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var angryBird = function () {
this.arraySize = [];
this.component;
this.mbox2D;

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

this.component.position;

set : function (newValue) {

this.component.position = newValue;

N;

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

this.component.scale;

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;

set : function (newValue) {

this.component.isSensor = newValue;

N;

this.init = function (sprite, box2D) {
this.mbox2D = box2D;
this.pic = new Framework.Sprite(define.imagePath + sprite);
this.component = new Framework.circleComponent(this.pic,
box2D.bodyType_Dynamic, box2D);
this.component.fixtureDef.m_restitution = 0;

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

this.update = function () {

this.component.update();

this.draw = function () {

this.pic.draw();

this.shoot = function (angle) {
var degrees = angle-90;
var power = 4000;
this.component.Body.ApplyForce(new
this.mbox2D.b2Vec2(Math.cos(degrees * (Math.Pl / 180)) * power,

Math.sin(degrees * (Math.PI /
180)) * power),




this.component.Body.GetWorldCenter());
by
}
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//angryBird
this.angryBird = new angryBird() ;
this.angryBird.init('hero.png', this.box2D);
this.angryBird.position = {
x: 180,
y: 100
} i
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this.rootS5cene.attach(this.angryBird.pic) ;
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update: function() {

. .update();
for (var 1=0; i< .

[i] .update();

.update();

for (var 1=0; i< .
[i] .update();

.draw();
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click: function(e){

angle = Math.atan2(e.y-
this.angryBird.component.position.y, e.x-
this.angryBird.component.position.x);

angle = angle * 180 / Math.PI+90;

this.angryBird.shoot(angle);
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var llStSCIlpt =

[

src: 'game sample/js/define.js', lookFor: 'define' },
src: 'game sample/js/wall.]js', lookFor: 'wall' },

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

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