KIS 4 R

AXBRE TEACEZMN (BENEFFERK) F+=%F. &5 T<canvas>
A NEFFE AP hEBXAENE, BN EIER SRR TN

E3HFR: 1. SENARFHNAIREIESENER THEXY, 2. 2% EE<canvas>
ML E API,

X E K #4551 https://gaopursuit.oss-cn-
beijing.aliyuncs.com/course/mobileDev/boxgame_images.zip

A EH - EmAGUm, B E OB i . oy T EA R E% :
B G M BE ) O R SR HE A D K T E Rt s

13.1.1 ik

H U A R AF -

(D HHHEQITHREME R L.

(2) REEDVEF 4D RFERIHAXF BRBLERF ML,
(3) i &R H0 T LT IF 0F 17 14 5 3 1 T

13. 1.2 UEXR i D) i oK
WAk BT BE SR AT
(1) R 0 T 7 58 5 505 L X O e 7 1 B 37 JF ™ e 1
(2) it A7 1) T L e XK 5 i 147 8 S I S A

(3) e x i T g 8 <8 #9 /Ty HREH A, 32 BEALAE M L AL A T LR A A A .
(4) o™ JOHT T 867 4 6 T DUKE 8 5 03 3 A (] 051400 B 437 8 O 0K T B e R

o132 mEgE

AT H )7 S 4 %5 1 309 boxGame, FCE I E 13-1 fifk, BTN
BT H T 52 T E B e SRS HE £ T 3 05 o o T B T SO . IR




@ X e
JERTHE
al——
Rt .
ERE 8% = I
HHEE ApplD | w18072110a0101e83 l
s 7 ApplD 7] At
R E ]
LRSAT FEES | e - |
Emgs O FER=ES
MEE-EREATEERMERES. FRICRANSS Ry, TRk
BEEES , EHT SR AP TROWEE | Al TS HEEE
w7
) BRE
R
el 2 | Fit

B39 MEFIARSHETEHA

00133 mmeE

13.3.1  G0&t v Sk

QI SE R L A b £ A iR SO pages FIF AR BCOUT SO, — MR 6 & DO
AT M index. RN FEAT IS — 1 GUE ; Ho b 0TI 4 BRI LA A E S, AR B A7 A
WS T BRI index (0T 5T 1) F game (i 4K ST

HERENT .

(1) 4% app. json HFH pages [BE TR pages/logs/ logs™ B i * pages/game/game™,

(2) FdEEE Corl+ S (REFEIE SRS £7F pages U T A s game B 3.

13.3.2  MHBR A0S

HAARREMNT .

(1) MBS utils SCfFJe R TR RT AT N7 .

(2) MR pages XAFRE T logs H 3 L ANETE NE.

(3) ME% index. wxml Fl index. wxss TR0,

(4) M index. js ®IY 2 AR A0S . JF B A G page ¥eBISE — >k i 4 o] 424 1 H A
b 2Rl 13-2 i) .

(5) MilBE app. wxss Ay 50D,



1
2

index. js °

//index. js
pege

function )

(6) MR app. js T A2 EBACHY OF B AOCHER IR app R B — Ak 04% o] 48 ik 1 A 3h

M 13-2 #WAXRi0EE Page i #

*h 4 PR E I E 13-3 FraR) .

1

|

appjs o

/1app.Js

| @ getapp

function ) |

33. 3.3

o] e 1

B 13-3 WAXEIFEIE App BE

fib SCAF

$2F R G A [ 58 OO0 AT H R T B UUF A SOk,
o images: FHTAERE K M
* utils: H AL TS 0.
B P S 45 0 A B A+ 5008 SCFde 3R Bl 6 24 8 images FT utils,

Bl E A s

A0 B KR U B 4 R R R B Z A A 13-4 R .

Fiili B RZ5H PR images SO e B8 BE SEITIF” F L R &) s sk 35 |

SH A 3 5 A B X 9 P R B 5 AR AR R A A0 135 FR

(a) levelO1.png
B 13-4 XFERFEWRET

(b) level02.png



(c) level03.png

(a) bird.png

(b) box.png

(d) level04.png

¢ B e

(d) pig.png (e) stone.png
13-5 WXRAREHREHRET

fiiti B R4 0 images SO SRR MEEFT TR B & R SCHF K icons. SRR HE 28R

P 28 S R A 25
A Js X

A utils O, BRI A” IS, i A data J5 3% M 4 8 6 8 2 3 30 data. js, 0

E 13-6 ffs .,

i o8 BRI B A P 13-7 Brow .

+ Q

» [ images

» [ pages

[ b

s EETH

U mes

0 b 13
=2

iR >

LS A

B«

O 8x
[ Page

] Component

-

{) JSON
<> WXML
ms WXSS

wis WXS

B 136 #HBISAH

+ Q - = 8

» [ images
v B3 pages
v 2 game
& gamejs
() game json
<> game wxmi
e J3IME. WXSS
v 2 Incex
£ indexis
{) index json
<> index.wxmi
wiz InQ@X. WXSS
v 5 uis
15 datajs
18 appis
() appjson
was 3DD.WXSS
{+} projectconfig json

B13-7 £MXHIZER

SHE IS S A B B 4 PR 5E A - 13. 4 9K E AT B A Je AR KB,



13.4.1  SHLPEELF

AEFBAFAERERIRA T AR, 7T LU i & app. json 1 X P
window Ji& 1 i 47 807 I H oK A8 MR ROR . U Y app. json SUIFAR Eler
BT, 045 ¢ R

{
"pages": [{UADHE ],
"window" : {
"navigationBarBackgroundColor": " # E64340",
"navigationBarTitleText": "#E# F X"
}
}

F ARG Al LA o S ARE Y B0 0 4T (2 LA R Ok
oL ORI A 13-8 s . E13-8 AENSMENT

SO dWN

13.4.2 G ik

Bl 2 3sRigit
TSETE app. wxss W18 B U1 T A 2% A0 100 B A 04 22 3L XL RIS N T

[ UM AR </

057 3 7

1

2 .container {

3 height: 100vh;

4. color: # E64340;

5 font — weight: bold;

6 display: flex;

7 flex - direction: column;
8 align - items: center;

9; justify — content: space — evenly;
10. }

11. /= TidmenMiFEs  /

12, . title {

13. font - size: 18pt;

14. }

BIigit

O A PIER N EE BRI OG- R A, iU B 13-9 Fas.
ol 4 0 40 F 44 il
o T¥mbRAE . < view >%5 855

o KRIFE: <view >FRE . N H AT A .

WXML(pages/index/index. wxmD G40 F .

1 < view class = 'container'>

2 <\ PR - >

3: <view class = 'title>{f Ak ¥k K</view>
4



5 <d—— KFHE—>

6. < view class = 'level Box'>

i < view class = 'box">

8. < image src = '/images/level(l, png'></image >
9. < text > 1 J</text >

10. </view>

11. </view>

12,

13. </view>

e WXSS(pages/index/index. wxss){UiS H BEIF .

Lo /s RRA R -/

2. . levelBox {

o width: 100 % ;

4. '}

>

6. /*MAXFKEE =/

7. .box{

8. width: 50 % ;

a5 float: left;

10. margin: 20rpx 0;

11. display: flex;

12, flex - direction: column;
13, align - items: center;
14. }

15.

16. /i KE R =/

17. image {

18. width: 300rpx;
19. height: 300rpx;
20. }

14 i SR 13-10 B

TR fivant
(34
EH BA
E HFax
EHhR BkH
Fax Fax

B 139 moEitE M13-10 A RE



fh P AT O e T DL BORFREE A AR O R, T
RARAG R B, BT LA o R ik B R 6 B0 06 R B 3R (i
2%,

Wk T E gt

i 2k oL 7 B Y e w0 A 6 R A
RORGTER M O AT TR % oU . i XK oL I
045 e AR OG5 b AL, D K 1 T, e SRR R
B HL DU R P 13-11 B,

H T IR 8 A (s, o Bk 5% 003 SR B LA ATE T &
1" L TO0 o5 3 4% 07 5 4 1R T 19 8 I 4R 1R A 2 3 485 7 I s
WHR BB level =0, 1A 13-12 .

JH I BT 0T LA 4 R game U T TS RS
R4 [ 3 A R AR KR AT B BoR UL,

HRIE A F A,

WA
(E#)

Frmd

«i

" 4

o <view >: HER A A TN bR 5

o < canvas>: Wk i 7 ; A 13-11 HFRTAEETE

HEVETSE

#xXER  game

EHAE  pagesigame/game v

EDeH levei=0

BABR 3V v

TREFasHuiEss (= 1.9 90 BLUERSEET)
BEREES i wE

B 13-12 &M game TE A HRIFR X

e <button>: 4 N 1A EBHOIT R .
WXML (pages/game/game. wxmD IS T .

1. <view class = 'container'>

2 <= Y kiR >

3 <view class = 'title>%} 1 X</view>
4.

5, <t—- jig R A - >

6 < canvas canvas — id = 'myCanvas '></canvas >
7

8. <t—— Jj [o] §iE ——>

9. < view class = 'btnBox'>

10. < button type = 'warn'> 4 </button>

: ) I8 < view>

12. < button type = 'warn'><-</button >
13. < button type = 'warn'> y </button >
14. < button type = 'warn'>—></button >
15. </view>

16. </view>



1T,

18. <! “WEHIFW"HH —>

19. < button type = 'warn">H 7 I Ih</button >
20. </view>

WXSS(pages/game/game. wxss) (US| .

/o WERR AR « /

canvas {
border: 1rpx solid;
width: 320px;
height: 320px;

1

00U as WN =

/x5 T S 4 L HE A K 3 /
9. .btnBox {
10. display: flex;

1. flex — direction: column;
12 align - items: center;
13. }

14.

15. /= Jim BEAE AL EE AT = /
16. .btnBox view {

17. display: flex;

18. flex — direction: row;
19. }

21, /= A Dy o R AR ER + /
22. .btnBox button {
23. width: 90rpx;

24. height: 90rpx;

25. }

2 ERE
27. [ BiAHHRER * /

28. button {

29. margin: 10rpx; EShFHR
30. }

. - B13-13 HETRuRA
MATRCR I 13-13 Ff . el

AT O e i T DL R SE R SRR, il T R AR A AR B L BT LU R TR AR
Al AR AT B R A HE RN AE A RS
Sk o A R SRR VR 2L 13, 5 WA g ey E AT 08 A b TR,

/ /s P 4% mapl ~mapd
/PSR 1 98 2 MR 3 MR 4 BARF .S WA .0 KIS

=W N =




5. //XE1

6. wvarmapl = [

i (01, Yoo, 325705 OF;
8. [0, 32, 2.2 .53 1. 0,
9. £0:1: 5;:4; 2,21, O);
10. [y, 3, ¥,.2; 3,21, 1),
1. U3 342 1425328 1);
25 B1785745:2; 212 1);
13, 535 002 2adin; 1)
7T = D= O T O B Dl O By
15 ]

16. // k| 2

17. var map2 = |

18. [0;.0, ¥,2; ¥,:0,0; 0],
19. [0,0,1,3,1,0,0,0],
205 ([03:07 12, Tydialy 1T
21, [1,1,1,4,2,4,3,1],
22> 153 2ud; Spdiily 173
2%.. [1,.4, 1,51, 4,21,.0; 0],
24. [0;:i0; 0;::%;: 3;71;::0; 01;
25. [o,0,0,1,1,1, 0, 0]
26.

27.. 1

28. //X¥3

29. var map3 = [

30k [0:40; 101 1:°1540; 0T;
31. [0;:0, 1,.:3; 4,71,.0; 0],
32 [05:15 1;25 3;1::1y 0
33. b0 L, 2.2 4,3, 1, 0.
34. [15525 2525 53413 I);
35: (1,2, 2,4, 4,4,.2; 1},
36. 122, 2;:2; 2,2::2; ¥];
7. [ A4, L3 £,.59.4, 1]
38. ]

39. //¥%F4

40. var mapd = |

41, FQ,.32, 0%, 1,71%,1, 01,
42. [0:3; 3,02 B:i3:1; 0],
43. [0, 1,3, 2,4,3,1,0],
.. [1s1; 102 20635 1I1;
45. [1,2, 4,2, 2,4,2, 1],
6. [1;:2; 1,08, 1,1,7°2; 11;
47. [1,.2, 2,:2; 5,'2,2; 1],
46 [l Lot 1050, 1]
49. ]

X B 5E ] mapl ~map4 {0K 4 SRR R A b P Bl LA 4EBCH e KA. X
Tl PR 35 Hy 8 <8 114 Ty A AL G, B A7 B A B AR X B R AR R A

204 iy b PR RO AN P R AR S % O R T DA A AT 8 RO R A R A

SR G BAE data. js I module. exports i 7] # & G O LA BT .

1. module.exports = {

2, maps: [mapl, map2, map3, mapd]
3.}



BAE L SE 1A G2 AR A A 4
)5 i BAE game BUMAY) JS ST 51 A 3% 1S S0 5THARM T .

var data = require('../../utils/data. js") /75| H o3t s i

i TE /NP P A X R I A SR e et B AR G AR AR X B AR

5.2 HEH

BOOLEEAMADIRET WM, — R R R KRR s s Bk A 2 W AR oL i
|1 ERFIET Tr

£ 1S CHFRY data P AR R R BBERE R X HLL 4 KRR,
K IS(pages/index/index. js) fCHS H B0 F -

[E] A
S

A i-r v
Gx(m) 2

1. Page({ ‘ =
2. / % R 55 4 R
3. * L (¥ ) b BOH

4. */

5. data: {

6. levels: [

7 38 'levelOl.png’,

8. 'level02.png’,

9. 'levelO3.png’,

10. 'levelO4. png’

11. ]

12. }

13. })

$E4 N R X RLAY< view >R wx: for R EEIEHR W8 KR A REIEMAE R,
&M 5 #9 WXML (pages/index/index. wxmD UG IIF :

1. <view class = 'container'>

2 <\——FpfE-—->

3. <view class = 'title">HF Ak ik K</view>

4.

5. < Xfkilk--> g
6. <view class = 'levelBox'>

7. < view class = 'box' wx: for = '{{levels}} ' wx:key =
'levels{{index}}'>

8. < image src = '/images/{{item}} '></inage >

9. < text >H5 {{index + 1} } ¥ </text >

10. </view>

11. </view>

12:

13. </view>

S SURTRCR N1 13-14 Fi7R .
M RN T E
o B P R O R R BT S 8 Bk

H X% WXML (pages/index/index. wxml) 0 55 3t 7

RIS BEESNT . B13-14 BREFEHNERT



1 < view class = 'container'>

2 <\—— Pr ——>

3 < view class = 'title>Hf Ak ik X</view>

4.

S <= KEKIEK-->

6 < view class = 'levelBox">

7. < view class = 'box' wx: for = '{{levels}} ' wx:key = 'levels{{index}}' bindtap = 'chooseLevel'
data - level = '{{index}} ">

8. < image src = '/images/{{item}} '></image >
9. < text >#5{ {index + 1} } X</text >

10. </view>

11, </view>

12.

13. </view>

AR R BRI T X 3 R 2L chooseLevel, 3f B4 ] data-level & 14
BT X FRRFTIRGE.,
SR J5 XTI Y index. js SCEFTR RN chooseLevel BRI ZE AT BEAD F .

1 Page({

2 [ =%

3 * BENRE -- HHIEX
4 w/

5 chooseLevel: function(e) {
6. let level = e.currentTarget.dataset. level
7 wx. navigateTo( {

8 url: '../game/game?level = ' + level
9. 1)
10. ¥
11,.57)

B 20T L i Bk 5% B game BUIE L I BB BT 1O R B R B L (B2 W TE game
O A 48 A B ) ISk B AT AT S % L A Y 3 R g T

13.5.3 gk 24
WERE 0L A VLT LA TR TS =98 .

o SR YHTRR LK

o i AR b L 1 22

o 4 ANy ) T DURS il Rk T A

o il HOHT TF BG4 AT LA 3 3K il P 3 JE R e MR A

B ErYasgELx

TR E P E A T ol Bk RSN TR MR E AR A
ity B2 7E U AR DU 2 O A5 B L IF B A L1 1] e N .

16 IS(pages/game/game. j) (U B0 F .

1 Page( {

2. / ¥

3. * L (499 b 2
4 x /

5 data: {



6. level: 1

7 Y,

8 [ %%

9. * iy R 3 e B —— T G TR0 4%
10. ®/

115 onLoad: function(options) {
12, /13RBL%F

13. let level = options. level
14. //EF X FIRE

15. this. setData( {

16. level: parselnt(level) +1
17. })

18. 1},

19. })

&% WXML(pages/game/game. wxmD U B F .

1. <view class = 'container'>
2. < %k -->
3 <view class = 'title'>%5{{level}} </view >
:.
6. </view>
S Ao o A B O i A () 9 0GR Pl kA i T L A
LREW LW W R X R NET .
BATRCRANE 1315 FioR .
HEIZE L
D e TAE
HEHE game. js SCPFRY T 3 iC R — 2L 3
IR € EEE S
Y TS (pages/game/game. js) 8 104513 R
BT .

1./ /b PR R A

2. varmap = |

3. [0, 0, 0, 0, 0, 0, 0, 0],
4. [0, 0,0 00,0,0, 0],
5. [0, 0, 0, 0, 0, 0, 0, 0],
6. [o, 0, 0, 0,0,0,0,0],
7. [o, o, 0, 0, 0, 0, 0, 0],
8. [o, 0,0, 0,0, 0,0, 0],
9. [o, 0, 0, 0,0, 00, 0],
10. [o, 0, 0,0, 0,0,0,0]
11, ]

12, /7% F P B

13. var box = [

14. [0, 0,0, 0, 0,0, 0, 0],
15. [o, 0,0, 0, 0,0 0, 0],
16. [o, 0, 0,0, 0,0, 0, 0],
T [0; 0;:0,:0;0;:0, 0;0];
18. [o, 0,0 0, 0,0, 0, 0],
19. [0, 0,0 0, 0,0, 0, 0],
20. [0; 0:0;:0;0;:0; 0;:0];
21. [0,0,0,0,0,0,0,0]

ESTTIG

& 13-15

CERIE L b S e




22, ]

23, [/ B R

24, var w = 40

25, f/E ARGk T NS ) mAT SR
26. var row =
27. var col =
28,

29. Page({
30.

31. 1)

2) 1 451k it 2% i

B e T EAR R Y AU A L DG Rk R R i X b PR R B, T B B I Xk
.

f£ game. js PN initMap e80T 90 46 T e 1k b P8 B0

BF WY TS pages/ game/game. js) {0 BUEls M T .

0
0

1. Pagell 8600 1
9 /.:‘..;.a.

3. © [ SO B - B0t e i
a. w /

54 initMap: function(level) {

6. A B I A 1% i ot i T 4 41

7. let mapData = data.maps[level]
8. AT for il BR 0 sw M ¥ $ 40
9, for (var i = 0; 1 <8; i++) {
10. for (var j = 0; j<B8; j++) {
11. box[i][§] = O

12. map[i][j] = mapData[i][j]
13.

14. if (mapData[i][§] == 4) {
15. box[i][3] = 4

1e. map[i][j] = 2

17, } else if (mapData[i][j] == 5) {
18, map[i][]j] = 2

19. LA s B 1 8 AT
20. row = i

21, col = 5

22. }

23. }

24, }

25. },

26. })

LR AT T S A AL PR B SO data, s v i3 MO RE G R 1) I XE M P A4 L AR AR
for {1 35 XF F5:— He b, PR 35040 2F A7 A B 35 50 249 o e 2k A 0 i b PR L A T AR L R i Rk =
AN B ETTE AL

WRIRTE game. js PR IN A 2 LR B drawCanvas . T8 30 51475 £ 2 ) 2@ i L.

W RE Y IS Cpages/ game/game. js) {0 BEdsmin F .

1. Page({

=18 /**

s # HIE SR ¥ - 2 n A
4. =/

5. drawCanvas: function() {



6. let ctx = this.ctx

7z /1 7 WA

8. ctx. clearRect(0, 0, 320, 320)

9. /71 AU for fERE: i 8x8 (1Yt 14

10. for (var i = 0; 1< 8; it++) {

11. for (var j = 0; j<8; j++) {

12 /1 BRIN L

13. let img = 'ice'

14. if (map[i][]] == 1) {

15. img = 'stone'

16. } else if (map[i][]] == 3) {

17. img = 'pig’

18. }

19.

20. /722 T A

21. ctx. drawImage('/images/icons/' + img + '.png', j * w, i * w, w, w)
22.

23. if (box[1][3] == 4) {

24. /& A

25 ctx. drawlmage( '/images/icons/box.png', j * w, i * w, w, w)
26. }

27. }

28. }

29.

30. L3 3 N

31 ctx. drawImage('/images/icons/bird. png', col * w, row * w, w, w)
32;

33. ctx. draw()

34. ¥;

35. 1)

G TE game. js 119 onload PRECP )AL ®E A4 T 3. 3K UCE H & LR AL initMap #

drawCanvas, X R JS(pages/game/game, js){CH% H BT INANF .

1 Page( {

2 A i B ) R B —— T 0T N 4R
3 */

4 onLoad: function(options) {

5. WEIR!'E ST

6 AW 1] .

7 /79T O g R bR R

8 o AC Y B -

9. //egEH LT

10. this.ctx = wx.createCanvasContext( 'myCanvas’')
11. 11N AL i B SR

12. this. initMap(level)

13, /EHEHRAE

14. this. drawCanvas( )

15. Y

16. })

YRR 1316 iR,

3) 75 Ia) % 4 S

8% game. wxml U 1 AY 4 A4 07 )
< button >, iy H48 52 s 90 4.

B 13-16 LHMERR




WXML (pages/game/game. wxmD L& M5 WF .

1. <view class = 'container'>

2 <t—— KRR (CEE) >

3.

4. <t—— Jigxkmi A (LA%Eg) ——>

(=

6. <t—— Ji[uj§E ——>

¥ 5 < view class = 'btnBox'>

8. < button type = 'warn' bindtap = 'up'> 4 </button>

9. <view>

10. < button type = 'warn' bindtap = 'left'>< </button>
11. < button type = 'warn' bindtap = 'down"> y </button >
12: < button type = 'warn' bindtap = 'right '>»></button >
137 </view>

14.  </view>

15.

16, <!—— “HHFHIT M (RSN ) —>

17. </view>

£ game. js SCEFRE N E E SCPREL up . down left A1 right. 23 51 F 55 8L & /1 OS2
fEE F 2 FHAANTAB . SR EEERFARTFRHEL TR —H%.

KR AY TS pages/game/game. js) IS BORINANT .

1. Page({

2 / %%

3 * HECHE — Jimd: b

4. %/

5 up: function() {

6 /IR ERTRAHIE L

7 if (row> 0) {

8. /IR LA AR ST, LA BN G
9. if (map[row — 1][col] '= 1 && box[row — 1][col] != 4) {
10. A F st R AR F

1 B 13 row = row - 1

12. }

13. /IR LR T

14. else if (box[row - 1][col] == 4) {
15, /1HH A £ B 0 o A BE % 1B 4 3

16. if (row — 1>0) {

17. /M RE T b7 AR ST

18. if (map[row - 2][col] '= 1 && box[row - 2][col] != 4) {
19. box[row - 2][col] = 4

20. box[row - 1][col] = 0

21. /7 A ) A bR

22. row = row — 1

23. }

24. }

25. }

26. /2 A

27 this. drawCanvas( )

28. }

29. 1.

30. [/ x

31. * AEXeR¥—— Hmi: F



32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44.
45.
46.
47.
48.
49,
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
735
74.
75.
76.
T
78.
79.
80.
81.
82.
83.
84.
85.
86.

®/
down
//
if

}
}
/=
*
* /
left
//
if

}
}’
/ %%

: function() {
ATERITAHIE T B

(row< 7) {

JIMBET H AR T, TN
if (map[row + 1][col] !'= 1 &% box[row + 1][col] '= 4) {
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row = row + 1

}
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else if (box[row + 1][col] == 4) {
)
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if (row + 1<7) {
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box[row + 2][col] =

E
if (map[row + 2][col] != 1 && box[row + 2][col] != 4) {
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box[row + 1][col] = 0
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row = row + 1
}
}

}
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this. drawCanvas( )
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: function() {
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(col>0) {
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if (map[row][col — 1] != 1 && box[row][col — 1] != 4) {

£/ Y A

col = col - 1
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else if (box[row][col - 1] == 4) {
i 7]
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if (col — 1>0) {
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box[row][col - 2] =
box[row][col - 1] =
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col = col - 1
}
}
}
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this. drawCanvas( )
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1. Page({
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4 */

S. isWin: function() {

6 //ERNE for THIRME B 4E

7 for (var i = 0; i< 8; i++) {

8 for (var j = 0; 3 <8; j++) {

9 /IMREETRELER

10. if (box[i][j] == 4 & map[i][]j] !'= 3) {
11. /1B [E] £alse, 3% 7 ifff XX id K B Ih

12: return false

13. }

14. }

15. }

16. //3& [B] true, F 7R ifF R AL D

17. return true

18. ¥

19. })
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SRIGTE game. js TERINE E L eEE checkWin . 23K — H itk i% oh 5 980 42 75 0F 36 HE |
XL JSCpages/game/ game. j) TS BE N .

1 Page({

2 ] %%

3 * ETE MR -- A T 4B
4 */

5. checkWin: function() {

6 if (this.isWin()) {

7 wx. showModal( {

8 title: 'HE',

9. content: 'WEXM A IH! ',
10. showCancel: false

11. 3

12, )

13. },

14. })

G TE game. js 18 4 A~ 77 [ B pR S0 36 I OC 1 3 AR BC S0 0 W ) PREX, 3X L up PRECH
o], %F i #9 JS(pages/game/game. js){CI% H B &N F .
1. Page({

2. /[ wx
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4 */

Si up: function() {

6. JIAAE T W S A% 18 8

7 if (row> 0) {

8 PR B AR ST, AT L B B G
9

10. /MR Ll RAT
12.

13. /34 i e P

14. this. drawCanvas( )
15. /1EEHRRERD
16. this. checkWin()

17. }

18. },

19. })
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B game. wxml fCHS . " & B IF UG 7%
HB N H SE SR B S

WXML ( pages/game/game. wxml) G % H B & %
r.

M 1318 HREDETER

< view class = 'container'>

<= “HHIT I ——>
< button type = 'warn' bindtap = 'restartGame'># 3 J| l</button >

</view>

DU W N =

TE game. js XA EEIN restartGame PREC FH 38 TF 15 0 2K .
%Y JS(pages/game/game. js) U BRI -

1. Page({

2 /] *=

3 © BEN A -- EIRFABER

4 x [/

5. restartGame: function() {

6 /1% 1L 3t B 3

7 this. initMap(this. data. level - 1)
8 /eBEHRAE

9 this. drawCanvas()
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