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//12H

auto square = Sprite::create(); // Sprite? & X

square->setTextureRect(Rect(0, 0, 30, 150)); Il BT ORFNIETE

square->setPosition(1000, 100); /1 B DI ZERE
square->setColor(Color3B(255,255,255)); &

auto blockPb = PhysicsBody::createBox(square->getContentSize()); /I 'EBERMA T VMER
blockPb->setMass(200.0); /| ES

blockPb->setContactTestBitmask(true); I1EYBHZT %&IFTLEFREA
square->setPhysicsBody(blockPb); // sprite&#D (+

this->addChild(square); /| =12 & 8%

/228 12BDOLIZHEEELED,

square = Sprite::create();

square->setTextureRect(Rect(0, 0, 30, 150));
square->setPosition(1000, 250);
square->setColor(Color3B(255,0,0));

blockPb = PhysicsBody::createBox(square->getContentSize());
blockPb->setMass(200.0);
blockPb->setContactTestBitmask(true); /] #&IFEERA
square->setPhysicsBody(blockPb);

this->addChild(square);
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material = PHYSICSBODY_ MATERIAL DEFAULT;
material.density = 10.0f; // &

material.restitution = 0.4f; // R F{% %K
material.friction = 10.9f; // EEIR{% %K

auto* charaPb = PhysicsBody::createCircle(40, material);

R EERK%. BEEBLERET S. (PhysicsBodys 75X

auto” floorPb =

PhysicsBody::createBox(floor->getContentSize(), material);
charaPb->setMass(50.0f);
floorPb->setDynamic(false);
floorPb->setContactTestBitmask(true);
floor->setPhysicsBody(floorPb);
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Scene* MainGame::createScene()

{

// 'scene' is an autorelease object
auto scene = Scene::createWithPhysics();

I ENEEERTE
auto” world = scene->getPhysicsWorld();
world->setGravity(Vect(0, -150));

//'layer' is an autorelease object
auto layer = MainGame::create();

/I 11.22 BA T IMIERRIZL TN ST N\ IE—F
scene->getPhysicsWorld()->setDebugDrawMask(PhysicsWorld::DEBUGDRAW_ALL);
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auto contactListener = EventListenerPhysicsContact:.create();

contactListener->onContactBegin = CC_CALLBACK_1(MainGame::_onContactBegin, this);
contactListener->onContactPreSolve = CC_CALLBACK 2(MainGame::_onContactPreSolve, this);
contactListener->onContactPostSolve = CC_CALLBACK 2(MainGame::_onContactPostSolve, this);
contactListener->onContactSeparate = CC_CALLBACK _1(MainGame::_onContactSeparate, this);
this->getEventDispatcher()->addEventListenerWithFixedPriority(contactListener, 10);
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#pragma mark Collision call

bool MainGame::_onContactBegin(PhysicsContact& contact)

{
log("collision begijn!!");
return true;

}

bool MainGame::_onContactPreSolve(PhysicsContact& contact, PhysicsContactPreSolve& solve)

{
log("collision pre begijn!!");
return true;

}

void MainGame::_onContactPostSolve(PhysicsContact& contact, const PhysicsContactPostSolve&
solve)

{
}

log("collision pre end!!");

void MainGame::_onContactSeparate(PhysicsContact& contact)

{
)

log("collision end!!");
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