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arc(x, y, radius, startAngle, endAngle, counterclockwise)

<canvas id="myCanvas" width="400" height="200" style="border:

solid #c3c3c3;">
Your browser does not support the canvas element.
</canvas>
<script type="text/javascript">
var ¢ = document.getElementById("myCanvas");
var ctx = c.getContext("2d");
ctx.beginPath();
ctx.arc(70, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();
ctx.beginPath();
ctx.arc(160, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();
ctx.beginPath();
ctx.arc(250, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();
ctx.beginPath();
ctx.arc(110, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();
ctx.beginPath();
ctx.arc(200, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();
</script>

var ¢ = document.getElementById("myCanvas");
var ctx = c.getContext("2d");
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<canvas id="myCanvas" width="400" height="200" style="border:

ctx.lineWidth = 5;

ctx.strokeStyle = "#163B62";
ctx.beginPath();

ctx.arc(70, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#000000";
ctx.beginPath();

ctx.arc(160, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#BF0628";
ctx.beginPath();

ctx.arc(250, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#EBC41F";
ctx.beginPath();

ctx.arc(110, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#198E4A";
ctx.beginPath();

ctx.arc(200, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();

arc(x, y, radius, startAngle, endAngle, counterclockwise)

ctx.strokeStyle = "#163B62";

ctx.beginPath();

ctx.arc(70, 70, 40, Math.PI * 1.9, Math.PI * 2.1, false);
ctx.stroke();

ctx.strokeStyle = "#000000";

ctx.beginPath();

ctx.arc(160, 70, 40, Math.PI * 0.9, Math.PI * 2.1, false);
ctx.stroke();

ctx.strokeStyle = "#BF0628";

ctx.beginPath();

ctx.arc(250, 70, 40, Math.PI * 0.9, Math.PI * 1.1, false);
ctx.stroke();

solid #c3c3c3;">
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Your browser does not support the canvas element.
</canvas>
<script type="text/javascript">
var ¢ = document.getElementById("myCanvas");
var ctx = c.getContext("2d");
ctx.lineWidth = 5; BN S

ctx.strokeStyle = "#163B62";
ctx.beginPath();

ctx.arc(70, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#000000";
ctx.beginPath();

ctx.arc(160, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#BF0628";
ctx.beginPath();

ctx.arc(250, 70, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#EBC41F";
ctx.beginPath();

ctx.arc(110, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();

ctx.strokeStyle = "#198E4A";
ctx.beginPath();

ctx.arc(200, 110, 40, 0, Math.PI * 2, false);
ctx.stroke();

BCE BRI EE

MIXHLITAG,
T i 5

ctx.strokeStyle = "#163B62";
ctx.beginPath();
ctx.arc(70, 70, 40, Math.PI * 1.9, Math.PI * 2.1, false);
ctx.stroke();
ctx.strokeStyle = "#000000";
ctx.beginPath();
ctx.arc(160, 70, 40, Math.PI * 0.9, Math.PI * 2.1, false);
ctx.stroke();
ctx.strokeStyle = "#BF0628";
ctx.beginPath();
ctx.arc(250, 70, 40, Math.PI * 0.9, Math.PI * 1.1, false);
ctx.stroke();

</script>
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<canvas id="myCanvas" width="200" height="100" style="border:1px
solid #c3c3c3;">

Your browser does not support the canvas element.

</canvas>

<script type="text/javascript">
var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
cxt.fillStyle = "#FF7F00";
cxt.beginPath();
cxt.arc(70, 18, 15, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
</script>

var parentBall = {
position: { x: 200, y: 200 },
r:r,
color: "#fff"

i

var firstBall = {
position: { x: 550, y: 200 },
r:r,
color: "#fff"

i

for(varj=1;j<5;j++){
for(vark =0; k<j+ 1; k++){
var ball = {
position: { x: firstBall.position.x + j * Math.sqrt(3) * r, y:
firstBall.position.y -j *r+ 2 *k *r },
r:r,
11— | HIML5 5235



color: "#fff"
+s
balls.push(ball);

by

cxt.fillStyle = "#fff";
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y, balls[i].r, 0, Math.PI *
2, true);
cxt.closePath();
cxt.fill();

<canvas id="myCanvas" width="847" height="440"
style="background-color: #000000" >
Your browser does not support the canvas element.
</canvas>
<script>
var canvas = document.getElementByld("myCanvas");
var cxt = canvas.getContext("2d");
varr = 10;
var balls = [];
function initBall() {
var parentBall = {
position: { x: 200, y: 200 },
r:r,
color: "#fff"

initBall J7 VA4,
P BN ER

T

var firstBall = {
position: { x: 550, y: 200 },
r:r,
color: "#fff"

F 5 firstBall AL
P, A MR
for PEIRAE BT /)N
3 ERAL bR
for(varj=1;j<5;j++) <
for(vark=0; k<j+1; k++){
var ball = {
position: { x: firstBall.position.x + j * Math.sqrt(3) * r,
y: firstBall.position.y - j *r + 2 * k *r },
r:r,
color: "#fff"

e 12-e- HTML5 Sz



i
balls.push(ball);
b

b
balls.push(firstBall);

balls.push(parentBall);
b
function draw() {
cxt.fillStyle = "#fff";
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y, balls[i].r, O,
Math.PI * 2, true);
cxt.closePath();
cxt.fill();

by

b
initBall();

draw();
</script>

function randomColor() {
var arrHex = ["O", "1", "2", "3", "4", "5", "6", "7", "8", "9", "A", "B",
"C", "D", "E", "F"]; var strHex = "#";
var index;
for(vari=0;i<6; i++){
index = Math.round(Math.random() * 15);
strHex += arrHex[index];

b

return strHex;

var firstBall = {

position: { x: 550, y: 200 },
r:r, P AR LER
color: randomcColor(

i

for(varj=1;j<5;j++){
for(vark =0; k<j+1; k++){
var ball = {
position: { x: firstBall.position.x + j * Math.sqrt(3) * r, y:

e 13eee HTML5 Sz



firstBall.position.y -j *r+ 2 *k *r },
r:r,

color: randomColor() e KL
+s B
balls.push(ball);

function draw() {
for (i in balls) {
cxt.fillStyle = balls[i].color; 7EIX HLAEH
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y, balls[i].r, O,
Math.PI * 2, true);

cxt.closePath();
cxt.fill();

SR 7 | W) TE

Bk

<canvas id="myCanvas" width="200" height="100" style="border:1px
solid #c3c3c3;">

Your browser does not support the canvas element.

</canvas>

<script type="text/javascript">
var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
cxt.moveTo(20, 10);
cxt.lineTo(150, 50);
cxt.lineTo(10, 50);
cxt.lineTo(20, 10);
cxt.stroke();
</script>
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<canvas id="myCanvas" width="480" height="300" style="border: 1px
solid #c3c3c3;">
Your browser does not support the canvas element.
</canvas>
<script type="text/javascript" >
var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
var x = 150;
vary = 150;
var r = 100;
cxt.moveTo(x - r, y);
for(vari=x-r;i<x+r+1;i++){
var tempY = Math.pow(r *r- (x -i) * (x-1i), 1/ 2);
cxt.lineTo(i, y + tempY);
b
cxt.moveTo(x - r, y);
for(vari=x-r;i<x+r+1;i++){
var tempY = Math.pow(r * r- (x -i) * (x-1i),1/ 2);
cxt.lineTo(i, y - tempY);
b
cxt.stroke();
</script>

<script src="jscex.min.js" type="text/javascript"></script>

var somethingAsync = eval(Jscex.compile("async", function (a, b) {
// implementation

)i

<canvas id="myCanvas" width="480" height="300" style="border: 1px
solid #c3c3c3;">
Your browser does not support the canvas element.
</canvas>
<script src="../Scripts/jscex.min.js" type="text/javascript"></script>
<script type="text/javascript">
var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
var x = 150;
vary = 150;
=15 | HIML5 SZiss



varr = 100;
var drawAsync = eval(Jscex.compile("async", function () {
cxt.moveTo(x - r, y);
for(vari=x-rji<x+r+1;i++){
$await(Jscex.Async.sleep(10));
var tempY = Math.pow(r *r- (x -i) * (x-i), 1/ 2);
cxt.lineTo(i, y + tempY);
cxt.stroke();

by

cxt.moveTo(x - r, y);
$await(Jscex.Async.sleep(10));

var tempY = Math.pow(r *r- (x -i) * (x-i), 1/ 2);
cxt.lineTo(i, y - tempY);
cxt.stroke();

b

1));
drawAsync().start();

</script>

i 4 R

3

NEANAN

18l |

1]

<canvas id="myCanvas" width="480" height="300" style="border:
1px solid #c3c3c3;">
Your browser does not support the canvas element.
</canvas>
<script type="text/javascript" >

var ¢ = document.getElementById("myCanvas");

var cxt = c.getContext("2d");

var x = 150;

vary = 150;
varr = 100;
var girth = 0;

X IAER x AR
for(vari=x-rji<x+r+1;i+=1){
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var tempY1l = Math.pow(r *r- (x -i) * (x-1i), 1/ 2);
cxt.lineTo(i, y + tempY1);
vartempX =r*r-(x-i+1)*(x-i+1);

XHE+1AET
— x ALFR

var tempY2 = Math.pow(r *r-(x-i+ 1) *(x-i+1),1/2);
var temp = getLengthOfTwoPoint({ x: i- 1, y: tempY2 }, { x: i,
y: tempY1 });
if (tempX >=0) {
girth += temp;

3R PR

b
s 2 Al fF A B

alert("nf2MEA: " + girth / r)

function getLengthOfTwoPoint(startPoint, endPoint) {
var calX = Math.abs(startPoint.x - endPoint.x);
var calY = Math.abs(startPoint.y - endPoint.y);
return Math.pow((calX * calX + calY * calY), 0.5);
b

</script>

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
var x = 150;

vary = 150;
var r = 400000;
var girth = 0;

for(vari=x-rji<x+r+1;i+=1){
var tempY1l = Math.pow(r * r - (x - i) * (x -1i), 1/ 2);
cxt.lineTo(i, y + tempY1);
vartempX =r*r-(x-i+ 1) *(x-i+1);
var tempY2 = Math.pow(r *r- (x-i+ 1) *(x-i+1),1/2);
var temp = getLengthOfTwoPoint({ x: i- 1, y: tempY2 }, { x: i,
y: tempY1l });
if (tempX >=0) {
girth += temp;
b
b
alert("ni&{EH: " + girth / r)
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function getLengthOfTwoPoint(startPoint, endPoint) {
var calX = Math.abs(startPoint.x - endPoint.x);
var calY = Math.abs(startPoint.y - endPoint.y);
return Math.pow((calX * calX + calY * calY), 0.5);

<canvas id="myCanvas" width="480" height="300" style="border: 1px
solid #c3c3c3;">
Your browser does not support the canvas element.
</canvas>
<script>
function draw() {
var ¢ = document.getElementByld("myCanvas");
var cxt = c.getContext("2d");
cxt.fillStyle = "#0f0";
var fontSize = 90;

cxt.font = "bold 90px Arial";
cxt.fillText("22", 190, 90); LI “30” AL

cxt.globalAlpha = 0.7;
cxt.font = "bold 70px Arial";
ext.fillText("4", 260, 90);
cxt.globalAlpha = 0.6;
cxt.font = "bold 50px Arial";
cxt.fillText("/&", 310, 90);
cxt.globalAlpha = 0.5;
cxt.font = "bold 30px Arial";
cxt.fillText("", 350, 90);
cxt.globalAlpha = 0.4;
cxt.font = "bold 20px Arial";
cxt.fillText("+", 370, 90);

cxt.globalAlpha = 0.7;
cxt.font = "bold 70px Arial";
cxt.fillText("{4", 145, 90);
cxt.globalAlpha = 0.6;
cxt.font = "bold 50px Arial";
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cxt.fillText("E", 110, 90);
cxt.globalAlpha = 0.5;
cxt.font = "bold 30px Arial";
cxt.fillText("=", 90, 90);
cxt.globalAlpha = 0.4;
cxt.font = "bold 20px Arial";
cxt.fillText("<", 80, 90);

b
draw();
</script>
TR 6 & B
HBEAS

function drawEllipse(x, y, w, h) {
//code here

by

for (vari = 0; i < points.length - 1; i++) {
var pl = points[i];
var p2 = points[i + 1];
context.beginPath();
context.moveTo(pl.x, pl.y);
context.lineTo(p2.x, p2.y);
context.stroke();

context.beginPath();

for (vari = 0; i < points.length - 1; i++) {
var pl = points[i];
var p2 = points[i + 1];
context.moveTo(pl.x, pl.y);
context.lineTo(p2.x, p2.y);

b

context.stroke();
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function drawEllipse(x, y, w, h) {
var k = 0.55228475;
varox = (w/ 2) * k;
varoy = (h/ 2) * k;
var xe = X + w;
varye =y + h;
varxm =X+ w/ 2;
varym=y + h/ 2;
ctx.beginPath();
ctx.moveTo(x, ym);
ctx.bezierCurveTo(x, ym - oy, xm - 0X, Y, Xm, Y);
ctx.bezierCurveTo(xm + 0x, y, Xe, ym - oy, Xe, ym);
ctx.bezierCurveTo(xe, ym + oy, xm + 0Xx, ye, xm, ye);
ctx.bezierCurveTo(xm - ox, ye, X, ym + oy, X, ym);
ctx.stroke();

feeiE

var canvas,

var ctx;
var px = 0;
var py = 0;

function init() {
canvas = document.getElementByld("myCanvas2");
ctx = canvas.getContext("2d");
ctx.strokeStyle = "#fff";
ctx.translate(70, 70);

by

init();
vari = 0;
function drawEllipse(x, y, w, h) {
var k = 0.5522848;
varox = (w/ 2) * k;
varoy = (h/ 2) * k;
var xe = X + w;
varye =y + h;
varxm =X+ w/ 2;
varym=y + h/ 2;
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ctx.beginPath();

ctx.moveTo(x, ym);

ctx.bezierCurveTo(x, ym - oy, xm - 0X, Y, Xm, Y);
ctx.bezierCurveTo(xm + 0x, y, Xe, ym - oy, Xe, ym);
ctx.bezierCurveTo(xe, ym + oy, xm + 0Xx, ye, xm, ye);
ctx.bezierCurveTo(xm - ox, ye, X, ym + oy, X, ym);
ctx.stroke();

ctx.translate(x + 70, y + 100);

px = -70;

py = -100;

ctx.rotate(10 * Math.PI * 2 / 360);
b
var ct;

var drawAsync = eval(Jscex.compile("async", function (ct) {
while (true) {
drawEllipse(px, py, 140, 200)
$await(Jscex.Async.sleep(200, ct));

by
19)

function start() {
ct = new Jscex.Async.CancellationToken();
drawAsync(ct).start();

by

function stop() {
ct.cancel();

by

var xxxAsync = eval(Jscex.compile("async", function () {
while (condition) {

dosomething

$await(Jscex.Async.sleep(1000));

)

var xxxAsync = eval(Jscex.compile("async", function () {
while (true) {
if (condition) {
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//dosomething

break;
b
//dosomething
$await(Jscex.Async.sleep(1000));

by
19)

var xxxAsync = eval(Jscex.compile("async", function () {
while (true) {
for (i in XXX) {
if (condition) {
[/ AR gkt B A E BIE
b

b
//dosomething

$await(Jscex.Async.sleep(1000));

b
9)

var xxxAsync = eval(Jscex.compile("async", function () {
while (true) {
for (i in XXX) {
if (condition) {
[/ EAR X Bk AN 2 A A
breakTag = true;
b
b
if (breakTag) break;

//dosomething
$await(Jscex.Async.sleep(1000));

by
19)

var countAsyncl = eval(Jscex.compile("async", function () {
while (true) {
for (i in XXX) {
if (condition) {
[/ AR X Bk B A E BIE A
b
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b
$await(Jscex.Async.sleep(1000));
b
1)

var countAsync2 = eval(Jscex.compile("async", function () {
while (true) {
for (i in XXX) {
if (condition) {
[/ EAEX gk B A E FIE A
b
b
$await(Jscex.Async.sleep(1000));
b
1)

var executeAsyncQueue = eval(Jscex.compile("async", function () {
while (true) {
$await(countAsynci())
$await(countAsync2())
$await(Jscex.Async.sleep(1000));

)

executeAsyncQueue().start();

var executeAsyncQueue = eval(Jscex.compile("async", function () {
while (true) {
$await(countAsyncl())
$await(countAsync2())
if (breakTag) break;
$await(Jscex.Async.sleep(1000));

b
9)

var xxAsync = eval(Jscex.compile("async", function () {
while (true) {
//dosomething
$await(xxxAsync())
if (breakTag) break;
$await(Jscex.Async.sleep("1000"));
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)

var xxxAsync = eval(Jscex.compile("async", function () {
if (condition) {
breakTag = true;

b
$await(Jscex.Async.sleep("1000"));

1)
LT B W

RIZWEE

var moveAsync = eval(Jscex.compile("async", function (p) {
while (true) {

//...
//code here

//...
$await(Jscex.Async.sleep(100));

)i

if (direction == "right") {
p.push({
x: p[p.length - 1].x + 1,
y: p[p.length - 1].y

3);
b
if (direction == "left") {
p.push({
x: p[p.length - 1].x - 1,
y: p[p.length - 1].y
3);
b
if (direction == "up") {
p.push({

x: p[p.length - 1].x,
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y: p[p.length - 1].y - 1

3);
b
if (direction == "down") {
p.push({
x: p[p.length - 1].x,
y: p[p.length - 1].y + 1
3);
b

if (p[p.length - 1].x == foodPositions.x && p[p.length - 1].y ==
foodPositions.y) {
foodPositions.x = -1;

foodPositions.y = -1;
b
else {
clearColor(p[0]);
p.shift();
b

var MR = Math.random;

function drawSnakeAndFood(p) {

if (foodPositions.x == -1 && foodPositions.y == -1) {
foodPositions.x = MR() * 40 | O;
foodPositions.y = MR() * 40 | O;

b

cxt.fillStyle = randomColor();

cxt.fillRect(foodPositions.x * width, foodPositions.y * height, height,

width);

for (i = 0; i < p.length; i++) {
cxt.fillStyle = "#D1EEEE";
cxt.fillRect(p[i].x * width, p[i].y * height, height, width);

if (p[p.length -1].x <0 || p[p.length - 1].x > 39 || p[p.length -
1]l.y < 0 || p[p.length - 1].y > 39) {
gameOver = true;
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by

if (isinSnake(p, { x: p[p.length - 1].x, y: p[p.length - 1].y })) {
gameOver = true;
b

var moveAsync = eval(Jscex.compile("async", function (p) {
while (true) {
if (p[p.length - 1].x <0 || p[p.length - 1].x > 39 || p[p.length -
1]l.y < 0 || p[p.length - 1].y > 39) {
gameOver = true;

by

if (p[p.length - 1].x == foodPositions.x && p[p.length - 1].y ==
foodPositions.y) {
foodPositions.x = -1;

foodPositions.y = -1;
b
else {
clearColor(p[0]);
p.shift();
b
if (direction == "right") {
p-push({
x: p[p.length - 1].x + 1,
y: plp.length - 1].y
1)
b
if (direction == "left") {
p-push({
x: p[p.length - 1].x - 1,
y: p[p.length - 1].y
1)
b

if (direction == "up") {

p.push({
x: p[p.length - 1].x,
y: p[p.length - 1].y - 1
1)
b

if (direction == "down") {
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p.push({
x: p[p.length - 1].x,

y: p[p.length - 1].y + 1

)i

by

drawSnakeAndFood(p);

if (gameOver) {
drawGameOver();
document.getElementById("btnReset").disabled = "";
break;

by

$await(Jscex.Async.sleep(100));

b
)i
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var ball = {
position: { x: 100, y: 100 },
r: 15

3

var ball = {
position: { x: 100, y: 100 },
r: 15,
vx: 190,
vy: 110
i

<script src="jscex.min.js" type="text/javascript"></script>

<canvas id="myCanvas" width="600" height="500">Your browser does
not support the canvas element.
</canvas>
<script type="text/javascript">
var canvas = document.getElementById("myCanvas");
var cxt = canvas.getContext("2d");
var ball = {
position: { x: 100, y: 100 },
r: 15,
vx: 190,
vy: 110
i
var cyc = 10;
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var moveAsync = eval(Jscex.compile("async", function () {

I T AR AR
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.position.x, ball.position.y, ball.r, 0, Math.PI * 2,

true);
cxt.closePath();
ext.fill(); ANERI x AL bRF
ball.position.x += ball.vx * cyc / 1000; y AR bR R — A
ball.position.y += ball.vy * cyc / 1000; JE W (cyc) it BB
$await(Jscex.Async.sleep(cyc)); ALY,
)
1)
moveAsync().start();
</script>
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
while (ball.position.x < 500) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.position.x, ball.position.y, ball.r, 0, Math.PI
* 2, true);
cxt.closePath();
cxt.fill();
ball.position.x += ball.vx * cyc / 1000;
ball.position.y += ball.vy * cyc / 1000;
$await(Jscex.Async.sleep(cyc));
)
while (ball.position.x > 100) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.position.x, ball.position.y, 15, 0, Math.PI *
2, true);

- 20 HTML5 Sz



cxt.closePath();

cxt.fill();

ball.position.x -= ball.vx * cyc / 1000;
ball.position.y -= ball.vy * cyc / 1000;
$await(Jscex.Async.sleep(cyc));

by
19)

moveAsync().start();

var canvas = document.getElementByld("myCanvas");
var cxt = canvas.getContext("2d");
var ball = {
x: 100,
y: 100,
r: 15,
vx: 190,
vy: 110
i
var cyc = 10;
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.x, ball.y, ball.r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
/]S 2o A0 P RE Rl i
if (ball.r + ball.x > canvas.width || ball.x < ball.r)
ball.vx *= -1;

/15 BT Py RERL
if (ball.r + ball.y > canvas.height || ball.y < ball.r)
ball.vy *= -1;
ball.x += ball.vx * cyc / 1000;
ball.y += ball.vy * cyc / 1000;
$await(Jscex.Async.sleep(cyc));
b
1))

moveAsync().start();
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var canvas = document.getElementById("myCanvas");
var cxt = canvas.getContext("2d");
var ball = {
x: 100,
y: 100,
r. 15,
vx: 0,
vy: 0
i
var cyc = 10;
var a = 50;
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.x, ball.y, ball.r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
ball.y += ball.vy * cyc/ 1000;
if (ball.r + ball.y >= canvas.height) {

RLAE 2 3 Xt
IS TR Z AR

ball.vy *= -1;
b
else { THUJE A o
ball.vy += a; X IS [) P 2R AR
b

$await(Jscex.Async.sleep(cyc));
b
1)

moveAsync().start();

var canvas = document.getElementByld("mycanvas");
var cxt = canvas.getContext("2d");
var ball = {
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x: 100,
y: 100,
r. 15,
vx: 0,
vy: 0
i
cxt.fillStyle = "#030303";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.x, ball.y, ball.r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

var hitCount = 0 ,cyc = 10, a = 50;
var moveAsync2 = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.beginPath();
cxt.arc(ball.x, ball.y, ball.r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
ball.y += ball.vy * cyc / 1000;
if (ball.r + ball.y >= canvas.height) {
if (ball.vy > 0) {
ball.vy *= -0.7;
hitCount++;

WAEZ 5, —¥arshie
A0 O 5 T A

¥ e, BT R
¥ &, MR
else {

ball.vy += a;
hs

if (hitCount > 15) break;
$await(Jscex.Async.sleep(cyc));

)
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true);

var balls = [];
balls.length = 0;
var balll = {

x: 70,

y: 50,

r: 10,

vx: 400,

vy: 0
i
var ball2 = {

Xx: 50,

y: 50,

r: 10,

vx: 0,

vy: 0
i
balls.push(balll);
balls.push(ball2);

var canvas = document.getElementById("myCanvas");
var cxt = canvas.getContext("2d");
var cyc = 110;
var a = 80;
cxt.fillStyle = "#030303";
cxt.fillRect(0, 0, canvas.width, canvas.height);
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
for (variin balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, O, Math.PI * 2,

WP L, BT AT /NERIK A

cxt.closePath();
cxt.fill();
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balls[i].y += balls[i].vy * cyc / 1000;
balls[i].x += balls[i].vx * cyc / 1000;
if (balls[i].r + balls[i].y >= canvas.height) {
if (balls[i].vy > 0) {
balls[i].vy *= -0.7;

b
b
else {
balls[i].vy += a;
b
b
$await(Jscex.Async.sleep(cyc));
b
1)

moveAsync().start();

var img = new Image();

img.src = "image/artillery.png";

img.onload = function () {
cxt.drawImage(img, 0, 325);

¥

var ball = {
x: 185,
y: 470,
r: getRandomNumber(0, 20),
vx: getRandomNumber(190, 3000),
vy: getRandomNumber(-3000, 0)
i
balls.push(ball);
if (balls.length > 100) {
balls.shift();

by

function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))

by

var fireAsync = eval(Jscex.compile("async", function () {
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while (true) {
var ball = {
x: 185,
y: 470,
r: getRandomNumber(0, 20),
vx: getRandomNumber(190, 3000),
vy: getRandomNumber(-3000, 0)
i
balls.push(ball);
if (balls.length > 100) {
balls.shift();
b
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.drawlmage(img, 0, 425);
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
balls[i].y += balls[i].vy * cyc / 1000;
balls[i].x += balls[i].vx * cyc / 1000;
if (balls[i].r + balls[i].y >= canvas.height) {
if (balls[i].vy > 0) {
balls[i].vy *= -0.7;

ks
ks
else {

balls[i].vy += a;
ks

by

$await(Jscex.Async.sleep(cyc));

by

1))
fireAsync().start();
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var canvas = document.getElementByld("myCanvas");
var cxt = canvas.getContext("2d");
varr = 15;
var balll = {
x: 20,
y: 285,
r:r,
vx: 120,
vy: 0

BB YA AN ER AR ] 7K
ok, BE oy M, JFH
—N xBTS s,
MUY x ST IS B)

T
var ball2 = {
x: 400,
y: 285,
r:r,
vx: -30,
vy: 0
T
var balls = [];
balls.push(balll);
balls.push(ball2);
cxt.fillStyle = "#030303";
cxt.fillRect(0, 0, canvas.width, canvas.height);
function init() {
cxt.fillStyle = "#fff";
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

b
b
init();
var cyc = 20;
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
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if (Math.abs(balll.x - ball2.x) <=2 *r) {
var temp = balll.vx;
balll.vx = ball2.vx;
ball2.vx = temp;

b

for (i in balls) {
balls[i].x += balls[i].vx * cyc / 1000;
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

b

$await(Jscex.Async.sleep(cyc));

b
1))

JESERIEBTIE

var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
if (Math.abs(balll.x - ball2.x) <=2 *r) {

A, B

JREA N 1

var momentumSummation = balll.vx + ball2.vx;
var temp = ball2.vx;

TRBERBR T 65% 1 )E
ball2.vx = balll.vx * 0.65;
HRE B S8, SR S b — AN /NBR IR

balll.vx = momentumSummation - ball2.vx;
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b
for (i in balls) {

balls[i].x += balls[i].vx * cyc / 1000;

cxt.beginPath();

cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();

cxt.fill();
b
$await(Jscex.Async.sleep(cyc));
b
1)
STEIREME

var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
if (Math.abs(balll.x - ball2.x) <=2 *r) {
v = (balll.vx + ball2.vx) / 2;
balll.vx = v;
ball2.vx = v;
b
for (i in balls) {
balls[i].x += balls[i].vx * cyc / 1000;
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
b

$await(Jscex.Async.sleep(cyc));

)
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var ball = {
x: 100,
y: 100,
r: 15,
vx: 100,
vy: 100
T

var ball = {
x: 100,
y: 100,
r: 15,
v: 100 * Math.sqrt(2),
direction: Math.PI / 4

i
ERIAIR
for(vari=0;i<6; i++) {
var ball = {
position: new Vector2(300, 250),
r: 10,

v: getRandomNumber(50, 200),
direction: (getRandomNumber(0, 360) / 360) * 2 * Math.PI

i
balls.push(ball);

var bigCircularity = {
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position: new Vector2(300, 250),
r: 190

if (Math.round(Math.pow(balls[i].position.x - bigCircularity.position.x, 2) +
Math.pow(bigCircularity.position.y - balls[i].position.y, 2)) >=
Math.round(Math.pow(bigCircularity.r - balls[i].r, 2))) {

¥

var cD = balls[i].direction;
var step = Math.acos((balls[i].position.x - bigCircularity.position.x) /
distance);
if (balls[i].position.y > bigCircularity.position.y) {
balls[i].direction = -cD - Math.PI + 2 * step;

Yelse {
balls[i].direction = -cD + Math.PI - 2 * step;
b

for (vari=0; i< 1200; i++) {
var ball = {
position: new Vector2(300, 250),
r: 1,
v: getRandomNumber(50, 200),
direction: (getRandomNumber(0, 360) / 360) * 2 * Math.PI
i
balls.push(ball);

for (vari=0; i< 1200; i++) {
var ball = {
position: new Vector2(300, 150),
r: 1,
v: getRandomNumber(50, 200),
direction: (getRandomNumber(0, 360) / 360) * 2 * Math.PI
i
balls.push(ball);
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if (ball.r + ball.x > canvas.width || ball.x < ball.r)
ball.vx *= -1;

if (ball.r + ball.y > canvas.height || ball.y < ball.r)
ball.vy *= -1;

=i

function reflectionByLine(line) {
var cp = line.getVerticalCrossoverPoint(this);
this.reflectionByPoint(cp);
return this;

by

function reflectionByPoint(point) {
this.x = 2 * point.x - this.x;
this.y = 2 * point.y - this.y;
return this;

b
function getVerticalCrossoverPoint(v) {
if (this.p2.x === this.p1.x) { return new Vector2(this.p1l.x,
v.y); )
if (this.p2.y === this.pl.y) { return new Vector2(v.x,
this.pl.y); }
var k = (this.p2.y - this.pl.y) / (this.p2.x - this.p1.x);
varcx = (k * k * this.pl.x + v.y * k + v.x - this.pl.y * k) /
(k *k + 1);

varcy = k * cx - k * this.pl.x + this.pl.y;
return new Vector2(cx, cy);

Vector2 = function (x, y) {
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this.x = x
this.y =y

i
Vector2.prototype = {
constructor: Vector2,
multiplyScalar: function (s) {
this.x *=s;
this.y *=s;
return this;
7
divideScalar: function (s) {
if (s) {
this.x /= s;
this.y /= s;
¥ else {
this.set(0, 0);
b

return this;
+
dot: function (v) {
return this.x * v.x + this.y * v.y;
+
lengthSq: function () {
return this.x * this.x + this.y * this.y;
+
length: function () {
return Math.sqgrt(this.lengthSq());
+
normalize: function () {
return this.divideScalar(this.length());

normalize /7 Y248 n)
T R B )

i

reflectionSelf: function (v) {
var nv = v.normalize();
this.subSelf(nv.multiplyScalar(2 * this.dot(nv)));

)i

var canvas = document.getElementByld("mycanvas");
var cxt = canvas.getContext("2d");
cxt.fillStyle = "#030303";
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cxt.fillRect(0, 0, canvas.width, canvas.height);
var balls = [];
function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))

by

P 100 N LR AL
P B R ZNER

for (vari=0; i< 100; i++) {

var ball = {
position: new Vector2(250, 200),
r: getRandomNumber(6, 20),
v:new Vector2( getRandomNumber(-200, 200),

getRandomNumber(-200, 200))
i
balls.push(ball);

by

var cyc = 10;
var moveAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y, balls[i].r, O,
Math.PI * 2, true);
cxt.closePath();
cxt.fill();
if (balls[i].r + balls[i].position.x > canvas.width ||

balls[i].position.x < balls[i].r) {

balls[i].v.reflectionSelf(new Vector2(1, 0));
b

if (balls[i].r + balls[i].position.y > canvas.height ||

balls[i].position.y < balls[i].r) {

balls[i].v.reflectionSelf(new Vector2(0, 1));
}
balls[i].position.x += balls[i].v.x * cyc / 1000;
balls[i].position.y += balls[i].v.y * cyc / 1000;
}
$await(Jscex.Async.sleep(cyc));
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)

var pl = new Vector2(0, 400);
var p2 = new Vector2(300, 500);
var p3 = new Vector2(600, 400);

var p4 = new Vector2(0, 100);
var p5 = new Vector2(300, 0);
var p6 = new Vector2(600, 100);

cxt.strokeStyle = "#fff";
cxt.moveTo(pl.x, pl.y),;
cxt.lineTo(p2.x, p2.y);
cxt.lineTo(p3.x, p3.y);
cxt.moveTo(p4.x, p4.y);
cxt.lineTo(p5.x, p5.y);
cxt.lineTo(p6.x, p6.Y);
cxt.stroke();

if (balls[i].position.distanceToLine(pl, p2) < balls[i].r)
{
balls[i].v.reflectionSelf(Vector2.sub(p1,
p2).vertical());
b
if (balls[i].position.distanceToLine(p2, p3) < balls[i].r)
{
balls[i].v.reflectionSelf(Vector2.sub(p2,
p3).vertical());
b
if (balls[i].position.distanceToLine(p4, p5) < balls[i].r)
{
balls[i].v.reflectionSelf(Vector2.sub(p4,
p5).vertical());
b
if (balls[i].position.distanceToLine(p5, p6) < balls[i].r)
{
balls[i].v.reflectionSelf(Vector2.sub(p5,
p6).vertical());
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distanceTolLine: function (p1, p2) {
if (p2.x === pl.x) {
return Math.abs(this.y - pl.y);

)

else if (p2.y === pl.y) {
return Math.abs(this.x - p1.x);

)

else {
var A = (p2.y - pl.y) / (p2.X - p1.x);
var B = -1;
var C = pl.y - A * pl.x;
return Math.abs(A * this.x + B * this.y + C) / Math.sqrt(A * A +

B * B);
)
i

vertical: function () {
return new Vector2(-this.y, this.x);

¥

Vector2.sub(pl, p2).vertical()

SEhy 14 KERIRA/DER

2=yl

var | = bodyA.r + bodyB.r;
var distSqr = bodyA.position.distanceToSquared(bodyB.position);
var isTouching = distSqr <=1 * | ? true : false;

distanceToSquared: function (v) {
var dx = this.x - v.x, dy = this.y - v.y;
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return dx * dx + dy * dy;
e

distanceTo: function (v) {
return Math.sqrt(this.distanceToSquared(v));
e

var normal = Vector2.sub(bodyB.position,
bodyA.position).normalize();

var ratio = bodyA.r / [;

var contactPoint = new Vector2();

contactPoint.x = bodyA.position.x + (bodyB.position.x -
bodyA.position.x) * ratio;

contactPoint.y = bodyA.position.y + (bodyB.position.y -
bodyA.position.y) * ratio;

var rA = Vector2.sub(contactPoint, bodyA.position);

var rB = Vector2.sub(contactPoint, bodyB.position);

var vrn = Vector2.sub(vA, vB).dot(normal);

Vector2.sub = function (v1, v2) {
return new Vector2(vl.x - v2.x, v1.y - v2.y)

by

if (isTouching && vrn > 0) {

by

EES SIS

if (isTouching && vrn > 0) {
var normalMass = 1/ (1 / bodyA.mass + 1 / bodyB.mass);

SRR AR B PR 248
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var restitution = (bodyA.restitution + bodyB.restitution) / 2;
var normallmpulse = -normalMass * vrn * (1 + restitution);

P AR R ARG X A Y Al
Jita), SRIGAVEF T X FAY Al b o

bodyA.speed.x += normallmpulse * normal.x / bodyA.mass;
bodyA.speed.y += normallmpulse * normal.y / bodyA.mass;
bodyB.speed.x -= normallmpulse * normal.x / bodyB.mass;
bodyB.speed.y -= normallmpulse * normal.y / bodyB.mass;

ZYMRBER N PR ES

for (vari = 0; i < balls.length; i++) {
for (var j =0; j < balls.length; j++) {
collisionSolver(balls[i], balls[j]);

b

for (vari = 0; i < balls.length; i++) {
for (varj =i+ 1; j < balls.length; j++) {
collisionSolver(balls[i], balls[j]);

b

FTEHIEY

var canvas = document.getElementById("myCanvas");
var cxt = canvas.getContext("2d");
var balls = [];
function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))
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for (vari = 0; i <40; i++) {
var ball = {
position: new Vector2(getRandomNumber(20, 600),
getRandomNumber(20, 600)),
r: getRandomNumber(6, 20),
speed:new Vector2(getRandomNumber(-200,

200),getRandomNumber(-200, 200)), o
mass:1, FR AW E N 1
restitution: 1

i
balls.push(ball);

SEPERBCARBEE N 1

AR EBAE AR

var filterBalls = [];
for (vari = 0; i < balls.length; i++) {
var overlapCount = 0;
for (varj =i+ 1; j < balls.length; j++) {
var distance =
balls[i].position.distanceTo(balls[j].position);
if (distance <= balls[i].r + balls[j].r) {
overlapCount++;

ks
)
if (overlapCount === 0) {
filterBalls.push(balls[i]);
)

by

balls = filterBalls;
cxt.fillStyle = "#030303";
cxt.fillRect(0, 0, canvas.width, canvas.height);

A B /N Bk o L 2
function init() {

cxt.fillStyle = "#fff";
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y, balls[i].r, O,
Math.PI * 2, true); cxt.closePath();
-—- 48--- HTML5 SE56 2%



cxt.fill();

SE SUNERIZ B AR5

var cyc = 20;
var moveAsync = eval(Jscex.compile("async", function () {
var tag = 0;
while (true) {
try {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
for (vari = 0; i < balls.length; i++) {
for (varj =i+ 1; j < balls.length; j++) {
collisionSolver(balls[i], balls[j]);

by

b
init();

b
b
for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y,
balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
if (balls[i].r + balls[i].position.x > canvas.width) {
balls[i].position.x = canvas.width - balls[i].r;
balls[i].speed.x *= -1;
¥ if (balls[i].position.x < balls[i].r) {
balls[i].position.x = balls[i].r;
balls[i].speed.x *= -1;
} if (balls[i].r + balls[i].position.y > canvas.height)

Ak A

balls[i].position.y = canvas.height - balls[i].r;
balls[i].speed.y *= -1;
b
if (balls[i].position.y < balls[i].r) {
balls[i].position.y = balls[i].r;
. G o
balls[il.speed.y *= -1; RS {25 xt

FERATRAT A

balls[i].position.x += balls[i].speed.x * cyc/ 1000;
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balls[i].position.y += balls[i].speed.y* cyc / 1000;
b
} catch (e) { alert(e); }
$await(Jscex.Async.sleep(cyc));

by

1))
A L A ) R

function collisionSolver(bodyA, bodyB) {

var vB = bodyB.speed;

var | = bodyA.r + bodyB.r;

var distSqgr =
bodyA.position.distanceToSquared(bodyB.position);

var isTouching = distSqr <= 1| * | ? true : false;

var normal = Vector2.sub(bodyB.position,
bodyA.position).normalize();

var ratio = bodyA.r / I;

var contactPoint = new Vector2();

contactPoint.x = bodyA.position.x + (bodyB.position.x -
bodyA.position.x) * ratio;

contactPoint.y = bodyA.position.y + (bodyB.position.y -
bodyA.position.y) * ratio;

var rA = Vector2.sub(contactPoint, bodyA.position);
var rB = Vector2.sub(contactPoint, bodyB.position);
var vrn = Vector2.sub(vA, vB).dot(normal);
if (isTouching & vrn > 0) {
var normalMass = 1/ (1 / bodyA.mass + 1 / bodyB.mass);
var restitution = (bodyA.restitution + bodyB.restitution) /
2;
var normallmpulse = -normalMass * vrn * (1 + restitution);
bodyA.speed.x += normallmpulse * normal.x /
bodyA.mass;
bodyA.speed.y += normallmpulse * normal.y /
bodyA.mass;
bodyB.speed.x -= normallmpulse * normal.x /
bodyB.mass;
bodyB.speed.y -= normallmpulse * normal.y /
bodyB.mass;

b
b
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function collisionSolver(bodyA, bodyB) {
bodyA.mass = bodyA.r * 2;
bodyB.mass = bodyB.r * 2;

r: getRandomNumber(6, 120),
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syl

Vector3 = function (x, vy, z) {

this.x = x;
this.y = vy;
this.z = z;

+

var Points = [];

Points[0] = new Vector3(100, 100, 100);
Points[1] = new Vector3(100, 100, -100);
Points[2] = new Vector3(-100, 100, -100);
Points[3] = new Vector3(-100, 100, 100);
Points[4] = new Vector3(100, -100, 100);
Points[5] = new Vector3(100, -100, -100);
Points[6] = new Vector3(-100, -100, -100);
Points[7] = new Vector3(-100, -100, 100);

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");

cxt.translate(250, 250);

cxt.scale(1, -1);

var distance = 500;
var eyePosition = new Vector3(0, 0, 700)

function projection() {
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for (vari = 0; i < Points.length; i++) {
Points[i].x = Points[i].x * distance / Math.abs(eyePosition.z
- Points[i].z);
Points[i].y = Points[i].y * distance / Math.abs(eyePosition.z
- Points[i].z);
b
b

projection();

function drawCube() {
cxt.beginPath();
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[3].x, Points[3].y);
cxt.lineTo(Points[0].x, Points[0].y);
cxt.moveTo(Points[4].x, Points[4].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.moveTo(Points[3].x, Points[3].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.stroke();

b
drawCube();

var canvas = document.getElementByld("myCanvas");
var cxt = canvas.getContext("2d");

cxt.lineWidth = 3;

var Points = [];

var translateX = 250;

var translateY = 250;

var distance = 500;

var eyePosition = new Vector3(0, 0, 700);
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cxt.translate(translateX, translateY);
cxt.scale(1, -1);
function init() {
Points[0] = new Vector3(100, 100, 100);
Points[1] = new Vector3(100, 100, -100);
Points[2] = new Vector3(-100, 100, -100);
Points[3] = new Vector3(-100, 100, 100);
Points[4] = new Vector3(100, -100, 100);
Points[5] = new Vector3(100, -100, -100);
Points[6] = new Vector3(-100, -100, -100);
Points[7] = new Vector3(-100, -100, 100)
b
function changeDistance() {
for (vari = 0; i < Points.length; i++) {
Points[i].x = Points[i].x * distance / Math.abs(eyePosition.z
- Points[i].z);
Points[i].y = Points[i].y * distance / Math.abs(eyePosition.z
- Points[i].z);
b

}
function drawCube() {

cxt.beginPath();
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[3].x, Points[3].y);
cxt.lineTo(Points[0].x, Points[0].y);
cxt.moveTo(Points[4].x, Points[4].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.moveTo(Points[3].x, Points[3].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.stroke();

by

var reduceDrawCubeAsync = eval(Jscex.compile("async", function ()
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while (distance < 750) {

cxt.clearRect(-translateX, -translateY, canvas.width,
canvas.height);

init();

distance += 10;

changeDistance();

drawCube(10);

$await(Jscex.Async.sleep(100));

}
)

var magnifyDrawCubeAsync = eval(Jscex.compile("async", function

ORI

MBS MR o B R B N T
1501, 1B HAEA-

while (distance > 150) {
cxt.clearRect(-translateX, -translateY, canvas.width,
canvas.height);
init();
distance -= 10;
changeDistance();
drawCube(-10);
$await(Jscex.Async.sleep(100));

}
)

var executeAsync = eval(Jscex.compile("async", function () {
$await(reduceDrawCubeAsync());
$await(magnifyDrawCubeAsync());

)i

executeAsync().start();

3D hieks

function rotate(angle) {
for (vari = 0; i < Points.length; i++) {
var tempY = Points[i].y;
Points[i].y = Points[i].y * Math.cos(angle) - Points[i].z *
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Math.sin(angle);
Points[i].z = tempY * Math.sin(angle) + Points[i].z *
Math.cos(angle);
b
b

var canvas = document.getElementByld("myCanvas4");
var cxt = canvas.getContext("2d");
cxt.lineWidth = 3;
var Points = [];
var translateX = 250;
var translateY = 250;
var distance3 = 500;
var eyePosition4 = { x: 0, y: 0, z: 700 };
cxt.translate(translateX, translateY);
cxt.scale(1, -1);
function init() {
Points[0] = new Vector3(100, 100, 100);
Points[1] = new Vector3(100, 100, -100);
Points[2] = new Vector3(-100, 100, -100);
Points[3] = new Vector3(-100, 100, 100);
Points[4] = new Vector3(100, -100, 100);
Points[5] = new Vector3(100, -100, -100);
Points[6] = new Vector3(-100, -100, -100);
Points[7] = new Vector3(-100, -100, 100)
ks
function changedistance() {
for (vari = 0; i < Points.length; i++) {
Points[i].x = Points[i].x * distance3 / Math.abs(eyePosition4.z -
Points[i].z);
Points[i].y = Points[i].y * distance3 / Math.abs(eyePosition4.z -
Points[i].z);
)
ks

var currentAngle = 0;

var drawCube = function () {
cxt.strokeStyle = randomColor();
cxt.beginPath();
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[3].x, Points[3].y);
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cxt.lineTo(Points[0].x, Points[0].y);
cxt.moveTo(Points[4].x, Points[4].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[1].x, Points[1].y);
cxt.lineTo(Points[5].x, Points[5].y);
cxt.moveTo(Points[0].x, Points[0].y);
cxt.lineTo(Points[4].x, Points[4].y);
cxt.moveTo(Points[2].x, Points[2].y);
cxt.lineTo(Points[6].x, Points[6].y);
cxt.moveTo(Points[3].x, Points[3].y);
cxt.lineTo(Points[7].x, Points[7].y);
cxt.stroke();
)
init();
drawCube();
var rotateAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.clearRect(-translateX, -translateY, canvas.width,
canvas.height);
init();
rotate(degToRad(currentAngle));
currentAngle += 5;
changedistance();
drawCube();
$await(Jscex.Async.sleep(100));

b
1) FHBEREILE
function degToRad(a) {

return a*Math.P1/180;
}

function rotate(angle) {
for (var i = 0; i < Points.length; i++) {
var tempY = Points[i].y;
Points[i].y = Points[i].y * Math.cos(angle) - Points[i].z *
Math.sin(angle);
Points[i].z = tempY * Math.sin(angle) + Points[i].z *
Math.cos(angle);
b

b

function randomColor() {
Var arrHeX — ["O", "1"’ ||2|l’ ll3|l, ll4l|’ l|5ll’ "6", ll7l|’ ll8|l, "9", "A", IIB"’
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"C", "D", "E", "F"]; var strHex = "#",
var index;
for(vari=0;i<6; i++) {
index = Math.round(Math.random() * 15);
strHex += arrHex[index];

by

return strHex;

)
rotateAsync().start();

function rotate(angle) {
for (var i = 0; i < Points.length; i++) {
var tempX = Points[i].x;
var tempZ = Points[i].z;
Points[i].x = Points[i].x * Math.cos(angle) - Points[i].z *
Math.sin(angle);
Points[i].z
Math.sin(angle);
b

Points[i].z * Math.cos(angle) + tempX *

¥

function rotate(angle) {
for (vari = 0; i < Points.length; i++) {
var tempX = Points[i].x;
var tempZ = Pointsl[i].z;
Points[i].x = Points[i].x * Math.cos(angle) - Points[i].z *

Math.sin(angle);
Points[i].z = Points[i].z * Math.cos(angle) + tempX *
Math.sin(angle);
)

for (vari = 0; i < Points.length; i++) {
var tempY = Points[i].y;
Points[i].y = Points[i].y * Math.cos(angle) - Points[i].z *
Math.sin(angle);
Points[i].z
Math.cos(angle);
b

tempY * Math.sin(angle) + Points[i].z *

by
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DRIAISI

Vector3 = function (x, vy, z) {
this.x = x || 0;
this.y =y || 0;
this.z=2z || 0;

T

var starPositions = [];
varj = -1,
for (vari=0; i < 440; i++) {
var xTemp = getRandomNumber(-250, 250);
var yTemp = getRandomNumber(-250, 250);
j*=-1;
if (xTemp * xTemp + yTemp * yTemp <=r *r) {
var zTemp = j * Math.sgrt(Math.abs(r * r - xTemp * xTemp -
yTemp * yTemp));
starPositions.push(new Vector3(xTemp, yTemp, zTemp));
b
b

function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))

function positionsProjection() {
for (var i = 0; i < starPositions.length; i++) {
var tempV = projection(starPositions[i]);
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starPositionsForShow.push(tempV);

b

b

function projection(v) {
var vl = new Vector3();
v1l.x = v.x * distance / Math.abs(cameraPosition.z - v.z);
vl.y = v.y * distance / Math.abs(cameraPosition.z - v.z);
vl.z = v.z;
return vl1;

<script src="script/easel.js" type="text/javascript"></script>

function init() {
PositionsProjection();
canvas = document.getElementByld("testCanvas");
stage = new Stage(canvas);
for (vari = 0; i < starPositionsForShow.length; i++) {
var star = new Bitmap("image/star.png");
star.x = centreOfCirclePosition.x + starPositionsForShow[i].x;
star.y = centreOfCirclePosition.x + starPositionsForShow[i].y;
star.scaleX = star.scaleY = 0.5 * distance /
Math.abs(cameraPosition.z - starPositionsForShowl[i].z);
if (starPositionsForShow([i].z > 50) star.alpha = 1;
if (starPositionsForShow([i].z < 50) star.alpha = 0.5;
stage.addChild(star);
b
Ticker.setFPS(20);
Ticker.addListener(window);

function rotate(angle) {

for (var i = 0; i < starPositions.length; i++) {
var tempX = starPositions[i].x;
var tempZ = starPositions[i].z;
starPositions[i].x = starPositions[i].x * Math.cos(angle) -

starPositions[i].z * Math.sin(angle);
starPositions[i].z = starPositions[i].z * Math.cos(angle) +

tempX * Math.sin(angle);
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by

b
function tick() {

starPositionsForShow.length = 0;
currentAngle += 0.0005;
rotate(degToRad(currentAngle));
PositionsProjection();

for (var i = 0; i < starPositionsForShow.length; i++) {

var star = stage.getChildAt(i);

star.x = centreOfCirclePosition.x + starPositionsForShow[i].x;

star.y = centreOfCirclePosition.x + starPositionsForShowl[i].y;

star.scaleX = star.scaleY = 0.5 * distance /
Math.abs(cameraPosition.z - starPositionsForShowl[i].z);

if (starPositionsForShow[i].z > 50) star.alpha = 1;

if (starPositionsForShow[i].z < 50) star.alpha = 0.5;

stage.addChild(star);

b
stage.update();
b
init();
LN 17 FE OB AR
R

THREE.Matrix4.makeFrustum = function (left, right, bottom, top, near,

far) {
varm, X, y, a, b, c, d;
m = new THREE.Matrix4();

X = 2 * near / (right - left);
y = 2 * near / (top - bottom);

a = (right + left) / (right - left);

b = (top + bottom) / (top - bottom);
c = -(far + near) / (far - near);

d = -2 * far * near / (far - near);
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X; m.n12 = 0; m.n13 = a; m.n14 = 0;
0; m.n22 = y; m.n23 = b; m.n24 = 0;
m.n31 =0; m.n32 = 0; m.n33 =c; m.n34 =d;
0

; m.nd42 = 0; m.n43 = -1; m.nd44 = 0;

3o

Vector4 = function ( x,y,z, w) {
this.x = x || 0;
this.y =y || O;
this.z=2z || O;
thissw=w || 1;

+
SLEE L

var Matrix4 = function (n11, n12, n13, n14, n21, n22, n23, n24, n31,
n32, n33, n34, n41, n42, n43, n44) {

this.set(
nil1]|1,n12 || 0, n13 || 0, n14 || O,
n21 || 0,n22 || 1, n23 || 0, n24 || O,
n311]]0,n32|]0,n33 || 1,n34 ]| O,
n4l || 0,n42 || 0,nd43 || 0,nd44 || 1
)i
b

Matrix4.prototype = {

set: function (n11, n12, n13, n14, n21, n22, n23, n24, n31, n32,
n33, n34, n41, n42, n43, n44) {

this.n11

nll; this.n12 = n12; this.n13 = n13; this.n14 =
ni4;

this.n21 = n21; this.n22 = n22; this.n23 = n23; this.n24 =
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n24;

this.n31 = n31; this.n32 = n32; this.n33 = n33; this.n34 =
n34;
this.n41 = n41; this.n42 = n42; this.n43 = n43; this.n44 =
n44,
return this;
¥
multiplyVector4: function (v) {
var vx = V.X, VY = V.Y, VZ = V.Z, VW = V.W;
v.X = this.n11 * vx + this.n21 * vy + this.n31 * vz + this.n41
*vw;
v.y = this.n12 * vx + this.n22 * vy + this.n32 * vz + this.n42
*vw;
v.z = this.n13 * vx + this.n23 * vy + this.n33 * vz + this.n43
* vw;
v.w = this.n14 * vx + this.n24 * vy + this.n34 * vz + this.n44
* vw;
return v;
b
i

Vectord = function ( x,y, z, w) {

this.x = x
this.y =y
this.z = z
thisw =w || 1;

+

var Points = [];

function init() {
Points[0] = new Vector4(100, 100, 100, 1);
Points[1] = new Vector4(100, 100, -100, 1);
Points[2] = new Vector4(-100, 100, -100, 1);
Points[3] = new Vector4(-100, 100, 100, 1);
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Points[4] = new Vector4(100, -100, 100, 1);

Points[5] = new Vector4(100, -100, -100, 1);
Points[6] = new Vector4(-100, -100, -100, 1);
Points[7] = new Vector4(-100, -100, 100, 1);

var m4 = new Matrix4();
var angle = 0;
var currentAngle = 0;
function transform() {
angle = degToRad(currentAngle)

init();
m4.n11 = Math.cos(angle);
m4.n13 = -Math.sin(angle);

m4.n31 = Math.sin(angle);

m4.n33 = Math.cos(angle);

for (vari = 0; i < Points.length; i++) {
Points[i] = m4.multiplyVector4(Points[i]);

b

var m4 = new Matrix4();
function transform() {
init();
m4.n41++;
m4.n42++;
m4.n43++;
for (var i = 0; i < Points.length; i++) {
Points[i] = m4.multiplyVector4(Points[i]);
b

var m4 = new Matrix4();
function transform() {
init();
m4.n21 += 0.01;
for (vari = 0; i < Points.length; i++) {
Points[i] = m4.multiplyVector4(Points[i]);

e 64ee- HTML5 Sz



var m4 = new Matrix4();
function transform() {
init();
m4.n11 += 0.01;
m4.n22 += 0.01;
m4.n33 += 0.01;
for (vari = 0; i < Points.length; i++) {
Points[i] = m4.multiplyVector4(Points[i]);
b

SEEG 18 3D AR T 4 Wil Wi i 452
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var Points = [];

function init() {
Points[0] = new Vector3(-100, 100, -100);
Points[1] = new Vector3(-100, -100, -100);
Points[2] = new Vector3(-100, 100, -100);
Points[3] = new Vector3(100, 100, -100);
Points[4] = new Vector3(100, -100, -100);
Points[5] = new Vector3(100, 100, -100);
Points[6] = new Vector3(100, 100, 100);
Points[7] = new Vector3(100, -100, 100);
Points[8] = new Vector3(100, 100, 100);
Points[9] = new Vector3(-100, 100, 100);
Points[10] = new Vector3(-100, -100, 100);
Points[11] = new Vector3(-100, 100, 100);
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rotateXSelf: function (p, theta) {
var v = new Vector3();
v.sub(this, p);
theta *= Math.PI / 180;
var R = [[Math.cos(theta), -Math.sin(theta)], [Math.sin(theta),
Math.cos(theta)]];

this.y = p.y + R[0][0] * v.y + R[O][1] * v.z;
this.z = p.z + R[1][0] * v.y + R[1][1] * v.z;
7
rotateYSelf: function (p, theta) {
var v = new Vector3();
v.sub(this, p);
theta *= Math.PI / 180;
var R = [[Math.cos(theta), -Math.sin(theta)], [Math.sin(theta),
Math.cos(theta)]];
this.x = p.x + R[0][0] * v.x + R[O][1] * v.z;
this.z = p.z + R[1][0] * v.x + R[1][1] * v.z;
7
rotateZSelf: function (p, theta) {
var v = new Vector3();
v.sub(this, p);
theta *= Math.PI / 180;
var R = [[Math.cos(theta), -Math.sin(theta)], [Math.sin(theta),
Math.cos(theta)]];
this.x = p.x + R[0][0] * v.x + R[O][1] * v.y;
this.y = p.y + R[1][0] * v.x + R[1][1] * v.y;

var executeAsyncQueue = eval(Jscex.compile("async", function () {
$await(Jscex.Async.sleep(2000));
$await(varyAsyncl());
$await(varyAsync2());
$await(varyAsync3());
$await(flyAsync());
1)

executeAsyncQueue().start();

var varyAsyncl = eval(Jscex.compile("async", function () {
while (true) {

try {
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if (rAngle >= 90) {

step *= -1;
rAngle = 0;
break;

b
cxt.clearRect(-350, -350, canvas.width,

canvas.height);

rAngle +=5;
Points[5].rotateZSelf(Points[4], -step);
Points[6].rotateZSelf(Points[7], -step);

Points[0].rotateZSelf(Points[1], step);
Points[11].rotateZSelf(Points[10], step);

Points[2].rotateXSelf(Points[1], -step);
Points[3].rotateXSelf(Points[4], -step);

Points[9].rotateXSelf(Points[10], step);
Points[8].rotateXSelf(Points[7], step);
projection();

drawCube();
$await(Jscex.Async.sleep(150));

b

catch (e) {
alert(e);

b

)

var varyAsync2 = eval(Jscex.compile("async", function () {

while (true) {

try {
if (rAngle >= 490) {
step *= -1;
rAngle = 0;
break;
b

cxt.clearRect(-350, -350, canvas.width,
canvas.height);
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rAngle +=5;

Points[2].x++;

Points[3].x--;

Points[0].z+=2;
Points[5].z+=2;

projection();

drawCube();
$await(Jscex.Async.sleep(15));

b

catch (e) {
alert(e);

b

)

var varyAsync3 = eval(Jscex.compile("async", function () {

while (true) {

try {
if (rAngle >= 290) {
step *= -1;
rAngle = 0;
break;
b

cxt.clearRect(-350, -350, canvas.width,
canvas.height);

rAngle +=5;

Points[8].z -= 3;

Points[9].z -= 3;
Points[8].x++;

Points[9].x--;

projection();

drawCube();
$await(Jscex.Async.sleep(15));

b

catch (e) {
alert(e);

b
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)

var flyAsync = eval(Jscex.compile("async", function () {
while (true) {

canvas.height);

9)

for (vari in Points) {

Points[i].z -= 15;

while (true) {
try {

if (rAngle >= 20) {
step *= -1;
rAngle = 0;
break;

b
cxt.clearRect(-350, -350, canvas.width,

rAngle +=5;
Points[5].rotateZSelf(Points[4], -step);
Points[6].rotateZSelf(Points[7], -step);

Points[0].rotateZSelf(Points[1], step);
Points[11].rotateZSelf(Points[10], step);

Points[9].rotateXSelf(Points[10], 3);
Points[8].rotateXSelf(Points[7], 3);
projection();

drawCube();
$await(Jscex.Async.sleep(15));

b

catch (e) {
alert(e);

b
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Camera = function (position) {
this.position = position;

b

var k = 0;
var m = 200;
var n = 1000;

var ¢ = new Camera(new Vector3(k, m, n));

Camera = function (position) {
this.position = position;

)

var k = 0;
var m = 200;
var n = 1000;

var ¢ = new Camera(new Vector3(k, m, n));

var distance = 100;

var canvas = document.querySelector(‘canvas');
var ctx = canvas.getContext('2d");

var w = canvas.width;

var h = canvas.height;

var imgdata = ctx.getImageData(0, 0, 200, 200);

render();
function render() {
vari = 0;

var pixels = imgdata.data;

for(vary =0; y < h; y++) {
for (varx = 0; x < w; x++) {

vara = -100 + x;

varb = 200 - vy;

var v = new Vector3(a, b, 0);

/1 5zox P AL R

varcv = new Vector3(m*a/(m-b),0,n*b/(b-m));
if (Math.abs(cv.x) < 100 && cv.z > -4400 && cv.z < 0)

pixels[i] = 111;
e 70--- HTMLS SE55 %



pixels[i + 1] = 111;

pixels[i + 2] = 255;

pixels[i + 3] = 255 * (4400 - Math.abs(cv.z)) /
4400;

i +=4;
b
b
ctx.putlmageData(imgdata, 0, 0);
b
function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))

function render() {
vari = 0;
var pixels

imgdata.data;

for(vary =0; y < h; y++) {
for (varx = 0; X < w; x++) {
vara = -100 + x;
var b = 200 - vy;
var v = new Vector3(a, b, 0);
//5ZoX V-1 AL
varcv = new Vector3A(m*a/(m-b),0,n*b/(b-m));

//5x=100 T[4 5
var c¢x100 = new Vector3(100, (m *a - 100 * m + 100
*b)/a,(@a*n-100 *n) / a);

var cxx100 = new Vector3(-100, (m*a + 100 *m - 100
*b)/a,(@a*n+ 100 *n)/ a);

if (a <0 && cxx100.y > 0 && cxx100.y < 150 &&
cxx100.z > -4400) {

pixels[i] = 151;
pixels[i + 1] = getRandomNumber(163, 255);
pixels[i + 2] = 5;
pixels[i + 3] = 255 * (4400 - Math.abs(cxx100.z)) /
4400;
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b

// 5 x=-100"F[H [FAZ &4

else if (a > 0 && cx100.y > 0 && cx100.y < 150 &&
cx100.z > -4400) {

pixels[i] = 151;

pixels[i + 1] = getRandomNumber(163, 255);
pixels[i + 2] = 5;

pixels[i + 3] = 255 * (4400 - Math.abs(cx100.z)) /

4400;
b
else if (Math.abs(cv.x) < 100 && cv.z > -4400 && cv.z <
0) {
pixels[i] = 111;
pixels[i + 1] = 111;
pixels[i + 2] = 255;
pixels[i + 3] = 255 * (4400 - Math.abs(cv.z)) /
4400;
b
i +=4;

by

}
ctx.putlmageData(imgdata, 0, 0);
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function drawRegular(borderCount, position, radius) {
Hl5ose
//code here
Moo

function drawRegular(borderCount, position, radius) {

if (borderCount < 3) return;

var intervalAngle = 360 / borderCount;

var firstPoint = new Vector2(position.x, position.y - radius);

cxt.beginPath();

cxt.moveTo(firstPoint.x, firstPoint.y);

for (vari = 0; i < borderCount; i++) {
firstPoint.rotateSelf(position, intervalAngle);
cxt.lineTo(firstPoint.x, firstPoint.y);

by

cxt.stroke();

rotateSelf: function (p, theta) {
var v = new Vector2();
v.sub(this, p);
theta *= Math.PI / 180;
var R = [[Math.cos(theta), -Math.sin(theta)], [Math.sin(theta),

e T3 HTML5 Sz



Math.cos(theta)]];
this.x = p.x + R[0][0] * v.x + R[O][1] * v.y;
this.y = p.y + R[1][0] * v.x + R[1][1] * v.y;
3

v.sub(this, p);

var canvas = document.getElementById("myCanvas");
var cxt = canvas.getContext("2d");
drawRegular(5, new Vector2(100, 100), 100);

var beginX = 20, cyc = 1000, borderCount = 3;
var drawAsync = eval(Jscex.compile("async", function () {
while (true) {

beginX += 80;
drawRegular(borderCount, new Vector2(beginX, 100), 40);
borderCount++;
$await(Jscex.Async.sleep(cyc));
b
1)
L8 21 BhESnsorT
RS,

Word = function (text, fontSize, color, position) {
this.text = text;
this.fontSize = fontSize;
this.color = color;
this.position = position;
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var textL = new Word("L", 30, "#ffffff", new Vector2(40, 60));

var textO = new Word("o", 30, "#ffffff", new Vector2(60, 60));

var textA = new Word("a", 30, "#ffffff", new Vector2(80, 60));

var textD = new Word("d", 30, "#ffffff", new Vector2(100, 60));

var textl = new Word("i", 30, "#ffffff", new Vector2(120, 60));

var textN = new Word("n", 30, "#ffffff", new Vector2(140, 60));

var textG = new Word("g", 30, "#ffffff", new Vector2(160, 60));

var textPointl = new Word(".", 30, "#ffffff", new Vector2(180, 60));
var textPoint2 = new Word(".", 30, "#ffffff", new Vector2(200, 60));
var textPoint3 = new Word(".", 30, "#ffffff", new Vector2(220, 60));

var text = [];
text.push(textL);
text.push(textO);
text.push(textA);
text.push(textD);
text.push(textl);
text.push(textN);
text.push(textG);
text.push(textPointl);
text.push(textPoint2);
text.push(textPoint3);

var ¢ = document.getElementById("myCanvas");

var cxt = c.getContext("2d");

cxt.fillStyle = "#000";

function drawAllWords() {
cxt.font = "bolder " + textL.fontSize + "px “4{Ak";
cxt.fillText(textL.text, textL.position.x, textL.position.y);
cxt.font = "bolder " + textO.fontSize + "px AHiE";
cxt.fillText(textO.text, textO.position.x, textO.position.y);
cxt.font = "bolder " + textA.fontSize + "px 4AA";
cxt.fillText(textA.text, textA.position.x, textA.position.y);
cxt.font = "bolder " + textD.fontSize + "px 4{A";
cxt.fillText(textD.text, textD.position.x, textD.position.y);
cxt.font = "bolder " + textI.fontSize + "px 4A4EL";
cxt.fillText(textl.text, textl.position.x, textI.position.y);
cxt.font = "bolder " + textN.fontSize + "px 4{Ak";
cxt.fillText(textN.text, textN.position.x, textN.position.y);
cxt.font = "bolder " + textG.fontSize + "px “44A";
cxt.fillText(textG.text, textG.position.x, textG.position.y);
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cxt.font = "bolder " + textPointl.fontSize + "px #A";

cxt.fillText(textPointl.text, textPointl.position.x,
textPointl.position.y);

cxt.font = "bolder " + textPoint2.fontSize + "px #AA";

cxt.fillText(textPoint2.text, textPoint2.position.x,
textPoint2.position.y);

cxt.font = "bolder " + textPoint3.fontSize + "px #A";

cxt.fillText(textPoint3.text, textPoint3.position.x,
textPoint3.position.y);

by

var currentMap = 0;
var drawAsync = eval(Jscex.compile("async", function () {
while (true) {
cxt.clearRect(0, 0, c.width, c.height);
drawAllWords();
if (currentMap > 395) currentMap = 0;
currentMap +=5;
if (parselnt(currentMap / 40) <= text.length - 1) {
text[parselnt(currentMap / 40)].fontSize = 60 - currentMap

% 40;
b
if (parselnt(currentMap / 40) + 1 <= text.length - 1) {
text[parselnt(currentMap / 40) + 1].fontSize = currentMap
% 40 + 20;
b
$await(Jscex.Async.sleep(10));
b
)i

drawAsync().start();

el

Loading = function (text, fontSize, baseFontSize, color, position,
interval, font, bolder) {
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this.text = text;

this.fontSize = fontSize;
this.baseFontSize = baseFontSize;
this.color = color;

this.position = position;
this.interval = interval;

this.font = font;

this.bolder = bolder;

return this.init();

by

Loading.prototype.init = function () {

var text = [];

var _this = this;

var words = _this.text.split("");

for (i in words) {

text.push({
"text": words[i],
"fontSize": _this.fontSize,
"baseFontSize": _this.baseFontSize,
"color": _this.color,
"position": new Vector2(_this.position.x + i *
_this.interval, _this.position.y),

"font": _this.font,
"bolder": _this.bolder

1)
}

return text;

by

Vector2 = function (X, y) {
this.x = x || O;
this.y =y [| O;

i

var loading = new Loading("this is from loadingCanvas", 30, 30,
"#fffff", new Vector2(20, 80), 15, "/&{Kk", "bolder");

var loadingCanvas = document.createElement('canvas');

loadingCanvas.width = 420;

loadingCanvas.height = 100;

var cxt = loadingCanvas.getContext("2d");
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cxt.fillStyle = loading[0].color;
function drawLoading() {
for (i in loading) {
cxt.font = loading[i].bolder + " " + loading[i].fontSize + "px
" + loading[i].font;
cxt.fillText(loading[i].text, loading[i].position.x,
loading[i].position.y);
b

by

var currentMap = 0;
function changeFontSize() {
if (currentMap > 1100) currentMap = 0;
currentMap += 5;
if (parselnt(currentMap / 40) <= loading.length - 1) {
loading[parselnt(currentMap / 40)].fontSize = 2 *
loading[0].baseFontSize - currentMap % 40;

b
if (parselnt(currentMap / 40) + 1 <= loading.length - 1) {

loading[parselnt(currentMap / 40) + 1].fontSize =
currentMap % 40 + loading[0].baseFontSize;

b
b

function draw() {
cxt.clearRect(0, 0, loadingCanvas.width,
loadingCanvas.height);
drawlLoading();
changeFontSize();

by

setlnterval(draw, 15);

var canvas = document.getElementByld("myCanvas");

var context = canvas.getContext('2d");

context.font = "bolder 40px KAA";

context.fillStyle = "#ffffff";

var gamelLoadingAsync = eval(Jscex.compile("async", function () {

while (true) {

context.clearRect(0, 0, canvas.width, canvas.height);
context.drawImage(loadingCanvas, 0, 0);
context.fillText("this is game canvas!", 10, 38);
$await(Jscex.Async.sleep(10));
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by

1))
gameloadingAsync().start();

var loading = new Loading("IE£E%% i ngkH...", 30, 30, "#ffffff", new
Vector2(20, 80), 15, "&1{&", "bolder");

seiy 22 Loading B A

RARDHT

rotateSelf: function (p, theta) {
var v = new Vector2();
v.sub(this, p);
theta *= Math.PI / 180;
var R = [[Math.cos(theta), -Math.sin(theta)], [Math.sin(theta),
Math.cos(theta)]];
this.x = p.x + R[0][0] * v.x + R[O][1] * v.y;
this.y = p.y + R[1][0] * v.x + R[1][1] * v.y;
3

var loadingPosition = new Vector2(200, 200);

var loadingRadius = 50;

var intervalAngle = 45;

var bigCircleRadius = 8;

//loadingPosition il 7

var bigCirclePosition = new Vector2(200, 150);

function drawLoading() {

for(vari=0;i<11; i++){

cxt.beginPath();
cxt.arc(bigCirclePosition.x, bigCirclePosition.y, bigCircleRadius, 0,

Math.PI * 2, true);
cxt.closePath();
cxt.fill();
bigCircleRadius -= 1;
bigCirclePosition.rotateSelf(loadingPosition, 30);
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var rotateAsync = eval(Jscex.compile("async", function () {
while (true) {
bigCircleRadius = 10;
cxt.clearRect(0, 0, canvas.width, canvas.height);
drawlLoading();
$await(Jscex.Async.sleep(cyc));

¥

1))
rotateAsync().start();

SER 23 Blez b, NAEZR

RS RG

var balls = [];
function getRandomNumber(min, max) {
return (min + Math.floor(Math.random() * (max - min + 1)))
)
function initBall() {
for (vari=0; i< 500; i++) {

var ball = {
position: new Vector2(300, 250),
r: 2,

v: getRandomNumber(3, 200),
direction: (getRandomNumber(0, 360) / 360) * 2 *

Math.PI
+s
balls.push(ball);
)
)
initBall();
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var moveAsync = eval(Jscex.compile("async", function () {
vart = 0;
while (true) {
var ballColor = randomCaolor();
while (true) {

try {
t += cyc;
ctx.globalAlpha = 1;
ctx.fillStyle = "rgba(0, 0, 0, .3)";
ctx.fillRect(0, 0, canvas2.width, canvas2.height);
ctx.fillStyle = ballColor;
if (t>1111) ¢

t=0;
balls.length = 0;
initBall();
ctx.fillStyle = "#000000";
ctx.fillRect(0, O, canvas2.width,
canvas2.height);
break;
b
ctx.globalAlpha = (1111 -t) / 1111;
for (i in balls) {
ctx.beginPath();
ctx.arc(balls[i].position.x, balls[i].position.y,
balls[i].r, 0, Math.PI * 2, true);
ctx.closePath();
ctx.fill();

balls[i].position.x += balls[i].v *
Math.cos(balls[i].direction) * cyc / 1000;

balls[i].position.y += balls[i].v *
Math.sin(balls[i].direction) * cyc / 1000;

b
ks
catch (e) {
alert(e)
ks

$await(Jscex.Async.sleep(cyc));

b
$await(Jscex.Async.sleep(100));

)
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function randomColor() {

var arrHex = ["#FFFF0O0", "#ADFF2F", "#7CFC00", "#8DEEEE",
"#00FF0OQ", "#EE6AA7", "#EOFFFF", "#FFFFFF"];
var strHex = "#";
var index = Math.round(Math.random() * 7);
return arrHex[index];

s
SEIS 24 )
BRRNEEZ

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
cxt.lineWidth = 6;
cxt.strokeStyle = "#FF0000";
cxt.translate(250, 250);
cxt.scale(1, -1);
cxt.beginPath();
var drawHeart = eval(Jscex.compile("async", function () {
vara = 112;
for (vari =-5;i < 360; i++) {
X = a * (1 - Math.sin(i * Math.PI / 180)) * Math.cos(i *
Math.PI / 180);
y = a * (1 - Math.sin(i * Math.PI / 180)) * Math.sin(i *
Math.PI / 180);
cxt.lineTo(x, y);
cxt.stroke();
$await(Jscex.Async.sleep(10))
b

1))
drawHeart().start();
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var $id = function (n) {
return document.getElementBylId(n) || n;
)
window.addEventListener("load", draw, false);
var con = $id("pad").getContext('2d");
con.fillStyle = "#f00'
con.translate(300, 100);
function draw() {
varr =0, a = 20, start = 0, end = 0;
con.rotate(Math.PI);
for (varg = 0; q < 1000; g++) {
start += Math.PI * 2 / 1000;
end = start + Math.PI * 2 / 1000;
r = a * Math.sqrt(225 / (17 - 16 * Math.sin(start) *
Math.sqgrt(Math.cos(start) * Math.cos(start))))
con.arc(0, O, r, start, end, false);

by

con.fill();

58910

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
cxt.lineWidth = 16;
var startX = 250;
var startY = 250;
function getHeartPoint(c) {
var b = ¢ / Math.PI;
vara = 10 * (16 * Math.pow(Math.sin(b), 3));
vard = 10 * (13 * Math.cos(b) - 5 * Math.cos(2 * b) - 2 *
Math.cos(3 * b) - Math.cos(4 * b));
return new Array(a, d)
)
var drawHeart = eval(Jscex.compile("async", function () {
for(varz=10; z< 30; z+=0.2) {
cxt.strokeStyle = randomCaolor();
var h = getHeartPoint(z);
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cxt.lineTo(startX + h[0], startY - h[1]);
cxt.stroke();
$await(Jscex.Async.sleep(100))

)

S 25 W TE 5 %

RS

var cyc = 10;
var a = 20;
var balls = [];
var ball = {
X: 640,
y: 520,
r: 28,
vx: 0,
vy: -1250
i
balls.push(ball);
var fireAsync = eval(Jscex.compile("async", function () {
while (ball.y > 220) {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
cxt.drawImage(img, 600, 540);
cxt.globalAlpha = 1;

for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, O, Math.PI * 2,
true);
cxt.closePath();
cxt.fill();
balls[i].y += balls[i].vy * cyc/ 1000;
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balls[i].x += balls[i].vx * cyc / 1000;
if (balls[i].r + balls[i].y >= canvas.height) {
if (balls[i].vy > 0) {
balls[i].vy *= -0.7;

b
ks
else {

balls[i].vy += a;
ks

b
$await(Jscex.Async.sleep(cyc));
b
1)

var balls = [];
for (vari=0; i< 700; i++) {
var ball2 = {

position: new Vector2(630, 220),
r: getRandomNumber(1, 4),
vXx: getRandomNumber(-200, 200),
vy: getRandomNumber(-200, 200),
color: randomColor()

i
balls.push(ball2);
)
vart = 0;

var explodeAsync = eval(Jscex.compile("async", function () {
while (true) {
try {

if (t> 1000) ¢
t=0;
break;

b

t += cyc;

cxt.fillStyle = "rgba(0, 0, 0, .3)";

cxt.fillRect(0, 0, canvas.width, canvas.height);

cxt.drawImage(img, 600, 540);
for (i in balls) {
cxt.fillStyle = balls[i].color;
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cxt.beginPath();

cxt.arc(balls[i].position.x, balls[i].position.y,
balls[i].r, 0, Math.PI * 2, true);

cxt.closePath();

cxt.fill();

/] B

if (balls[i].r + balls[i].position.x > canvas.width ||
balls[i].position.x < balls[i].r) balls[i].vx *= -1;

if (balls[i].r + balls[i].position.y > canvas.height ||
balls[i].position.y < balls[i].r) balls[i].vy *= -1;

balls[i].position.x += balls[i].vx * cyc / 1000;

balls[i].position.y += balls[i].vy * cyc / 1000;

ks
ks
catch (e) {
alert(e);
)

$await(Jscex.Async.sleep(cyc));

by
19)

var heartR = 110;
var time = 0;
var dropAsync = eval(Jscex.compile("async", function () {

while (true) {
time += cyc;
try {
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);

cxt.drawImage(img, 600, 540);

for (i in ball2s) {

cxt.fillStyle = ball2s[i].color;

cxt.beginPath();

cxt.arc(ball2s[i].position.x, ball2s[i].position.y,
ball2s[i].r, 0, Math.PI * 2, true);

cxt.closePath();

cxt.fill();

ball2s[i].position.y += ball2s[i].vy * cyc / 1000;

ball2s[i].position.x += ball2s[i].vx * cyc / 1000;
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ball2s[i].r;

if (ball2s[i].r + ball2s[i].position.x > canvas.width)

[/IAFHEAEBE,  B7 1B SERE NS4
ball2s[i].position.x = canvas.width - ball2s[i].r;
ball2s[i].vx *= -0.9;

if (ball2s[i].position.x < ball2s[i].r) {
[/IAFHEAEBE,  Bj 1B SERE NS4
ball2s[i].position.x = ball2s[i].r;
ball2s[i].vx *= -0.9;

if (ball2s[i].r + ball2s[i].position.y > canvas.height)

[/AFAEAC R, By g N A
ball2s[i].position.y = canvas.height -

ball2s[i].vy *= -0.5;

if (ball2s[i].position.y < ball2s[i].r) {
[/IAFHEAEBE,  B7 1B SERE N ST
ball2s[i].position.y = ball2s[i].r;
ball2s[i].vy *= -0.5;

b

var X = ball2s[i].position.x - 630;

vary = 220 - ball2s[i].position.y;

var result = ((x / heartR) * (x / heartR) + (y /

heartR) * (y / heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y
/ heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y / heartR) - 1)
- (x / heartR) * (x / heartR) * (y / heartR) * (y / heartR) * (y / heartR);

if (result > 0) {

ball2s[i].vy += 140;
b
else {
ball2s[i].vy = 0;
ball2s[i].vx = 0;
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b

} catch (e) {
alert(e)

)

if (time > 800) {
time = 0;
break;

ks

$await(Jscex.Async.sleep(cyc));

)
1))

var dTime = 0;
var drawAsync = eval(Jscex.compile("async", function () {
while (true) {
dTime += 100;
// Once window is loaded we set the configuration and the
default styles.
CT.config({
canvas: canvas,
context: cxt,
fontFamily: "Verdana",
fontSize: "162px",
fontColor: "#ff5e99",
fontFamily: "Times new roman",
fontWeight: "bold",
fontStyle: "italic"
1)
// The text we want to draw.
var textl = 'I";

// Draw it!
CT.drawText({
text: textl,
x: 330,
y: 270,
boxWidth: 1555
1)

// The text we want to draw.
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var textU = 'U’;

// Draw it!
CT.drawText({
text: textU,

x: 800,
y: 290,
boxWidth: 1555
1)
if (dTime > 800) {
dTime = 0;
break;
b

$await(Jscex.Async.sleep(100));

)

var gAsync = eval(Jscex.compile("async", function () {
while (true) {

/15t

$await(fireAsync());

/1 BXE

$await(explodeAsync());

YIRVYIAVE /N IOF AR TN NN

$await(dropAsync());

[/ mET AU

$await(drawAsync());

$await(Jscex.Async.sleep(1000));
b

1))
gAsync().start();

NS L)

var result = ((x / heartR) * (x / heartR) + (y /
heartR) * (y / heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y
/ heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y / heartR) - 1)
- (x / heartR) * (x / heartR) * (y / heartR) * (y / heartR) * (y / heartR);
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if (result > 0) {
balls[i].vy += 140;

b

else {
count++;

b

var result = ((x / heartR) * (x / heartR) + (y /
heartR) * (y / heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y
/ heartR) - 1) * ((x / heartR) * (x / heartR) + (y / heartR) * (y / heartR) - 1)
- (x / heartR) * (x / heartR) * (y / heartR) * (y / heartR) * (y / heartR);

if (result < 0) {
cxt.beginPath();
cxt.arc(balls[i].position.x, balls[i].position.y,
balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();

cxt.fill();
¥
else {
balls[i].vx *= -1;
balls[i].vy *= -1;
b

SR 26

I}

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
var angel = 2 * Math.PI;
var step = Math.PI / 10;
function draw() {

cxt.clearRect(0, 0, 1000, 1000);

for (vari=0; i <600;i+=10){

cxt.fillStyle = randomColor();
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cxt.beginPath();

angel -= step;

cxt.arc(i, 100, 7, 0, Math.PI * 2, true);
cxt.closePath();

cxt.fill();

¥
¥

draw();
function randomColor() {
Var arrHeX — [IIOII, II1||’ I|2ll’ "3", ll4l|’ I|5ll’ |I6ll, ll7l|’ ll8", |I9ll, "A", IIBH’
"C", IlDII, IlEII, IIF"]; Var StrHeX - II#II;
var index;
for(vari=0;i<6; i++) {
index = Math.round(Math.random() * 15);
strHex += arrHex[index];

by

return strHex;

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");
var angel = 2 * Math.PI;
var step = Math.PI / 10;
function draw() {
cxt.clearRect(0, 0, 1000, 1000);
for (vari=0;i<600;i+=10) ¢
cxt.fillStyle = randomCaolor();
cxt.beginPath();
angel -= step;
cxt.arc(i, 150 + 100 * Math.cos(angel), 7, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

b
¥

draw();

var ¢ = document.getElementById("myCanvas");
var cxt = c.getContext("2d");

var angel = 2 * Math.PI;

var step = Math.PI / 10;

function draw() {
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cxt.clearRect(0, 0, 1000, 1000);
for (vari=0; i <600;i+=10){
cxt.fillStyle = randomColor();
cxt.beginPath();
angel -= step;
cxt.arc(i, 150 + 100 * Math.cos(angel), 7, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

by

b
var step2 = 0.2;
var waveAsync = eval(Jscex.compile("async", function () {
while (true) {
angel = 2 * Math.PI;
angel -= step2;

step2 += 0.1;
$await(Jscex.Async.sleep(100))
draw();

by
19))

waveAsync().start();

LU 27 TS

RIS 1T 225 89C T

var canvas = document.getElementByld("myCanvas");
var cxt = canvas.getContext("2d");
cxt.fillStyle = "#FF0000";

for(vari=0;i<4; i++){
for (varj = 0;j < 7; j++) {
cxt.arc(100 + i * 20, 100 + j * 20, 5, 0, Math.PI * 2, true);
b
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var one = [];
one.push({ x: 3, y: 0 });
one.push({ x: 3,y: 13});
one.push({ x: 3,y: 2 });
one.push({ x: 3, y: 3 });
one.push({ x: 3, y: 4 });
one.push({ x: 3, y: 53});
one.push({ x: 3, y: 6 });

var two = [];

two.push({ x: 0, y: 0 });
two.push({ x: 1, y: 0 });
two.push({ x: 2, y: 0 });
two.push({ x: 3, y: 0 });
two.push({ x: 3, y: 1 });
two.push({ x: 3, y: 2 });
two.push({ x: 3, y: 3 });
two.push({ x: 2, y: 3 });
two.push({ x: 1, y: 3 });
two.push({ x: 0, y: 3 });
two.push({ x: 0, y: 4 });
two.push({ x: 0, y: 5 });
two.push({ x: 0, y: 6 });
two.push({ x: 1, y: 6 });
two.push({ x: 2, y: 6 });
two.push({ x: 3, y: 6 });

if (num ===1){
for (i in one) {
var result = JSLINQ(two).
Count(function (item) { return item.x == one[i].x && item.y ==
onelil.y; });
if (result == 0) {
var ball = { x: 100 + one[i].x * 20, y: 100 + one[i].y * 20,
r: 8, vx: getRandomNumber(-250, 250), vy: getRandomNumber(-150,
150) };
dropBall.push(ball);
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var drawAsync = eval(Jscex.compile("async", function () {
while (true) {
if (dropBall.length > 100) dropBall.shift();
cxt.clearRect(0, O, canvas.width, canvas.height);
cxt.beginPath();
draw(count % 10);
for (i in dropBall) {
cxt.arc(dropBall[i].x, dropBall[i].y, dropBall[i].r, O,
Math.PI * 2, true);
dropBall[i].y += dropBall[i].vy * cyc / 1000;
dropBall[i].x += dropBall[i].vx * cyc / 1000;
if (dropBall[i].r + dropBall[i].y > canvas.height) {
dropBall[i].vy *= -0.7;
dropBall[i].y = canvas.height - dropBall[i].r;
b
dropBall[i].vy += a;
b
cxt.fill();
t += cyc;
if (t>=1000) {
getBalls(count % 10);
t=0;
count++;
draw(count % 10);

by

$await(Jscex.Async.sleep(cyc));

19))

t += cyc;

if (t >= 1000) {
getBalls(count % 10);
t=0;
count++;
draw(count % 10);
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SN

N

/] &R

int radius = 50.0;

int X, Y;

int nX, nY;

int delay = 16;

/] WA A

void setup(){

size( 200, 200 );
strokeWeight( 10 );
frameRate( 15 );

X = width / 2;

Y = width / 2;

nX = X;

ny =Y,

)

// k£ ( H3lloop)

void draw(){

radius = radius + sin( frameCount / 4 );
// Track circle to new destination
X+=(nX-X)/delay;
Y+=(nY-Y)/delay;

// Fill canvas grey
background( 100 );

// Set fill-color to blue

fill( 0, 121, 184 );

// Set stroke-color white
stroke(255);

// Draw circle

ellipse( X, Y, radius, radius );
)

// H U EkRAE Canvasizii =4 ffaction
void mouseMoved(){

nX = mouseX;

nY = mouseyY;

by
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<!DOCTYPE html>

<html>

<head>

<body>

<script src="processing.js" type="text/javascript"></script>

<script type="application/processing" >

void draw() {

size(200, 200);background(0); fill(80); noStroke(); ellipse(100, 100, 160,
160); stroke(255);

line(100, 100, cos( TWO_PI*second()/60- HALF_PI) * 70 + 100,
sin(TWO_PI*second()/60- HALF_PI) * 70 + 100);

line(100, 100, cos( TWO_PI*minute()/60- HALF_PI) * 60 + 100,
sin(TWO_PI*minute()/60- HALF_PI) * 60 + 100);

line(100, 100, cos(TWO_PI*(hour()%12)/12- HALF_PI) * 50 + 100,
sin(TWO_PI*(hour()%12)/12- HALF_PI) * 50 + 100);

b

</script>

<canvas> R s A SCFFHTMLUS, WG A . TE9al 3 KN i 45+ - </canvas>
</body>

</html>

SSEUESTY

var tex = ".0\";

cxt.fillStyle = "rgba(0,0,0,1)";
cxt.fillRect(0, 0, 430, 400);
cxt.fillStyle = "rgba(255,255,255,1)"
cxt.font = "bolder 400px #A£";
cxt.textBaseline = 'top';
cxt.fillText(tex, 20, 20);
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for(y=1;y<400;y +=10){
for(x =1; x <400; x += 10) {
imageData = cxt.getImageData(20 + x, 20 + vy, 1, 1);
if (imageData.data[0] > 170) {
ps.push({ px: 20 + x, py: 20 + y });

by

for (i in ps) {
var ball = {
x: psli].px,
y: pslil.py,
r: 2,
vx: getRandomNumber(-10, 10),
vy: getRandomNumber(0, 100)
3
balls.push(ball);

¥
cxt.fillStyle = "#fff";

for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();

var dropAsync = eval(Jscex.compile("async", function () {

while (true) {
if (breakTag) {
break;
b
cxt.fillStyle = "rgba(0, 0, 0, .3)";
cxt.fillRect(0, 0, canvas.width, canvas.height);
cxt.fillStyle = "#fff";
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for (i in balls) {
cxt.beginPath();
cxt.arc(balls[i].x, balls[i].y, balls[i].r, 0, Math.PI * 2, true);
cxt.closePath();
cxt.fill();
balls[i].y += balls[i].vy * cyc / 1000;
balls[i].x += balls[i].vx * cyc / 1000;
if (balls[i].r + balls[i].y >= canvas.height) {
if (balls[i].vy > 0) {
balls[i].vy *= -0.7;

b
b
else {

balls[i].vy += a;
b

by

$await(Jscex.Async.sleep(cyc));

)

5256 30 Canvas K&

DOM SHITELS Canvas PHITTEXTR

p._enableMouseEvents = function() {
var o = this;
var evtTarget = window.addEventListener ? window : document;
evtTarget.addEventListener("mouseup”, function(e)
{ o._handleMouseUp(e); }, false);
evtTarget.addEventListener("mousemove", function(e)
{ o._handleMouseMove(e); }, false);
evtTarget.addEventListener("dblclick", function(e)
{ o._handleDoubleClick(e); }, false);
if (this.canvas) { this.canvas.addEventListener("mousedown",
function(e) { o._handleMouseDown(e); }, false); }

b
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p._handleMouseDown = function(e) {
if (this.onMouseDown) {
this.onMouseDown(new MouseEvent("onMouseDown",
this.mouseX, this.mouseY, this, e));
b
var target = this._getObjectsUnderPoint(this.mouseX, this.mouseY,
null, (this._mouseOverlntervallD ? 3 : 1));
if (target) {
if (target.onPress instanceof Function) {
var evt = new MouseEvent("onPress", this.mouseX,
this.mouseY, target, e);
target.onPress(evt);
if (evt.onMouseMove || evt.onMouseUp)
{ this._activeMouseEvent = evt; }

by

this._activeMouseTarget = target;

Zesylnsl

p.cache = function(x, y, width, height) {

if (this.cacheCanvas == null) { this.cacheCanvas =
document.createElement("canvas"); }

var ctx = this.cacheCanvas.getContext("2d");

this.cacheCanvas.width = width;

this.cacheCanvas.height = height;

ctx.clearRect(0, 0, width+1, height+1);

ctx.setTransform(1, O, O, 1, -Xx, -y);

this.draw(ctx, true, this._matrix.reinitialize(1,0,0,1,-x,-y));

this._cacheOffsetX = x;

this._cacheOffsetY = vy;

this._applyFilters();

this.cachelD++;
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EERBIA

protected override void Update(GameTime gameTime)
{
// Allows the game to exit

if (GamePad.GetState(Playerindex.One).Buttons.Back ==
ButtonState.Pressed)

this.Exit();
// TODO: Add your update logic here

base.Update(gameTime);

Ticker.setInterval = function(interval) {
Ticker._lastTime = Ticker._getTime();
Ticker._interval = interval;
if (Ticker.timeoutID != null) { clearTimeout(Ticker.timeoutID); }
if (Ticker.useRAF) {

if (Ticker._rafActive) { return; }
Ticker._rafActive = true;
var f = window.requestAnimationFrame ||
window.webkitRequestAnimationFrame ||
window.mozRequestAnimationFrame ||
window.oRequestAnimationFrame ||
window.msRequestAnimationFrame;

if (F) {
f(Ticker._handleAF);
return;

b

b
if (Ticker._inited) { Ticker.timeoutID =
setTimeout(Ticker._handleTimeout, interval); }

¥
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BOE —I—IREWHETIE
H1L ERAGGRE

Prototype. js

var TestClass = Class.create((function () {

var AT
_private_propl,

_private_prop2,

public_prop;
function _privateFuncl(a, b) { returna + b }
function _privateFunc2() { }

function publicStaticFuncl1() {
alert(_privateFuncl(1, 2));

by

function publicFunc2() { }
return {

public_prop: public_prop, AN

publicStaticFuncli publicStaticFuncl.setStatic(),

publicFunc2: publicFunc2 IS

+
O
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TestClass.staticPro = "staticPro";

var TestClassSub = Class.create(TestClass, (function () {

function initialize($super) {

$super(); TR
3 per() Y i) QK7 v
return {

initialize: initialize

3

»0O)

var myNameSpase = {};
myNameSpace.common = {};
myNameSpace.common.test = function () { };

var PE = PE || {};

B2 BIEANZ

XYRETT

PE.Body = Class.create((function () {

function initialize(world) {
[/HEID, H kA EEAL$: 1 imapping
this.id = -1;
[/ VBB RS
this.bodyType = PE.BodyType.Dynamic;
/] R BNEE S
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this.ignoreGravity = true;

[/ PEE T

this.friction = 0.2;

[/ R

this.restitution = 1.0;
/BRI e f T

this.world = world;

/A E

this.position = PE.Vector2.Zero;
/i

this.mass = 1;

/[EE

this.speed = PE.Vector2.Zero;
[/ TINAE AR L1

this.force = PE.Vector2.Zero;
/T () J

this.rotation = 0;

[/ FAE

this.palstance = 0;

[ [N — DB 7 3
PE.Objects.push(this);
b

function integrateRotation(dt) {

if (this.rotation >= 360) this.rotation %= 360;
this.rotation += this.palstance * 180 * dt / Math.PI;
b
function integrateVelocity(dt) {
this.speed.x += (this.force.x / this.mass) * dt;
this.speed.y += (this.force.y / this.mass) * dt;
b
function integratePosition(dt) {
this.position.x += this.speed.x * dt;
this.position.y += this.speed.y * dt;

b

function clearForce() {
this.force.x = 0;
this.force.y = 0;

by

function getInvMass() {
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if (this.bodyType === PE.BodyType.Static) {

return O;
)
else {
return 1 / this.mass;
)
)
return {
initialize: initialize,
integrateVelocity: integrateVelocity,
integratePosition: integratePosition,
clearForce: clearForce,
getlnvMass: getlnvMass,
integrateRotation: integrateRotation
i
> )

PE.BodyType = {
Static: "Static",
Dynamic: "Dynamic"

PE.World = Class.create((function () {
function initialize(gravity) {
PE.World.gravity = gravity;

b

function update(dt) {
applyForces(dt);

b

function applyForces(dt) {
for (vari = 0; i < PE.Objects.length; i++) {
var obj = PE.Objects[i];
var f = PE.Vector2.multiply(PE.World.gravity, obj.mass);
obj.force.addSelf(f);
obj.integrateVelocity(dt);
obj.clearForce();
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obj.integrateRotation(dt);

obj.integratePosition(dt);

b
b
return {
initialize: initialize,
update: update.setStatic()
i
> 0));

PE.World.gravity = new PE.Vector2(0, 9.8);

PE.Circle = Class.create(PE.Body, (function () {

function initialize($super) {
$super();
this.radius = 10;
this.type = "Circle";

b

function getRotationallnertia() {

return this.mass * this.radius * this.radius;

b
function getInvRotationallnertia() {
if (this.bodyType === PE.BodyType.Static) {
return O;
b
else {
return 1 / (this.mass * this.radius * this.radius);
b
b
return {
initialize: initialize,
getRotationallnertia: getRotationallnertia,
getlnvRotationallnertia: getInvRotationallnertia
3
10)
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PE.Rect = Class.create(PE.Body, (function () {
function initialize($super) {

$super();
this.type = "Rect";

this.width = 2;
this.height = 2;
b

function getRotationallnertia() {

return this.mass * (this.width * this.width + this.height *
this.height) / 12

b
function getInvRotationallnertia() {
if (this.bodyType === PE.BodyType.Static) {
return O;
b
else {

return 12 / (this.mass * (this.width * this.width + this.height *
this.height));
b

by

return {
initialize: initialize,
getRotationallnertia: getRotationallnertia,
getInvRotationallnertia: getInvRotationallnertia

3
O

PE.Vector2 = Class.create((function () {
function initialize(x, y) {
this.x = x || 0;

this.y =y || O;
b
function set(x, y) {
this.x = x;
this.y = vy;

return this;
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b
function copy(v) {

this.x = v.x;
this.y = v.y;

return this;

b

function clone() {

return new PE.Vector2(this.x, this.y);
b
function add(v1l, v2) {

this.x = v1.x + v2.X;
this.y = vl1.y + v2.y;

return this;
b
function addSelf(v) {

this.x += v.x;
this.y += v.y;

return this;

by

function sub(vl, v2) {

return new PE.Vector2(vl.x - v2.x, vl.y - v2.y);

by

function subSelf(v) {

this.x -= v.x;
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this.y -= v.y;
return this;

b

function multiply(v, s) {
return new PE.Vector2(v.x * s, v.y * s);

b

function multiplyScalar(s) {
this.x *=s;
this.y *=s;

return this;

by

function divideScalar(s) {

if (s) {
this.x /= s;
this.y /= s;
¥ else {

this.set(0, 0);

by

return this;

function negate() {

return this.multiplyScalar(-1);
b
function dot(v) {

return this.x * v.x + this.y * v.y;
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by

function lengthSq() {

return this.x * this.x + this.y * this.y;
b
function length() {

return Math.sqgrt(this.lengthSq());
b
function normalize() {

return this.divideScalar(this.length());
b
function distanceTo(v) {

return Math.sqgrt(this.distanceToSquared(v));
b
function distanceToSquared(v) {

var dx = this.x - v.x, dy = this.y - v.y;
return dx * dx + dy * dy;

function setLength(l) {

return this.normalize().multiplyScalar(l);
b
function equals(v) {

return ((v.x === this.x) && (v.y === this.y));
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by

return {
initialize: initialize,
set: set,
copy: copy,
clone: clone,
add: add.setStatic(),
addSelf: addSelf,
sub: sub.setStatic(),
subSelf: subSelf,
multiplyScalar: multiplyScalar,
divideScalar: divideScalar,
negate: negate,
dot: dot,
lengthSq: lengthSq,
length: length,
normalize: normalize,
distanceTo: distanceTo,
distanceToSquared: distanceToSquared,
setLength: setLength,
equals: equals

3
FO));

PE.Vector2.Zero = new PE.Vector2(0, 0);

F3H KRBTSR

YUI Test Framework

YUI().use("node", "console", "test",function (Y) {
Y.namespace("example.test");

Y.example.test.DataTestCase = new Y.Test.Case({
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//name of the test case - if not provided, one is auto-generated
name : "Data Tests",

ffemmmmmem e
// setUp and tearDown methods - optional
[/mmmmmm e oo
/*
* Sets up data that is needed by each test.
*/
setUp : function () {
this.data = {
name: "test",
year: 2007,
beta: true
i
by
/*

* Cleans up everything that was created by setUp().
*/
tearDown : function () {
delete this.data;

i

testName : function () {
var Assert = Y.Assert;

Assert.isObject(this.data);
Assert.isString(this.data.name);
Assert.areEqual("test”, this.data.name);

i

testYear : function () {
var Assert = Y.Assert;

Assert.isObject(this.data);

Assert.isNumber(this.data.year);

Assert.areEqual(2007, this.data.year);
s
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testBeta : function () {
var Assert = Y.Assert;

Assert.isObject(this.data);
Assert.isBoolean(this.data.beta);
Assert.isTrue(this.data.beta);

1);

Y.example.test.ArrayTestCase = new Y.Test.Case({

//name of the test case - if not provided, one is auto-generated
name : "Array Tests",

/*
* Sets up data that is needed by each test.
*/
setUp : function () {
this.data = [0,1,2,3,4]
3

/*
* Cleans up everything that was created by setUp().
*/
tearDown : function () {
delete this.data;

i

testPop : function () {
var Assert = Y.Assert;

var value = this.data.pop();

Assert.areEqual(4, this.data.length);
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1);

Assert.areEqual(4, value);

i

testPush : function () {
var Assert = Y.Assert;

this.data.push(5);

Assert.areEqual(6, this.data.length);
Assert.areEqual(5, this.data[5]);

i

testSplice : function () {
var Assert = Y.Assert;

this.data.splice(2, 1, 6, 7);

Assert.areEqual(6, this.data.length);
Assert.areEqual(6, this.data[2]);
Assert.areEqual(7, this.data[3]);

1);

Y.example.test.ExampleSuite = new Y.Test.Suite("Example Suite");
Y.example.test.ExampleSuite.add(Y.example.test.DataTestCase);
Y.example.test.ExampleSuite.add(Y.example.test.ArrayTestCase);

//create the console
var r = new Y.Console({
newestOnTop : false,
style: 'block' // to anchor in the example content

1);

r.render('#testLogger');
Y.Test.Runner.add(Y.example.test.ExampleSuite);

//run the tests
Y.Test.Runner.run();
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Vector?2 TestCase

<script type="text/javascript" src="yui-min.js"></script>

<script src="../JS/PE/class.min.js" type="text/javascript"></script>
<script src="../JS/PE/PE.js" type="text/javascript"></script>

<script src="../]JS/PE/Math/Vector2.js" type="text/javascript"></script>

<body class="yui3-skin-sam yui-skin-sam">
<script type="text/javascript">
YUI().use("node", "console", "test", function (Y) {

Y.namespace("example.test");

Y.example.test.myTestCase = new Y.Test.Case({
name: "Vector2TestCase",
testAddMethod: function () {
var Assert = Y.Assert;
var vl = new PE.Vector2(10, 10);
var v2 = new PE.Vector2(20, 20);
vl.addSelf(v2);
Assert.areEqual(v1l.x, 30);
Assert.areEqual(vl.y, 30);

¥

testMultiplyScalarMethod: function () {
var Assert = Y.Assert;
var v = new PE.Vector2(10, 10);
vars = 5;
v.multiplyScalar(s);

Assert.areEqual(v.x, 50);
Assert.areEqual(v.y, 30);

¥

testNormalizeMethod1: function () {
var Assert = Y.Assert;
var v = new PE.Vector2(100, 10);
var nv = v.normalize();
Assert.isTrue(nv.length() + 0.01 > 1);
Assert.isTrue(nv.length() - 0.01 < 1);

T
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Suite");

testNormalizeMethod?2: function () {
var Assert = Y.Assert;
var v = new PE.Vector2(100, 10);
var nv = v.normalize();
Assert.areEqual(nv.length(), 1);

1);

Y.example.test.ExampleSuite = new Y.Test.Suite("Example

Y.example.test.ExampleSuite.add(Y.example.test.myTestCase);

1)
</script>
</body>

//create the console
var r = new Y.Console({
width: 700,
height: 500,
newestOnTop: false,
style: 'block' // to anchor in the example content

1);

r.render();
Y.Test.Runner.add(Y.example.test.ExampleSuite);

//run the tests
Y.Test.Runner.run();

testNormalizeMethod1: function () {
var Assert = Y.Assert;
var v = new PE.Vector2(100, 10);
var nv = v.normalize();
Assert.isTrue(nv.length() + 0.01 > 1);
Assert.isTrue(nv.length() - 0.01 < 1);
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Easel js ¥ &M

var stage, circle, c;
function init() {
var canvas = document.getElementBylId("testCanvas");

stage = new Stage(canvas);
circle = new Shape();

¢ = new Container();

c.x = 100;

c.y = 100;
c.addChild(circle);
stage.addChild(c);

var g = circle.graphics;
g.beginStroke("#444");
g.drawCircle(0, 0, 20).lineTo(-20, 0).moveTo(0, -20).lineTo(0, 20);
g.closePath();

Ticker.addListener(window);
Ticker.setFPS(60);

b

function tick() {
C.X++;
c.rotation += 6;
stage.update();

b

var stage, rect, c;
function init() {
var canvas = document.getElementByld("testCanvas");

stage = new Stage(canvas);
rect = new Shape();
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¢ = new Container();

c.x = 100;

c.y = 100;

c.addChild(rect);

c.rotation = 30;

var g = rect.graphics;
g.beginStroke("#444");
g.drawRect(-50, -60, 100, 120);
g.closePath();
stage.addChild(c);
Ticker.addListener(window);
Ticker.setFPS(60);

b
function tick() {
C.X++;
c.rotation += 6;
stage.update();
b
PE £2R% Easel js

PE.Objects = [];
PE.ObjectRender = Class.create((function () {

function initialize() {

b
function update(timeStep, stage) {

PE.World.update(timeStep);

var cases = {
"Circle": drawCircle,
"Rect": drawRect

3

function drawRect(obj) {
if (obj.id === -1) {
var o = new Container();
0.X = obj.position.x;
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obj.height);

0.y = obj.position.y;

var shape = new Shape();
o.addChild(shape);
o.rotation = obj.rotation;
var g = shape.graphics;
g.beginStroke("#444");

g.drawRect(-obj.width / 2, -obj.height / 2, obj.width,

g.closePath();
stage.addChild(o);
obj.id = stage.getChildIndex(0);

b
else {
var o = stage.getChildAt(obj.id);
0.X = obj.position.x;
0.y = obj.position.y;
o.rotation = obj.rotation;
b

by

function drawCircle(obj) {
if (obj.id === -1) {

var r = obj.radius;

var o = new Container();

0.X = obj.position.x;

0.y = obj.position.y;

var shape = new Shape();
o.addChild(shape);

o.rotation = obj.rotation;

var g = shape.graphics;
g.beginStroke("#444");

g.drawCircle(0, O, r).lineTo(-r, 0).moveTo(O0,

g.closePath();
stage.addChild(o);
obj.id = stage.getChildIndex(0);

b
else {
var o = stage.getChildAt(obj.id);
0.X = obj.position.x;
0.y = obj.position.y;
o.rotation = obj.rotation;
b

- 119--- | HIML5 325865

-r).lineTo(0,



for (var i in PE.Objects) {

if (PE.Objects[i].type === "Circle") drawCircle(PE.Objects[i]);
if (PE.Objects[i].type === "Rect") drawRect(PE.Objects[i]);
b
stage.update();
b
return {
initialize: initialize,
update: update.setStatic()
b
>0

B55 M E K W

IRSIREVAERN

var vrn = normal.x * ((vA.x - wA * rA.y) - (vB.x - wB * rB.y)) +
normal.y * ((vVA.y + wA * rA.x) - (vB.y + wB * rB.x));

var VA = bodyA.speed;
var vB = bodyB.speed;
var wA = bodyA.palstance;
var wB = bodyB.palstance;

var r = bodyA.radius + bodyB.radius;

var distSgr = (bodyA.position.x - bodyB.position.x) *
(bodyA.position.x - bodyB.position.x) + (bodyA.position.y -
bodyB.position.y) * (bodyA.position.y - bodyB.position.y);

var isTouching = distSqr <=r * r ? true : false;

var normal = new PE.Vector2();

normal.x = bodyB.position.x - bodyA.position.x;

normal.y = bodyB.position.y - bodyA.position.y;

normal.normalizeSelf();
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var tangent = new PE.Vector2(normal.y, -normal.x);
var ratio = bodyA.radius / r;
var contactPoint = new PE.Vector2();
contactPoint.x = bodyA.position.x + (bodyB.position.x -
bodyA.position.x) * ratio;
contactPoint.y = bodyA.position.y + (bodyB.position.y -
bodyA.position.y) * ratio;
var rA = PE.Vector2.sub(contactPoint, bodyA.position);
var rB = PE.Vector2.sub(contactPoint, bodyB.position);
var vrn = normal.x * ((vA.x - wA * rA.y) - (vB.x - wB * rB.y)) +
normal.y * ((VA.y + WA * rA.x) - (vB.y + wB * rB.x));
if (vrn > 0&& isTouching) {
/R J N
/B ...

by

IRS R EIRERON

function getFourVertexCoordinates() {

var points = [];

var vl = new PE.Vector2(this.position.x - this.width / 2,
this.position.y - this.height / 2);

var v2 = new PE.Vector2(this.position.x + this.width / 2,
this.position.y - this.height / 2);

var v3 = new PE.Vector2(this.position.x + this.width / 2,
this.position.y + this.height / 2);

var v4 = new PE.Vector2(this.position.x - this.width / 2,
this.position.y + this.height / 2);

var rv = new PE.Vector2(this.position.x, this.position.y);

vl.rotate(this.rotation * Math.PI / 180, rv);

v2.rotate(this.rotation * Math.PI / 180, rv);

v3.rotate(this.rotation * Math.PI / 180, rv);

v4.rotate(this.rotation * Math.PI / 180, rv);

points.push(v1l);

points.push(v2);

points.push(v3);

points.push(v4);

return points;
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if ((PE.Objects[i].type === "Circle" && PE.Objects[j].type
=== "Rect") || (PE.Objects[i].type === "Rect" && PE.Objects[j].type ===
"Circle")) {
varg, r;
if (PE.Objects[i].type === "Circle") {
c = PE.ObjectsJi];
r = PE.Objects[j];
)
else {
r = PE.Objects[i];
c = PE.Objects[j];
)
var ps = r.getFourVertexCoordinates();
var L1 = new PE.Line(ps[0], ps[1]);
var L2 = new PE.Line(ps[2], ps[3]);
var L3 = new PE.Line(ps[0], ps[3]);
var L4 = new PE.Line(ps[1], ps[2]);
var vl = new PE.Vector2(ps[1].x - ps[0].x, ps[1].y -
ps[0].y);
var v2 = new PE.Vector2(ps[2].x - ps[1].x, ps[2].y -
ps[1].y);
var v3 = new PE.Vector2(ps[3].x - ps[2].x, ps[3].y -
ps[2].y);
var v4 = new PE.Vector2(ps[1].x - ps[3].x, ps[1].y -
ps[3].y);

var hl = c.position.distanceToLine(L1);
var h2 = c.position.distanceToLine(L2);
var h3 = c.position.distanceTolLine(L3);
var h4 = c.position.distanceTolLine(L4);
/AR Ty e B i
if (Math.round(hl + h2 + h3 + h4) <=
Math.round(r.height + r.width)) {
if (h1 <= c.radius) rebound(v1, L1,
if (h2 <= c.radius) rebound(v2, L2,
if (h3 <= c.radius) rebound(v3, L3,
if (h4 <= c.radius) rebound(v4, L4,
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else if (hl <= r.height && h2 <= r.height) {
[/ A T B
if (h3 <= c.radius) rebound(v3, L3, ¢, r, L1, L2);
if (h4 <= c.radius) rebound(v4, L4, c, r, L1, L2);

} else if (h3 <= r.width && h4 <= r.width) {
// A ETR P E A
if (hl <= c.radius) rebound(vl, L1, c, r, L3, L4);
if (h2 <= c.radius) rebound(v2, L2, ¢, r, L3, L4);
} else {
/R DYAN F Al i
if (c.position.distanceTo(ps[0]) <= c.radius)
reboundByApex(ps[0], ¢, r);
if (c.position.distanceTo(ps[1]) <= c.radius)
reboundByApex(ps[1], ¢, r);

if (c.position.distanceTo(ps[2]) <= c.radius)
reboundByApex(ps[2], ¢, r);
if (c.position.distanceTo(ps[3]) <= c.radius)
reboundByApex(ps[3], ¢, r);
b
b

for (vari = 0; i < PE.Objects.length; i++) {
for (varj =i+ 1; j < PE.Objects.length; j++) {

/...
/...
/...

by

H6F i EEE—OBB

OBB

(function (window) {
var OBB = function (centerPoint, width, height, rotation) {

this.centerPoint = centerPoint;
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this.extents = [width / 2, height / 2];
this.axes = [new Vector2(Math.cos(rotation), Math.sin(rotation)),
new Vector2(-1 * Math.sin(rotation), Math.cos(rotation))];

this._width = width;
this._height = height;
this._rotation = rotation;

by

window.OBB = OBB;
) (window);

OBB.prototype = {

getProjectionRadius: function (axis) {
return this.extents[0] * Math.abs(axis.dot(this.axes[0])) +
this.extents[1] * Math.abs(axis.dot(this.axes[1]));

by

(function (window) {

var CollisionDetector = {

detectorOBBvsOBB: function (ra, rb) {
var nv = ra.centerPoint.sub(rb.centerPoint);

var axisAl = ra.axes[0];
if (ra.getProjectionRadius(axisAl) +
rb.getProjectionRadius(axisAl) <= Math.abs(nv.dot(axisAl))) return false;

var axisA2 = ra.axes[1];
if (ra.getProjectionRadius(axisA2) +
rb.getProjectionRadius(axisA2) <= Math.abs(nv.dot(axisA2))) return false;

var axisB1 = rb.axes[0];
if (ra.getProjectionRadius(axisBl) +
rb.getProjectionRadius(axisB1l) <= Math.abs(nv.dot(axisB1))) return false;
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var axisB2 = rb.axes[1];
if (ra.getProjectionRadius(axisB2) +
rb.getProjectionRadius(axisB2) <= Math.abs(nv.dot(axisB2))) return false;

return true;

by

window.CollisionDetector = CollisionDetector;

) (window)

SEREEAED

<script src="Vector2.js" type="text/javascript"></script>

<script src="0BB.js" type="text/javascript"></script>

<script src="CollisionDetector.js" type="text/javascript"></script>
<script src="../script/easel.js" type="text/javascript"></script>
<canvas id="testCanvas" width="980" height="580">

var OBB1, OBB1x = 100, OBBly = 150, OBB1w = 30, OBB1h = 140,
OBB1r = 30;

var OBB2, OBB2x = 100, OBB2y = 70, OBB2w = 40, OBB2h = 110,
OBB2r = 40;

var OBB1, OBB2;

var canvas;

var stage;

var color;

function init() {

canvas = document.getElementByld("testCanvas");
stage = new Stage(canvas);

Ticker.addListener(window);
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function tick() {

stage.removeAllChildren();

OBB1r += 2;
OBB2r +=1;
OBB1 = new OBB(new Vector2(OBB1x, OBB1y), OBB1iw, OBB1h,

OBB1r * Math.PI / 180);

OBB2 = new OBB(new Vector2(OBB2x, OBB2y), OBB2w, OBB2h,

OBB2r * Math.PI / 180);

OBB1h):

0OBB2h);

by

var r = CollisionDetector.detectorOBBvsOBB(OBB1, OBB2);
if (r) {

color = "red"

b
else {

color = "#00F";
b

OBB1 = new Container();

stage.addChild(OBB1);

OBB1.x = OBB1x;

OBB1.y = OBBly;

var framel = new Shape();
framel.graphics.beginFill(color).drawRect(0, 0, OBB1w,

framel.rotation = OBB1r;

framel.regX = OBBlw / 2;
framel.regY = OBB1lh / 2;
OBB1.addChild(framel);

OBB2 = new Container();

stage.addChild(OBB2);

OBB2.x = OBB2x;

OBB2.y = OBB2y;

var frame2 = new Shape();
frame2.graphics.beginFill(color).drawRect(0, 0, OBB2w,

frame2.rotation = OBB2r;

frame2.regX = OBB2w / 2;
frame2.regY = OBB2h / 2;
OBB2.addChild(frame2);

stage.update();

init();
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BIL M E R M

function collisionCCHandling(bodyA, bodyB) {
var VA = bodyA.speed;
var vB = bodyB.speed;
var wA = bodyA.palstance;
var wB = bodyB.palstance;

var r = bodyA.radius + bodyB.radius;

var distSgr = (bodyA.position.x - bodyB.position.x) *
(bodyA.position.x - bodyB.position.x) + (bodyA.position.y -
bodyB.position.y) * (bodyA.position.y - bodyB.position.y);

var isTouching = distSqr <= r * r ? true : false;

var normal = new PE.Vector2();

normal.x = bodyB.position.x - bodyA.position.x;

normal.y = bodyB.position.y - bodyA.position.y;

normal.normalizeSelf();

var tangent = new PE.Vector2(normal.y, -normal.x);

var ratio = bodyA.radius / r;

var contactPoint = new PE.Vector2();

contactPoint.x = bodyA.position.x + (bodyB.position.x -
bodyA.position.x) * ratio;

contactPoint.y = bodyA.position.y + (bodyB.position.y -
bodyA.position.y) * ratio;

var rA = PE.Vector2.sub(contactPoint, bodyA.position);
var rB = PE.Vector2.sub(contactPoint, bodyB.position);
var vrn = normal.x * ((vA.x - wA * rA.y) - (vB.x - wB * rB.y)) +
normal.y * ((VA.y + wA * rA.x) - (vB.y + wB * rB.x));
var vrt = tangent.x * ((VA.x - WA * rA.y) - (vB.x - wB * rB.y)) +
tangent.y * ((vA.y + wA * rA.x) - (vB.y + wB * rB.x));
if (isTouching && vrn > 0) {
var normalMass = 1 / (bodyA.getIlnvMass() +
bodyB.getInvMass());
var restitution = (bodyA.restitution + bodyB.restitution) / 2;
var normallmpulse = -normalMass * vrn * (1 + restitution);
bodyA.speed.x += normallmpulse * normal.x *
bodyA.getlnvMass();

bodyA.speed.y += normallmpulse * normal.y *
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bodyA.getlnvMass();

bodyB.speed.x -= normallmpulse * normal.x *
bodyB.getInvMass();

bodyB.speed.y -= normallmpulse * normal.y *
bodyB.getInvMass();

if (vrt!=10) {

var tangentImpulse = normallmpulse * (bodyA.friction +
bodyB.friction) / 2;

if (vrt <0)
tangentImpulse *= -1;

var Ix = tangentImpulse * tangent.x;
var Iy = tangentImpulse * tangent.y;
bodyA.speed.x += Ix * bodyA.getInvMass();
bodyA.speed.y += Iy * bodyA.getInvMass();

WA += (rA.x * Iy - rA.y * Ix) *
bodyA.getIlnvRotationallnertia();

bodyB.speed.x -= Ix * bodyB.getInvMass();

bodyB.speed.y -= Iy * bodyB.getInvMass();

wB -= (rB.x * Iy - rB.y * Ix) *
bodyB.getInvRotationallnertia();

bodyA.palstance = wWA;
bodyB.palstance = wB;

var contactPoint = line.getVerticalCrossoverPoint(bodyA.position);
var d1 = contactPoint.distanceTolLine(L1);

var d2 = contactPoint.distanceTolLine(L2);

var d;

if (d1 >d2){d=d2; }else{d=4d1};

var v = PE.Vector2.sub(contactPoint, bodyA.position);
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v.multiplyScalar(L1.length / (bodyA.radius * 2));
var tempCenter = PE.Vector2.add(contactPoint, v);

var VA = bodyA.speed;
var vB = bodyB.speed;
var wA = bodyA.palstance;
var wB = bodyB.palstance;

var normal = new PE.Vector2();

normal.x = tempCenter.x - bodyA.position.x;

normal.y = tempCenter.y - bodyA.position.y;

normal.normalizeSelf();

var tangent = new PE.Vector2(normal.y, -normal.x);

var rA = PE.Vector2.sub(contactPoint, bodyA.position);

var rB = PE.Vector2.sub(contactPoint, bodyB.position);

var vrn = normal.x * ((vVA.x - wA * rA.y) - (vB.x - wB * rB.y)) +
normal.y * ((VA.y + WA * rA.x) - (vB.y + wB * rB.x));

var vrt = tangent.x * ((vA.x - wA * rA.y) - (vB.x - wB * rB.y)) +
tangent.y * ((vA.y + wA * rA.x) - (vB.y + wB * rB.x));

if (virn > 0) {

var normalMass = 1 / (bodyA.getlnvMass() +
bodyB.getlnvMass() / (d * 2 / (d1 + d2)));

var restitution = (bodyA.restitution + bodyB.restitution) / 2;

var normallmpulse = -normalMass * vrn * (1 + restitution);

bodyA.speed.x += normallmpulse * normal.x *
bodyA.getlnvMass();

bodyA.speed.y += normallmpulse * normal.y *
bodyA.getlnvMass();

bodyB.speed.x -= normallmpulse * normal.x *
bodyB.getInvMass();

bodyB.speed.y -= normallmpulse * normal.y *
bodyB.getInvMass();

wB -= (rB.x * normallmpulse * normal.y - rB.y *
normallmpulse * normal.x) * bodyB.getInvRotationallnertia();
bodyB.palstance = wB;

if (vrt!1=10) {

var tangentImpulse = normallmpulse * (bodyA.friction +
bodyB.friction) / 2;
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if (vrt < 0)
tangentImpulse *= -1;

var Ix = tangentImpulse * tangent.x;
var Iy = tangentImpulse * tangent.y;

bodyA.speed.x += Ix * bodyA.getInvMass();
bodyA.speed.y += Iy * bodyA.getInvMass();

WA += (rA.x * Iy - rA.y * Ix) *
bodyA.getIlnvRotationallnertia();

bodyB.speed.x -= Ix * bodyB.getInvMass();
bodyB.speed.y -= Iy * bodyB.getInvMass();

wB -= (rB.x * Iy - rB.y * Ix) *
bodyB.getInvRotationallnertia();

bodyA.palstance = wWA;
bodyB.palstance = wB;

FE8NW EBNHE

B SEEHEENE

var distance = bodyA.position.distanceTo(bodyB.position);

var cosAngle = (bodyA.position.x - bodyB.position.x) /
distance;

var sinAngle = (bodyA.position.y - bodyB.position.y) / distance;

var tempX = (1 + bodyA.radius + bodyB.radius - distance) *
cosAngle / 2;
var tempY = (1 + bodyA.radius + bodyB.radius - distance) *
sinAngle / 2;
bodyA.position.x += tempX;
bodyA.position.y += tempY;
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bodyB.position.x -= tempX;
bodyB.position.y -= tempY;

RSN ASN L= IS

function resolveOverlap(c, r, p) {

c.position.x += (c.radius - c.position.distanceTo(p)) *
(c.position.x - p.x) / c.position.distanceTo(p);

c.position.y += (c.radius - c.position.distanceTo(p)) *
(c.position.y - p.y) / c.position.distanceTo(p);

by

For W K

814 Body £

function initialize() {
this.id = -1;
this.bodyType = PE.BodyType.Dynamic;
this.ignoreGravity = true;
this.enabled = true;
this.friction = 0.2;
this.restitution = 1.0;

this.position = PE.Vector2.Zero;
this.mass = 1;

this.speed = PE.Vector2.Zero;
this.force = PE.Vector2.Zero;
this.rotation = 0;

this.palstance = 0;

this.imgUrl = "";
PE.World.addBody(this);
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function drawCircle(obj) {
if (obj.id === -1){

var r = obj.radius;

var o = new Container();

0.X = obj.position.x;

0.y = obj.position.y;

var shape = new Shape();
o.addChild(shape);

o.rotation = obj.rotation;

var g = shape.graphics;
g.beginStroke("#444");

g.drawCircle(0, 0, r).lineTo(-r, 0).moveTo(0,

g.closePath();
stage.addChild(o);
obj.id = stage.getChildIndex(0);

b
else {
var o = stage.getChildAt(obj.id);
0.X = obj.position.x;
0.y = obj.position.y;
o.rotation = obj.rotation;
b

function drawCircle(obj) {
if (obj.id === -1) {

-r).lineTo(0, r);

var r = obj.radius;

var o = new Container();

0.X = obj.position.x;

0.y = obj.position.y;

o.rotation = obj.rotation;

if (obj.imgUrl === ""){
var shape = new Shape();
o.addChild(shape);
var g = shape.graphics;
g.beginStroke("#444");

-r).lineTo(0,

g.drawCircle(0, O, r).lineTo(-r, 0).moveTo(O0,

g.closePath();
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else {
var img = new Bitmap(obj.imgUrl);
img.x = -obj.radius;
img.y = -obj.radius;
o0.addChild(img);

b

stage.addChild(o);

obj.id = stage.getChildIndex(0);

b
else {
var o = stage.getChildAt(obj.id);
0.X = obj.position.x;
0.y = obj.position.y;
o.rotation = obj.rotation;
b

var img = new Bitmap(obj.imgUrl);
img.x = -obj.radius;
img.y = -obj.radius;

PG| ZE A dh s —

<script src="]S/PE/sylvester.js" type="text/javascript"></script>
<script src="]S/PE/easel.js" type="text/javascript"></script>

<script src="]S/PE/class.min.js" type="text/javascript"></script>
<script src="]S/PE/PE.js" type="text/javascript"></script>

<script src="]S/PE/ObjectRender.js" type="text/javascript"></script>
<script src="]S/PE/Shape/Body.js" type="text/javascript"></script>
<script src="]S/PE/Shape/Circle.js" type="text/javascript"></script>
<script src="]S/PE/Math/Vector2.js" type="text/javascript"></script>
<script src="]S/PE/Shape/Rect.js" type="text/javascript"></script>
<script src="]S/PE/CM2.js" type="text/javascript"></script>

<script src="]S/PE/Math/Line.js" type="text/javascript"></script>
<script src="]S/PE/Math/Math.js" type="text/javascript"></script>
<script src="]S/PE/World.js" type="text/javascript"></script>
<script src="]S/PE/BodyCounter.js" type="text/javascript"></script>
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var stage, circle, rect, m = PE.Math;
function init() {
var canvas = document.getElementBylId("testCanvas");
stage = new Stage(canvas);
PE.World.gravity = new PE.Vector2(0, 400);
for (vari=0;i<40; i++) {
circle = new PE.Circle();
circle.speed = new PE.Vector2(m.getRandomNumber(100,
200), m.getRandomNumber(100, 200));
circle.radius = 20;
circle.mass = 20;
circle.friction = 0.4;
circle.restitution = 0.2;
circle.palstance = 0;
circle.position = new PE.Vector2(m.getRandomNumber(1, 600),
m.getRandomNumber(4, 600));

by

rect = new PE.Rect();

rect.position = new PE.Vector2(240, 200);
rect.width = 240;

rect.height = 240;

rect.bodyType = PE.BodyType.Static;
rect.palstance = Math.PI / 6;
Ticker.addListener(window);
Ticker.setFPS(60);

function tick() {
PE.ObjectRender.update(1.0 / 60, stage);

¥

PG ZE 1 dh s —

var stage, circle, rect, m = PE.Math;
function init() {
var canvas = document.getElementByld("testCanvas");

- 134 | HIML5 52



stage = new Stage(canvas);
PE.World.gravity = new PE.Vector2(0, 0);

circle = new PE.Circle();

circle.radius = 20;

circle.mass = 20;

circle.friction = 0.1;

circle.restitution = 1;

circle.position = new PE.Vector2(290, 110);
circle.speed = new PE.Vector2(-140, 0);

rect = new PE.Rect();
rect.rotation = 4;
rect.friction = 0.1;
rect.position = new PE.Vector2(140, 70);
rect.width = 40;
rect.speed = new PE.Vector2(0, 0);
rect.height = 140;
rect.restitution = 1;
rect.mass = 190;
Ticker.addListener(window);
Ticker.setFPS(60);

b

function tick() {
PE.ObjectRender.update(1.0 / 60, stage);

by

PG| B R =

var fpsLabel;
var stage;
var m = PE.Math;
function init() {
var canvas = document.getElementById("testCanvas");

stage = new Stage(canvas);
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PE.World.gravity = new PE.Vector2(0, 400);

fpsLabel = new Text("-- fps", "bold 14px Arial", "#000");
stage.addChild(fpsLabel);
fpsLabel.x = 10;
fpsLabel.y = 20;
for(vari=0;i<11; i++){
var circle = new PE.Circle();
circle.speed = new PE.Vector2(m.getRandomNumber(O,
200), m.getRandomNumber(0, 200));
circle.radius = 15;
circle.mass = 20;
circle.palstance = 0;
circle.friction = 0.5;
circle.restitution = 0.4;
circle.position = new
PE.Vector2(m.getRandomNumber(390, 400), m.getRandomNumber(0,
20));

by

var rectl = new PE.Rect();

rectl.position = new PE.Vector2(240, 320);
rectl.width = 440;

rectl.height = 20;

rectl.bodyType = PE.BodyType.Static;
rectl.friction = 0.1;

rectl.palstance = 0;

rectl.restitution = 0.4;

rectl.rotation = 16;

var rect2 = new PE.Rect();

rect2.position = new PE.Vector2(490, 170);
rect2.width = 440;

rect2.height = 20;

rect2.restitution = 0.4;

rect2.bodyType = PE.BodyType.Static;
rect2.friction = 0.1;

rect2.palstance = 0;

rect2.rotation = -16;

var rect3 = new PE.Rect();

rect3.position = new PE.Vector2(560, 440);
rect3.width = 440;

rect3.height = 20;
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rect3.bodyType = PE.BodyType.Static;
rect3.friction = 0.1;

rect3.palstance = 0;

rect3.rotation = -16;

rect3.restitution = 0.4;

Ticker.addListener(window);
Ticker.setFPS(60);

b

function tick() {
PE.ObjectRender.update(1.0 / 60, stage);

fpsLabel.text = Math.round(Ticker.getMeasuredFPS()) + " fps";

for(vari=0; i< 11; i++){
var circle = new PE.Circle();
circle.speed = new PE.Vector2(m.getRandomNumber(O,
200), m.getRandomNumber(0, 200));
circle.radius = 45;
circle.mass = 20;
circle.imgUrl = "img/ball.png";
circle.palstance = 0;
circle.friction = 0.5;
circle.restitution = 0.4;
circle.position = new
PE.Vector2(m.getRandomNumber(390, 400), m.getRandomNumber(O,
20));
b
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6.2 HE 2 # &

<canvas id="gameCanvas" width="980" height="580"></canvas>

var canvas = document.createElement("canvas");
canvas.width = 480;
canvas.height = 820;

var canvas = document.getElementById("gameCanvas");
var stage = new Stage(canvas);

W LABIA

function startGame() {
//start game timer
Ticker.addListener(window);

b
function tick() {

//code here
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stage.update();

hello world

var stage,text;
function init() {

by

var canvas = document.getElementById("gameCanvas");
[0SR
stage = new Stage(canvas);

/] Bl texti 5
text = new Text("Hello World!", "36px Arial", "#FFF");

[/FBtext RS & L
stage.addChild(text);

// ¥ EtexttE canvast (R4 &
text.x = 100;
text.y = 100;

Ticker.addListener(window);

function tick() {

text.x++;
stage.update();

var stage,bmp;
function init() {

var canvas = document.getElementByld("gameCanvas");
[/BESES
stage = new Stage(canvas);

/B — N7 B G
bmp = new Bitmap("img/test.png");
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stage.addChild(bmp);

/AL EXT R ES I 25 &
stage.addChild(bmp);

Ticker.addListener(window);

by

function tick() {
/151 BN B XA AR AW I CH%D
bmp.x++;
stage.update();

6.3 % Y& in #

PxLoader 89{s8 3

<script type="text/javascript" src="js/PxLoader.js"></script>
<script type="text/javascript" src="js/PxLoaderImage.js"></script>
<script type="text/javascript" src="js/PxLoaderSound.js"></script>

[/ =K E R TN T BB SIS, 43T loader.start() (M, B HFAA T 4
var loader = new PxLoader(),
backgroundimg = loader.addImage('images/headerbg.jpg'),
treesImg = loader.addImage('images/trees.png'),
ufolImg = loader.addImage('images/ufo.png');

[/ I35 AT R AT 9]

loader.addCompletionListener(function () {
var canvas = document.getElementByld('samplel-canvas'),
ctx = canvas.getContext('2d");
ctx.drawImage(backgroundimg, 0, 0);
ctx.drawImage(treesimg, 0, 104);
ctx.drawImage(ufolmg, 360, 50);

)i
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loader.start();

Fasel js B2k PxLoader

function loadImage() {

var loader = new PxLoader();

backgroundImg = loader.addImage('backdrop.png");
plasmalmg = loader.addImage('plasma.png');
enemylmage = loader.addImage('mine.png');
explodeImage = loader.addImage('explosion2-64.png');
shipBmp = loader.addImage('ship.png');

gridimage = loader.addImage('grid.png');

loader.addCompletionListener(function () {
init();
3

[T EGE— KB, PAT N, T RS N B R
loader.addProgressListener(function (e) {
// console.log(e.resource.imageNumber +"___ "+
e.completedCount + ' /' + e.totalCount);

1);

loader.start();

function init() {
canvas = document.getElementById("canvas");
stage = new Stage(canvas);

bgBmp = new Bitmap(backgroundImg);
plasmaBmp = new Bitmap(plasmalmg);
enemyBmp = new Bitmap(enemylmage);
girdBmp = new Bitmap(gridimage);
stage.addChild(bgBmp);
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stage.addChild(plasmaBmp);
stage.addChild(enemyBmp);
stage.addChild(girdBmp);

Fasel js E2A% loading

function main() {

by

canvas = document.getElementById("canvas");
stage = new Stage(canvas);

loadingTxt = new Bitmap(loadingCanvas);
loadingTxt.y = 200;
stage.addChild(loadingTxt);

Ticker.setFPS(60);
Ticker.addListener(window);

loadImage ();

function tick() {

stage.update();

6.4 3% B il 1E

BRANUT

o<

KA — . KEW G

container = new Container();
container.x = 133;
container.y = 260;
container.addChild(txt);
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txt = new Text("PLAY", "bold 36px Arial", "#FFF");

txt.textBaseline = "top";

container.addChild(txt);

container.onClick = function (evt) {
beginGame();

)

container.onMouseOver = function (e) {
txt.color = "#FF7E00";
stage.update();

)

container.onMouseOut = function (e) {
txt.color = "#fff";
stage.update();

b
stage.addChild(container);

B = KERARIFEIE X I

container = new Container();

container.x = 133;

container.y = 260;

target = new Shape();

target.alpha = 0.01;

target.graphics.beginFill("#3A5C68").drawRect(-10, -10, 105,

50).beginFill("#FFF");

container.addChild(target);

txt = new Text("PLAY", "bold 36px Arial", "#FFF");

txt.textBaseline = "top";

container.addChild(txt);

container.onClick = function (evt) {
beginGame();

b

container.onMouseOver = function (e) {
txt.color = "#FF7E00";
stage.update();

b

container.onMouseOut = function (e) {
txt.color = "#fff";
stage.update();

b
stage.addChild(container);
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var aboutContainer = new Container();

aboutContainer.x = 113;

aboutContainer.y = 310;

var aboutTarget = new Shape();

aboutTarget.alpha = 0.01;
aboutTarget.graphics.beginFill("#3A5C68").drawRect(0, 0, 131,

aboutContainer.addChild(aboutTarget);
var aboutTxt = new Text("ABOUT", "bold 36px Arial", "#FFF");
aboutTxt.textBaseline = "top";
aboutContainer.addChild(aboutTxt);
aboutContainer.onClick = function (evt) {

//....

//....

//....
b

aboutContainer.onMouseOver = function (e) {
aboutTxt.color = "#FF7E00";
stage.update();

)

aboutContainer.onMouseOut = function (e) {
aboutTxt.color = "#fff";
stage.update();

b
stage.addChild(aboutContainer);

container = new Container();
container.x = 133;
container.y = 360;
target = new Shape();
target.alpha = 0.01;
target.graphics.beginFill("#3A5C68").drawRect(-10, -10, 105, 50);
container.addChild(target);
txt = new Text("EXIT", "bold 36px Arial", "#FFF");
txt.textBaseline = "top";
container.addChild(txt);
container.onClick = function (evt) {
//....
//....
//....
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by

container.onMouseOver = function (e) {
txt.color = "#FF7E00";
stage.update();

b

container.onMouseOut = function (e) {
txt.color = "#fff";
stage.update();

b
stage.addChild(container);

//...
//...
L
//...
//...

6.5 X % & ir

KB

var aboutContainer = new Container();
aboutContainer.x = 113;
aboutContainer.y = 310;
var aboutTarget = new Shape();
aboutTarget.alpha = 0.01;
aboutTarget.graphics.beginFill("#3A5C68").drawRect(0, 0, 131,
40).beginFill("#FFF");
aboutContainer.addChild(aboutTarget);
var aboutTxt = new Text("ABOUT", "bold 36px Arial", "#FFF");
aboutTxt.textBaseline = "top";
aboutContainer.addChild(aboutTxt);
aboutContainer.onClick = function (evt) {
alert("under construction. : ) ");
b
aboutContainer.onMouseOver = function (e) {
aboutTxt.color = "#FF7E00";
stage.update();
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by

aboutContainer.onMouseOut = function (e) {
aboutTxt.color = "#fff";
stage.update();

b
stage.addChild(aboutContainer);

var menultem = new Menultem(new Vector2(113, 310), "ABOUT",
"bold 36px Arial", "#FFF");
menultem.onClick = function (evt) {
alert("under construction. : ) ");
)
menultem.onMouseOver = function (e) {
aboutTxt.color = "#FF7E0Q";
stage.update();

b

menultem.onMouseOut = function (e) {
aboutTxt.color = "#fff";
stage.update();

b
stage.addChild(aboutContainer);

(function (window) {

var Menultem = function (X, y, targetColor, targetWidth, targetHeight,
text, font, color) {

this.initialize(x, y, targetColor, targetWidth, targetHeight, text, font,
color);

by

Menultem.prototype = new Container();

Menultem.prototype.Container_initialize =
Menultem.prototype.initialize;

Menultem.prototype.initialize = function (x, y, targetColor, targetWidth,
targetHeight, text, font, color) {

this.Container_initialize();
[/ VBB R IX YRR
this.x = x;

this.y = y;
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[/ G053 H AR X S00) 5

var target = new Shape();

[/E H AR X 8807 B 5

target.alpha = 0.01;

[/ H AR X 3550

target.graphics.beginFill(targetColor).drawRect(0, 0, targetWidth,
targetHeight);

V0 E AR DX A5 2 ) 7 2

this.addChild(target);

VAl E S ES

this.txt = new Text(text, font, color);

this.txt.textBaseline = "top";

[N 7 B A5

this.addChild(this.txt);

by

/B B 3T KA R
Menultem.prototype.setTxtColor = function (color) {

this.txt.color = color;

var aboutMenu = new Menultem(113, 320, "#3A5C68", 128, 38,
"ABOUT", "bold 36px Arial", "#FFF");
aboutMenu.onClick = function (evt) {
alert("under construction. : ) ");
SoundJ]S.play("begin"”, Sound]S.INTERUPT_LATE);

b

aboutMenu.onMouseOver = function (e) {
this.setTxtColor("#FF7EQ00Q0");
Sound]S.play("begin"”, Sound]S.INTERUPT_LATE);
stage.update();

b

aboutMenu.onMouseOut = function (e) {
this.setTxtColor("#FFF");
stage.update();

b
stage.addChild(aboutMenu);

- 147 | HTML5 szie=s



var playMenu = new Menultem(133, 260, "#3A5C68", 95, 40,
"PLAY", "bold 36px Arial", "#FFF");

playMenu.onClick = function (evt) {
gameStartTag = true;
this.visible = false;
stage.removeChild(aboutMenu);
generateMines(10);
SoundJS.play("begin"”, Sound]S.INTERUPT_LATE);

b

playMenu.onMouseOver = function (e) {
this.setTxtColor("#FF7E00");
SoundJ]S.play("begin"”, Sound]S.INTERUPT_LATE);
stage.update();

b

playMenu.onMouseOut = function (e) {
this.setTxtColor("#FFF");
stage.update();

}
stage.addChild(playMenu);

L

(function (window) {

function Ship(spriteSheetImage) {
this.initialize(spriteSheetImage);

b
Ship.prototype = new BitmapAnimation();

Ship.prototype.Container_initialize = Ship.prototype.initialize;

Ship.prototype.initialize = function (spriteSheetImage) {

var spriteSheet = new SpriteSheet({
images: [spriteSheetIlmage],
frames: { width: 24, height: 24, regX: 12, regY: 12 },
animations: {

fire: [0, 3, "fire"]

b

3

this.Container_initialize(spriteSheet);
this.gotoAndPlay("fire");
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this.onAnimationEnd = function () {
this.gotoAndStop("fire");

b

this.direction = 0;
this.x = 180;
this.y = 560;

b
Ship.prototype.fire = function () {

this.gotoAndPlay("fire");
b

Ship.prototype.tick = function () {
this.x += this.vX;
this.y += this.vY;

b

window.Ship = Ship;
} (window));

var ship = new Ship(shipImage);
stage.addChild(ship);

Wl

var Enemy = function (v, image) {
this.initialize(v, image);

¥

Enemy.prototype = new Container();
Enemy.prototype.Container_initialize = Enemy.prototype.initialize;
Enemy.prototype.initialize = function (v, image) {

this.Container_initialize();

var bmp = new Bitmap(image);
this.addChild(bmp);
this.velocity = v;
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Enemy.prototype.tick = function () {
this.x += this.velocity.x;
this.y += this.velocity.y;

S

(function (window) {
var Plasma = function (velocity, image) {

this.initialize(velocity, image);

b

Plasma.prototype = new Container();

Plasma.prototype.Container_initialize = Plasma.prototype.initialize;
Plasma.prototype.initialize = function (velocity, image) {

this.Container_initialize();

var bmp = new Bitmap(image);
bmp.regX = bmp.image.width/2;
bmp.regY = bmp.image.height;

this.addChild(bmp);
this.velocity = velocity;

by

Plasma.prototype.tick = function () {

this.x += this.velocity.x;
this.y += this.velocity.y;

¥

window.Plasma = Plasma;
} (window));

bmp.regX = bmp.image.width/2;
bmp.regY = bmp.image.height;
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BB AL

bmp.regX = bmp.image.width/2;
bmp.regY = bmp.image.height;

var pp = new Vector2(plasmasl[i].x + 48 * Math.sin(plasmasli].rotation *
Math.PI / 180), plasmasl[i].y - 48 * Math.cos(plasmas[i].rotation * Math.PI
/ 180));

var ep = new Vector2(enemys[j].x + 16, enemys[jl.y + 16);

if (pp.distanceTo(ep) < 8) {

}

/ /b B FE A N
for (vari = 0; i < plasmas.length; i++) {
for (var j = 0; j < enemys.length; j++) {
var ep = new Vector2(enemys[j].x + 16,
enemys[jl.y + 16);
var pp = new Vector2(plasmasl[i].x + 48 *
Math.sin(plasmas[i].rotation * Math.PI / 180), plasmasJi].y - 48 *
Math.cos(plasmasli].rotation * Math.PI / 180));

if (pp.distanceTo(ep) < 8) {

[/ AL B
b
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var spriteSheet = new SpriteSheet({
images: [explodeImage],
frames: { width: 64, height: 64, regX: 32, regY: 32 },
animations: {
explode: [0, 6, "explode"]
b
1)

explode = new BitmapAnimation(spriteSheet);
explode.onAnimationEnd = function () {
stage.removeChild(this);

b
stage.addChild(explode);

6.7 UF R T W

IE=A=p 8% s

function loadSoundThenImage() {

var filetype;
agent = navigator.userAgent.toLowerCase();

if (agent.indexOf("chrome") > -1) {
filetype = ".mp3";

} else if (agent.indexOf("opera") > -1) {
filetype = ".0gg";

+ else if (agent.indexOf("firefox") > -1) {
filetype = ".0gg";

} else if (agent.indexOf("safari") > -1) {
filetype = ".mp3";

} else if (agent.indexOf("msie") > -1) {
filetype = ".mp3";

b
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SoundJ]S.onLoadQueueComplete = loadImage;
SoundJ]S.addBatch([
{ name: "begin", src: "mp3/assets/Game-Spawn" + filetype,
instances: 1 },
{ name: "break", src: "mp3/assets/Game-Break" + filetype,
instances: 6 },
{ name: "death", src: "mp3/assets/Game-Death" + filetype,
instances: 1 },
{ name: "laser", src: "mp3/assets/Game-Shot" + filetype, instances:
6}
{ name: "music", src:
"mp3/assets/18-machinae_supremacy-lord_krutors_dominion" + filetype,
instances: 1}]);

by

aboutMenu.onMouseOver = function (e) {
this.setTxtColor("#FF7EQ0Q0");
SoundJ]S.play("begin"”, Sound]S.INTERUPT_LATE);
stage.update();

)

aboutMenu.onMouseOut = function (e) {
this.setTxtColor("#FFF");
stage.update();

playMenu.onClick = function (evt) {
gameStartTag = true;
this.visible = false;
stage.removeChild(aboutMenu);
generateMines(10);
SoundJ]S.play("begin"”, Sound]S.INTERUPT_LATE);

if (shootHeld === true) {
var v = new Vector2(-Math.sin(ship.rotation * (Math.PI
/ -180)) * 10, -Math.cos(ship.rotation * (Math.PI / -180)) * 10);
var p = new Plasma(v, plasmalmg);
p.x = ship.x;
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p.y = ship.y;

p.rotation = ship.rotation;

plasmas.push(p);

stage.addChild(p);

SoundJS.play("laser", Sound]JS.INTERUPT_LATE);
ship.fire();

for (vari = 0; i < plasmas.length; i++) {
for (var j = 0; j < enemys.length; j++) {

if (plasmasli]) {
var ep = new Vector2(enemys[j].x + 16,
enemys[jl.y + 16);
var pp = new Vector2(plasmasl[i].x + 48 *
Math.sin(plasmasl[i].rotation * Math.PI / 180), plasmasJi].y - 48 *
Math.cos(plasmasli].rotation * Math.PI / 180));

if (pp.distanceTo(ep) < 8) {

score += MathHelp.getRandomNumber(10,
50);

explode.x = ep.x;

explode.y = ep.y;

stage.removeChild(enemys[j]);

stage.removeChild(plasmasli]);

plasmas.splice(i--, 1);

enemys.splice(j--, 1);

var explodeClone = explode.clone();
explodeClone.gotoAndPlay("explode");
explodeClone.onAnimationEnd = function ()

stage.removeChild(this);
s
stage.addChild(explodeClone);
SoundJ]S.play("break",
Sound]S.INTERUPT_LATE);

¥
b
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SoundJS.play("music", null, 0.2, true);

6.8 % # &

B

var shootHeld;
var IfHeld;
var rtHeld;

document.onkeydown = handleKeyDown;
document.onkeyup = handleKeyUp;

var KEYCODE_LEFT = 37;

var KEYCODE_RIGHT = 39;

var KEYCODE_A = 65;

var KEYCODE_D = 68;

var KEYCODE_J = 74;

function handleKeyDown(e) {

by

if ('e) { var e = window.event; }

switch (e.keyCode) {

case KEYCODE_J: shootHeld = true; break;
case KEYCODE_A: IfHeld = true; break;

case KEYCODE_LEFT: IfHeld = true; break;
case KEYCODE_D: rtHeld = true; break;
case KEYCODE_RIGHT: rtHeld = true; break;

function handleKeyUp(e) {

if ('e) { var e = window.event; }

switch (e.keyCode) {

case KEYCODE_J: shootHeld = false; break;
case KEYCODE_A: IfHeld = false; break;

case KEYCODE_LEFT: IfHeld = false; break;
case KEYCODE_D: rtHeld = false; break;
case KEYCODE_RIGHT: rtHeld = false; break;
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function tick() {
if (gameStartTag) {

EN TGN

if (enemys.length === 0) {
mineCount += 10;
generateMines(mineCount);

[/ INFE & Th R BRI 25 5l
for (var j = 0; j < enemys.length; j++) {
if (enemys[j].x > canvas.width + 100 || enemys[j].x <
-100 || enemys[j].y > canvas.height + 20 || enemys[j].y < -100) {
stage.removeChild(enemys[j]);
enemys.splice(j--, 1);

by

[ MBS R BRIZ 2 1) T3
for (vari = 0; i < plasmas.length; i++) {
var pp = plasmasli];
if (pp.x > canvas.width + 100 || pp.x < -100 || pp.y >
canvas.height + 100 || pp.y < -100) {
stage.removeChild(plasmasli]);
plasmas.splice(i--, 1);

by

[/ A BRI A U
for (vari = 0; i < plasmas.length; i++) {
for (varj = 0; j < enemys.length; j++) {

if (plasmasli]) {
var ep = new Vector2(enemys[j].x + 16,
enemys[jl.y + 16);
var pp = new Vector2(plasmasl[i].x + 48 *
Math.sin(plasmasl[i].rotation * Math.PI / 180), plasmasJi].y - 48 *
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Math.cos(plasmasli].rotation * Math.PI / 180));

50);

SoundJ]S.INTERUPT_LATE);

by

[/ AT K
if (shootHeld) {
var v = new Vector2(-Math.sin(ship.rotation * (Math.PI

b

if (pp.distanceTo(ep) < 8) {

by

score += MathHelp.getRandomNumber(10,

explode.x = ep.x;

explode.y = ep.y;
stage.removeChild(enemys[j]);
stage.removeChild(plasmasli]);
plasmas.splice(i--, 1);
enemys.splice(j--, 1);

var explodeClone = explode.clone();
explodeClone.gotoAndPlay("explode");
explodeClone.onAnimationEnd = function ()

stage.removeChild(this);
s
stage.addChild(explodeClone);
SoundJS.play("break",

/ -180)) * 10, -Math.cos(ship.rotation * (Math.PI / -180)) * 10);

by

var p = new Plasma(v, plasmalmg);

p.x = ship.x;

p.y = ship.y;

p.rotation = ship.rotation;

plasmas.push(p);

stage.addChild(p);

SoundJ]S.play("laser", SoundJS.INTERUPT_LATE);
ship.fire();

[/ BB R A o A

if (IfHeld) {
ship.rotation -= 2;

by
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if (rtHeld) {
ship.rotation += 2;

)
[/ FPS
fpsLabel.text = Math.round(Ticker.getMeasuredFPS()) + "
FPS";
)
[/ EES
stage.update();
)
6.9 WInHgE—R . B
Rn

scoreLabel = new Text("Score: --", "bold 14px Arial", "#fff");
scoreLabel.y = 20;
stage.addChild(scoreLabel);

function tick() {
if (gameStartTag) {

/1B

if (enemys.length === 0) {
mineCount += 10;
generateMines(mineCount);

by

EE: v Gy
scorelLabel.text = "Score: " + score;
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for (vari = 0; i < plasmas.length; i++) {
for (var j = 0; j < enemys.length; j++) {

if (plasmasli]) {
var ep = new Vector2(enemys[j].x + 16,
enemys[jl.y + 16);
var pp = new Vector2(plasmasl[i].x + 48 *
Math.sin(plasmas[i].rotation * Math.PI / 180), plasmasJi].y - 48 *
Math.cos(plasmasli].rotation * Math.PI / 180));

if (pp.distanceTo(ep) < 8) {
score += 50;

kAnREE

var energyHeld;
var KEYCODE_SPACE = 32;
function handleKeyDown(e) {

if ('e) { var e = window.event; }
switch (e.keyCode) {
case KEYCODE_SPACE: energyHeld = true; break;

by

function handleKeyUp(e) {

if ('e) { var e = window.event; }
switch (e.keyCode) {
case KEYCODE_SPACE: energyHeld = false; break;
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if (energyHeld) {
for(vari=0;i<5;i++){
var r = ship.rotation - 30 + i * 15;
var v = new Vector2(-Math.sin(r * (Math.PI / -180))
* 10, -Math.cos(r * (Math.PI / -180)) * 10);
var p = new Plasma(v, plasmalmg);
p.x = ship.x;
p.y = ship.y;
p.rotation =r;
plasmas.push(p);
stage.addChild(p);
¥
SoundJ]S.play("laser", Sound]JS.INTERUPT_LATE);
ship.fire();
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