scrolling backgrounds, shields and
power-ups. It also featured a series
of stages in which you needed to
protect cattle from UFOs ..

SPACE RAIDERS I SPACE
INVADERS: INVASION
DAY [PS2, 2002)
This Sammy-developed Space
Invaders spin-off brought the series
into Earth Oefense Force territory,
arming a few heroes with big guns
and telling them to kill Invaders who
have already landed on Earth.

SPACE INVADERS
REVOLUTION
[05,2005)
Nishikado himself developed
Revolution, using the opportunity to
incorporate touch-screen controls
(digital controls remain far superior),
13 Invader types and a variety of
new power-ups and settings.

SPACE INVADERS GET
EVEN
[Wii,2008)
This recently released WiiWare
exclusive turns the Space Invaders
principle upside-down by putting
the player in control ofthe Invaders,
with the objective being to complete
a successful invasion of Earth .
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SPRCE INVRDERS

A Attacl< of the Clones
How many times will we get away with using
variations on the same pun?

INVADERS (BBC MICRO, 1982)
IJK Software's Invaders was one ofthe earliest
computer format clones of Taito's international hit.
Monochrome and colour versions were released (the
latter only for McdelB computers].

3D INVADERS (CPC, 1984)
More 'quasi-isometric' than three-dimensional, this
effort at replicating/improving the original Space
Invaders formula really struggles to imitate the playability
of Nishikado's game.

SPACE INVADERS: FUKKATSU NO HI (PC
ENGINE, 1990)
This great PC Engine conversion also includes a 'New
Version' ofthe game, where the protective bases are
removed as your ship gains the assistance of a shield.
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SPACE INVADERS (WONDERSWAN,
1999)
This port of Space Invadersfor Bandai's WonderSwan
handheld replicates Nishikado's original work, only
inverted as black sprites on a clear background.

AVENGER (C64, 1982)
Another early attempt at bringing Space Invaders
home was Commodore's Avenger. which managed to
reproduce the coin-op's formula with only a minimum of
cuts and compromises.

PEPSIINVADERS (ATARI 2600, 1983)
This limited-run promotional 'advergame', commissioned
as you might guess by Coca-Cola, replaces Space
Invaders' alien enemies with the letters P,E, P,S and I.
Very clever, that.

CHICKEN INVADERS (PC, 1999)
Chicken Invaders is a 1999 vintage poultry-based clone
of Space Invaders, complete with eggs and drumsticks
in lieu of laser fire. As it's freeware, you might like to give
this game a shot. Don't be a chicken, etc.

SWEET INVADERS (MOBILE, 2006)
In one of the least imaginative and most shameful
conversions of Space Invaders, 2006's Sweet Invaders
'innovates' by displaying bitty 'stunners' in the
background of its 'erotic' take on the game.



Business~ple
generally diCJn'tg
good evaluation -
rate it very highly
TOMOHIRONISHIKADODEMONSTRATEDANij~l~~1


