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Microbit LweTU{B &S Shoot Enemy Game 2_(Heu & & G6UITLD.

¢ (P&696V variables 2 (HeUMTHH & Q& METEEUITLD.

Variables

Make a Variable...

% Countdown , true Sy, false &y, eTeoT GMILILIGME countdown
variable 6pe0TemM 2_(HEUMEHSEHELD.

¢ Coemauwlmeor ellermig Serfledr eTevoTevnl1GHeMSEMUI  set
LeooTemIaIS M@  second 6T60T  variable  epe&dTEM
2 (HEUMSHS.

Your Variables

countdown w

second *

< Worksheet @6V 2 6T6T on start Block @ MG 6T
LSleoTeupLOMMI variables initialize Q& WIS Q& T6TS.

% Countdown variable  @eor QuUMIOMETLD false  6T60T
606U &6 LD.

% Second 6T60T variable  @60T GQLUIMILDTEOTID 3 6T60T
6M6U&&H6YLD.
on start

set countdown * to false =

set second * to o

< 6TEL6VIT CBymiGerflain countdown @) 607
QUMIDMETHMS  &HMTLL  Geleor(hlD  6TEOTLIS TV
Worksheet @)6v 2 66T forever Block @ m@&6T show number




Block &3 add Lievorevoll =iHM@& second variable &3 set
QEFWS.

forever

show number second =

% countdown  @)60T QUMIDTETHMS ABSIILSDHS
Leoreu®LOMm on button A pressed block & LwWeTL(H &S
3FM& LereuLomm block LiweTU(R &S LD.

on button A * pressed

% countdown @67 GQUMIDTETSHMNS GSHMNMLILISMHS

LedTeuBLOmmI on button B pressed block &3 LIWeTUGSH)
35M& LereuLommi block LiweTURH &S LD.

on button B * pressed

% countdown 2 _(HEUMGEGEUSMHG LNeTeu®LOMMI countDown
function 660TENM 2_(HEUMEHSEHELD.

function m @




¢ 9IS function @ME&6T @ eflerrmy (1000ms) pause
2,615 MG LletTeu(pLOmmI block LIWwWeTL®H &6 LD.

—_—

% LedTL] countdown QUMIDMETD 1 QYL GHMMEUSHS
LNedTeu®LommI block LIWI6TLI(HSSH6LD.

change second ¥ by o

< QUGCUME music 6Tl play QLeusMEGS LileiTeumLommi
block LIWeTLBHSSHLD.

play tone QL-LACHSN for 1 ¥ beat until done ¥

% Gad, Countdown 0 @& GUME function BIMH&
GeuevoTly @)\ (BLILISTEL if block spéedTemM countDown function
@M@&6T add Lievorevol], condition QL& second <= 0 6Teor
Q&ETh&ESW. If  @M@&eT countdown  yeorgl false
AICHTH LNeorL] tone et play 21,85 Geuetor(HLD.
S| &60T beat QUMILDTETID 4 QUMHMIE Q&HTH HE.

if second ¥ C il o then

set countdown * to false »

play | tone for 4 v beat until done w

®

% countDown  function @) 60T (W (Lpem Lo TeDT code
LN edTeu(HLOMMI 3{6mL0W]LD.




function @
pause (ms)
change second * by o
play tone for 1 = beat until done =

if second = Lw o then

set countdown * to false =

play tone for 4 w beat until done =

% countDown function QFWMUGHEUSMES countdown variable
2L60T& true &5 GeuevoTlQWICHTH HM&HMS if block
eRe0TemIM forever block @M@&e6T add Lievorenol] =& ME& 6T
countDown function & call Q&FUIS&.

if countdown * =w true = then

call countDown

®

% Countdown & TOILILUS logo 8 press LI6ooTeomllD
CUMEl BLGLMIUCHTH AHMS&HTEH on logo pressed
block @MmM@&6T countdown & true 6760 GLIMMIS:
Q&HTHHS.

on logo pressed v

set countdown * to true =




