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*
*
*
*

File Name: load.js

Live Demo: http://www.adventurers-of-renown.com/GAMEAPP/index.html
Source Code: http://makingbrowsergames.com/book/

Description: File for controlling assets downloads; some delegations

to browser.

*

X% o % X X X X X X%

Author: Stephen Gose

Version: 0.0.0.8

Author URL: http://www.stephen-gose.com/
Support: support@pbmcube.com

Copyright © \u0O0A9 1974-2017 Stephen Gose LLC. All rights reserved.

Do not sell! Do not distribute!

This is a licensed permission file. Please refer to Terms of Use
and End Users License Agreement (EULA).

Search for [ //**TODO** ] to tailor this file for your own use and

will void any support agreement.

*
*
*
*

*/

Redistribution of part or whole of this file and
the accompanying files is strictly prohibited.

"use strict";
window.GAMEAPP.state.load = {
preload: function() {

console.log(" %c Game Prototype load game assets ",
"color:white; background:red");
// we have preloaded assets required for Loading group
objects in the Boot state
var loadingGroup = mt.create("Loading");

// loading has been deleted?
// continue to load rest of the textures
if (!'loadingGroup) {

mt.preload() ;

return;

}

// get preload sprite
var preload = loadingGroup.mt.children.preload;

// preload has been deleted?
// continue to load rest of the textures
if('preload){

mt.preload() ;

return;

}

// set it as preload sprite
// buid loading bar
this.load.setPreloadSprite (preload) ;

// update group transform - so we can get correct bounds
loadingGroup.updateTransform() ;

// get bounds
var bounds = loadingGroup.getBounds () ;

Copyrigth © 2017, Stephen Gose. All rights reserved.

page: 1



GAMEAPP/js/state/load.js

Sunday, August 13, 2017

56
57

58

59
60
61
62
63
64
65
66

67
68
69
70
71
72
73
74

b,

// move 1t to the center of the screen

loadingGroup.x = this.game.camera.width*0.5 - (bounds.width) *
0.5 - bounds.x;

loadingGroup.y = this.game.camera.height*0.5 - (bounds.height)
- bounds.y;

// load all assets
mt.preload() ;

create: function() {

};

// loading has finished - proceed to demo state
this.game.add.image (0, 0, 'background');

//ARRA skips languages and main menu; it goes directly to
Story scene.

this.game.state.start ("story");

/* End of file */

/* Location:

./js/state/load.js */
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