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< Microbit UWeTUM®SEH Fight with enemy Game &
2 _(HeUMSHESHEUITLD.

% (WP&H696V variables 2 HeUTHH &G Q& TETEEUTLD.

Variables
Make a Variable...

% Enemy @M@ enemy variable LDMMILD )& 60T shooting @M
enemyShooting variable 2_(HeUT&HHR & Q& TETS .

< Player @M player variable 0mmILD &60T shooting MG
shooting variable 2_(HeUMTHSH G QO HTETS.

enemy ¥
enemyShooting
player =

shooting +

¢ 2 MEGEHSHSG @QHEGSGLD Life 6eme&Hms set Life block
eRe0TeM(M on start block @ M@&e6T add Lievoreool]l & e60m
QUMING) 5 6T60T QUIMHMIE Q&TH &HSH.

& 95CUIMeL 2_MIGEH&HE @) (HoELID score @ME& set Score
block epedTemm add Lieoorevol] 2&edT GlLIMIIDE Ul 0 6T60T
60)6UEEH6YLD.

< GLguIld Enemy 2 (HeUMHG6USHM & set enemy block & add
LietoTeoof]l, create sprite at x: y: block UwWeTUBHSH Hlemey
BMISSHSN S LN edTeu HLO Mo QLML) &em6rT
UwerU(h S SeLD.
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% Player 2_(HeuM&@&e6UsH M@ set player block £ add Lievorevor],
create sprite at x y: block & UWTURSS Hlemey
BloSEHUsHE&  LleTeu(HLDmm QUMILDG) & en6T
UweTUb & SI.

on start

set life o
set score o
set enemy * to create sprite at x: o y: o
set player * to create sprite at x: o y: o

% Player 8 x 9FF @MN@G6T HHIHSUSME on button A
pressed block WMMID on button B pressed block @M@&6IT x
@er  QUOILE  HEOHIFH VWG  GHDOUDTDI
LSledreuhLOmay blocks LIuledT LI(H & &6 LD.

on button A * pressed

on button B + pressed

player * change x * by o

< Player @60r shooting @M@ on button A+B pressed block &
LweoT U (b & &IG6UTLD.

% Player @)60r shooting & 2 (HEUMHEGEUSMEG Lil60TeUHLOMMI
set shooting block &3 add Lievotenof], create sprite at x: y: block
LweTUmMSSaD.  Player sprite  @68@pHSI shooting &3
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STL(6USHME player @)60T x position LOMMILD y position
QUOHMIE Q&HTHES.

set shooting * to create sprite at x: player » X w y: player = y-

 shooting @)60T brightness £ 110 et60T QUMM Q&HT(H & 5.

L shooting * set brightness » tu@

% player shooting @)eoT LYletTeU(HLD H1HLD6Y &G repeat 4 times do
block 6p60TEmM LIWI6OTLI(H &SI GeUTLD.

% shooting y o&FeL 4 Wemm WTCOTTES G F606v
Geue6voTLq. @ BLILIST6L L edTeupLomm blocks
UweTU(h &S LD.

< UGBS music e6TmI 60lL1LIGSME WMMILD 300ms pause
QFWaIsMNE LeTeu@omm blocks LIwWeTU(H&S6LD. Tone
@) 60T Beat QUMD 1/8 QUMM QSHT(H&HS.

play tone m for 1/4 = beat until done *

% GLogwld Shooting , enemy & touch &LG&LGLIMS score
AF&IUUSHE&E WMHMID NUGUTH  music 62 60T
@eIULUSMGS LetTeuLommi blocks LIWeTLI(HSH6LD.
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then

play melody power up = until done =

®

¢ 2|85 Gumev Shooting @eT y GQUMIDE 0 6LV
FemerT el Gemmujld GuUME shooting sprite delete
2LaUSMGS eoTeuBLOmmI blocks LIWeoTLI(h& &6 LD.

if shooting *

delete shooting *

®

< Enemy QSMLIUULL BI&HD6SHEG forever block &
UwerTU (S S CeUITLD.

< Enemy @(H UGS move SLeUHME&S , 100ms pause
UOSDES WLOHMID edge & QSHTLGL CUTE ABHSS
WT:3: Jh) QFLAIS MG LD LedTeu s Lomm) blocks
LweTU(h &S eyLD.

forever

enemy * if on edge, bounce
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¢ =65 GUIMeL Enemy @)60T shooting & 2 (HEUMHGEUSHMNE
Netreu@omm block add Q& W&, enemy sprite @e60l(HHS
shooting &8 &ML (HeusME& enemy @)60T x position WOMMILD y
position QUMMIG Q&ETH&HS. CLogILDd Enemy shooting @) 60T
brightness £ 110 eT6oT QUMMIS Q&THEHSH.

set enemyShooting ¥ to create sprite at x: enemy * xw y:

enemyShooting + set brightness = to @

< Ggwld Player shooting @urmev Enemy shooting
QSTLIUeMLW [BlIHLD6eSHEHEE repeat 4 times block
@H&6TYy QUM IDTNIEISHE, LIGCLIMTE music 660TM)
play QpeusmE& WMHMID  200ms  pause  IeUSDHES
Nereu@Lomm blocks LweTUBSSHLD. Tone @)6dr Beat
QUMIE) 1/8 6TeT QLUMMEQEHTH &S.

enemyShooting * change y * by e

play tone for 1/8 = beat until done *

< GLgild Enemy Shooting player @6V touch ,&LCUIMTS life
RETM GHMMEUSMHES WMMID HUGCLIMG music et
eILSMHEG LNeTeuLommi blocks Liwedr LI(M& S LD. Tone
@) 60T Beat QLIMILDG) 2 6T60T QLIMHMISHEHT(HHE.




if is enemyShooting + touching player w

remove life o

play tone for 2 = beat until done =

¢ 9|B5GUIM6L enemy Shooting @)6T y GQUMILE) 4 26V6VSI
S5MEG G H&fleaEl GUmg enemy shooting sprite
delete QyaUsMEG LeTau®LOMm blocks LIweTLI(H &S] LD.

enemyShooting

delete enemyShooting *
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