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o N IFAEmiAT 2 HIE
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U, AR5 it Download Code KEIR-REP o $R2 F &hf4z. AAMSA T3 1 FH F 8R40t
o, AR ST R 44 B 70 AR FEAS 2 25 A Al FH R SC A A4 FR i 44

1.1 3|

—HE LK, WS —FEEORIE B EU BES Y, AP RELE TixX—oefkss, RH
— 2 Web #% /D AR——HTML. CSS Fl JavaScript——Jf fix A PR EE 23 T X S84 R (1) T
RERIMEGE o 1E A —FRFEAREES T, HTMLS AN AR K 1 B R) A5 Th e o7 S T K A2 i,
VFZ NARME, ARRILAEA, D0 AR AR 23 A2 U AR K 2 R L2 —

JUE AT H AR AR B R 13R85, {2 HTMLS S2fr L2 —ANmkuEr) . JEHE
BRI TAEMEIREL . B, AN 2R g — AN 5 RO A FER AR 2, IRt e L)
MRV SR, XA A AE HTMLS MK IFIA R — A — e ——
— %K Alien Invasion I\ [r) 4540 2D K255 JSUERR o




#1584 HTMLS EH#E

1.2 FH 500 1T ADHE — ST EE XK

T UEHMEH] HTMLS MR E 2 A% 5, i =S R IX AN R A5 T
ANE 500 1T I0ARAD,  FLog ARl AT
1.2.1 THERX

Alien Invasion #&— /M AR 2D S0k, Sk TUFK “19427 R HE(H &1
KA, ST S B L Galaga [—AMRGAOA . B 4a ) AL B ARSI KM, 4AF
AT W T IO R A AU, RN OR IR, BT AR AR N

TER & EIuieakiny, H PRl SRt btse e N AW A A & Sk AT 0, K9S
(Fire)f AL e A o A0S ii b Buiie Ry, FH P m A B2 10 55 Sk SR 4 ) AT RS A
BT R

NIRANE BN DR R DA AR — AR, W TR AR X 3, IR 2 e s 4 K
ANKIBATUFAR o FESEIN b, RS B JECPE D) W2 DT v () ) — AN X 3 ig A7

1.2.2 L%

JUTPARRAN IR R 2 T LB AR R I Y 25 — 2888 7= (R 48, — AN bt i i

—URE R H PRI REREASI LA R — AN LB ) B TE R U AR A
LIRS T B DA IS R 45 0, — R AR e 2 U I & R JavaScript 113))
R (1.5.1 TR Z 6 T H N 2. 80 Cy C++A1 Java [ — 238 5 HFR A “ 5
YO, KR UM R T B T R AR IS S A SRR, R A A R — A
T AR AN R IR G, RS 2240 U S — 2 FEFIH2 1. JavaScript J2& 55 (58I 45)
AN, UMZIEH A S EU A, XM X S @ SCE IR, I da gy A Xt
GIINITiE, AR — RHE R EE .

BUR B2 7= (P Ab B A T 5, SEnd— IR EHE, B3 A — MU T BHEORS R A8 —
5Kk PNG E& I “ K5 R 3K (sprite sheet)”, SR JETE5E M EHE MEZ JFHATIIA . 54h, %iF
ARIEFR AL T FEURE R 2 1 2 A LK

o A1 T g AR SR R, WORAE BN IR A, X e 5 IR I T SR IR 6 Bl AL

WERRAGFRARAR T, AR — AR B AT SO R I &, ol LS YRz s 8T
5, RIGHIE S g PRI G,  aT FH T b T A R 4 A T, e T
WERR ) AR 7o

PR NTT I, w] DT LA S I Wy 2k I W B i N DUSASE A i A b ) JLAS
IR SRAIN fil B N, W] A ] HTML #4772 addEventListener Sk [ i 52 53 P R gz

B URERRERSTIN 5, AEE ST A AR P AR HERR th 2, AN I A P g S S
FERAS MG o 3 A ST EIURE SR A I 1) — P 2202 LI s, AR SEBE R o, HEEA S
AR R BEA L, XFME PR A, .

2 F

&
AN
xR



FL1E KXRE AWRS

1.2.3 ALK

AR — PR R GBI, TR HE 1-1, tn] U HT S ] Y s F i
HATAT — T 8% 8 1 2% K5 1] http://cykod.github.com/AlienInvasion/. ZiF A% 1% AE 812 1T (E
A0 3R HTMLS A7 4 e FHL E; Aid, 7 Ice Cream Sandwich Z {if 1) Android A |
(B} Android 4.0 Z B IRRA ), A R RER A

00000900 '
s

-1 R R AR S I

WAE, BEWMEFFEEN T SRR T -
1.3 #in HTML #A CSS #1R{La3

HTMLS5 SO0 32 AR AR B 5 (K A D, AL JUTT P RN container (784t
R JECE — > <canvas>Ju %, XU ] T — T2 HTML 30/, WACHR A 1-1 Jos:

RAZFER 1-1: HFXEY HTML #8453

<IDOCTYPE HTML>
<html lang="en">
<head>
<meta charset="UTF-8"/>
<title>Alien Invasion</title>
<link rel="stylesheet" href="base.css" type='"text/css" />
</head>
<body>
<div id="container">
<canvas id="game" width="320" height="480"></canvas>
</div>
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<script src="game.js"></script>
</body>
</html>

FIHAT ML, A PSSO — N2 base.css, Xt — MM, DL
—ANALEAE RIS game.js, 12 SCAER FHRAF ORI JavaScript A . FHARASIE B 1-1
H) HTML AR A7 2DET H 3% 4404 index html (1930

base.css i S AL PIANMSL IR 73, 55— 402 CSS 'E, CSS HEHIRITH LR
P A oG bR —RE, AT 03 B A I XK R P 2 EE A B o 2SI — A,
T BRI TC R RN E N 100%(16 15235 7FAK), FHMIBR A Wil EE | S HEFN SR
P o AP ) B 40 K 44 S B ) Eric Meyer B : http://meyerweb.com/eric/tools/css/reset/ o

A CSS A —F A ZEHL A i 2] base.css THHSRI AT

FERok, T SR PR A S N 203 CSS SCfF, WnASE R 1-2 i

RAGFER 1-2: BEAERMERHER

/* Center the container */

#container {
padding-top:50px;
margin:0 auto;
width:480px;

}

/* Give canvas a background */
canvas {
background-color: black;

}

S AP E SO0 725 A B U I T (105> A2 (padding), £ BT ) H 18] 47 &
HBCE RN A . 55 AN A7 (canvas) G 35 47 € SR (U 5t

1.4 BN

VER N IFE BT HTML AR Hh 817 canvas FR28 (A CHETE #. 1-1 FToR):

<canvas i1d="game® width="320" height="480"></canvas>

XA RR T S R AR B ——AE W — AN AR AR Y, TEAR BENS I H X
K N TR

Bk T width Fl height Z 4k, ZFrZ5I6AH id, UTESIH. 5 K24 HTML JCREAH,
Bk, AGEASE CSS (¥ width Fl height I3 canvas TG I, X SEAE A B % T i A
(e WK, AR S s A (145 32 R, X0 72 1) width F height JEATH 11,
AT AR LB AT TR AT o
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1.4.1 ipELETX

TEREMEAE WA T AR VG 2 80, 75 Z42H canvas JTCHE B F 3. &% B FICE
W5, 92bs b, AR IR (A canvas TG & H5)HE4T APT K. Bt 2D A
I E, AP 2D B SC, AiARALE R 1-3 BT

KIGER 1-3: FIEERLETX

A

var canvas = document.getElementByld("game®);

var ctx = canvas.getContext && canvas.getContext("2d%);
if(lctx) {
// No 2d context available, let the user know
alert("Please upgrade your browser®);
} else {
startGame();

T
function startGame() {

// Let"s get to work
}

e, MSCRIHARE T 5, B JL Al N B 030 B 4 7 vEREAT A 1)
DOM(Document Object Model, SCAXT GBI AT H 5 JiF KA W] 4 1 jQuery LURE 7
(177 X 5E e FIAE R A

Bk, i H canvas JTUE M getContext Jyi, HP R IE F AT (&&)PEHE TR, XHfE
WA AR 7 o 1208 A AR T ORI Af W5 R b, A7 i) 0 e 0] s AN S
FF canvas JUE . EXMIHHLT, ML “CRMAGAHEm ", ZFEDEA GEIERH T #E 2h% 07
B H I A AR VR A . RIS A7 BRI BT JavaScript 54l
G, Ao RIS TEAE L MEBFRU, kS B R, S T R
i) 7L o

SR YE 25 (B Internet Explorer Z M) #FE (L T —> 3D WebGL KB HE s R 30, A
e RN gleanvas, HAEAPBE/EZ I LA H7E Nokia #3)#& . WebGL & 53— Mliar
T HTMLS FbrdE,  SOVFURLER] B a8 HTBE A i i 3D EE .

PRI 5 1-3 B AR LR A7 %4 A game js 1 SCA, INIRAETF4R, v LLIFUG 48 H canvas
JCR WK T o
1.4.2 FEEH L&

XA EREA AT L TR B2 EGIRE, AR T e & LDV B 7R — 485K
I, AR B2 NMEE . B game.js U startGame 7V, NAEUNR:
function startGame() {

ctx.FillStyle = "#FFFFO0";
ctx.fillRect(50,100,380,400);

}
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N T A SO HIHTE, AR T ctx XA fillRect 751k, Ak f 2 v i —
HFENM o FPRFRIER) CSS BUIAR IS 2 B AT R AR I 4 fillStyle, XEERIRAI LR /Nt
HilZi. RGB —ju4lsl RGBA PYc4l.

NAECH L Z LA EEYRE, s L M.

function startGame() {

ctx.fillStyle = "#FFFFOO";
ctx.fillRect(50,100,380,400);

// Second, semi-transparent blue rectangle
ctx.fillStyle = "rgba(0,0,128,0.5);";
ctx.fillRect(0,50,380,400);

}

AAEMN RS 2 5 F R N index.html SCAF, B B —ANSOULM KA TR IE
U R AE B L0 I A ) P )7 B

1.43 %HIE%

Alien Invasion #&—FCEIR I 40 2D S AUExk, H2 T2 A EEE.
SEIB e, EAREHE T — AN 40N drawlmage HITR 5§ 0575, 207064 JLMAS R TE
TXH TR AR 2 ) e 3 UG 2 AN 22 15 23 A5

Xt FERME— R e I AE T, B HIX Y, W T e A EIR . (HIX AR
A RAT s, RO AS AL I G OT e —arF, HAA TR E L 8 07 U7
gk, P DR EESERF— AN, 2R AR A R R R R

iR ¥ sprites.png SCAF AT S 1 T2 H 8 2 S BRI images/ H 3R
SR JE R ARSI L 1-4 P AR VS N 21 startGame BRI K R AL

REBEE 1-4. FRHEHSTIE % (canvas/game.js)

function startGame() {
ctx.FillStyle = "#FFFFO0";
ctx.fillRect(50,100,380,400);

// Second, semi-transparent blue rectangle
ctx.fillStyle = "rgba(0,0,128,0.8);";
ctx.fillRect(25,50,380,400);

var img = new Image();
img.onload = function() {
ctx.drawlmage(img,100,100);

}

img.src = "images/sprites.png”;

}

AN LI, DR N 2 B RRPEE BAEAB I 05 5 A P A B A
canvas/game.js SCIFK TRSEREMIANS, REFE R, EREITERBLH R LR SCh 2,
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2356554 onload [P, AR5 AEBEE [9IIM 2 J5 . sre.
XM AR L, DU B T IX AT AR F
KIS A7: A7 BB 92AF, Internet Explorer AiAN
23filk onload [Hif. AI7EIE 1-2 thE RIS R, T2
AN, BRI

AN FAF H B 15 H ) drawlmage 7 A ——F
R x Ry ARARAE A S, SRS A A 2
R KA

&4 drawlmage T EEAT FIARAY, MUE A AWTT:

var img = new Image();

img.onload = function() {

ctx.drawlmage(img,100,100,200,200);
}

img.src = "images/sprites.png”;

IAE UG 4/, RSN R AME NS BT 2 1 H AR SE SRR . IX & drawlmage
VA AP B, R SRR I AT ] RS TBOR B4 /N R

AN, drawlmage B8 G —Fhii B XA & 47 Bk & B, X the —Fhii s
I, BIEERA 9 NS

drawlmage(image, sx, sy, sWidth, sHeight, dx, dy, dwWidth, dHeight)

R RAE A URBEAL H 240 sx. sy sWidth Fl sHeight 7E Qg FAEE, DLl
HZ% dx. dy. dWidth il dHeight 7EEifn E45E HbRHE . RATReC & MiE, ZMRERE
R REANH R b i R R, 3R A R 2 A T R 5 BRI 1B 25 drawImage (11 H]
A — XA

var img = new Image();

img.onload = function() {

ctx.drawlmage(img,18,0,18,25,100,100,18,25);
3

img.src = “images/sprites.png”;

AP I, PR Bl BT B R AN selil. BIH R R, DIt
JEMA, R RT3 SR A R 4 o

RO EH R AR B AR 0

K12 R REMZIRE

B A & —FP A8 BT 9069 B BY AL X (Immediate mode) k@) & # X 69 T B, E&H A
B, PR EEMMs Bt ELsR RE L. B4 Rl TR AT kAT —%
HILEIL, RS —sRIEE, EMSMame b, X568 H HRAL T4
HEBA, EEHENLEETLEHAD.

1% Al DOM 4 2% % ) 5 A8 R, 128 DOM #kA8 L F A4k B A2 X (Retained mode)®)] &
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HR, BARNERRAHILET “BxB”, X—HFERIEX Z O E o BR, RIS
KB EMEME, RERAERLLAET BMNGTERTIAT, REEL N wEHBLEHF
AB. 2FHAEX BT, ELAHR? XBRRGHEXMT, TAAS 12 FF6itid, 7
FRAT B 3% 4% A AR AP AR X

1.5 GBS

BUH BT L, R GRS CR] 78 24— BRES (T BE FHOREZR 24 2 I 10 i A T g
AN IX LA i BAT A AL IR, XA REAR AT IR x4t . BLERLR 2, T
LR PRI S TR AR

1.5.1 MEMEEXTSHRHE JavaScript

JavaScript J&— Pl 7] XF % (Object-Oriented, OO)I1E T, Kk, 7E JavaScript T, 3
FEFFRr e A BN RER 7 TGRSR S R, KX B 4R1) 2 00 & X
R %.

{HJE, IXIFIERAAS JavaScript 14 TH 1) % %2 4 F£(Object-Oriented Programming, OOP)
MAaREEtE. B2, BWRHERMMARR, R, SR AAPRHERRENLE], 1A,
BT a3 BRSO R T

JavaScript WA KL G gk A&MGE, & S2BLT A4k 7K (prototypical inheritance), iX
R T — A G — MR IR B B AR S, XA T I % 58 L R R 1)
SEATRE

& Gt 4k AR RN JR BY 48 7

10

o5 R B89 K % BAAT @ G 3t B S, 645 Java Fr CHAE R, IRH 8 AR AL L2 K,
X F ok A AT FAT A 8 T A 1 R K49 K 5 F I sk K a3t £k 49 JavaScript B A —
AR T RAMA X KR B R ek, XBARE LB E—ANRBITH L5 KATENHL
St %, KRBt ST S,

DRI A 5 il i (1) JavaSeript A5, B LAFEVE 22 M5, T o8t 38 ik 7 o 52 o oAt
— TR PR R ARG Java RS 042 18R 2 4k . X P R IGPER D2 s, AHB, X EIR
5 AR AT A 0T 5 LA ey Ry R s Pk e i D7k T, TR F A AR 2 ik+e.

Alien Invasion 4545 JRUR k7R FH AN IS PR AR, IXFRAOR A TEBEY . i N SR Y B 4t
TGN SR T 50 A%, T H AT T NAAIAER o (R RMIE 2 2 3 S 2 W R,
HASREAS FH P AL (Closure) i 1) AT ERS i o P46 /2 JavaScript F—IULIRE, 1% Dhfe RV i
AR R RAER R L G ], BRI AT e e R e v A

559 B RGN R S A R, A, BEHAN S, R A AN A
RABNZHRATLLT .
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1.5.2 #FEGgFRR

A—MRZF AW VXA A7 e ek g — AT, kg —H1Nr, Baw
B HS T A SRR T T g AR, IO ) R — U —— B L2 Duck
K — AL, 8, A Java 4k, wiESZEL iDuck 4% 1.

IMAE JavaScript X —ZI&RME T, SHRGIHE AR AN, XEWE
AT R AL G A E S B B A ATAT R, Z R BUR A% % 1 B BT S A5 (AT AT X %
FKANE, HAEA R,

PP R E PR B2 e AR IR T, i e 2% I — e R B ) B R B B RIS AT I R
AR, ORI AR — R AR R Gk R S RE S SE AT I, X .
IXFPEET0S G A4 (T AR E AT 220 SRA TR % R R Bk O 1Y -2 78 (duck typing).

Alien Invasion £Ei7 A& S T UK 23X AN 7 21 T 3% — M, 12230 AT AAT Wi 13 step()
AT draw() J5 1R IR S5 A0#0 2 BGUIE AR S TN 5 B DRGSR o B 7280 Tk At
1fl, 1XAFFF Alien Invasion FESHN AR T i [HIF1E XK ) S04 R RIRE o6 SRR B, itk
T ORAR RO 5 T 2 (] PRI D4 o [RIRE, SRS TR R S R Vi AR R 2R 6 1 1 Ui
IR RN 2%, P FEIr R, MO MR HUD JG# % . HUD 245k 2Rk
(Head Up Display)fI K, IXANAREF RO TRt L7 e 3R, andlax A ay 4 50r
ST i

153 BIE=NEAXME

AR EH B =AU BAAEN AN SR — MU AR ERIAE 1) Game
X5, AL B R SpriteSheet X5, LAk —ANE7n. BHOR RITHE AL BLRG R
JCFMAE Y] GameBoard X¥ 5o 1% ik ity 22 KBEA IR R, Wbt 807 Wi, S
S A oy FF A A dr 489800 HUD X246, RE N 41X ek &

1.6 fMIEBRE

RO, KE PACHS AR T LIRS RARIFAE T L Roshs R o DR 2
HE LR LT RESRICHE RN — N, DREM— NG 98 2 A2 NN R A4 FRRIVAL . (i
U, IXREAEAE bR A LIRS RARTG A S — 28, 5 — MR 2 Ab /2 353 onload [F1 D) fE,
XHAEART i IS B 19

FRBLE 5 1-5 WoR T e 42K

X755 1-5. SpriteSheet 2

var SpriteSheet = new function() {
this.map = { };
this.load = function(spriteData,callback) {
this.map = spriteData;

11
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this.image = new Image();
this.image.onload = callback;
this.image.src = "images/sprites.png”;
}:
this.draw = function(ctx,sprite,x,y,frame) {
var s = this.map[sprite];
if(1frame) frame = O;
ctx.drawlmage(this. image,
s.sx + frame * s.w,
S.SY,
S.w, s.h,
X, Y,
s.w, s.h);
}:
}

JRVERXRA AR, HAWAD I, HFEEENFEEIEAD>. B,
SpriteSheet X%, it LAEAE HH LA 5 AR A1 0 4

new function() { --- }

|

AR

AR 3 B BN new BRAEATIRAE Rl — 47T, TRz & — D SE Bl .
BRI SBA GG R, 55— S spriteData {EHERL 1 RE RAEI AR E0K
REARAE IR 56 A S 4 callback 2 EIME onload J7 % 1 [ bR £l £ 12 3E K
WAL draw 2R TS, BURREITIEIEHE R IR LR 30h . RS
BFE LR 3CL $RIE spriteData WL R R RAFRKI 74T H . Bk R x Ay (08, L
J ok BA 2R R BEI AN T 1 ii(frame) o
draw J7VEAL XSS HOR A H WU L P ) spriteData,  DAUAAE R US4 E LU SRS R
(15 J5 R i FEE O T3 AN ] 7L 1) SpriteSheet 283K i3, K 2R I BF— U 4 I\ A HA A ) 9 )RS
FALAER—AT L) o EAE AR 845 Fvh 55 3 B 2% ) drawlmage T Z T RIS, AFE2
AT 1.4.3 R A A O IX — 5 5 241 drawlmage 7725
JUE RS BTl — MR, FLAGE T 3R — 4 € BT Rk, (EPRIE 2 5 2T
i§ REE AR — T AREE 5 W8 5 1 BN ITR,  IXRE SR 120 el A 2
{1 SpriteSheet ¥ INE]—AN4 4 engine.js [FHT KA, I LA game.js
) startGame PR AL :
function startGame() {
SpriteSheet. load({
ship: { sx: 0, sy: 0, w: 18, h: 35, frames: 3 }
}.Ffunction() {
SpriteSheet._draw(ctx,"ship',0,0);

SpriteSheet._draw(ctx,"ship',100,50);
SpriteSheet._draw(ctx,"ship',150,100,1);

DF
}
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XL StartGame PR ELIA A SpriteSheet.load J45 N JLANKE R FITEAIME B, #4, fElH]
VAR (7203, images/sprites.png SCAFZ JE)MRZs Hl ek £, AR E2sfil =AM KGR .

&4 index.html SCAFCHESII A2, 1556 IN%K enginejs, 2R 5 N#K game js:
<body>

<div id="container">

<canvas id="game"™ width="480" height="600"></canvas>

</div>

<script src="engine.js"></script>

<script src="game.js"></script>
</body>

AR AT AL Y sprite_sheet/index.html SCAF, T — F Lk 1 198 B AR
AFET I
BUAE, Wk nT LAE DU E2e RS R T, Al BRI RAE AR U R K

1.7 €1 Game &

FEWFARAT G AR IKEXS S, Bidr 44 Game AN LZEMFHG . ©EZEHRZ
WtH1k Alien Invasion AR5 | I F AT ARG, LA A At — oL i) ok oo Pir Sl /s 1)
Yy5te

[A 4 Alien Invasion WA AN T 248, LA Game JRI0 B T7 e E B A A A B 4 A 1)
Wrs. FRARMFIRWT &8 HAC PRI, T AR AR .

WAL, VAR CHAEE, XNEAT—LeRA F IE AR LB BT LA B SR R It
B AT ARHS , — Rk, — P B 2 AT AR A X 2 T e S5 A DR T 3058 B - Game
ROFERIX— 5, 788 SR 2 s Je U & ) load F44-.

Game ZE IR 875 N3 engine.js SCAFHITIR

1.7.1 £ Game W&
WAETFIR /2 DR iR il Game ST 40 ZATAE, — IRUHEACRD 1) — 5 (AT e A T

RIS game_class/engine.js I TR AT 5E R MAAEE B o A4 —IRPERIZESED], 12T
U1t —Hh) 5 SpriteSheet 1R AHEL:

var Game = new function() {

LR ARIEAIIACHIRE, B BRI, MBI S8R B RIS 1) ID. {48
4 SpriteSheet (KSR EH,  LAAAENT AL 5 S 2 I A 1e0 36

// Game Initialization
this.initialize = function(canvasElementld,sprite_data,callback) {

this.canvas = document._getElementByld(canvasElementld);
this.width = this.canvas.width;

13
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this.height= this.canvas.height;

// Set up the rendering context
this.ctx = this.canvas.getContext && this.canvas.getContext("2d");

if(1this.ctx) { return alert("'Please upgrade your browser to play'); }

// Set up input
this.setuplnput();

// Start the game loop
this.loop();

// Load the sprite sheet and pass forward the callback.
SpriteSheet. load(sprite_data,callback);

}:

WA ATEZ AT, KBS RIS 7 WA AR A, L U A7 7o 2 A A
2d LR SCHOASH AR 0T T 5 SR BT LA 2 1] setupnput(), 12007 VATERE FoRAY 7Y
Hihies dsJa, WERIEINTAS, Rk R R HHRE 1L 45 SpriteSheet.load.

Be TRV EHIA

// Handle Input
var KEY_CODES = { 37:"left", 39:"right", 32 :"fire" };
this.keys = {};
this.setuplnput = function() {
window.addEventListener("keydown® ,function(e) {
iF(KEY_CODES[event._keyCode]) {
Game . keys[KEY_CODES[event._keyCode]] = true;

e.preventDefault();

}

}.false);

window.addEventListener("keyup® ,function(e) {
if(KEY_CODES[event._keyCode]) {
Game . keys[KEY_CODES[event._keyCode]] = false;
e.preventDefault();

}
}.false);

}

XA E R ZE KU VR P OG0 [ TS L6 42 AN I keydown F keyup SR (I WT 4%,
AR AR A IR LA, WA A R B (Keycode) 7 %
AN RUFIIARREE, B4 8 Gamekeys MM Ay, DAL H P 8\ 1 24 5tk
Ao FAEH Game.keys WAy K420 CMT,  SUIERAT H I8N, SRR BRIt 1 H
e.preventDefault() /775, 1% 7715 B7 1500 B A5 BRA T A0 Wi 1 42 B (10 BRIAAT 2 O T 7 S B 0
FEBRR L, 0 Vs 0 S TR Bl UL )

KT ERF AR F B, ETRERH— a0 T W3C S4BT

14
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addEventListener /77%, Chrome. Safari I Firefox % &% A AT ARAS B HE AL T 06X —ARHE
1) %, {H Internet Explorer (IB) I ZERA 9 M 5 S A PP S 4 o XA A4 K in) i,
PUMAEAEAIE DL R, TE9 2 BT FIRRASHRANSCRF A, AL VR A SRS IS A6 A0 B 25
fafeAE, A E 2N OO 9 FITARMI A 5| BT jQuery 1 on J5 3% O I 4%
TooR 0 fa] A BRI o
Game JE )i — 70 A A AR A — L2
// Game Loop
var boards = [];
this.loop = function() {
var dt = 30/1000;
for(var i=0, len = boards.length;i<len;i++) {
if(boards[i]) {
boards[i]-step(dt);

boards[i] && boards[i]-draw(Game.ctx);

}

}
setTimeout(Game.loop,30);

}:

// Change an active game board
this.setBoard = function(num,board) { boards[num] = board; };

}:

o boards Fed H A BN & O SR IT 4 B Ay RN 2 RN 2, — AN TR
TR (board) 7l /2 1 5% BRI [ (T — 543 A R AR B L 11608 — /M) . Game.loop
BRGNS ) BT AT TR, RS B N AR B R IR A, A RS e 2 R AL
KA FHTHIBR ) step J5v2%, 6 W TRIAR K draw J5v2%, AR NTEGe bR SO b S50 61T draw
WS, step WHATRECZMIBR T bk, FrAZATH boards[i] && PR £ B & 77
A1, ARARIS it . )5, setTimeout #% T loop BR%L, VIHIIRIEINEE 30 =ZFPE1T— IR,
{1 setTimout( AF setInterval i i I 8% FAFLEWEAR AL T BN A1y, IXFR &y & F
A BRI AT h o IR setTimeout AN BE 4% 8 FH B8 50 1R 3¢, B DLRS 24 A
Game.loop IXFEI Gk, RIEEE A5 H Game XTZIM AR this X — KT .

ENBRAE

4 JavaScript & i 57 &, # XTI K AL )69 TALA setTimeout 2 setlnterval, 4 £i%
A E%. % 9 FHitk requestAnimationFrame 7 ik, % 7 iHAEITR) WL B 4848 F) 7 45K 49 R
P e B et T, esh, BIHANERALRE G K, EF R AEGER, B
ARAE R WIS M AR GG AR, FT A E B A SRR AT 9] 18] F kR R R AT 5, RadAf T bk A SR
Rph, A %A A,

DRk A5 ARG 32N AR O JF0R BLA S KN AR I (R FRCEL 1Y) BT AN St (b
BRI R N ARALE, T 4570 A1 HUD — 2R INAE A S ) 76 3% U

15
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I 55 J 2l o

5 i o8 U2 Game X GME—R] . 7RI XS A1 8% o U F (1) 77 7% Game.setBoard, %77
T A R B loop J7E I BB —NIERRIMR . & R V1475 2 ) GameBoard,
GameBoard b i) [ A i & 1) 44343 o

1.7.2 EMERAR

1D B2 A R AR I, N RF S G IR A S AR R 4544 o JavaScript & —Fl R4
RIGWITET, WA AHEN AT FH R R TE X I g A A g, A 8 4 PR 2R 7 T REAR PR 29 i
BT o AR E MR 2 1) R R 7= o] S PR ] B AT — A4S APT 8l THEER, AR5
16— LG R AR 25 48 1 1 P Bl

game.js 1 TAE B4 W RORE R AR AR A 45 5 5 1 e 0% 50 I IR AEAT 55 I 5 A 4k
ARG, X Tl LSR5 348 A R AR B 7 5 B 2 R R o o

BT game.js, 7EARKSHPATH Game 25, MHIFR game.js "HIRITA N ES, ARG INASTHE
H1-6 BT .

REDFER 1-6: EHFH game.js 7% (game_class/game.js)

var sprites = {
ship: { sx: 0, sy: 0, w: 18, h: 35, frames: 3 }
};

var startGame = function() {
SpriteSheet.draw(Game.ctx, " ship',100,100,1);

}

window.addEventListener(*'load", function() {
Game.initialize('game",sprites,startGame);

DF

X BAHS By AR s 2 v B — 2] RS R . B pR 2 startGame, 1% PR ELSCAE AT L
SR — R, DU R —DIE AT IE R RS T B DO R i aF, & 4 24008
Game.initialize PR%Y

FOFNZ, index.html SCA(EIZATACHE 6] 7 game class/index.html), R G 2
IMEFH HIAEE AT TR Fo

N ZsHHAE B2
1.8 Il;]\-t\jlul'f‘?z‘j] ﬁb;

PRIEIAAN R A AR A — 28 EEREARCBE B A B AT R 05 LI, X 2 X HLgloAy A4
HE: WIETTES, S fhBoiomA i JA1GIESm 2 22 s n 2 vt F, Pk
FEEESRAR S (R A

AR 2 MOREBIER SR, AR 7, R S 2 2 B
GAECH DA B2 K 22 06 R 2 AR ARAE RS Sl o EIsATIR . — Pk ik 2
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QU A (12 5F G X, ARG PP IX PRI UL HEALAR, SRS T St 2 i 1 A8 1h) 1 A o
AR R AR R BRILAFRB SRR Z, AR T —ANE A T2k i,
X—BORCL LW T,

LN A HTMLS 1&g

MEAE AR $, HIMLS 69 A —2, ARARTOHLT, RREELTSE
AP R G MR BT, AR RAIAT ik R FIEAN RN, RFARFLAERE S
—FFA, BpxtikdtATmaX! @i W@ http:/jsperf.com/prerendered-starfield, ¥ VA T fi#
FERRKENEERE SN IR LH H EPTA ke, 2N XEOWELEHE T,
JSPerf.com & —/NEH REEe s . 25 FEZZNRXNLER, @ TR A @, ASEF Run
Tests #2407 fR AR B EATITAZ G MERE., IAG) F XL XA ZNFTH—E, ZVAEBE AR
FZAf, REHMZBALFEME Z RN LS, M i0S HBHRELELS B HFE T X4
R, BTERANER, @AKEERSFLIFOEII0E, B, —FARIEFTTHR
QLA ERRBANDERFA, CoRTHNBH)AAFE LR B FE T X6k B
K@,

IUAE , ARSI AR 15 2 5 e AR A — 280 B 1) 73 i i (o AR AT 25 5 ROR
BN G R A BE EHEIR)

StarField 5 258 B Sl 12 =00, 55— TUL G 2 5e miAl, 1XSERr LA 2 fi] 5,
DRy A 2 — S ) DOM Joak, HATPIAMEE width A1 height, R DU LABAT ]
DOM 7t Z AR [R ) 77 AT B

var stars = document.createElement(‘'canvas');

stars.width = Game.width;

stars.height = Game.height;
var starCtx = stars.getContext(''2d");

DL Ay L 2 i A g it e A () 25 K /N RSE, - BT LA RE G S EBUAE. Game.initialize /7
P BEE I width A1 height J& PESRBEE B 451K/

Bl A fe, W LAFARAE AT b R R e . B s, R AR A A
T AU SR K fillRect. — for ¥ 0N _E Math.random(O) A, 7] LAk
BEALET x Fy £7 8, AESSmtb e k:

starCtx.FillStyle = "#FFF";

starCtx.globalAlpha = opacity;

for(var i=0;i<numStars;i++) {

starCtx. fillRect(Math.floor(Math.random()*stars.width),

Math.floor(Math.random()*stars.height),
2,
2);

}

IR o — A B B 4 42 globalAlpha JEYE, ZJEMEWCE canvas JUE I ANIE
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WIRE. PR Z 2R B UAF R ERS), B LESAS I AR, sk s Rig 2 A
LEA B BRI IR L S BERH I — 1, DUHCR B e AT g iz 228

N K AE draw J77%, Starfield T2 6144 canvas 0%, A& T iEkmE A b r 2
Ay R, BN B EARHIRS), PrUATs 2P — kel s, — IR HH 8.
ITEH B TR )5 & (offset), 1K 2 Bk e B 2 18] 1) — AR, 7248 Az 8l
TSR DR H R S0 I B 3 2l [R50, AR5 P22 1l el

this.draw = function(ctx) {
var intOffset = Math.floor(offset);
var remaining = stars.height - intOffset;
if(intOffset > 0) {
ctx.drawlmage(stars,
0, remaining,
stars.width, intOffset,
0, O,
stars.width, intOffset);
}
if(remaining > 0) {
ctx.drawlmage(stars,
0, O,
stars.width, remaining,
0, intOffset,
stars.width, remaining);

IXBACHS AR AL, IR 9 NS HURAK) drawlmage J7idok 14570 B
BB e SRR AR 1 T b~ ORI 478, %I A I A 1A 1 TR P 2 oL A 2 ) B
LA AE I A7 TH P 22 1) A2 25 R 23

ACRSIF # 1-7 45 T Starfield R 5E8AHS,  IX AU NAE game. js SCAFH

RAGEER 1-7: Starfield(starfield/game.js)

var Starfield = function(speed,opacity,numStars,clear) {

// Set up the offscreen canvas

var stars = document.createElement(‘'canvas™);
stars.width = Game.width;

stars._height = Game.height;

var starCtx = stars.getContext(''2d");
var offset = 0;

// If the clear option is set,
// make the background black instead of transparent
if(clear) {

starCtx.fillStyle = "#000";
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starCtx.fillRect(0,0,stars.width,stars.height);
}
// Now draw a bunch of random 2 pixel
// rectangles onto the offscreen canvas
starCtx.FillStyle = "#FFF";
starCtx.globalAlpha = opacity;
for(var i=0;i<numStars;i++) {
starCtx. fillRect(Math.floor(Math.random()*stars.width),
Math.floor(Math.random()*stars.height),
2,
2);
}
// This method is called every frame
// to draw the starfield onto the canvas
this.draw = function(ctx) {
var intOffset = Math.floor(offset);
var remaining = stars.height - intOffset;
// Draw the top half of the starfield
if(intOffset > 0) {
ctx.drawlmage(stars,
0, remaining,
stars.width, intOffset,
0, O,
stars.width, intOffset);
}
// Draw the bottom half of the starfield
if(remaining > 0) {
ctx.drawlmage(stars,
0, O,
stars.width, remaining,
0, intOffset,
stars.width, remaining);
}

¥
// This method is called to update

// the starfield

this.step = function(dt) {
offset += dt * speed;
offset = offset % stars.height;

}
}

LIRS, A PIER S WA AR TR, R RRAR ) step BREURERS LT = A0k 1 H
IR PR BN R S TR I TR R R BB offset AR, AR5 HURL %)z .
FEARAFLR offset (BT T-ZF1 Starfield [ B2 ]

AL, EH — N A clear 2R R DA RE, S HIMER M BT A E
(R — 2 (G )& 2 LU B I, XA A BEIE M BARE 55) . XM LA H T 18
g5l 2 () S b B A A B, TR T S A ]

19
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20

EEELASHERTEN, 58BN game.js T startGame BREL, A IN—U 22, BK
R, BB, I A B &N B R AL
var startGame = function() {
Game.setBoard(0,new Starfield(20,0.4,100,true))

Game.setBoard(1,new Starfield(50,0.6,100))
Game.setBoard(2,new Starfield(100,1.0,50));

}

Hp HAGH— R clear R E N true, BEANE A3 LG HT—AN IR0 5 ey HLH
HHERIAEYE, ZWT T REEA TIZEAR R IEEAMERR R

1.9 HEAFRELE E

SR S AN, AHIEAE S — N RR . XTI UE, A7 BT A 4T I T A 2 1
ML ARTC R, B FE 2 2 Won— MR B T, [0 P REZ A AT T AT BB IR 2RV
Alien Invasion A @] [ 95 A4 ) 2 Ab—— Bt — AN STASFR @A — AN B bR R T
Pk, —ANil ¥ GameScreen I FJSCLE 5 ek v TA) A7 B PR A RURI A 0 gk A2 LA G A2 7
5.
BT LA

FE B 2 B SCAAR B, SRV TR AT SN g2 v _E R AR X — R R W
AL AT AT BRTERT Web 22274k,  DASATAT Ciid @font-face JNA 3 Ui i 4.
7t 75 W @font-face I ZL/INCa—18, DR 0200 SCHF I W28 AN ], 7 22421 4
AR SR e SRS, AIRAIT SEAEA 2 IS, T4 e AT] 2 i f 2
[ Google Web ‘72 RITEL IS5 I, A BT 2 Ay — M EERE R R R (T 7E
www.google.com/webfonts I3 % 1] 42 2% 1 FH 1] Google Web “F-14).
it Alien Invasion [ 5, Bangers “FARIK T TR —FIIRLF 05t A%, RA R “
R NAZ# (Invasion of the Body Snatchers)” [JEDHE. R —474CH8 i A3 HTML(ifii 4E
JavaScrip) A, JHAE bass.css PR Z )5
<head>
<meta charset="UTF-8"/>
<title>Alien Invasion</title>
<link rel="stylesheet"” href="base.css" type="text/css" />
<link href="http://fonts._googleapis.com/css?family=Bangers-

rel="stylesheet” type="text/css">
</head>

N, WP 2 TitleScreen ZRAE 545 A Won—SEI0A . HSIHLIX — 11, 2]
—ANBI S R A I e A A VA —— fillText, LA P AN 14 8 A7 JE P —— font Al
textAlign,



FL1E KXRE AWRS

2 FE ) AR I8 IS 45 context.font A A—A> CSS FEXBEATICE, 5140:

ctx.font = "bold 25px Arial";

1X— P B4 measureText Al fillText a7 A E H 21 AR &4 25 G & & HAKR, fH
H Arial KR,
HIR TR R P SN B B, 75 254 context.textAlign J&PE & &N center.

ctx.textAlign = "center";

FEVH S SCAT B I B B 2 (5 A A% i gl al AR AT fillText 8 i A7 b 22 1) 520 5L
AT

FfillText(string, X, Y);

fill Text B S 20T L6 1) 747 5 LU FAI x By £

AT IRESORG T, DA T e br i 1) TR, 12 R T Y 7R — A
R —ANEIRRE, AR 4T R 5 e s F — AN T 3k 14 1]

ARSI L 1-8 45t T 58 X4 TAEARES, K TitleScreen 284N N2 engine.js ST
JEHH o

K#3;5 8 1-8: TitleScreen(titlescreen/engine.js)

var TitleScreen = function TitleScreen(title,subtitle,callback) {
this.step = function(dt) {
if(Game.keys["Fire"] && callback) callback();
}:
this.draw = function(ctx) {
ctx.fillStyle “"#FFFFFF'";
ctx.textAlign “center";

ctx.font = "bold 40px bangers';
ctx.fillText(title,Game.width/2,Game.height/2);

ctx.font = "bold 20px bangers';
ctx.fillText(subtitle,Game.width/2,Game.height/2 + 40);

}:

5 Starfield X} %L, TitleScreen %& X T step Fll draw J5ik. step HikH A —I{E5,
A A A B AL T o A, DI R A s 2 DR 1 [ R

draw J7EEIESER T R TAE. H26, CWE T —ANKobs BUR R bR @A
fillStyle(FI &), RJGWE TARB R 7. w0 x B 4 A — 2 58 BE A B A K07 1)
R WORER L, B B R A X — T SR R x AR R R i A e B — 2 ok
fill Text.

N T I RIARREE, A% P —Ffoi () AR B 5 — 3l i T e 2R v AR, SR AR T ELA

21
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B RS 40 153, JOEIAR BN BT T .
A T EEAUhR S [ 0 15 SR A 2 BRSO 2 5L b, B 0K startGame J7V2,
WNETR, A% A playGame 1357 [F]0H 28 2
var startGame = function() {
Game.setBoard(0,new Starfield(20,0.4,100,true))
Game.setBoard(1,new Starfield(50,0.6,100))
Game.setBoard(2,new Starfield(100,1.0,50));
Game.setBoard(3,new TitleScreen(*"Alien Invasion",
"Press space to start playing”,

playGame));
}

var playGame = function() {
Game.setBoard(3,new TitleScreen(*"Alien Invasion', "Game Started...'));

}

N VRS, RN 2 RIS T, AR N SRR T, b i T S 4 b
FEOHT Y “ Game Started”. 7E N5, playGame BEELIK) P 2828 BLIE T AR Xk B2 A 1S
AR

1.10 RIMMEA

8 Alien Invasion 28 il — 2K B 1F 0T Do IR 1) 55— 20 i i — % B o S 3 i) i 6y, 1%
EARIOANTERIIE DN R . 78—, IRE6]E GameBoard 283k [a) I8 B IE & Ui 2kt
e HBLAE T B s 2/ R, Adst B arokide, FFaam R — N R 288 T .

1.10.1 & PlayerShip X%

SR AR e AR s L, AT game.js, SR/ HE PlayerShip 28
IS AR AL

var PlayerShip = function() {

this.w = SpriteSheet.map["ship™].w;
this.h = SpriteSheet.map["ship”].h;
this.x = Game.width/2 - this.w / 2;
this.y = Game.height - 10 - this.h;

this.vx = 0;
this.step = function(dt) {
// TODO — added the next section

this.draw = function(ctx) {
SpriteSheet.draw(ctx, "ship”,this.x,this.y,1);
3
}
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B S, %K RA A FIFE RPN SN T step Al draw. PREFHE O —300]
LA R R A 1] A7 A B KRR B ] LA # o FERIUR RS R, i s B LA AR oK 4
S8 R RAE U b (R A7 BSOS 281 e B 0 56 S8 (R — B A A T A e JEE R 5 JS DR Al — L i
B R A AL AR AS ) o

AT R 2l RS R 1R 58 BE A = B, B T DAAE XA Bb T sl G b o FEE R v B, AL Al
FIR FRS R RSP iR As, SN0 RGTE, R s — A7 A RIAT

¥Rk, € playGame PR EUIE SO ) 2

var playGame = function() {
Game.setBoard(3,new PlayerShip());

}
BN index. html SCHIFHE B 28, Rk il LB BIB0 5 AR5 78 BT IR JECHE
1.10.2 AIEREF#EAN

R ORMAES R M AN, SRVFBT A i _Eok R 3 Wiy, XA
PlayerShip P31 step BR%H SEH
step BRECEL S = AN LEE Iy, WMo a0 WIS T, 2R
IyFETIT I SR x AR o, RREGH SR A SRS Y x AL E AL T R A A . B
AR AT I step J7 2 1) TODO ¢ :
this.step = function(dt) {
this.maxVel = 200;
this._.step = function(dt) {
if(Game._keys["left"]) { this.vx = -this.maxVel; }

else if(Game._keys["right"]) { this.vx = this.maxVel; }
else { this.vx = 0; }

this.x += this.vx * dt;

if(this.x < 0) { this.x = 0; }
else if(this.x > Game.width - this.w) {
this.x = Game.width - this.w;

}
}
}

JHER S KA Game keys MRATA, TR MBS AL T 1 20w Sk B0A Sk
AT, T Y B RO AA 0 A S AR R SR B T SR A P 1 i i B3R LA A Bk
SRR L)L 2 — R PR AR B x L. fedm, VR EE x (ALl T
BRI 2T F) B IO T BRI S8 e R B8 L), XA G AF 2 — B, U
X IE RS kA AT 3K VL2 Y IR

23
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1.11 /%

FIHRAIE, RES TR #E HTMLS Wik IHERRIE TR, X T
IR R AR EREATE S IMARZETS S DR P NS BUAE, W] LU I
W player/index.html SCPERIE SRk, A §7 kB 20 A il RARIOAZ 2. BUBR ! FE 6
H ERIZE AN T HTMLS Wi, oo 7TIRE I —». F 5T
IXEEATIRA LR SER R R, RS IR %R Rl — S A . 5 3 Sl AR
B SRR SE X AR AR R T o



FERE

Wil g Bl
NP R i
GRRnZ el
il MR AR

M wrox.com THAZ K

ARFEARIG AT I wrox.com R, Vi) www.wrox.com/remtitle.cgi?isbn=9781118301326
UL, AR5 it Download Code KEI-REP w] $R 2 #if e . RSN T35 2 =10 T #UE4i 1
o, AR ST R 44 B 70 AR FEAS 2 2% Al FH R ST A4 FR i 44

2.1 3|5

FE 1 =, RIBEET O —3 HTMLS Bl R HELE, SZOL T KARLZE R 5=y
JE S, (HBIH T, AR R AR TS S ik, BIA WS . B AR R
Wi, PR TEEERNIN—YSH 7 €Y, JRRE SRR c R, XA BE L EIRT A i

2.2 f# GameBoard &

1 Alien Invasion A2 ey %% (1 55— 25 A #8 I—FhH LI (R IR AR HL G _E (10— HERs R . H
HIFY) Game Xt 52 i) LAARHE— R 1A (board), AN I LR IR {8 e 2 1) (94T A2 58 4O 1 o



#1584 HTMLS EH#E

BEAh, RAE Game XTZRIEHE T FrUIHmAREE AL, (HAEEAR RO ROR RA N 22 0T
XTI, FFARFBAT At 2 i Pril, FRATEHE GameBoard % 4 Itk .

2.2.1 T#& GameBoard £

GameBord % A FH S AGOZ BBLITE X IR xR, e S i BCE B A ALK 3
WIGTRIH eI s X, ARSI HZ G —LEI 5. GameBoard IS Al 73
4 MpAS[F R

o HTHRAF X RIIEL, LALAERS RIS IN2IF13 S WA I ERRS A

o LAk, BIETTEM TIAA RN

o DL Z B IHASCAH [R) (1) 7 2R MEAT W Y, " L Z0AH A step Fl draw pRIZR, X

A BRSSP PR B8 R R BN I AH N J7 1

o TFERT NG G 2 ] [ Al .

PRI LT N 2K PN U GameBoard Xt 4 1A 43, Z0 G AT R AL T ) H
M sl KT gsE, % 12 BT 7 1E4HE . GameBoard KGN engine.js
SCAF AR R AL -

2.2.2  FNHINFNHFR X &

GameBoard & (1) 5 — Pt i 5 F 2L [ — PP R T2 fEUER A PN Sl SRR S WS
A 1) f 1] AR U A A, XA A8 T 440 objects £
X} GameBoard R 18 &2 BTN, (H52 AR E 83 engine.js SCAFIIAR AL
var GameBoard = function() {
var board = this;
// The current list of objects

this.objects = [];
this.cnt = [];

AR P TS B2 A A S IR L A0 6 PR IS 26505 52 F) 1 7
NIRRT e, XA T, B RN objects A1 K (1)
K, XTI TAR L8 T
// Add a new object to the object list
this.add = function(obj) {
obj.board=this;
this.objects.push(obj);
this.cnt[obj.-type] = (this.cnt[obj.-type] || 0) + 1;
return obj;
};
AN, AT AN H AR G AT A H AR SR, e T ) TR AR . b,
7t GameBoard.add # I, [IHCH X G E T 44 board @M. HUAE, X¥4n] Lk
U7 ) TASORAS I oAt — 2500 5, A e B, B AEAE 22N INRR F 5

26
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HEAh,  TAGE A RAFE VT, H T e SR AR 45 8 I T A RIS B s o B B H
FTEL, %R BRI ECER — AT AR A T A R slis AT (IDAE T SRRt oy %, R
RN 1T AR T ARSI N AT, AR ERMY, LR E AT A
HTHEVE A ARAD .

PN AGEMER, X R LGB AR B R 22, DU SR T REALE MR B 5, 5k
JEMIER GameBoard it [0 R 413X — DB thid K LA 5o B % 8 A i S B 21
P 58T GameBoard.objects, 1H &, X124 GameBoard R] g 1FAb T3 g BT A X S ik #e b, B
AT [ ) rPags B BOW BT TREAT BE 50T BE 25 4 D A QR >k — 48 ) L

— AT AR A TT AR RN QU X R AR — A RIAS, (H I g Wil 22 ) e
e —BEIER o B SRR A B bR BRI S, SRS AR 8 T N B
ZJa MR AR MER EAT. LR & GameBoard 15 H A7 4«

// Mark an object for removal

this.remove = function(obj) {
var wasStillAlive = this.removed. indexOf(obj) != -1;

if(wasStillAlive) { this.removed.push(obj); }
return wasStillAlive;

};

// Reset the list of removed objects
this.resetRemoved = function() { this.removed = []; }

// Remove objects marked for removal from the list
this.finalizeRemoved = function() {
for(var i=0,len=this.removed.length;i<len;i++) {
var idx = this.objects. indexOf(this.removed[i]);
if(idx 1= -1) {
this.cnt[this.removed[i]-type]--;
this.objects.splice(idx,1);
}
}
}

BERANAT step B, BT 6 A H resetRemoved, 1% 715 R & EMIBR G S A051% . M)
B 77 (remove) B Je A B AR GO M R, SRS, A ER SRR EE B 5
S, AfEemBhxsRYs Bk, EXNR ORI, WERE] true, XTSI,
MR B false. 7 5¢ T X% )5, 2 finalizeRemoved J51, %524 ] Array.indexOf
B X G 5 R b O BRI %, ARG AE] Array.splice J57k M iZ41 28 ) 253X 260 % . M
IR HPIBR G, A SEBR B T O3, A E ) step A draw J5 V208 AN PR

2.2.3 BAXMEFIR

X1 GameBoard Fi AR K 70 AT i i S 403, BT A — DAl B g 2ok i fe
R S SRR . R EATNE A, R R R Tk
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iterate, 1% 7IEPH X G432 IR TS B — AN R E, XX step AT draw FTiERAH -
B AN detect IR I AN RELERALUE L B RREUR [F] true fELIIRTS, X7 VATIAG T REE RS
WMo R A XA T

T 5E 2 iterate:

// Call the same method on all current objects
this.iterate = function(funcName) {
var args = Array.prototype.slice.call(arguments,1);
for(var i=0,len=this.objects.length;i<len;i++) {
var obj = this.objects[i];
obj[funcName] .apply(obj,args)
}
};

AR FEAE RS this.objects, ANIEiX AN 7L H 2 T — AR 11 javaScript
L.

TTEW S — AT AR 3 & —Fioh N #R AN JavaScript 2212, L) arguments X 4 7E
BEANTPE IR AT I, EEE THALARINET SIS, WEER & AN
HeE M ZH TR . arguments AT A LEVE 2 7 TDSUEA, (HEAZEIEREA .
AR, ROAERRAN 7, ARAE R UL B T 59— NSNS 5, %
MNSHE funcName, IXFER AT DUE EAT 14k Bt s 45 B N 0 S 4 8 FH BR 2. arguments ¥
Hor R ik, ANk, B4 JavaScript SCHAT A call B¢ apply K3k 15 7 LI F4E S AT N H AEAT A
%, Pl BU R IZATA

var args = Array.prototype.slice.call(arguments,1);

TSR E R IXFER S, &4 arguments X5 AR N SE —ANTC R TR I — N EAE 5L
Ao AENRFRANER, AL 536 S s AR A Hon @ b i 757, ARG apply KA
MARNHAEAT S HOH 1% 051

R ARG T VL, %07 RN P A G 1 R RERAS I b o R R AR A R A TR )
ARGIBAT AR H, R EIEEW LR BUR [P true (TS — 0% Blig b, IXFP
EEALT- AT KRR, AH A 7 T JE e o2 S HOR BEA T AR A ) it 75 A B A0S
%, AR TR T

// Find the first object for which func is true

this.detect = function(func) {
for(var 1 = O,val=null, len=this.objects.length; i < len; i++) {

if(func.call(this.objects[i])) return this.objects[i];
}

return false;

}:

detect JIVELE T — AN Xt BRI PA AT — AN WA S BE A K R B R T, i AR
MBS EGER K this LR SRR SR o 3% B0R A true {H, WHZ SRR 50,
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FE 1 58 BT T U I 5 2 S, A R 1] false 18 .
2.2.4 TEXEWREIAE

PR PA R FITIRBR B step A draw. SXPANPVEIIIE L2 X, ©1A S
F1R e SCUJAR i B
// Call step on all objects and then delete
// any objects that have been marked for removal
this.step = function(dt) {
this.resetRemoved();
this.iterate("step”,dt);
this.finalizeRemoved();

}:

// Draw all the objects
this.draw= function(ctx) {
this.iterate("draw”,ctx);

};

step A1 draw #SAHH] iterate J7 iR AR AT R Bk 4 e B, LA i
step I DRI A B3I 41024 1) R R e MR

2.2.5 AbIBfliE

GameBoard HR 5730 [ N 11 5 5 — B E & AL PR AT » Alien Invasion {4 FH —FF i 4k (1 il
FEAAY, P2 AR R AR b R A R R AT AL R — AN TR BRI AR T AR, PR AN RN SR (1) i
MEAE S, WX R R T —&. KRR TR 2o, AR R G x fl
y OB, BT DK R REIR A S h B ok

@ AR WIERE ZEANATRORAER, RABAE(RIEZ AT XA
BF B R SATRLABA D, R R Rk —k, A9 A AR K —

GameBoard i A B8 ZOR AL FRREFEAST I, 25— %L overlap &7 HLAS 25 PR N X 1)
WUHER A RGO, A SRS, WHRE] true . HEATIX — R R ] AGRAR T 10, ANH]
Rt MR EHENT 7 DRI E, AR E DSR2 T IFARIENT A
MGPHERINIE, R & RO T AT .

this.overlap = function(ol,02) {

return !((ol.y+o0l.h-1<02.y) || (ol.y>02.y+02_h-1) ||

(0l.x+0l.w-1<02.x) || (0l.x>02.x+02.w-1));
};

XBACH T S S, LEBON R 1B N IHERIXT R 2 1 LIUREPTAER B, B X
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G RTAL TR R 219 ETr s A, HEBONA | EAHENDN B 2 (R IUREFTAEALE,
S E BB S T A AH N A AE o A5 X H P AT A — I AL M 3L, SEPT LASIIE X 5 1 JFR
EXE2 HESRMTT, SRE B X R A5 RO, BRETE NN R
HE,

A TR ERAIBE S K KL KSRGS T HA BT 0 G Al 155 D0t A2
T AHRE S I

this.collide = function(obj,type) {
return this.detect(function() {
if(obj != this) {

var col = (Itype || this.type & type) && board.overlap(obj,this)
return col ? this : false;

}
D:
}:
collide {1 /| detect ERHCRILHCAL FEAK N G AAL A X5, X5 IR B — e ik
overlap PRER[F] true [EMIR G o XA FIME— R 322 A e SCRF— NIRRT S 4, X —
AR AT TG AEIE, ARSI S N 5 R i, L an®OT M N A
O 7 B C g, (HE AT AT DA Be R e o RS 1 ol i . 3k $h AT 4% 47 5 (AND)
5, AN PR A H BB B 7 T PR P IS D0 T, ARG AL e 58 ) 22 ot 5 28 2
PIREREAST Y o AN X HLFFEE U — 5, BIRERP AN R R R DA Z0AE 2 I, XA Re i o AN [F]
FRA AR 55
firan, A—SeRR S
var OBJECT_PLAYER = 1,
OBJECT_PLAYER_PROJECTILE = 2,

OBJECT_ENEMY = 4,
OBJECT_ENEMY_PROJECTILE = 8;

IS4 5 YA T BT FA 0 i SR OR)IE K #6275 15 B s B¢
1SR T R

board.collide(enemy, OBJECT_PLAYER | OBJECT_PLAYER_PROJECTILE)

HG A ITLAER FE MM, BRI, collide BRI HAN R RLIEH TAF.

A T4, GameBoard Kt 5E 1k T, W Z P AT IS S gameboard/engine.js
T ARSI G SRR o

2.2.6 1% GameBoard i nE! % &

% GameBoard KI5, T2 e maENERH, REE L —T game.js H
(1] playGame BRI £ AEMEIX — 5

var playGame = function() {
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var board = new GameBoard();
board.add(new PlayerShip());
Game.setBoard(3,board);

}

HOFTAN index.html SCPF,  ARFTE BRI RRAT I N 55 1 850N (10— B FE. Py
AR 2 1] GameBoard K950 C ik RIS B, IXAEAN B 5836 1, A4 £
HAG 0 1k, WSS A IR I R ] GameBoard 28, 3% &Pk A — MR R, 1X— i
FE R A Pt

2.3 AHESM®

BUE, WP REAE DR L2k I Kah, R RiEiR 2 Rk 7. 8P REMH
TG E AR, e RS — X

2.3.1 HhnpiEiER

WKT B —SEWIRPERE ) 03— A Br X i o R AU A, BTy, R
FAG T R, RGOS B, eI PRI E

PlayShip X SASA IR G BER G T5 %, DU — ek, e, Az
S RLIUEAFAE, BT LB BN S G 1 Bt A TR . A, RNk
RS, K HVFZL PlayerMissile B 208, B LLES I HGE L # R & AR
PRI HL b F B ) A A7-(JavaScript 57 AR & 1T BE S AR ARk RE 5 TS 85— 2] LA
SOUE R EL, PT DURIAL S ) TAE 2 R AR B KR Z ). 3T PlayerMissile X % () €]
A, XGRS ] AR A R TR A BRI ) R B B — I, 2
S e W IR AF B A

LR R SRS NS game.js THHES, 4l A T3 RS R € WS T H—47 1)
GAY

var sprites = {

ship: { sx: 0, sy: 0, w: 37, h: 42, frames: 1 },

missile: { sx: 0, sy: 30, w: 2, h: 10, frames: 1 }
};

Bty , E5EHEN PlayerMissile X (AR IE # 2-1)iB N 2] game.js FIRJBAL .

R73;E 8 2-1: PlayerMissile 35

var PlayerMissile = function(x,y) {
this.w = SpriteSheet_map["missile™].w;
this.h = SpriteSheet_map["missile"].h;
// Center the missile on x
this.x = X - this.w/2;
// Use the passed in y as the bottom of the missile

31
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this.y = y - this.h;
this.vy = -700;
};

PlayerMissile.prototype.step = function(dt) {
this.y += this.vy * dt;

if(this.y < -this.h) { this.board.remove(this); }
};

PlayerMissile.prototype.draw = function(ctx) {
SpriteSheet.draw(ctx, "missile” ,this.x,this.y);

};

— U 21 PlayMissile MG IRA RA XX 1) 14 47405, HRER 5 N AE#R &2
LI RIRERR ARG o L (V) ad o 007 P RS R IR JLANJE 1, A\ SpriteSheet HiiHC s
R e RO BES e MRS T AE A BN ) ) FR S o0y, By Lobss s B0 AR NI y A
FRAE A R R B, I YR 2 R ) s R LG y A AR bAh, RS
LY 2R R T8 L (0 — 2 AR NI x AAbrAd i o

WIRTETIR, step Al draw J5 gl iCAe SR B i G e, XA S ke DR DU 1) 3 900 1 B
T RAEE N BB, Fril step AU TR y Bk, UAERESIHEECEyY L5
R A CaB i AN E SRS, WA thisy < -this.h),
‘Bt AR MR 3 £ .

o e draw 5%, 1% 07 EEAUE T SpriteSheet X R AE- S () x F y A7 B2 S ks R

2.3.2 EZERSHIHXK

AP S ISAE s % E R, PlayerShip 5 2 T EHT, LA REAL i BV & 4 i DA
LACMCR A I G Lo Z BT LUR AL, 2D R MR, — MRS — L
S Jih, M EINN FEEE ) IR PR R S

AENIX — B, ARAZAIN—N 44 reload BB PE, ZBMR/RTE F—X FitEe
ORI Z AT AR 0] o S350, e AT — 44 reloadTime [RJEME, %8 PR 7R 58
RN WFHELL R PIATHIAA A CAS AN 21 PlayerShip F43e pf 40 (14 TH 74 -

var PlayerShip = function() {

this.w = SpriteSheet_map[“ship™].w;
this_.h = SpriteSheet_map[“ship®].h;
this.x = Game.width /7 2 - this.w / 2;
this.y = Game._height - 10 - this.h;

this.vx = 0;
this.reloadTime = 0.25; // Quarter second reload
this.reload = this.reloadTime;

Ferb reload HIMH 1% ¥ B K reloadTime, IXJEh 1S Duo (L 14 A B TT U6 p i 37
ZI R 58
FLRSR, U step JTE BTN N A
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this.step = function(dt) {
if(Game.keys["left"]) { this.vx = -this.maxVvel; }
else if(Game.keys["right"]) { this.vx = this.maxVel; }
else { this.vx = 0; }
this.x += this.vx * dt;

if(this.x < 0) { this.x = 0; }
else if(this.x > Game.width - this.w) {
this.x = Game.width - this.w

}

this.reload-=dt;
if(Game.keys["fire"] && this.reload < 0) {
Game.keys["fire"] = false;
this.reload = this.reloadTime;
this.board.add(new PlayerMissile(this.x,this.y+this.h/2));
this.board.add(new PlayerMissile(this.x+this.w,this.y+this_.h/2));

s
3
X B AE CME I 2 A IR I RGBT K T3, AT 2 Do F T A e H 24 i
IFARAAE TGS R o 9IRS a7 SR A T A 4 S 3RS I 2 T AR PR IE A ., reload &
PEA 2B B8 1 reloadTime, LAGTE S (1 5 IR T Z TRV ZE IS o 24 T i ER B0 SR 0 200 1
et T A TF SRR BT RS, MABROUR LA R AT BEAN I, 1B 5 K false {H(IX
KRB TIIBOR, oA keydown HAF2 4% T A2 fih 7)o
FOH N7 ) http://mh5gd.com/ch2/missiles/), X— N S RS EH . A
WHHE reloadTime, F F Vi AR AU FH AN [R5 R A -5 580 R 2808 e

2.4 NINES KRG

PRBAETRN, REFHEHRR G A T, Frel F— SR i 612 Enemy
R R B5TT R INB R . RASSAEAE 2 R IROT W, ST A —
ANKHATROR, PRI IR [0 B AR AN BAIX 43 .
241 HEWA MBI

BT KIS B 7 AT — AN T LA RS R A ok X, X R ERE fE L
HOT KR AR S A BT, RS KA. %A BB HOT W B A Z)
AR F AR HEAN 45 5 I 20 PR 5 1 -

A+ B *sin(C* t+ D)
E+F *sin(G*t+ H)

VX
vy
HAF A B H FTE TR T 2 5, nHEX A XIRE T, eIRIE &
SRS RO M 38 T AN R A B A R R (1 A IE 5% R Ok SCRE
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SRR RROAEL) o 1 TSI 2 S A A 590 XK RE S i — L5 DUAT B A B A 25 AL T e 2 3
RIS WM, XGRS N T — 2835 0y, XA e —HELUE A WA AT KA
REAFOR o IESXMAR XK B HI U R s m T 5, U EATHRBE T — Bl iz s id 5
Bl SR 2-1 PIIUEH], KT A~H Z I RN S8 0T W ) Jra K i
AU
x2-1 SRR

z % wo M
IO IR SR B
IRV 52 P 1) 588 5
KV TR 52 ) A
K- TE 52 R I #
A IR R
T L IE 528 R 5
A L E S A A

Q |™ oo a |W (>

@ EE: s blmE, A SR F A (a + bx + ex*x) Rl ke Kb
AR, AT R X TRER T, PIAEZXAF LT RS
ANAA.

FROAS R AL AL G =4 T S PR RIAT A, #8 B M F W%, AR M
() AT ZR e BT, BN T 1) IR IESL o o % . A4 F A A WE N E, WIEOT
WE y J7 1) B DAANVAR R RAT, HAE x J7 ) B R [H S S

16 2.7.1 45, PRREEE 1B &M S B K G & AN RO G

FEWERR =, AT A kRO ECH T E R AL, 84 ] LA R A A
TweenJS(www.createjs.com/TweenJS)Z FE 41 i) 5| % (tweening engine), X5 #EREH L2
P BRI 7 sCAL B BN — LB 2 7 — M E R S .

2.4.2 HiE Enemy 3§

AT DU o 8 AR AR i, WA E T AT RS RIS W A B Bl
A~H M. A R EOE SRR N TS0 SR i SO AN R

5 PlayerMissile 4E7 L., Enemy X RAUT7 iR A INA] i A rh, - DUMRSE o) G i 61
MR, LRk A AE AR

W Enemy AT G A EH AL i #38 FR P A K R 2K (PlayerShip Hil PlayerMissile),
A ARSI B 2-2 FIORIHIIA I — SRS R R A — AN A AR R 2
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A H TN step Jridk, DAK—/MEYORE R 1 draw B8 O B G HIEAR TG E'5 S5,
1 H G R B L A XIS H, DO i el B b 2 B A AR L B 55 2 — 4,

JavaScript A A B 72T I ORERFA R 55— XSGRk, T LA ZE0 2R 3k D 5 1k
KWK — T AT o ZALBEARE A~H ZHNSEHI BT, XLESHPRE—1
B AT o

RAD;FE 2-2: Enemy BIHEEF

var Enemy = function(blueprint,override) {
var baseParameters = { A: 0, B: 0, C:
E: 0, F: 0, G:
// Set all the base parameters to 0
for(var prop in baseParameters) {
this[prop] = baseParameters[prop];
}
// Copy of all the attributes from the blueprint
for(prop in blueprint) {
this[prop] = blueprint[prop];
}
// Copy of all the attributes from the override, if present
if(override) {
for(prop in override) {
this[prop] = override[prop];

0, D: O,
0, H: 0 }

s
}
this.w = SpriteSheet.map[this.sprite].w;
this.h = SpriteSheet.map[this.sprite].h;
this.t = 0;

}

TZAE I PR St = A0 G 2 this RESR, EATT0 e Hefili 224 (base parameter).
1 (blueprin®) FI 755 4 75 (override). [ IR IEAS AR, 7 T 2 £ AN )
K& 3, FTLARE T K width #1 height B2 10 4 1) sprite J& P EATRCE . )5, t ZHHAIA
e 0, TR FZKE R C&ArE T 2 KA,

A S [FIRE AR LR RIS R, LY AREE S I 2.5 a2 LA 2.

2.4.3 BEHFNLLE] Enemy 3 &

W7 KM step BRER(HACISTE 5 2-3) WAz T AT S B 1) A SOR B4, this.t &
PR EE Y dt ERAIC SR RAOAFIEIN ) o 38Rk, ADREAC R i 5 2 K 2 SUH A step
PREORTE S x Ay 7 R (S, T8I x Ay J7 ] AR BT x Ay INAZ B . Bea, KR
i B AE H O S O T AR, A, WEDT S EMER B 5

REL;FE 2-3: Enemy X5 HJ step #A draw 7535

Enemy.prototype.step = function(dt) {
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this.t += dt;
this.vx = this.A + this.B * Math.sin(this.C * this.t + this.D);
this.vy = this.E + this.F * Math.sin(this.G * this.t + this.H);
this.x += this.vx * dt;
this.y += this.vy * dt;
if(this.y > Game.height ||

this.x < -this.w ||

this.x > Game.width) {

this.board.remove(this);
}
}

Enemy.prototype.draw = function(ctx) {
SpriteSheet.draw(ctx,this.sprite,this.x,this.y);

}

draw pRELJLT-J& PlayerMissile X} % [ draw pRELIBIRR, ME— AN R 2 Ab 2 & DA 2L
—AN44 0 sprite IR )& 1 Tk HH 2 RS R

244 BEAMAMEBIERLE

U, UREHE - LEWTIR AT SRS RN N 2] game.js SCIERYIIGE, RIS 0 —A i
RO VRS, XM RERS A ST TS 1) N R EOT K

var sprites = {

ship: { sx: 0, sy: 0, w: 37, h: 42, frames: 1 },

missile: { sx: 0, sy: 30, w: 2, h: 10, frames: 1 },
enemy_purple: { sx: 37, sy: 0, w: 42, h: 43, frames: 1 },
enemy_bee: { sx: 79, sy: 0, w: 37, h: 43, frames: 1 },
enemy_ship: { sx: 116, sy: 0, w: 42, h: 43, frames: 1 },
enemy_circle: { sx: 158, sy: 0, w: 32, h: 33, frames: 1 }
}:

var enemies = {
basic: { x: 100, y: -50, sprite: “"enemy_purple®, B: 100, C: 2 , E: 100 }
}:

LN RAB B playGame, PSSy KRS0 21 5T T AT -

var playGame = function() {
var board = new GameBoard();
board.add(new Enemy(enemies.basic));
board.add(new Enemy(enemies.basic, { x: 200 }));
board.add(new PlayerShip());
Game.setBoard(3,board);

}

EPATARNS A enemies X GAE AT CAIIWEA,  HE 1) DT RIS D07 CME I A
A A HIZ AR A new Enemy() 775 . HibsE SOy CME IR 26— AR R
A, AR ZE 018 PR A A —E x BB K 200 B E S X 4
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HOP RN, FEHR A BN, VRN 2 BN FAK 22 A PR3 W T BES i R 7
RIS RAE RSB o BEAh, JERTLAY7 i — T http://mh5gd.com/ch2/enemies, & X4EA
PR AOOR . IXEEHOs R R BEAT AT RERAS I, BT e TE R BB T

FEASRIHOT M UE SCT =AY W2 31250 BOKTIE52 88 3h) COKFIE5% 4 1))
A E(E EAERE ). AL SHOR MBS, B, 88 C At imios Wik
[EEE 2N EIE

25 EWRFBRE

FIHFO b, W CA =AARRRE R, SN 2 TV 2 FRER R, X
R 2 I i . B — 2R3 U (Rule of Three) T »
P I TR X — R

ZRGEN AR EM—FZIEN, FRERAABEENELN, Tk 2EA
— AN TFTREFHEREGFE, ZRENGERZ, UFREAELPRBERD—K, {12
T RAR R R REL BN =k b, FERRERBR—NTFREFHFELT. B
T i@ (EMY —BFNBT ZkEN, FHiAAHE—%NE Don Roberts 32 8 .

https://zh.wikipedia.org/wiki/ = K & W (A2 /51%3T)

S Alien Invasion J&— > PRI 514, B H AR AN & e 2 B — ANl FH ) 5 1
e, i, WA ENE BT S S, RIS B T SOy R, fE
AU LI TSR A ARG L 2 A1,

BHN—IF I Ae S B oe S A, R il e IR B S0 Dh e Be. Aad, AR
AT 22 5, JF AR G T XA BEA T FE A A BE 4 30— 48 “ 4+ AR 1555 (technical debt)”,
T H PR BISZ , & SO REFIVAS IR D RE A2 A48 il PH B o I s . FE A ] LU
TR o H I ARAS 950D ARRS TU A NG BRI GRTE BREARE 55 . I iX — IR 0 BB AR 1)
WA HE (0, (R EELEAR U AR T o AR AR A B S

7t Alien Invasion 11, & —ANKE R R TUR I 70 XU AR A 5 EACRS AT draw J7
% RTEE AR AR — R o DA A S A >k, RE— AN 444 Sprite (1)
FEXT G T, 2 G R — % B S HO AR R R R BRYI 4G4k« 7 Enemy 4
RIS, A =AMEHHRKE RN RS IR A, XN EEEN
(17

AR JavaScript 5 RS JER AR, A e MEEE K Re oA matt.
KI2h JavaScript WA RIINEE, I AANEE RFIR B AR A I @ 1, R B — A R Y
X5 UHEANSHOERA L R GrbE N, JavaSeript 2 BXAN AL R AR
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38

25.1 gIE—E@AE Sprite 2

TEARTTH, AR A — M LA T ARG R4k K ) Sprite X% . $T7T engine.js 3CIF,
I ARG B 2-4 s ARG .

REZEER 2-4: BARY Sprite W&

var Sprite = function() { }

Sprite._prototype.setup = function(sprite,props) {
this.sprite = sprite;
this.merge(props);
this.frame = this.frame || O;
this.w SpriteSheet_map[sprite].w;
this.h SpriteSheet._map[sprite].h;

}

Sprite._prototype.merge = function(props) {

if(props) {
for(var prop in props) {
this[prop] = props[prop]:
}
}

}
Sprite._prototype.draw = function(ctx) {

SpriteSheet.draw(ctx,this.sprite,this._x,this.y,this._frame);
3

IX BT AR B IR engine. js SCAFH 2R, AR EE T4 € B4, &2 — Bl A 1
SIS . At BN B IR A BN RS R A H QA s, 5 TR TR R AR
5 X &, Sprite X% H g A2 —¥K . JavaScript [{ 41 o6 %05 HAh i W C++22.28 00 i
T R BRI TAE 7 AARIR], AR 8, IR EEAE G S b i T — > g
(1] setup 777,

XA setup LIS S SpriteSheet H RS R AFRAI— N EEX %, KR
TRAFAEXT G, BE Bl 202 Sprite 56 FEA S FE R AR AL &

DRIk Ja 1 52 A Gn e WL — T RE =K, LA Sprite 1832 X T merge J7 VKT 158 UX
UTAE, ZITERHAE setup J7i2H.

Jase draw J7vk, BIHATA I, ZITEAERERE R P LPHOE —FER, Pl fEiX
HE IR, R JEAE AR AR RS R o e MR T

2.5.2 &E#4 PlayShip

T Sprite 28, BAEA LA FHY PlayerShip X G kL e W E T . (U 2-5
A HTFAR bR T8 AR
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KA3E 8 2-5: EMFERY PlayerShip

var PlayerShip = function() {
this.setup("ship®, { vx: 0, frame: 1, reloadTime: 0.25, maxVel: 200 });

this.reload = this.reloadTime;
this.x = Game.width/2 - this.w 7/ 2;
this.y = Game.height - 10 - this.h;

this.step = function(dt) {
if(Game._keys["left"]) { this.vx = -this.maxVel; }
else if(Game.keys["right"]) { this.vx = this.maxVel; }
else { this.vx = 0; }
this.x += this.vx * dt;
if(this.x < 0) { this.x = 0; }
else if(this.x > Game.width - this.w) {
this.x = Game.width - this.w
}
this.reload-=dt;
if(Game.keys["Fire"] && this.reload < 0) {
this.reload = this.reloadTime;
this.board.add(new PlayerMissile(this.x,this.y+this_h/2));
this.board.add(new PlayerMissile(this.x+this.w,this.y+this_h/2));
}
}
}

PlayerShip.prototype = new Sprite();

TERIE BRE IR setup 77, XAEml2odd T — S0 A0S . X G — 28 m 7L
W setup WHEATICE, (H5 —SNpEAE LG AT IS, U ENIHCOB T LA m A, W
X G 11 5 R i i, IX A8 Jm Pk BB setup # G AT B2 ORI o — IUE M E MIBR draw
Tk, R Z I EEIAE th Sprite 4 .

)i, BIRTE PlayerShip #4)3& B0 e A T, N EILIE W & PlayerShip JR ) 0H5 .
2.5.3 E#4 PlayerMissile

PlayerMissile X% &R T, HEMAGB TP E. EWZERNHNEIAR
57 5. 2-6

RE3;EE 2-6: EEMZFHY PlayerMissile

var PlayerMissile = function(x,y) {
this.setup("missile™,{ vy: -700 });

this.x = X - this.w/2;

this.y = y - this.h;

}:

39



40

#1584 HTMLS EH#E

PlayerMissile.prototype = new Sprite();

PlayerMissile.prototype.step = function(dt) {
this.y += this.vy * dt;
if(this.y < -this.h) { this.board.remove(this); }
};
WIE T AR TG B W M x Ry IO, DRI A IR oy A0t T 2R %) o R s i
(H % setup B 2 G X 28 @ A2 vl FHIN). setup J7iEHH BT, draw 71k
WAL Sprite %4, P LARTINBR1Z 7

2.5.4 E#H Enemy

Enemy 3 5 R SRAF IR 2 AL 55 K, A & KA IE 5k o 5 IAS AT LA AR
ESHEHIZINZ T, LA merge P IZTT LA =ATAS, AT B 2-7,

REGFEER 2-7. EHFEH Enemy R (EBHLAD)

var Enemy = function(blueprint,override) {
this.merge(this.baseParameters);
this.setup(blueprint.sprite,blueprint);
this.merge(override);

}
Enemy.prototype = new Sprite();
Enemy.prototype.baseParameters = {

B: 0, C: O
F: 0, G- O
}:

b (1 step IR SZ R (BT AR TBEAEARIS T 1 2-7 ThARoR), draw J7iE CeMiIBR . Al LA
RS, merge #0 U H KA I baseParameters il override 4L, il X ) baseParameters
X G AH M) 3 bR SR Sl B SRR R R R X AR AN B AT A B, (HEEE S T AR
KA —ANBT ) Enemy B, AUZ 5 THE RN G, B E A8 — S
baseParameters X % . A AIX H IR AFT 5 1L baseParameters A IS, B L BEALE7E 1%
X —ANEIAFATEL T .

A: , Dz 0O,
E: , H- O
t:

o O o

2.6 ARz

A SEHEN Alien Invasion T8RP ILHIK T, BUEEAT T OiR FoONIFE 4 EPUAL |
ST Wi HAE, S8R Z A A BT AT K, AR PRI HBER G 52 BB AR o S 4k
IAZAI AR KRS 5

AL RS, AbBEREROX RS S E K TR, GameBoard X 5 CL 48 KNTE W1
WAFH AR GIF AW e RS AES, 1 H AR CRIE WA E 5 R A 5 AT A 2
Tl s AL RO SR A T LA DL 5 AR A0 A 9 LE A PO U P I N 85K L6l i o 50 oK

FUREIE N, Alien Invasion n] LM PIRHLEL . 25— FhHLHI EShAERE RIS step B
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btk s, EE NG AT AP SRR Ol . 2 R BRI AE
EAER B, AEIXANTBUH, AR AT ARSI il A A BT AL SE L TR A
BJa— MR ft T Ar i sr e thfe, HAEW i ar it . Alien Invasion ¥RiE E fi] fLi £k,
AL 18 TERIER 1 5 SRl R UL H] T )5 — i S8 S 2% BB -

2.6.1 RmmxtgER

AT A DR G 5 TR LA L PR R A R SR Bl MR R AR e R, X
RAEAR TS, O 18, B MARAETF ARSI SCBLR S — 2D a2 0 e R A 48 o 52
M, RGN LR, XA AL AEA GRS A P RS VA7 T

H ARSI 5 2-8 HIARAD IR N 2 game js TS, X B E LT 5 MOANFRIFIRT G2,

KABEE 2-8: JHRANLEE

var OBJECT_PLAYER = 1,
OBJECT_PLAYER_PROJECTILE = 2,
OBJECT_ENEMY = 4,
OBJECT_ENEMY_PROJECTILE = 8,
OBJECT_POWERUP = 16;

@ EE: RAHE 2-8 ey L RKAE F e B — AR 2 095, TR —A
EARAC, XA FEAESAL A TR T e it 69 i E AR I

FEROK, 18 game.js H W =47 Sprite Ji B (A ACHS 5 110 A& 947 &, 2 s il —ATAKhS,
FHF- 15 B R Sprite [FFE7:

PlayerShip.prototype = new Sprite();
PlayerShip.prototype.type = OBJECT_PLAYER;

PlayerMissile.prototype = new Sprite();
PlayerMissile.prototype.type = OBJECT_PLAYER_PROJECTILE;

Enemy.prototype = new Sprite();
Enemy.prototype.type = OBJECT_ENEMY;

BUAEAEN O S 3 T ] TR R I 2578
2.6.2 LS ENE T K ARALIE

HEERZ R TAE, NEASER—METn] el Brs SAAATRERATI, X%
SRS AT I IE “A 8”7 b PN R IATRI Y . IXERF PlayerMissile X G A el
i1 Enemy XIS L, H Enemy M EA K E A5 PlayerMissile X5 (] 4 15
O, XA EE LT E R D — L,
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BUEXR R T BE S it AR B N5 IR AR B P I Y A% R AR R S . 1
Sl — AN IJTEAINE] Sprite 1, DMEAEAE RN Gt IR S ER, 125 E AR R
AN 25 P 4K A - Sprite XSRS .

LR s B N2 engine. js AR FRAL, JHAERIAR 1) Sprite Xt 5 e SCHBA> 15 11 -

Sprite._prototype._hit = function(damage) {
this._board.remove(this);

}

hit J7 V5 IR RAS FO2 A0 S TR P MBS AN BB Gl B IR TR R L
L — MR (damage) [E ¥ N £ PlayerMissile #4185 i«

var PlayerMissile = function(x,y) {
this.setup("missile”,{ vy: -700, damage: 10 });
this.x = x - this.w/2;
this.y = y - this.h;

}:

FETRATIF game.js, 20K PlayerMissile ] step 7775, MIARlEARA I -

PlayerMissile.prototype.step = function(dt) {
this.y += this.vy * dt;
var collision = this.board.collide(this,OBJECT_ENEMY);
if(collision) {
collision_hit(this.damage);
this.board.remove(this);
} else if(this.y < -this.h) {
this.board.remove(this);
}
};

SWEE A RS 5 OBIECT ENEMY KA % A4 1 b, $e6 T JLat b
(AT — AN G0 hit J7. SRJE, " NBCE IR B 5, RO B TS B4 58k
JABIUERKR, IULEARIY BB ST I PR AR AE bf e & SR (i

2.6.3 iEEA ARSI E

H T AESHI AR DL, BOT O [RIRE R 2R A AR Bl B B K e B K R S RE T
FEFEA AR ) — BARIS A N 2 Enemy 1) step 7757, SU¥F Enemy 3B . 8 step
TNEE BRI N7

Enemy.prototype.step = function(dt) {
this.t += dt;
this.vx = this.A + this.B * Math_.sin(this.C * this.t + this.D);
this.vy = this_.E + this.F * Math_sin(this.G * this.t + this_H);
this.x += this.vx * dt;
this.y += this.vy * dt;
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var collision = this.board.collide(this,OBJECT_PLAYER);
if(collision) {

collision.hit(this.damage);

this.board.remove(this);

}

if(this.y > Game.height ||
this.x < -this.w ||
this.x > Game.width) {
this.board.remove(this);

}
}

K& T {#1] OBJECT PLAYER X§%: KB4 collide 2 4, IXBACHS 5%n5 PlayerMissile
X ARSI
SEROX ST, AR, B RO

2.6.4 FIEBIE

FIHAET R, MR 2R TIERR RO AN S REHIE P S K B R,
MR EELF T o sprites.png SCAFHHATIRAVES AR IES) H, WTIRRZ000 H R, 2w i 0 g
AEF)H http://www.positech.co.uk/_I VA o8 2E B

FERRIERIRS R € U INE game.js SCAFTHH:

var sprites = {

ship: { sx: 0, sy: 0, w: 37, h: 42, frames: 1 },

missile: { sx: 0, sy: 30, w: 2, h: 10, frames: 1 },

enemy_purple: { sx: 37, sy: 0, w: 42, h: 43, frames: 1 },

enemy_bee: { sx: 79, sy: 0, w: 37, h: 43, frames: 1 },

enemy_ship: { sx: 116, sy: 0, w: 42, h: 43, frames: 1 },

enemy_circle: { sx: 158, sy: 0, w: 32, h: 33, frames: 1 },

explosion: { sx: 0, sy: 64, w: 64, h: 64, frames: 12 }
};

DUAERS L health(f8 5E) Eda s I BEEASRET CAT A EEA

var enemies = {
basic: { x: 100, y: -50, sprite: “enemy_purple-,
B: 100, C: 4, E: 100, health: 20 }
}:
PRk, TEES Enemy X4k H Sprite FIERIA hit 771k, %7157 B 4K Enemy
(AR REREE, PTCLEARS A Enemy Je 17 A H 58 THERRE. #5772, WILL Enemy frh L i ¥s
A7 'E, {F GameBoard S INARLE, WiACATE I 2-9 Pros.

R73;E R 2-9: Enemy BY hit 3%

Enemy.prototype._hit = function(damage) {
this.health -= damage;
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if(this_health <=0) {
if(this.board.remove(this)) {
this.board.add(new Explosion(this.x + this.w/2,
this.y + this.h/2));
}
¥
}

Bt Explosion 28, ZRE AN RITRE R, AERERINE G L, e 7 Rk
R E A, SRS AT ISR B S stal BT o SRR TR LAY 5 2-10.

X755 8 2-10: Explosion ¥

var Explosion = function(centerX,centerY) {
this.setup("explosion®, { frame: 0 });
this.x = centerX - this.w/2;
this.y = centerY - this.h/2;
this.subFrame = 0;

};
Explosion.prototype = new Sprite();

Explosion.prototype.step = function(dt) {
this.frame = Math.floor(this.subFrame++ / 3);
if(this.subFrame >= 36) {

this.board.remove(this);

¥

}:

Explosion [{I#3 J 3B AR NI B centerX Fil centerY 1E 0%, (WL RS R 17 42
Al o SRS B 3 15 B 58 BE AN B — I EE B x Ry (. step AL ROE
—RIEMIN A 5)), e Z0E R BB subFrame J& 1 Sk i [y A 0 0 ] 1) AR T N 2% o R B 1)
FEMUER B 9 B = ARG H R LRI R A A2 MBRER T 36 AT
ji(subFrame)#fS & 4% 56 B (SR L& 12 W), Explosion & A AR HH IR H & .

FOF B, Sl B MR R RO CM e IR T S RO I RR
MU, AT IR S — R E DN EA R S

2.7 fmidK+F

BIAE, Alien Invasion T8 F 4% T W BLili I s (R 4B HLRL, i — B D IRl & — M
€/ 1 i R VNS SR O Il S A R s U G o
2.7.1 WEWBH N

RN R IE RO AR AR A, EATILIE RIS, IR S SO C

44



F2E MIERHR

FERKEE S PRSI RFETT CIAT A . nl A o SR AL, ARG, Wl B
ISR Z 280, g AV 2 AR, AKX S BRI O R R TR T . FHAREY
TR 2-11 N B e game.js TR enemies 52 Yo

KADEER 2-11: EXEF KA

var enemies = {
straight: { x: 0, y: -50, sprite: "enemy_ship”", health: 10,
E: 100 3},
Itr: { x: 0, y: -100, sprite: "enemy_purple®, health: 10,
B: 200, C: 1, E: 200 3,

circle: { x: 400, vy: -50, sprite: "enemy_circle”, health: 10,

A: 0, B: -200, C: 1, E: 20, F: 200, G: 1, H: Math.PI1/2 },

wiggle: { x: 100, y: -50, sprite: “enemy_bee®, health: 20,

B: 100, C: 4, E: 100 },
step: { x: 0, y: -50, sprite: "enemy_circle®, health: 10,
B: 300, C: 1.5, E: 60 }

};

HEEB N SH AN, BO7 CMm SIS A PR Mg . HZ%K
(straight)B 77 KM H I 28 FHE 240 E, T DUe DU E I8 1) R #2350 .

ltr 5 (left-to-right, A /e B4 9S04 507 A IE & I3 B S, B — 71, 1E
SR (S B M O 18— ARSI IR 8 XA

FEEK (circle) Ty “RAEPIANTT ) L EEA IS B # I 1R 5%38 3, HAEY J7 Al IS5
HEEM T — B, T W — M TER 3 KU .

155028 (wiggle) B 7 S AIB A K (step) By WG TR — 4124, NSEEA A
[F]. $BNREOT WA HEENY BAEFE R Cy EfH, Jrbhe L aege—FEmisesT 4 5f
N, MBYERISEOT TR A TR B EAISE/NY Cy E A, XAEFE R IR b 45
L ASAG R B A UL R .

272 WEXFHIE

WESR CUHNTE Alien Invasion R)#-MFRR OGRS E 78— A3 FRAH R 2R L (RO i, T84
BN 717 o5 i s R £ SR VYIS 2% e Ve T S S P Gk A A Ra B = S VI ISR
A RAElEE SR SRIE A, SR DU B AV AR BOX EEROT M, KR S R e R A T A
S WA AT A T — BRI T A6 % 18, PRIk FEARID A SEI, X2 — MR A ik, X
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STt
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P, WTRLE—TES, R — T I R ARG .
ISINER — KRR R &, R AURD G B 2-12 R A CRS 48 A 3 game js T

KuDiEE 2-12. XFHIE

var levell = [
// Start, End, Gap, Type, Override

[ o, 4000, 500, “"step” ],
6000, 13000, 800, "Itr- ],
12000, 16000, 400, “circle” ],
18200, 20000, 500, "straight", { x: 150 } ],
18200, 20000, 500, "straight", { x: 100 } ],
18400, 20000, 500, "straight", { x: 200 } ],
22000, 25000, 400, “wiggle”, { x: 300 }],

[ 22000, 25000, 400, “wiggle®, { x: 200 }]
1;

Ferp RS 2% H ARG 17 DA R0 D SAE PR T A I T 5 SR ) LA R o PR 5 S 2 1)
HBLA I TR TRIRG e TR 2 AT KA SRR LS S 4L

2.7.3 INEFNLE R — KK

5E X level A4 Qi fal A 1 G RAHRAN S TR 7 —2F, 55— 22 € PlayGame /572
WA Level X5 RSN . o ] B (1 i He 7 S iR O A ) — SRR R vt %, 4R
Ji HETZ T G I A i R TR A, L e B L A 1R s D T I SR AN BT A BT K. A
Level AT AT M2 )5, emtn] LA i [B1 ok 2 B i G e ) o

[FIFE G ) ) TAE 73, FERIESCILZ AT, e S Level A, A
TE 5L 2-13 TR playGame J7 VR HIA FIHEAS, RIS winGame 1 loseGame iX
PIAN BT 715

REGFER 2-13: B BIMIE L%

var playGame = function() {
var board = new GameBoard();
board.add(new PlayerShip());
board.add(new Level(levell,winGame));
Game.setBoard(3,board);
}
var winGame = function() {
Game.setBoard(3,new TitleScreen(*'You win!",
"Press fire to play again",
playGame));

e N W W W

}

var loseGame = function() {
Game.setBoard(3,new TitleScreen("You lose!",
"Press fire to play again",
playGame));



F2E MIERHR

ISR BT/ Fi—HE, G — A8 Level KRB, HAe AR LR
levell F1p%2)[A1H winGame B HJ .

winGame 7510 /& H TitleScreen X %K W /m — 45 Bl BRI — 4 &5 A B K At AT T mT LA
HIUIZF AT B -

loseGame 75 %:HIPEH] Y winGame J5 AR, Ut SR B B> TP Z . 2 H T
H1l, loseGame MIARTEHEACHE U, ANl rl I L 7E PlayShip X5 A8 e 1) hit ik
X 3K — W] N PAESCIE o B LR 52 LI 2 game.js W, AE PlayerShip J5 443 N N & G 1
(55 A E S INAE BEE Y PR T8 F B J 18 ) -

PlayerShip.prototype.hit = function(damage) {

if(this.board.remove(this)) {

loseGame();

}
}

FEVY T, PlayShip JFARKRAMRIE, XAGEAN TRPE N, AN, winAELE I,
FEA A 2 D SR R AL, 7E PlayShip V& 58 B MER 2 574 o loseGame FHiI .

2.7.4 SEIY Level W&

WAET R TAER S Level X T, XL AHRTT O A< R UL playGame
Al winGame J7VE B E ML T E Lo Level X5 RAMANITE: — AN @it sk, %%
SRR R S HEE D) J1— 2 step Jivk, &7k P %R BdE IR
BNARECT CRA IR AR .

PRI B 2-14 H WR A IE bR 2028 N 2] engine.js IR B AL .

RADEE 2-14: Level 3 & BYMIE R

var Level = function(levelData,callback) {
this.levelData = [];
for(var 1 =0; i<levelData.length; i++) {
this._levelData.push(Object._create(levelDatal[i]));

3
this.t = 0;
this.callback = callback;

}

T I R ) B B SRR R I B B R i kR, A 2 LTI,
DN Bt — U AR 1) T HERE, Tk B o R 8, JLRUNAE JavaScript 1, X 5L
IR, HHFAT R R YOG, AR FESU S Wits 206 R I

SR LAERKEL SR, KA JavaScript B B 19 H T4 5 5 AU (Array) Y
PR R AR AL o PR PIE [ R A 3 g ok R E s B4l AN S H . BN
Ha 8, AN AR Object.create JVABIEE /M &, RJFHEX Bt R 2
— AP
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BTk Level MM FEE I3 step Jrikie X4 Level Asse—MaUERS R (Sprite),
HEFH MR R, FFlm N step Fl draw kil H 8RR —FEAT3 . WA 3
2-15 iz, step J7iE 8 D il S WIS ), 42 TR LB BRI DT 2

K735 E 2-15: Level X & AY step A%

Level .prototype.step = function(dt) {
var idx = 0, remove = [], curShip = null;

// Update the current time offset
this.t += dt * 1000;

// Example levelData
// Start, End, Gap, Type, Override
// [ o, 4000, 500, "step”, { x: 100 } 1]
while((curShip = this.levelData[idx]) &&
(curShip[0] < this.t + 2000)) {
// Check if past the end time
if(this.t > curShip[1]) {
// If so, remove the entry
remove.push(curShip);
} else if(curShip[0] < this.t) {
// CGet the enemy definition blueprint
var enemy = enemies[curShip[3]],
override = curShip[4];

// Add a new enemy with the blueprint and override
this.board.add(new Enemy(enemy,override));

// Increment the start time by the gap
curShip[0] += curShip[2];
}
1dx++;
}
// Remove any objects from the levelData that have passed
for(var i=0,len=remove.length;i<len;i++) {
var idx = this.levelData. indexOf(remove[il);
if(idx = -1) this.levelData.splice(idx,1);
}

// If there are no more enemies on the board or in
// levelData, this level is done
if(this.levelData.length == 0 && this.board.cnt[OBJECT_ENEMY] == 0) {
if(this.callback) this.callback();
}
}

// Dummy method, doesn"t draw anything
Level .prototype.draw = function(ctx) { }
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AN KGR AN S 2 T 3 1) levelData £ 2H AR JC E I L B 1) o AL ARG 7Y 5
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B o SRR & 50T U B T8) RO B RE S 1L step 5 VA TG T ATART BRI e A 15 00 1 482 —
TE O MRS B DL

o step JTVEMIEE —HB 0 WA F KL KN 5 GameBoard X % FALL, 135840 AA BT EL A1 5t
e levelData T A INBIMIBR SR P I H , SRE ST T 51
1X1R 1% & GameBoard ' finalizeRemoved 77 7% BT 15

o Inja A NAEME TN HIWSA:, Hh—ME#E levelData &0 ¥ 2 H
IRIEOT CME, S5 — AR A AR EOT CNEECE RS E o A IX AN S RN
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5 Jh, Level X Bk % draw J7i%, XFE I AEIR IFH 5 GameBoad — &AL A FH,

AN E T FEAUEA AR (stub) T 5 SEFr_E AT 2 F 1 A
BN T A Level ST IWFAR,  BIAEN GEFH S0k (1) 3K 7 10 25 R iO7 &
FECRETE S T o
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