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70w ZEL /AFILICY... ! g mainjs x @ *=i. & iPhoned x ©Q
E & o () 369 ball.delta.y += SETTINGS_GRAVITY;
370 hall.y += ball.delta.y;
T @ res =
s if (ball.y < 8) {
» W electron 312 ball.*,r = B
- o 373 ball.delta.y *= -1;
> nirt 1 : oy
'ii‘:r-:» 374 } else if (ball.y > BB.renderer.height + 48) {
v (& components 375 BB.stage.removeChild(ball);
» W@ monaca-cordov... 376 BB.balls.splice(i, 1);
» W monaca-core-utils B 5 - = L
v @ pi 37 if (BB.balls.length <= B) {
v & bin 378 BB.endGame() ;
B| pividewjs 170 }
i el ol 380 continue;
3 }
o bower 1 382
LRl 383 // BallPaddle hit detection
#| LICENSE i D B
B logo.ang 384 if (BB.isBallHit(ball, BB.paddle)) {
i loga_small.png 385 [ A=FrFF 7O E@E>THEBE
o package.json 386 sound.play();
cn README.md a G r n v 3y
R 387 ball.delta.x += -1 * SETTINGS_BOUND_X * (BB.paddle.
position.x - ball.position.x);
bW cEa 388 ball.delta.y *= -1 * SETTINGS_BOUND_Y;
» & img By -
Te s e }
@ mainjs 390
v W res 391 //Ball&blocks hit detection
¥ VT323-Requiar.tif iy o . ap I T I BR. 4.
v & B 39. for (var j = BB.blocks.length D) oe=0; 3--) {
5 pom.mp3 393 var hlock = BB.blocks[j];
ndex.htm 304 if (BB.isBallHit(ball, block)) {
395 BB.addScore(block.point);
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main.js A—7 A4 A4 727 F2EET S

29 /[ AT FATIIOREERFTSD
30 var sound = new Audio();
3 sound.sre = "5nund£pnm.mp3"4

R—ILAS/SRILICY o TWELS, R—IILEBiR X
LB F (2, sound.playOHpS =3B/ T %

383 // Ball&Paddle hit detection

384 if (BB.isBallHit(ball, BB.paddle)) {

385 /| FAT v FF T O EFE>THEERE

386 sound.play();

387 ball.delta.x += -1 * SETTINGS_BOUND_X * (BB.paddle.
position.x - ball.position.x);
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