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void MainGame::update(float delta)
{
auto* draw = dynamic_cast{DrawNode*>(this—
>getChildByTag(PULL_LINE_OBJTAG));

~A~ A~ A~ A~

~A~ A~~~

// BXYI

auto* charSprite = (Sprite*)this—>getChildByTag(CHAR_OBJTAG);
auto velocity = charSprite—>getPhysicsBody()—>getVelocity();

if ( velocity.length() >=1)

{7/ Jeyhd %,

_commonlnit();

// 0617
this—>_swap THDrawer—>swap();
}

} else

{7/ RIELAl

}
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void MainGame::update(float delta)
{
auto* draw = dynamic_cast{DrawNode*>(this—
>getChildByTag(PULL_LINE_OBJTAG));

~A~ A~~~

~NA~ A~~~

if ( _isAllObjectStop() == true )
{7/ )evb9 %,

_commonlInit();

// 0617
this—>_swap THDrawer—>swap();
}
} else

{7/ RIELAT

}
]
}
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#define CHAR_.OBJTAG 100

#define BLOCKS_OBJTAG 101

#define PULL_LINE_OBJTAG 200

#define LOCUS_OBJTAG 300 // 0228

#define LOCUS_HISTORY_OBJTAG 310 // 0525

void MainGame:;_createBlocks()

{
Node* node = CSLoader::getlnstance()—>createNode(”"MainScene.csb”);
node—>setTag(BLOCKS_OBJTAG);
this—>addChild(node);

class MainGame : public cocos2d:Layer
{

public:

void _commonlInit();
void _createBlocks();
bool _isAllObjectStop();

// B R E
//  DrawNodex* _historyDraw;
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bool MainGame::_isAllObjectStop()
{
/) ETDFAIT OO EELELTLSAMIKIZAT S,

// B¥¥S

auto* charSprite = (Sprite*)this—>getChildByTag(CHAR_OBJTAG);
auto velocity = charSprite—>getPhysicsBody()—>getVelocity();

if ( velocity.length() >=1)

{

return false;

}

/! B
auto rootBlocks = this—>getChildByTag(BLOCKS_OBJTAG);
Vector{Node*> children = rootBlocks—>getChildren();
Vector<Node*>:iterator it = children.begin(); // A TL—3D A2 X322 X1t
while( it = children.end() ) // KEERET
{
auto pb = (xit)->getPhysicsBody();
if ( pb '= nullptr )
{
auto velocity = (*it)->getPhysicsBody()->getVelocity();
if ( velocity.length() >=1)
{
return false;
}
}
++Hit;

}

return true;

}
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