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Microbit @:8mewsy Fight with enemy Game &z H6&renw 8.
§E»¥® variables BE&renw »6 08,
Variables

Make a Variable...

Enemy es¢wo enemy variable &z esw &8 shooting &= esgen
enemyShooting variable &z B&@renw @dsin.

% Player es¢wo player variable &= esw &8 shooting &= esewa shooting
variable & BE@renw »OsIn.

enemy ¥
enemyShooting =
player =

shooting +

@20 Beam Life g@renw wewo set Life block &z on start block &=
ne0 add 20 &8 gow 5 & ece nITT®.

P & Ded® 890 Beam score &= eewo set Score block &z add =6 &8
eows 0 & ece nasTm.

2 20¢ Enemy BE@renwd set enemy block &z add =d, create sprite at x:

y: block &z @wies S om BEBO vum 8B avwsy ewiesis.
Player 36@enwO set player block &z» add = a, create sprite at x: y:
block &z @wacs 65y om BOEEO vwn v avwsy ewiesIs.
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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 ® x exfew ng demw B3@O on button A pressed block esw on
button B pressed block mg x 8 gow &8 ww g8 Do ece swm =88
blocks @wacsim.

on button A v pressed

player v change x = by e

on button B » pressed

player * change x * by o

+* Player @4 shooting &z e¢wo on button A+B pressed block &z @080
»0E.

“* Player @df shooting &= B&renw BOSO vwm 82 set shooting block
@z add =0, create sprite at x: y: block &= ewicsiz. Player sprite de=d
80 shooting &= eux8® eewo player @ x position e y position
CahecsIs.

set shooting *+ to create sprite at x: player = x - y: player = y -

<+ shooting & brightness &z 110 ece: careesTs.

—
L shooting * set brightness v to m




%+ player shooting &= & swm 8¢88 eewo repeat 4 times do block &z
b0 ®IE.

% shooting & y gxfeed 4 DSwH 988w wi Wn Bes BE vum BB
blocks ewicsim.

repeat o times

shooting * change y * by o

< ©52 music &= Dicmrw 8T ew 300ms pause BBEO zw= ©8e blocks
ewiesiz. Toned Beat gow 1/8 =l cah ecov».

play tone for 1/4 = beat until done =

% »8¢ Shooting &z enemy ed touch g 80 score &z 18 880 ew &8O
music &z Dagw B8O swm 88 blocks ewicsin.

if is shooting * touching enemy = then

change score by o

play melody power up w until done w

@

% ¢ Ded® Shooting =8 y aow 0 ewd 30 af) § 80 shooting sprite &
delete 880 swnm 888 blocks ewicsiz.

shooting «

delete shooting *

®
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% Enemy ©@as3Q 8¢8® eews forever block &z ©8mm w08,
* Enemy ecoed move 880, 100ms pause 882 w» edge 8 &> 8O
gemya vl B swnm 888 blocks ewicsim.

enemy * move by o

if on edge, bounce

& ed® Enemy edf shooting &= B6@renw BEEO swm »6& block add
=J, enemy sprite &ezd 8O shooting & euxfd@0 enemy ed X
position e y position cahecsim. 8¢ Enemy shooting & brightness
&= 110 ece caecsIs.

set enemyShooting * to create sprite at x: enemy * X y:

enemyShooting * set brightness » to (bl

» ©8¢ Player shooting eed® Enemy shooting @350 8688 eewmoe
repeat 4 times block €»® e y gow obmed E&C, &80 music &m=l

play 820 e® 200ms pause 88C swz 88 blocks ewiczis. Toned Beat
eona 1/8 o cah eesinm.

enemyShooting + change y v by o

play tone for 1/8 = beat until done =




“* »8¢ Enemy Shooting &z player edf touch g 80 life &mf a8 880 ew
&80 music &= Dacdes BB swm 3 blocks e@waesizm. Toned Beat
g0w 2 ¥ Eah ecsim.

if is enemyShooting * touching player =

remove life °

play tone m for 2 = beat until done -

% & Ded® enemy Shooting €8 y aow 4 ewd §O 08 g 80 enemy
shooting sprite &z delete 880 swm =88 blocks ewicsIn.

enemyShooting «

delete enemyShooting +

®




