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FANTASY RPG (PART 1)

You are a samurai battling undead hordes on a mission to save the kingdom from an
unspeakable evil in this epic-scale original Scratch game. This will be the first in a multi-part
series where we build an ambitious, open-ended game engine that you can adapt for your
own projects. You can find the starter file for this project here.

PIAYER

define Move Player

Moved This Frame = o then

set  Moved This Frame » to o .
= O TE N Player_Run o

if key dw pressed? or key rightarow v pressed? else

S o EEENTETON Player_|dle °
point in direction @

set  Moved This Frame =+ to o

X position > Map Limit Right then
setxto Map Limit Right

left amow =+  pressed?
X position < Map Limit Left then

setxto  Map Limit Left

point in direction @

set  Moved This Frame v to
o y position > Map Limit Up then

setyto Map Limit Up
key w <+ pressed? or key upamow *  pressed? then

change y by o

set  Maoved This Frame = to °

y position < Map Limit Down then

setyto Map Limit Down

key s+ pressed? or key downamow v pressed? then

change y by e

set  Moved This Frame = to o

setszeto = yposition * @ + @ %



https://scratch.mit.edu/projects/428952376/

PLAVER (CONT)

clicked

when

wiox @D v €

set Animation Name = tfo o

set Flayer Health + to o

broadcast Reset Player «

These are temporary
values for this map.
MNext week we'll be
deleting this section and
adding a new system
where these variables
change every time the
player enters a new

when clicked

4

set

Map LimitUp + to @
Map Limit Down + to o

set

Map Limit Left + fo @
Map Limit Right =+ to @

set

set

when | receive Reset Player «

Player Wounded

Player Dead

Set Animation (QeEVEE6E o

forever

Move Flayer

key space =+ pressed? . then

Player Attack



when | receive Reset Player «
forever
wait  Animation Wait Time ' seconds

next costume
not costume name contains  Animation Name 7 then

Animation Looping :o then

switch costume to © Animation Name
else

switch costume to = costume number = = o

set  Animation Ended = to o

wait until Animation Ended = o

define SetAnimation Name  Wait Time  Looping define Player Dead

set  Animation Wait Time » to  Wait Time i Player Health = o then

0. Y setanmation (R eane €D ©

set  Animation Ended » to o SR (SO Ena et

set  Animation Name =+ fto Name repeat @

set  Animation Looping » fo Looping change ghost ~ efiect by a
o

switch costume to ~ Animation Name
stop this script =

define Player Attack

ERPRL SN Flayer_Attack X 0.06 X 0 )
wait m seconds

stari sound Sword Slash 1 =

wait @ seconds

start sound Sword Slash 2 =

define Player Wounded

Player Health =< o then

EEEGTUETTGN Player_Injured o

waituntl  Animation Ended = {§J))

wait until Animation Ended = o




SKELETON

when clicked

set Health = to o
set  IsClone = to o

change Enemy Count «

create clone of myself «

wait o seconds

when | start as a clone

forever

y position = y position = of Player »

goto back = layer
ekse

goto front = layer

define Check If Injured

bl =IO Skeleton_Injured m o

wait until Animation Ended = o

when | start as a clone

set IsClone = too

Check If Injured
Check If Dead

set Animation Name + io o

RS ELGE Skeleton_Run o

Player Health

point fowards Player «

move o sieps
LCIRL RGN Skeleton_Run m o

if distance to  Player + < @ then

set Animation (e ©

Skeleton Aftack

selsizeto  yposiion * m + %

set Animation e ©




define Check If Dead define Set Animation MName Wait Time Looping

set  Animation Wait Time = to Wait Time

Health = n then
Al Skeleton_Death [ 0

waitunil Animation Ended = ({§J)

repeat @

change ghost + effect by @

not Name = Animation Name

set  Animation Ended v fo o
set Animation Name = {fo Name
set  Animation Looping + 1to Looping

switch costume to ~ Animation Name
change Enemy Count + hy o

delete this clone

define Skeleton Attack

e el Skeleton Attack @ o
when | start as a clone — @ seconds

forever

start sound Sword Slash 1 =

wait Animation Wait Time  seconds
weait until Animation Ended

next costume
noi cosiume mname coniains  Animation Mame ?

Animation Looping = o then

switch costume to ~ Animation Name
else

sel  Animation Ended  fo o

switch costume to = costume number + - o



g
:

when | start as a clone

Hesalih u.° then

forever

costume name =+ of FPlayer = ncz_m.zme ? and touching Player» 2 and 6_._....:__.68_2.@ and not costume name - Gy M Skeleton_Injured B

change Health = by °

create clone of myself «

delete this clone

? and Flayer Health = e

costume name « contains B ? and fouching FPlayer» ? and not costume name + of Player » contains WaENESLTNED

change Player Health = by e

broadcast Reset Player =



