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TOWER DEFENCE

Today we're going to be coding a simple tower defence game with two kinds of weapons and
enemies that move along a path. You can find the starter file for this project here.

ENEMY

when | start as a clone

if touching color () ? _ then

change cash v by o

delete this clone

fouching edge * ? and  xposiion > @ then

start sound Police Siren -

change lives » by o
if lives < o then

broadcast game over -

delete this clone



https://scratch.mit.edu/projects/417989002/editor/

ENEMY (CONT)

when when | start as a clone

show

set  enemies spawned » fo o goto front v layer

set Round v to o gotox Y- @
set lives v to m point in direction @

forever Move Crab

star sound Alert =

Move Dino
repeat o + o *  Round

change enemies spawned » by o

switch costume o craba =

switch costume to  Dragonfly-b =

create clone of mysell «

change Round = by o




ENEMY (CONT)

define Move Crab

costume number v

forever

touching color

turm ":l o degrees

switch cosfume to  crab-a =

=

define  Maove Fly

costume number «

forever

repeat @

define  Move Dino

costume number v

forever

move e steps

swilch costume to  hitbox

if touching color

twm 4 o degrees

swilch costume to  hitbox ri

switch costume to  Dinosaur3-c =

2z




TURRET

when this sprite clicked

when clicked

cash = : costume number - = o then
switch costume fo menu »

go to x: @ ¥ @ change cash » by m

set cash+ 1o @ swiich costume to  gun inactive «

forever create clone of myselfl «
touching mouse-pointer = 7 switch costumeto menu2 «

switch costume to  menu 2 «

else costume number »

switch costume to menu » play sound Machine «*  until done

when | start as a clone

not costume name w

wait @ seconds

repeat until mousedown? and not touching road + ?

gofo mouse-pointer =

i mouse down? and touching road » 2 then

start sound Buzz Whir =

start sound Machine «

switch costume to  gun «



TURRET CONT

when | start as a clone

when | start as a clone

forever

point towards mouse-pointer »
costume name » = then

i costume name -
distance to mouse-pointer * < @
repeat o
move o steps
if touching enemy = ? _ then
set size to @ o
wait m seconds

delete this clone

point towards mouse-pointer *

when | start as a clone

forever

delete this clone
costume name w

wait o seconds

wait until mouse down?  and distance to mouse-pointer * < @

set  bulletX *+ to x position
set  bulletY + to vy position
switch costume to  bullet =
create clone of myself »

start sound artillery =

switch costumeto gun +



MISSILE

when this sprite clicked

point in direction @

set  color v  effect to o
swox €D v €D

swiich costume o menu « change cash+ by @

if cash > and cosiume  number *

forever swiich costume fo missile base inactive »
touching mouse-pointer + 7 then create clone of  myself =
switch coshime o menu? = switch costume ip missile base «

else

swilch costume in. menu » . poeiume b=l = n then

play sound Machine =  uniil done

when | start as a cone

coshiame  name « = @ then

mouse down®  amd  not

goto  mouse-pointer =

mouse down? and  fouching road » 7 then

start sound  Buzz Whir =

start sound  Machine »

switch costume ta missile base =



MISSILE (CONT)

when | siart as a clone

forever

coslume name ¥ BN missile base then

set color + efiect to el
wait o seconds
set color + efiectto o

wait until mouse down? and distance to  mouse-pointer

set bulletX + to x position

set bullefy” + to vy position

siart sound missile-launch =

switch coslume fo  missile =

create clone of myself =

swiich costume fo  missile base »

when | start as a clone

coslume name ¥

e @D

point fowards mouse-pointer =

move o steps

touching enemy » 7 or distance fo  mouse-pointer + < o then

set size to @ %

start sound explosion =

swifch costume fo  explosion =

wait @ seconds

delete this clone

delete this clone




GAME OUER ROAD

when

when clicked

forever

go to x: o y: o

: goto back » layer
when | receive game over =

J

stop all =




