HTML5 Game Framework Box-2D {5 F &7 EH

Tutorial 1: EiE—BRETF
1. ¥TF§ HTML5/demo/AngryBird_demo
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3. HRER :
¥T75H game_sample/js ZRIFE Y MyBox2D.js, [H AyiiEsk 1 3E#54H, {F load
function NFESLEN A S FEEZEHEINE R, AR E SENE S &SRR

load : function () {

this.box2D = new Framework.Box2D(); //=<EBox2Dd7{E

this.box2D.createlorld() ; [ ESBox2DIHE SR
HEEE
thiz.background = new Framework.Sprite(define.imagePath + 'background.jpg®);
this.background.position = {
x : B0OO,
y : 450
}i

4. EEYHEF -
HZEHpIFRE=EYF Hiik(ground) ~ fEEE(wall) ~ ETH(roof)



B &R
1£ load function N'E 5 ground YJ{F, createSquareBody 4 —FEYI1E,

SEOTHI Ry (RIS, @K, 53R or BIRR), WEtEERE

/ /ground
var ground = this.box2D.createSquareBody (1000, 1.0, this.boxED.bodyType_Static);

ground.SetPosition (new this.box2D.b2Vec2 (0, 24));

R -
S 15 game_sample/js EORIFEPHTHE— wall js R, AL

var wall = function () {

this.arraySize = [J;

this.component;

Object.defineProperty(this, 'position’, {
get : function () {

this.component.position;

12

set : function (newValue) {

this.component.position = newValue;

N

Object.defineProperty(this, 'scale’, {
get : function () {

this.component.scale;

L

set : function (newValue) {

this.component.scale = newValue;

N

Object.defineProperty(this, 'rotation’, {

get : function () {

this.component.rotation;

}’
set : function (newValue) {

this.component.rotation = newValue;




}

N

Object.defineProperty(this, 'isSensor", {
get : function () {
this.component.isSensor;
2
set : function (newValue) {

this.component.isSensor = newValue;

N

this.init = function (sprite, box2D) {
this.pic = new Framework.Sprite(define.imagePath + sprite);
this.component = new Framework.squareComponent(this.pic,
box2D.bodyType_Dynamic, box2D);
this.component.fixtureDef.m_restitution = 0;

this.component.Body.m_userData = "wall";

this.update = function () {

this.component.update();

this.draw = function () {

this.pic.draw();

H.r defineProperty F#71{4-HY get&set 2 B, FZAF init function H,
component ¥4 £ class H'E &5 box2D Y{FHY T HE, TEILE S A—IPEIRE
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HEEEREYN
5EAE game_sample/js ERIAIHTIY — roofjs 1, WAEAIT

var roof = function () {

this.arraySize = [];

this.component;

Object.defineProperty(this, 'position’, {




get : function () {
this.component.position;

b

set : function (newValue) {

this.component.position = newValue;

N;

Object.defineProperty(this, 'scale’, {
get : function () {
this.component.scale;
Y
set : function (newValue) {

this.component.scale = newValue;

N;

Object.defineProperty(this, 'rotation’, {
get : function () {
this.component.rotation;
b
set : function (newValue) {

this.component.rotation = newValue;

N;

Object.defineProperty(this, 'isSensor’, {
get : function () {
this.component.isSensor;
b
set : function (newValue) {

this.component.isSensor = newValue;

N;

this.init = function (sprite, box2D) {
this.pic = new Framework.Sprite(define.imagePath + sprite);

this.component = new Framework.polygonComponent(this.pic,




box2D.bodyType_Dynamic, box2D, this.arraySize);
this.component.fixtureDef.m_restitution = 0;

this.component.Body.m_userData = "roof";

this.update = function () {

this.component.update();

this.draw = function () {

this.pic.draw();

}

[6] wall class, FILE S H—% S EIREYIE:, H arraySize AMERTE %5
FrEE

8. 1 MyBox2D.js I AEEHIYHE
1E load function A0 7E G EE &2 THFEAE

f/walls position
this.wallsValue = [
{x: 500, y: 300},
{x- 1100,
{x: 1300, : 500},

¥
¥
{x: 1500, y: 500},
¥
¥

Crn

U r

{x: 1150, y: 200},
[x: 1250, wy: 200}

/froofs position
thi=s.roofsValue = [
{x: 000, w: 300},
{x: 1400, wy: 300},
{x: 1200, y: 150
1:

[FJ4£ load function F'E & fEEE&ETHAFES N0 LB R~ BEARE - SEEELs -
e AR ESE

this.walls = new Array();
for(var i=0; i<this.wallsValue.length; i++){
this.walls[i] = new wall();

this.walls[i].init('wall.png', this.box2D);

this.walls[i].position = {




x: this.wallsValue[i].x,
y: this.wallsValueli].y
2
this.walls[i].scale = 1.0;

this.walls[i].rotation = 0;

this.floor = new wall();
this.floor.init('floor.png', this.box2D);
this.floor.position = {

x: 1200,

y: 270

this.roofs = new Array();
for(var i=0; i<this.roofsValue.length; i++){
this.roofs[i] = new roof();
this.roofs[i].arraySize = [
new this.box2D.b2Vec2(-5, 1),
new this.box2D.b2Vec2(0, -1),
new this.box2D.b2Vec2(5, 1),
I;
this.roofs[i].init('roof.png', this.box2D);
this.roofs[i].position = {
x: this.roofsValue[i].x,

y: this.roofsValue[i].y

9. HI_EIEBRHY initialize
RHEFER)(F attach EI[HFIEEE I



initialize : funetion () {
f{8cene Attach
thiz.rootS8cene.attach (this.background) ;
for(var i=0; i<this.walls.length; i++){

this.rootScene.attach (this.wall=[1i] .pic) ;

}
this.rootScene.attach (this.floor.pic) ;
for(var i=0; i<this.roofs.length; i++){

this.rootScene.attach (this.roof=[1] .pic) ;

10. jI_E3##ERAY update&draw
BB {4 252 update&draw fi[I A function

update : function () {
for(var 1=0; i<this.walls.length; i++){
this.walls[i] .update () ;

thi=z.floor.update() ;

for(wvar 1=0; i<this.roofs.length; i++){
this.roofs[i] .update () ;

3
this.box2D.draw() ;

e

draw : function (parentCtx) {
thiz.box2D.drawl() ;

this.rootScene.drawl() ;

b

11. A ST
f£ game_sample/js/loadGame.js 1 75 E T AL HEL T TR AP HE R



//@?U?ﬂﬁi/\Jsi’é‘W]ﬂEﬁE*ﬁﬂ , lookFor BT =& ABITEEF,
ol 1mportJ51_ﬂEfunct10n, =R ElookForBYEEEI 2
, WM IEHETEE lookFor, HblzemE{P3E

var llstScrlpt =

[

é { src: 'game sample/js/define.js', lookFor: 'define' },

é { src: 'game sample/js/wall.js', lookFor: 'wall' },

é { src: 'game sample/js/roof.js', lookFor: 'roof' },

é { src: 'game sample/js/MyBox2D.js', lookFor: 'MyBox2D' },
é { src: 'game sample/js/mainGame.js'},

]




