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	 Create an explosive iPad game
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16	  This step adds a createBomb() function. Calling it 
gives us a random type of bomb added to the screen. The bomb 
also has event listeners automatically attached to it that 
perform certain game functionality, such as clicking three 
times to defuse, or dragging it off the screen.

17	  Now we have a way to create bombs, we need to create a game loop. Each 
time this loop runs it will need to create a new bomb by calling the function from the 
previous step. The main loop also needs to update all current bombs on screen.

14	  Be sure to copy the game.js from the 
‘Step 6 images’ folder on the Computer Arts disc 
to the folder of your project containing the app.js. 
The game.js file is read when we create the Game 
window, but only begins the game when the 
window is opened.

13	  As there is a lot of logic for the game, it 
could clutter up our main app.js. To avoid this, we 
can separate different parts of an application to 
different JavaScript files using the URL property. 
See the revised app.js to see how to add this 
property to a window.

15	  Inside the game.js, the first few lines deal with creating another view for the 
background image, creating an explosion graphic and some miscellaneous variables 
for the game. They are then added to the reference to the Game window called ‘win’.

12	  Compile your application as 
you did previously by pressing ‘Launch’ 
at the Test and Compile screen. You 
should have a fully functioning Title 
screen that enables you to test the 
Instructions screen. In the remaining 
steps, we’ll explore how to get the game 
itself up and running.

18 	  The final step in our iPad game is create a Begin 
function that resets the game data and uses JavaScript’s 
setInterval() to run the main loop from Step 17. Lastly it needs 
an End Game function to show an alert to the player with the 
score – and that’s it!

15	  Inside the game.js, the first few lines deal with creating another view for the 
background image, creating an explosion graphic and some miscellaneous variables 
for the game. They are then added to the reference to the Game window called ‘win’.

Master iPad!
Computer Arts’ Creative Pro’s Guide to iPad is on sale now!Turn to page 35 for details
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