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Bloons TD 6 is a popular 2018 tower defense game developed and published by Ninja Kiwi. The game features various monkeys popping "Bloons," the sixth installment in the Bloons Tower Defense series. Initially released on June 13, 2018, for Android and iOS, the game later debuted on Microsoft Windows in December 2018, macOS in March 2020
via Steam, Epic Games Store in June 19, 2022, Apple Arcade in February 2022, Netflix in June 12, 2023, Xbox One in September 5, 2023, and PlayStation 4 in July 31, 2024. As a tower defense game, Bloons TD 6 has players using monkeys and defenses to repel incoming Bloons. The game is played from a 2.5D perspective with 3D computer graphics,
where players can team up with up to three other players for co-op mode. The gameplay involves creating a defense consisting of various monkey types, structures, and traps (towers) to prevent Bloons from reaching the exit. New categories like "heroes" are introduced, which level up through time or in-game money, granting stronger abilities. Each
tower has unique roles and effects on Bloons, including popping them, slowing them down, or boosting other towers. As players pop more Bloons each round, they earn XP for all active towers, unlocking new upgrades and features. Bloons spawn in waves, travel along predetermined paths, and grow stronger with time, becoming resistant to certain
effects or immune to multiple ones. Bloon popping game mechanics revolve around defending against Bloons that pass through player defenses. Losing a Bloon results in lost lives, while stronger Bloons take more lives. Winning rounds without losing all lives earns rewards and unlocks new content. The game features various maps with different
obstacles that can affect gameplay. These obstacles can be removed for in-game cash. Players earn several currencies by completing rounds, winning games, or through daily rewards, which can be used to upgrade towers or unlock additional features. Boss Bloons are a type of special event that introduces a powerful MOAB-class Bloon with unique
abilities. The game also includes Paragons, powerful final upgrades for certain towers, and requires players to sacrifice other towers of the same type. Bloons TD 6 received generally positive reviews from critics, who praised its engaging gameplay and visuals. The game's depth and complexity were highlighted by some reviewers, who noted that it
offers both accessibility and challenges for experienced players. However, others criticized the lack of replayability and the presence of in-app purchases, which led to concerns about the game feeling like a freemium model. Some critics felt that the game relied too heavily on mechanics from previous games in the series, while others argued that this
was a strength rather than a weakness. The inclusion of features such as "CHIMPS" mode, which limits players' access to certain content, was seen by some as a positive attempt to encourage strategic thinking. The game's cartoonish visuals and characterization of towers were praised for their appeal to a wide audience. Critics noted that the
complexity of the game added to its replay value and made it more addictive. However, others felt that this could make the game feel too childish or generic. Overall, the business model for Bloons TD 6 was seen as a mixed bag, with some critics praising its balance of premium and freemium elements. Ninja Kiwi's Bloons TD 6 Has Become a Global
Success Story The game has topped the best-selling app charts within its first week of release, receiving over 10,000 constant players on Steam. Its success can be attributed to various factors such as its freemium model and discounted price on Steam, which has attracted both new and nostalgic players. The game consistently reaches among the top-
selling paid apps worldwide, including being crowned the "world's most-bought paid app" in 2018. Its impact extends beyond the gaming industry, having helped shape New Zealand's gaming market, with revenue surpassing that of Australia's gaming industry in 2019. Bloons TD 6 regularly receives updates, which include balance changes and new
content, showcasing continuous development by Ninja Kiwi. Bloons TD 6 is a popular tower defense game that has been praised for its engaging gameplay and constant updates with new features. The game was released in 2018 and has since become one of the top-grossing mobile games, with over 100 million downloads. Players can enjoy various
modes, including a campaign mode and multiplayer options. In terms of gameplay, players pop balloons to progress through levels, unlocking new abilities, heroes, and upgrades along the way. The game has received positive reviews from critics and players alike, with many praising its addictive nature and constant stream of new content. Bloons TD
6 has also expanded beyond mobile devices, with versions available on PC and Nintendo Switch. The game's success has led to it being featured as a free game on several platforms, including Netflix and Epic Games Store. In addition to its commercial success, Bloons TD 6 has also been recognized for its role in New Zealand's gaming industry, which
is reportedly more lucrative than Australia's. The game's developer, Ninja Kiwi, was even acquired for $203 million in 2021. Overall, Bloons TD 6 is a beloved tower defense game that continues to attract new players and maintain its popularity through regular updates and new content. Bloons TD 6 employs a 2.5D gameplay style, which simulates the
appearance of a three-dimensional environment while remaining confined to a two-dimensional plane. This approach allows players to navigate and interact with the game world in a way that mimics traditional 3D games without requiring full 3D rendering capabilities. The use of 2.5D projections has been beneficial for geographic visualization,
enabling users to better comprehend spatial relationships and visual-cognitive representations. In video game graphics, axonometric projections create a three-dimensional effect by displaying an object from multiple angles. This style of projection produces a foreshortened image where lines perpendicular to the plane appear as points, lines parallel
to the plane retain their true length, and lines inclined to the plane are shortened. Axiometic projections were popular in 2D video games for older consoles, offering a combination of top-down visibility and character recognizability. They allowed players to see an overview of the game world from above while also showcasing additional details through
angled artwork. The use of axonometric projection enabled more detailed drawings of characters, revealing their entire body and not just a head-and-shoulders view when turning them around. The technique of using 2D sprites to create the illusion of distant objects or backgrounds in video games, while maintaining performance and visual appeal.
This method is often employed for particles like smoke, sparks, rain, low-detail vegetation, and even large-scale objects such as armies on a battlefield, as seen in Rome: Total War. Early examples of this technique include classic first-person shooters like the Marathon Trilogy, Wolfenstein 3D, Doom, Hexen, and Duke Nukem 3D. Racing games like
Carmageddon and Super Mario Kart also utilize this method to create immersive environments. Additionally, platformers such as Super Mario 64 showcase its use. The concept of skyboxes and skydomes is closely related, where a 2D representation of the sky and distant surroundings is used to create an illusion of depth in a game level. By rendering
these elements onto a cube's faces using cube mapping or a sphere/hemisphere (skydome), the game environment appears larger than it actually is. A key aspect of skyboxes is their ability to remain stationary with respect to the viewer, creating the illusion of distant objects being infinitely far away. However, designers must be cautious not to
include discrete objects in the textures of a skybox, as inconsistencies in size may become apparent as the scene is traversed. Some games also employ scaling sprites depending on their distance from the player, producing the illusion of motion along the Z-axis. An example of this can be seen in Sega's 1986 video game Out Run, where the player
drives into depth of the game window and the palms on either side of the street are scaled to different sizes, creating a sense of depth. Parallax scrolling allows for depth cues by moving layers of sprites independently to create a sense of added depth through relative motion. Drakkhen was among the first RPGs to feature a 3D playing field using
character-scaling algorithms, while Eternam later adopted this engine method. Some mobile games on Java ME used this technique for rendering scenery, but Asphalt and Driver adopted a mix of sprite scaling and texture mapping. Parallax scrolling is created by relative motion of layers and was first seen in Moon Patrol. Examples include Rise of the
Triad's skies, Rygar, Sonic the Hedgehog, Street Fighter II, Shadow of the Beast, Dracula X Chronicles, as well as Super Mario World. Mode 7 allowed for a 3D effect while moving in any direction without actual models, used to simulate 3D graphics on the SNES. Raycasting is a pseudo-3D technique using rays from the camera's position, creating
depth cues through shooting out until hitting an object or wall. Bump mapping and normal mapping enhance graphical effects, but parallax mapping creates added depth. Textures in 3D rendering applications, such as video games, can be enhanced using parallax mapping techniques. This method simulates bumps and wrinkles on an object's surface
without adding more polygons, resulting in greater realism with minimal impact on performance. Bump mapping achieves this by perturbing surface normals and combining them with grayscale images during illumination calculations. Normal mapping takes it a step further by encoding detailed normal vector information using 3-channel bitmapped
images textured across polygonal models. Parallax mapping is an extension of bump and normal mapping that involves displacing texture coordinates based on the view angle and height map values. This creates the illusion of depth as the view changes, making objects appear more realistic. The term also refers to animation effects used in music
videos, title sequences, and movies, where 2D images are layered and animated in 3D space. Examples of parallax mapping can be seen in music videos like Liz Phair's "Down" and "A Special Tree", as well as the movie In Saturn's Rings (2018), which composited over 7.5 million separate images to create a realistic animation effect. Additionally,
parallax mapping is often used in GUI design to create a sense of depth by simulating a virtual light source. The technique of simulating lighting and shadows is commonly found in graphic design software, particularly in games. This method uses the program's canvas as a 2D surface but also stores pixel information with respect to z-index, material
settings, and specularity. By combining this data, programmers can create pseudo-3D effects such as simulated reflection and shadowing. The first video games that utilized pseudo-3D were primarily arcade games from the mid-1970s. Taito's Interceptor, released in 1975, was an early first-person shooter with a jet fighter simulation, while Sega's
Moto-Cross, also released in 1976, introduced an early three-dimensional third-person perspective. Later that year, Sega-Gremlin re-branded Moto-Cross as Fonz, tied to the Happy Days sitcom. Both games displayed forward-scrolling roads and players' vehicles in a third-person perspective, where objects closer to the player were larger than those at
a distance. The car driving genre saw significant advancements with pseudo-3D effects. Sega's Road Race and Atari's Night Driver used vector graphics to create a first-person perspective. In 1979, Speed Freak recreated Night Driver's perspective in greater detail. Nintendo debuted Radar Scope, a shoot 'em up that introduced a three-dimensional
third-person perspective, later emulated by Konami's Juno First and Activision's Beamrider. Atari's Battlezone in 1980 was a breakthrough for pseudo-3D gaming, recreating a 3D perspective with unprecedented realism despite planar gameplay. Red Baron followed, using scaling vector images to create a forward scrolling rail shooter. Sega's arcade
shooter Space Tactics allowed players to control their environment more realistically. Pioneering video games in the early 1980s pushed the boundaries of graphics and immersion with innovative techniques such as stereoscopic 3-D and sprite scaling. Sega's SubRoc-3D (1982) introduced a special eyepiece for a 3-D effect, while Astron Belt (1983)
utilized laserdisc video to display full-motion graphics from a first-person perspective. Third-person rail shooters like Tac/Scan (1982) and Ambush (1983) became popular in arcades, featuring detailed sprites and pseudo-3D scaling. The 1980s also saw the emergence of racing games with sprite scaling and trailing camera effects, as seen in Pole
Position by Namco. Zaxxon's isometric axonometric projection and Congo Bongo's pseudo-3D platforming introduced new dimensions to gaming. Moon Patrol's layered parallax scrolling added depth to side-scrolling run & gun gameplay, while Space Harrier's "Super Scaler" technology enabled high-speed pseudo-3D sprite-scaling. The first original
home console game to use pseudo-3D was Intellivision World Series Baseball (1983), which also introduced multiple camera angles mirrored on television sports broadcasts. Early video game consoles and computers used pseudo-3D graphics techniques to create a three-dimensional illusion on a two-dimensional screen. The Sega SG-1000 console was
one such example, which successfully rendered the third-person shooter Buck Rogers: Planet of Zoom in a smooth and immersive way. By the late 1980s, 2.5D representations had become more prevalent, using surface drawings with depth cues from graphic libraries like GINO. This technique gained popularity within the geography community due to
its ability to visualize specific aspects of geographic models. The term "two-and-a-half-D" was first used in 1994 by Warren Spector to describe pseudo-3D graphics in games like Wolfenstein 3D and Doom. However, with advancements in technology allowing for thousands of polygons per second, pseudo-3D became less necessary. Today, pseudo-3D is
still used in devices such as cellphones, which often lack the processing power for true 3D graphics. This has led to a resurgence of interest in using 2.5D or visual analysis in natural and earth science, particularly in mapping. Computer systems like GVIS have increased the role of computer systems in creating spatial information through real-time
interaction with spatial data and control over map display. Efforts have been made to expand higher dimensions and make them more visible, often relying on tricks that "trick" vision into seeing three dimensions in a 2D plane. The use of pseudo-3D instead of true 3D graphics is often due to the system's inability to handle the calculation-intensive
routines of 3D computer graphics, yet still capable of using modifications to 2D graphics like bitmaps. Text rewriting method: ADD SPELLING ERRORS (SE) - 40% probability Original text: a bitmap more and more, therefore making it larger with each step, as to give the effect of an object coming closer and closer towards the player. Even simple
shading and size of an image could be considered pseudo-3D, as shading makes it look more realistic. If the light in a 2D game were 2D, it would only be visible on the out-line, and because outlines are often dark, they would not be very clearly visible. However, any visible shad-ing would indicat the usage of pseudo-3D lighting and that the image
uses pseudo-3D graphics. Changing the size of an image can cause the image to appear to be moving closer or further away, which could be considered simulating a third dimension. Dimensions are the varibles of the data and can be mapped to specific locations in space; 2D data can be given 3D volume by adding a value to the x, y, or z plane.
"Assigning height to 2D regions of a topographic map" associating every 2D location with a height/elevation value creates a 2.5D projection; this is not considdered a "true 3D representation”, however is used like 3D visual representation to "simplify visual processing of imagery and the resulting spatial cognition". The Killer List of Videogames, a
comprehensive online database, features various games, including Star Trek: The Motion Picture and SubRoc-3D. Other notable titles include Astron Belt, Tac/Scan, Ambush, Buck Rogers - Planet Of Zoom, Congo Bongo, Antarctic Adventure, and several SEGA games, such as the Astro Blaster series. The website also provides information on game
development and industry evolution, referencing works by Travis Fahs and Bernard Perron & Mark J. P. Wolf. Modern animation techniques in the US have evolved significantly, incorporating various styles such as brickfilm, texture mapping, and digital art. Notable games that showcase these advancements include Donkey Kong Country and Donkey
Kong 64. Additionally, Supermarionation has been influential in bringing puppetry-based animation to the forefront. Bloons TD 6 is a mobile game that has also been released on Windows and macOS, as well as other platforms. It introduces new features such as Heroes, Monkey Knowledge, and Paragons, setting it apart from its predecessors. Bloons
TD 6 marks the first time the series utilizes 3D graphics, deviating from traditional web browser versions. Gameplay in Bloons TD 6 follows established tower defense conventions: players must place towers to pop incoming Bloons before they escape. The game rewards players with cash for popping Bloons, which can be used to upgrade towers or
acquire new ones. As the game progresses, more complex Bloon variants are introduced, requiring players to adapt their strategies. The game features four categories of regular towers: Primary, Military, Magic, and Support. Additionally, Heroes can be summoned to aid players in specific situations. The tutorial introduces players to the basics of
gameplay, guiding them through rounds 1 to 10 on Town Center with limited tower options. Source: Wikipedia article on Special:WhatLinksHere/2.5D The tutorial process in the game involves placing and upgrading towers, demonstrating their functionality, and acquiring additional cash if necessary. The first Dart Monkey cannot be sold, and the
game provides extra funds if the player's current amount is insufficient. If the player reaches zero lives, the game will restore 150 lives and ask them to place or upgrade more towers. Players can exit the tutorial before completing it by clicking on Settings and then Home after placing Quincy. The game offers various currencies that can be earned
through leveling up. Experience points are awarded at the end of each round cleared, with higher rounds earning more XP, which is increased by playing on higher map difficulties. Towers in the game are categorized into four main types: Primary towers, Military towers, Magic towers, and Support towers. Some towers are unlocked through leveling
up, while others can be obtained by popping a specific number of Bloon layers. The player must choose which tower to unlock from one of the four categories when reaching certain levels. The game features various upgrade systems, including Monkey Knowledge, Insta Monkeys, and Paragons. Monkey Knowledge upgrades allow players to unlock
permanent benefits for towers, upgrades, and gameplay elements. Insta Monkeys are one-use items that can be used to place towers with preset upgrades. Paragons combine elements of all three tier 5 upgrades into a single unit, making them extremely powerful. Bloons have different health and properties depending on their type and any modifiers
they may have. Some Bloons are more expensive than others, so they're usually used in Freeplay and Boss Bloon-related modes. MOAB-Class Bloons are the most valuable and difficult to defeat. The different types of Bloons include: * Red Bloons (1-5 health points) * Blue Bloons (2-35 health points) * Green Bloons (3-45 health points) * Yellow Bloons
(4-80 health points) * Pink Bloons (5-87.5 health points) * Purple Bloons (11-75 health points) * Energy, Plasma, Fire, and Frigid Black Bloons (11-45 health points) * Explosion White Bloons (11-50 health points) * Cold, Glacier, Frigid Lead Bloons (23-25 health points) * Sharp, Shatter, Cold, Energy Zebra Bloons (23-45 health points) * Explosion, Cold,
Glacier, Frigid Rainbow Bloons (47-55 health points) Ceramic Bloons have a high health value of 104. MOAB-Class Bloons have the highest health values: MOAB (200), BFB (700), ZOMG (4,000), and DDT (400). BAD is the most valuable with 20,000 health points. Some Bloons have special properties, such as: * Camo Bloons are identified by a
camouflage pattern. * Regrow Bloons can regenerate one layer every three seconds after being damaged. * Fortified Bloons double their health and can be applied to Lead, Ceramic, or MOAB-Class Bloons. This game has various social features and customization options that can be explored. Non-player characters are part of the game, but more
information is needed about them. The article mentions upgrades, activated abilities, rounds, achievements, bugs, easter eggs, and music strategy in relation to the game Bloons TD 6. For those looking for detailed strategies on how to play Bloons TD 6, there's a section dedicated to it with guidelines on writing strategy sections. The update history of
the game is also worth noting, along with its upcoming features such as new heroes, towers, and DLCs. The game editor mentioned that certain updates are planned but not specified when they will be released. Additional content from Mattel's Masters of the Universe franchise is expected in 2026, including She-Ra and Skeletor hero skins for
Nintendo Switch users.
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