Flash Game Programming Day5
1. 鍵盤控制
function keyDownHandler(evt:KeyboardEvent):void {


trace("keyCode = " + evt.keyCode + " charCode = " + evt.charCode + " keyString = " + String.fromCharCode(evt.charCode));


tStatus.text = "keyCode = " + evt.keyCode + " charCode = " + evt.charCode + " keyString = " + String.fromCharCode(evt.charCode);

}

stage.addEventListener(KeyboardEvent.KEY_DOWN, keyDownHandler);
2. 月球登陸艇遊戲

var speedVert:Number = 0;

var speedHoriz:Number = 0;

function startGame(evt:MouseEvent):void {


mShip.x = 275;


mShip.y = 82;


mShip.gotoAndStop("normal");


bGo.visible = false;


speedVert = 0;


speedHoriz = 0;


mShip.addEventListener(Event.ENTER_FRAME, animShip);


stage.addEventListener(KeyboardEvent.KEY_DOWN, keyDownHandler);


stage.addEventListener(KeyboardEvent.KEY_UP, keyUpHandler);

}

bGo.addEventListener(MouseEvent.CLICK, startGame);

function animShip(evt:Event):void {


mShip.y += speedVert;


speedVert += .04;


mShip.x += speedHoriz;


tVert.text = String(Math.floor(speedVert));


tAlt.text = String(Math.floor(mLandingPad.y - mShip.y));


tHoriz.text = String(Math.floor(speedHoriz));


if (mShip.x > mLandingPad.x - mLandingPad.width/2 && mShip.x < mLandingPad.x + mLandingPad.width/2) {



tPadStatus.text = "Ok for landing";


} else {



tPadStatus.text = "Not a safe spot for landing";


}


if (mShip.hitTestObject(mCrashLeft)||mShip.hitTestObject(mCrachRight)) {



trace("hit mountaines...crashed");



mShip.gotoAndStop("crash");



mShip.removeEventListener(Event.ENTER_FRAME, animShip);



stage.removeEventListener(KeyboardEvent.KEY_DOWN, keyDownHandler);



stage.removeEventListener(KeyboardEvent.KEY_UP, keyUpHandler);



bGo.visible = true;


}


if (mShip.y > mLandingPad.y) {



tStatus.text = "landing safely";



mShip.gotoAndStop("land");



mShip.removeEventListener(Event.ENTER_FRAME, animShip);



stage.removeEventListener(KeyboardEvent.KEY_DOWN, keyDownHandler);



stage.removeEventListener(KeyboardEvent.KEY_UP, keyUpHandler);



bGo.visible = true;


}

}
//測試鍵盤時設定為快速鍵的鍵無法直接測試

//因此需要發佈出來，並用文字顯示測試

//鍵入大小寫時 keyCode 是一樣的，但是charCode 會不一樣 

//上下左右鍵的charCode都是0，如果偵測charCode 就無法判定所按下的是哪個鍵

//因此我們選用keyCode 做偵測判定

function keyDownHandler(evt:KeyboardEvent):void {


//trace("keyCode = " + evt.keyCode + " charCode = " + evt.charCode + " keyString = " + String.fromCharCode(evt.charCode));


if (evt.keyCode == 32) {



//空白鍵keyCode 32



speedVert -= .2;



mShip.gotoAndStop("up");



tStatus.text = "main engine burn";


} else if (evt.keyCode == 37) {



//右鍵keyCode 37



speedHoriz -= .1;



speedVert -= .1;



mShip.gotoAndStop("left");



tStatus.text = "postioning rocket - Left";


} else if (evt.keyCode == 39) {



//左鍵keyCode 39



speedHoriz += .1;



speedVert -= .1;



mShip.gotoAndStop("right");



tStatus.text = "postioning rocket - Right";


}

}

function keyUpHandler(evt:KeyboardEvent):void {


mShip.gotoAndStop("normal");


tStatus.text = "all engines off";

}






