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self.physicsBody [SKPhysicsBody self.fr‘ame];l

int type [platform[@"platformType”] intValue];

CGPoint position = CGPointFromString(platform[@"platformPosition™]);

SKSpriteNode *platSprite;

platSprite.zPosition )5
(type ) £
platSprite [SKSpriteNode @"SquarePlatform"];
platSprite.position = position; BUYUA cnpalma HG CUEeHE
platSprite.name = @"Square”;
CGRect physicsBodyRect platSprite.frame; UHUYQUGAU3GYUA NPAMOY20A6HUKG, PA3MEepoM C
platSprite.physicsBody [SKPhysicsBody physicsBodyRect.size];
platSprite.physicsBody.categoryBitMask = otherMask; Jaem Kamezopuw mes

platSprite.physicsBody.contactTestBitMask = objectiveMask;

platSprite.physicsBody.usesPreciseCollisionDetection =




CBounctBa pn3n4eckoro oobekTa

(void) addProjectile {

projectile [SKSpriteNode @"ball"];
projectile.position cannon.position;
projectile.zPosition 20;

projectile.name = @"Projectile”;

projectile.physicsBody [ SKPhysicsBody projectile.size.width/2];

12 projectile.physicsBody.restitution St
1 projectile.physicsBody.density 3

14 projectile.physicsBody.friction L2
projectile.physicsBody.dynamic ES ;
projectile.physicsBody.allowsRotation =
projectile.physicsBody.categoryBitMask - otherMask;

18 projectile.physicsBody.contactTestBitMask - objectiveMask;
19 projectile.physicsBody.usesPreciseCollisionDetection 3
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22 [sélf | projectilé];
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(void)didBeginContact: (SKPhysicsContact *)contact
{

uint32 t collision (contact.bodyA.categoryBitMask | contact.bodyB.categoryBitMask);
(collision (otherMask| objectiveMask)) {

“MONKH

(!isGameReseting) {
(@"You Win!")ﬂ
isGameReseting >3

SKAction
SKAction
SKAction
SKAction
SKAction
SKAction

scaleUp [SKAction
tint - [SKAction
blowUp [SKAction
scaleDown [SKAction
fadeOut [SKAction
blowDown [SKAction

[SKAction

duration:0.°

[UIColor
@[scaleUp, 11;

duration:9.
duration:!

@[ scaleDown,
1;

] colorBlendFactor:1 duration:9.

1;

SKAction *sequence [SKAction @[blowUp, blowDown,

~H Kaxkoe 210 ; emcsa

([contact.bodyA.node.name @"objective”]) {

[contact.bodyA.node sequence];
([contact.bodyB.node.name @"objective"]) {

[contact.bodyB.node sequence];

page

@selector(

) withObject:

afterDelay:3.67];
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