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GAIAGA

Another classic title from the golden age of arcade games, Galaga is a fast-paced
successor to Space Invaders, with enemies that spiral and swirl across the screen before
plunging suicidally down onto your ship. This version is loosely based on the 1981 original,
with all the original graphics and sound effects, but with simplified game mechanics that
will make the code more understandable to novice programmers. You can find the starter
file for this project here.

GAME LOGO MY MISSILE

o pae when | start as a clone

. show
hid
when  clicked e
goto my ship =

goto front » layer

forever

set ghost = effectto o AT o m

play sound 01 Stage Intro +  until done if touching edge » ?

repeat @ delete this clone

change ghost = effect by o b



https://scratch.mit.edu/projects/399734715/

MY SHIP

when | receive  Spawn Player =

set  PlayerAlive » to o when clicked

set Score v fo o set  High Score + to o

set Round » to o broadcast Spawn Player =

forever

switch costume to  my ship » i Score > High Score

gotox o y: @ set HighScore » to Score

forever

point in direction @

if key d = pressed?

change x by o
tum O o degrees

key aw pressed?

change x by e

tum *) e degrees

key space » pressed? and

reset timer
start sound laser =

create clone of my missile «

touching Drone1+ ? or fouching drone2 - 2 or touching enemy missile »+ ?  or

set  PlayerAlive » fo o

start sound falling =



MY SHIP (CONT)

ol U

start sound falling =

repeat o

next costume

stop this script =



DRONE 1

when

when clicked

forever

turn o degrees
wait o seconds ¢ 9

forever set EnemyGrdX = fo @ * ¢cosw of direction

play sound 05 Challenging Stage =  until done

when | start as a clone

Innitialize Enemy
Fly COnto Screen
create clone of drone 2 -
repeat Round Fly Away

create clone of drone 3 =
3

wait o seconds when | start as a clone
Player Alive = o then forever

Test Collision
change Round + by o

else

broadcast Spawn Player =

wait o seconds




DRONE 1 (PAGE 2)

define Initialize Enemy

costume number v

Death Animation

point in direction @ - pick random o to @
move steps

define Fly Onto Screen

switch costume to 10 =

evest @)
repeat pick random ° jis] o
move o steps

>
pick random o to o = ° then

tumn O @ degrees
move @ Sl

S

else

repeat  pick random e to @
tumn *) m degrees
move o steps

define Death Animation

next costume

delete this clone

define Hover

switch costume to  costumel »

point in direction @

set  Enemy Relative X * to xposition - Enemy Grid X

repeat  pick random @ to @

setxto Enemy Grid X + Enemy Relative X

define Fly Away

switch costumeto 10 »
point towards my ship +
forever
touching edge » 7 _ then

delete this clone

move @ steps
turn ™  pick random 0 to m degrees




DRONE 1 (PAGE 3)

define Test Collision

touching my missile =+ ?  and costume number = < o

change Score » byo

switch costumeto 0 «
create clone of myselfl =
start sound  hit3 -

delete this clone




DRONE 2

Copy drone 1 and modify as detailed below. Code that doesn’t need mods has been omitted

l - *
Copy of Drone 1.

Remempber i change Costume names 1o equivalents on this sprite. Cosiume #5 arg the Same.

- H
define  Initialize Enemy Added new if statement

to check if the enemy
has become a bullet.

costume

Deeath Animathon
] :I

Shooling variable
implemented
costume number =

Shoot Seil As Bullet

pick random o (4] @

point in direclion sy

move sleps

- »

New Instance of

define Hover shooting variable

set  shoating ~ 1o (] |

swiich costume to B

point in direction @

sel EnemyRelativeX » to xposiion - Enemy GidX

repeat pichmnnr_m@m@

seixto EnemyGrid X + Enemy Relalive X



define Test Callision

louching  my missile

change Score = by o

start sound hit 2 -
switch costumetfo 0 +
create clone of myself «

delete this clane

defing  Fly Away

set Shooling = o o

switch costume o0 costume] -

point in direction @
forever
if ouching edge =

delete this clone

move o sleps

?

-

cosiurme

and

number -

Drane 2 i worth 2
points.

-

Mew instance of
A Shoaling variable

then

define Shoot Self As Bullet

point in direction @

forever
touching edge = ?

delete this clone

maove @ steps

J

define Shooting

(N[l seconds

Shooting = o then

switch costume to 20 =

wait

create clone of myself »

switch costumeto § =

then




DRONE 2 (CONT)

define Initialize Enemy

set  Shooting » to o

costume number

Death Animation

costume number

Shoot Self As Bullet

point in direction -
maove steps

Added new if statement

to check if the enemy
has become a bullat.

- x

Shooting variable
- implemented.

pick random o to @

when | start as a clone

costume number = < o then

forever

shooting = o then

shooting



DRONE 3

Copy drone 2 and modify as detailed below

-
Caopy of Drone 2.

Has directional bullets and health.

define  Shooting

Burst repeat has been
doubled and wait time
has been reduced,

B

Bullets are slower but
aim at player.

define  Fly Onlo Screen

switch costume o costume2 -

repeat pick random o to a'
move o steps

&
pick random 0 to 6 = ° then
repeat  pick random @ to @
um O o degrees

defing  Shoot Self As Bullet

point towards my ship =

forever

ir louching edge »

move o steps

=

S
else

repeat  pick random e to @

-

drone 3's tums are 5
degs instead of 10.

drone 3's moves are
also 5 instead of 10.

Also the ouwtermost
repeat has been

™

7 1hen



DRONE 3(CONT)

define  Test Collision

lowching my missile = 2 and coslume number = < a then

change Enemy Health = by o

Test collision now
accounts for health.

start sound hit1 =

swilch costumeto 0 «

create clone of mysell =

delete this clone




