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2. f£ OOPLab_Sample\game_sample\js & —{E js & > 25
Practice > iff H EffF load, initialize, update F} draw

var Practice = function() {
.load = function() {
new Framework.Sprite( - + '169.bmp');

0;

.initialize = function() {

.update = function() {
{

+1,

.draw = function(ctx){
.draw(ctx)

3. 1E loadGame.js F I A Practice.js
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var listScript =

[
{ src: 'game =sample/js/define.js', lookFor: 'define' },
{ src: 'game =zample/js/myMenu.js', lookFor: 'MyMenu' },
{ src: 'game =zample/jz/character.js', lookFor: 'Character' },
{ src: 'game =zample/js/Practice.js', lookFor: 'Practice' },
{ 2rc: "game s=ample/js/myGamelevell.j=', lookFor: 'MyGame' },
{ 2rc: '"game sample/js/mainGame.j='}

4. 7F myGamelevell.js load function B 45 Practice ¥{4

this.practice = mew Practice(} s
this.practice.load () ;
this.rootScene.attach (Ehis.practice.pic)

update function ¥ ]I practice.update()

update: function() {
this.practice.update () :
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