Jjs/p2-jigsaw-puzzle_piece.js

27
28

29
30

31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49

50

51

52

// Re-de
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sign this. See book!
of this: 1,000 pieces with 4-sides is 4,000 to this

lePiece = function(game, x, vy, Jj, 1, width, height, pic, sides) {
.game = game;

sign variable for each side (clockwise)
top_side = sides.ts;

.right_side = sides.rs;

bottom_side = sides.bs;

left_side = sides.ls;

sign height and width per piec
.1 =1i; //i height position
.3 j; //7 width position

sign bitmap data width and height
bmdwidth = Math.floor (width*1.30);
bmdheight = Math.floor (height*1.30);

t the 4 Corners of the puzzle image

tl = top left

tl = {x: Math.floor (width*0.15), y: Math.floor (height*0.15)};

tr = top right

tr = {x: (width+Math.floor (width*0.15)), y: (Math.floor (height*

)) Y

bl = bottom left
bl = {x: Math.floor (width*0.15), y: (height+Math.floor (height*0.15

br = bottom right
br = {x: (width+Math.floor (width*0.15)), y: (height+Math.floor (

height*0.15))};

//Dr

this.

this

this.
this.

this

this.
this.

if (

}els

aw each individual Jigsaw Puzzle Piece as bitmap data (ppbmd)
ppbmd = this.game.add.bitmapData (bmdwidth, bmdheight);
.ppbmd.ctx.clearRect (0, 0, bmdwidth, bmdheight);
ppbmd.ctx.strokeStyle = "#FFEF';

ppbmd.ctx.fillStyle = '#dcdcdc';

.ppbmd.ctx.lineWidth = 2;

ppbmd.ctx.fill();

ppbmd.ctx.beginPath();

this.left_side === 0) {

//left side flat (0)

this.ppbmd.ctx.moveTo(tl.x,tl.y);
this.ppbmd.ctx.lineTo(bl.x,bl.y);

e if (this.left_side === -1){

//left side concaved

this.ppbmd.ctx.moveTo(tl.x,tl.y);
this.ppbmd.ctx.lineTo(tl.x,Math.floor (tl.y+height/3));
this.ppbmd.ctx.lineTo(Math.floor (tl.x+width*0.10),Math.floor(tl.y+
height/3));

this.ppbmd.ctx.lineTo(Math.floor (tl.x+width*0.15),Math.floor(tl.y+
height/3+height/6));

this.ppbmd.ctx.lineTo(Math.floor (tl.x+width*0.10),Math.floor(tl.y+
height/3+2*height/6));

this.ppbmd.ctx.lineTo(tl.x,Math.floor (tl.y+height/3+2*height/6));
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this.ppbmd.ctx.lineTo(bl.x,bl.y);

}else if (this.left_side === 1) {

//left side protuding

this.ppbmd.ctx.moveTo(tl.x,tl.y);
this.ppbmd.ctx.lineTo(tl.x,Math.floor (tl.y+height/3));
this.ppbmd.ctx.lineTo(Math.floor (tl.x-width*0.10),Math.floor(tl.y+
height/3));

this.ppbmd.ctx.lineTo(Math.floor (tl.x-width*0.15),Math.floor(tl.y+
height/3+height/6));

this.ppbmd.ctx.lineTo(Math.floor (tl.x-width*0.10),Math.floor(tl.y+
height/3+2*height/6));

this.ppbmd.ctx.lineTo(tl.x,Math.floor (tl.y+height/3+2*height/6));
this.ppbmd.ctx.lineTo(bl.x,bl.y);

}

if (this.bottom_side === 0) {
//bottom side flat
this.ppbmd.ctx.lineTo(br.x, br.y);

}else if (this.bottom_side === -1) {
//bottom side concaved
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3), bl.y);
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3), Math.floor (bl.y-
width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+width/6), Math.floor
(bl.y=-width*0.15));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+2*width/6), Math.
floor (bl.y=width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+2*width/6), bl.y);
this.ppbmd.ctx.lineTo(br.x, bl.y);

}else if (this.bottom_side === 1) {
//bottom side protuding
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3), bl.y);
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3), Math.floor (bl.y+
width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+width/6), Math.floor
(bl.y+width*0.15));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+2*width/6), Math.
floor (bl.y+width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (bl.x+width/3+2*width/6), bl.y);
this.ppbmd.ctx.lineTo(br.x, br.y);

}

if (this.right_side === 0) {
//right side flat
this.ppbmd.ctx.lineTo(tr.x, tr.y);

}else if (this.right_side === -1) {
//right side concaved
this.ppbmd.ctx.lineTo(br.x,Math.floor (br.y-height/3));
this.ppbmd.ctx.lineTo(Math.floor (br.x-width*0.10),Math.floor (br.y-
height/3));
this.ppbmd.ctx.lineTo(Math.floor (br.x-width*0.15),Math.floor (br.y-
height/3-height/6));
this.ppbmd.ctx.lineTo(Math.floor (br.x-width*0.10),Math.floor (br.y-
height/3=2*height/6));
this.ppbmd.ctx.lineTo(br.x,Math.floor (br.y-height/3-2*height/6));
this.ppbmd.ctx.lineTo(tr.x,tr.y);

}else if (this.right_side === 1) {

//right side protuding
this.ppbmd.ctx.lineTo (br.x,Math.floor (br.y-height/3));
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this.ppbmd.ctx.lineTo(Math.floor (br.x+width*0.10),Math.floor (br.y-
height/3));
this.ppbmd.ctx.lineTo(Math.floor (br.x+width*0.15),Math.floor (br.y-
height/3-height/6));
this.ppbmd.ctx.lineTo(Math.floor (br.x+width*0.10),Math.floor (br.y-
height/3=2*height/6));
this.ppbmd.ctx.lineTo (br.x,Math.floor (br.y-height/3-2*height/6));
this.ppbmd.ctx.lineTo(tr.x,tr.y);

}

if (this.top_side === 0) {
//top side flat
this.ppbmd.ctx.lineTo(tl.x, tl.y);

lelse if (this.top_side === -1) {
//top side concaved
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/
width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3-width/6), Math.floor
(tr.y+width*0.15));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3-2*width/6), Math.
floor (tr.y+width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3=2*width/6), tr.y);
this.ppbmd.ctx.lineTo(tl.x, tl.y);

}else if (this.top_side === 1) {
//top side protuding
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/
width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3-width/6), Math.floor
(tr.y=-width*0.15));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3-2*width/6), Math.
floor (tr.y=width*0.10));
this.ppbmd.ctx.lineTo(Math.floor (tr.x-width/3=2*width/6), tr.y);
this.ppbmd.ctx.lineTo(tl.x, tl.y);

tr.y);

3,
3), Math.floor(tr.y+

tr.y);

3,
3), Math.floor(tr.y-

}
this.ppbmd.ctx.fill();
var src_image = this.game.add.image (GAMEAPP.viewportWidth/2, GAMEAPP.

viewportHeight/2, pic);
src_image.anchor.setTo (0.5);

src_image.visible = false;
var w = src_image.width;
var h = src_image.height;

var offsetX = Math.floor (width*0.15);
var offsetY = Math.floor (height*0.15);

var padX
var padyY

Math.floor (width*0.15);
Math.floor (height*0.15);

if (this.top_side === 1) { pad¥Y = 0; 1}
if (this.left_side === 1) { padX = 0; }

var img = this.game.make.bitmapData(w, h);
area = new Phaser.Rectangle(j*width—(Math.abs (padX- width*0.15)), i*
height=(Math.abs (padY — height*0.15)), w, h);
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img.copyRect (pic, area, padX,pady);
img.update () ;

var mask = this.game.make.bitmapData (bmdwidth, bmdheight);
mask.copyRect (this.ppbmd, area, bmdwidth, bmdheight);

var bmd = this.game.make.bitmapData (bmdwidth, bmdheight);
bmd.alphaMask (img, this.ppbmd);

Phaser.Sprite.call (this, this.game, x—-offsetX, y—-offsetY, bmd);

this.initialX this.x;
this.initialY = this.y;

this.inputEnabled = true;
this.input.enableDrag(true);

this.game.add.existing (this);

};

// Phaser v2.x.x replaced with Phaser III

// forcing OO onto JS; use JS-OLOO delegation instead.
PuzzlePiece.prototype = Object.create(Phaser.Sprite.prototype);
PuzzlePiece.prototype.constructor = PuzzlePiece;
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