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. ¥} Box2D ContactListener
1 game_sample/js/MyBox2D.js 1Y load function N[ setContactListener
load : function () {
this.box?D = new Framework.Box2D() :
this.box2D.createWorld() ;
this.box2D.setContactListener () ;

. ‘B4 monster ¥4 :

£ game_sample/js B} HTHE— monster.js N T

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

this.isDead = false;

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;

var mMonster = this;
this.contactCallBack = function(bodyB, force){
if(Math.abs(force) > 5){

mMonster.dead();

this.init = function (sprite, box2D) {
this.mbox2D = 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.registerContact(this.contactCallBack);

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




this.update = function () {
this.component.update();
if(this.isDead){
this.mbox2D.world.DestroyBody(this.component.Body);

this.draw = function () {

this.pic.draw();

this.dead = function(){
this.mbox2D.world.DestroyBody(this.component.Body);
this.isDead = true;

}
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4. 7& MyBox2D.js IAE EHIVHE
1 load function N4 E 45 monster 3 7E 35 H FEAE

this.monstersValue = [
{x: 1000, y: 550},
{x: 700, y: 550}
]1:
this.monsters = new Array();
for(var i=0; i<this.monstersValue.length; i++) {
this.monsters[i] = new monster():
this.monsters[i].init('monster.png', this.box2D);
this.monsters[i] .position = {
®¥: this.monstersValue[i].=x,
y: this.monstersValue[i].y

} -

5. HO_E#EBRAY initialize
RHEFER)(F attach BIHFEYE I



for(var i=0; i<this.monsters.length; i++){
' this.rootScene.attach(this.monsters[i].pic) ;

6. Jn_b3##EkRY update
R B HE 22 update fi[IA function

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

this.floor.update() ;
for(var i=0; i<this.roofs.length; i++){

this.roofs[1i] .update():

for(var i=0; i<this.monsters.length; i++) {
' this.monsters[i] .update() ;

}

this.box2D.draw() ;
|
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£ game_sample/js/loadGame.js H1 75 E FFTA 1L M S P TR V(R

[/ FEFIFOIEL A ISTERIIERFAEE], lookFor Sk ABYIEE+,
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s rE 100 EZE, W E8HE TS lookFor, HILlZEmE{ise

[
{ src: ' sar ne.js', lookFor: 'define' },
{ src: ' sar .js', lookFor: 'wall' },
{ src: ' sar .J5', lookFor: 'roof' },
{ src: ' sar yBird.js', lookFor: 'angryBird' },
{ src: ' sa er.js', lookFor: 'monster' },
{ src: '« sar 2D.js"', lookFor: 'MyBox2D' },
{ src: sa same . js'},
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