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WndProgress (message: int)

{

Switch (messgae)
{
case WM _Init:
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break
case WM_Paint:
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break;

case WM_Close:
IEESEAE- 2
break;

case WM_KEY DOWN:

/A F A
break;

}

Return 0;

}
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Class Map
{
FEAR B
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MapPath Hh €] %42
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LoadMap(path:String) ; //fnZkHh
UnLoadMap(MapID:Map);//E1 75 3k
ChangeMap(path:String);// 1) 4§ 1 [£]
DrawMap (map: Array) : //iH] ] 3 5]
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WName // 45 %
WDamage /i #5777 ¥ )& 1
Damage Value// i [ 7 F B 0 28R

FEATT
Damage () :int /iR [Pl RSB HE{E (get ) return WDamage
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class Equip

{
BEA R
EquipName %% %% 44 FK -
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Class GameSound{
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var Volume Value:int// 75 5 W 5 I ) K/

/I Posion: int// % AREIALE
LoadMusic() //In#+% 5
UnloadMusic()y/E & ok
StartMusic(); /FFUH & SR
StopMusic();/45 1175 5
PauseMusic();// 8 155 & oK
SetMusicvolume// ¥ B & R [ H AR/ (set) int
GetMusicvolume //3RE% SR 35 2K/ (get) int
GetMusicName //ZRHUE SR 1447 (get) string
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EXHEEO:
Public interface Icharacter
{
function Stand():void// 3§
function Walk():void; //5E
function Run():void; /8
function Attack()y// B ER BN
}

Class Character {
ST R

Hp: AdnfH

Hpmax: iz KT E
Speed: //H#EAE
Armour: / /B fME
JumpSpeed: - k)8 &



AttackPower: #J# B i {H
CharacterID ffI 4% 5| 4w

Level :Z52%
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Setproperty ();// ¢ B A (0 )& P
Getproperty();//ZRHUH ELAS 7] & P
DelCharacter(); 1 5 ff €2

Walk();/ffi t03E 30/ [LWalk(); 22 3E Rwalk(); 477 ]
Run();/f 68355/ [RRun(); 41, Lrun();, /A #]
Jump() /B =

Attack()y/ Bt

}
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Class Human extends Character

{
FEA JE M
AT @

ATk
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Useweapon () //fi# FH 4%
Useltem O /i 14 5t ¥ e
Changeweapon () Y]t ¥ e
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Class CharacterFactory(): CharacterFactory
{
H
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#15
package
{

public class CharacterFactory

{

public static var man: Character;
public static function CharacterFactory (CharacterName:String,): Character

{



switch (CharacterName)

{

case"I™

return new Characterone();
break;

case"2"™

return new Charactertwo ();
break;

case "3":

return new Characterthree();
break;

return null;

}

4.2 CharacterSkill #aEEJS

AEARE AR, SRR AR B RIS A
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Class Character Skill

{
A
Skil IName:Strin g//H fit 4 i
Skillexplain:String /¥ Rk, MHEHF L, st
DamageValue:int//$ G871 45 1 ;

PAS ST
Damage():int/ /B¢ He T I 348, B
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Character

<<interface>>

#WeaponBehavior : IWeaponable IWeaponable
+Displayinfo() +UseWeapon()
+Walk() AN
+Stay() N S,
+UseWeapaon() :
zﬁ UseSword UseAxe UseNothing
+UseWeapon() +UseWeapon() +UseWeapon()
Barbarian Soldier Paladin Wizard
: - : : v tracefact.net
+Displaylnfo() | [+Displaylnfo() +Displayinfo() | |+Displayinfol)

AP XEFUMFRKRL, TUERARSEES, L%, E2M44

A -

RAVEARFRIRRSEFRELIXANED, IRXMEORET FREE

Public interface Iweapona ble {

Function UseWrapon (): void;

}
Public class Character
{

Protected var WeaponBehavio: IWeaponable r; / 8 i b4 1118 B 52 UseWeapon J7¥2:.
/AT, IR ORI
public void UseWeapon() {

WeaponBehavior.UseWeapon();

}

I s s i o el s
public void ChangeWeap on(new Weapon: [IWeaponable)

{

WeaponBehavior = newWeapong

}

Public class UseSword impleme nt Iweapona ble

{

Public Function UseWrapon (): void;




{
Trace(“RAEM T 7F%”)
}
}

I Fp—AEEABIL, SRT AER

Public class Barbarian extends Character

{

Private var WeaponBehavior: UscAxe;
Public function Barbarian()

{

WeaponBehavior = new UseAxe(); // B8 AJH 75

}
}
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Class NPC extends MovieClip
{
FEARTT ks
Speak () ;Utik
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5. 2 52 M Event
Event & T F4 103628
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AR B F AT 1) 44 PR
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AR B ST 2R A (FeZ¢ EventTypes
/] SR Y5 (A
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Class GameEvent extends Event
{
ER WA
EventName
ATk
function get getEventname():String
function set setEventName(value:String):void
AddEvent (EventName: Event): 34k
RemoveEvent (): WERZEAE
}

BN

@A —A~giff: MapEvent

XASFAEAR A 7RIS Event 2K, 735l 78 SCPTAS N8R i HE A P 175 0
public class MapEvent extends Event

{
public static const MAP_COMPLETE:String = "mapComplete"; /T INZ& Kl Fr 58 1%

public static const MAP_LOADER_ERROR:String = "mapLoaderError"; //H T InZ& Kl F Hi &
I ENRCRTEE!

public function MapEvent(type:String, bubbles:Boolean = false, cancelable:Boole an = false)

{
super(type, bubbles, cancelable);

}



override public function clone():Event

{

return new MapEvent (type, bubbles, cancelable);
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Class Word {
FEA @A
Message: String
BT 5
ReadWord();/ B LA, I Npe 3516 Ml ALS5Hik 15 5
Speak():// Ui 1
}
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Class GameSence{

CreateSence():// B #1475

UpdateScence():/ /5 #1375t

Render()://{EX 50, WIS RYIR. ERTH ADF

ChangeScence(SenceName: StringMapID:Map, ScenceX: Number, ScenceY: Number):/H]#t5t
}

ChangeScence(SenceName: StringMapID:Map, ScenceX: Number, ScenceY: Number):/ ¥t 5%
DIy 5. A ERINECE KA WA LoadMap, ke B & .
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Ju. BB (ControlManager 42):
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Class GameControl{

FEA B
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SetControl () BLEMRAFALHE. (G L FAATTm, FEAMEIME/W S. A D J.K.LO% fffi L
PRAEHE ) BEE

GetKeyvalue(); BRI

}
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