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function myBlockBreakHook( event ){

var breaker = event.player;

echo( breaker, "You broke a block?);

}

events.blockBreak( myBlockBreakHook );
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funregister() 1WAV YR EFRLET,
function myBlockBreakHook( event ){
var breaker = event.player;
echo( breaker, "You broke a block’);
this.unregister();

}
events.blockBreak( myBlockBreakHook );
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var myBlockBreakListener = events.blockBreak( myBlockBreakHook );

myBlockBreakListener.unregister();
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events.playerJoin ( ); ZELVET,
echo ( player, 'Hello, ' + player.name ); Trvt— % RRLET,
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var breaks = {}; /* every time a player joins the game reset their block-
break-count to O */
function initializeBreakCount( event ){
breaks[event.player.name] = 0;

}

events.playerJoin( initializeBreakCount ); /* every time a player breaks a
block increase their block-break-count */

function incrementBreakCount( event ){
breaks[event.player.name] +=1; // add 1
var breakCount = breaks[event.player.name];
echo( event.player, 'You broke ' + breakCount + ' blocks");

}

events.blockBreak( incrementBreakCount );
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https://youtu.be/VGObpfTZNig
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myFireworks.js ®a—KTY

var fireworks = require(‘fireworks'),
bkArrow = org.bukkit.entity.Arrow,
bkPlayer = org.bukkit.entity.Player;

exports.myFirework = function(){

myFireworks.js Zc:¥Users¥ (£ i)
function onBukkitArrowHit( event) { ¥Spig0t¥scr! ptcraﬂ¥p| UQ I nS¥{M I necr
var projectile = event.entity, aft 0) :L_-U: % } ':1%7$ L/ N a:'V‘y I\*&ﬁ
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function launch(){ /JS refre.Sh()
fireworks.firework( projectile.location ); /JS myF| I’eWOI’k()
et launch, 2000 BRTREECHITHTHE, TEAH
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console.log("myFirework: [Entering Main]");

if (projectile instanceof bkArrow
&& shooter instanceof bkPlayer) {

projectile.remove();
launch();

}

this.unregister();

}

events.projectileHit( onBukkitArrowHit );

}
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https://www.youtube.com/watch?v=pu8dQKJx2EM&rel=no
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/is refresh()

/js exploding_chickens()

exports.exploding_chickens = function(){
var bkPlayer = org.bukkit.entity.Player;
var bkChicken = org.bukkit.entity.Chicken;
I =) DAR—
self.location.world.spawnEntity(self.location,org.bukkit.entity.Entity Type.CHICKEN)
I/ The function which will run when we load this module
var _loadMod = function()
{
/l Announce ourselves to the console
console.log("Exploding Chickens: [Loading ScriptCraft Mod]"); // 3> —IL~FKR

/] Tie our code into the event that fires every time one entity damages another
events.entityDamageByEntity(_entityDamageByEntity); // 4 X2 NLE D & §%
}
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I/l The code that we want to run each time one entity damages another
var _entityDamageByEntity = function(event) /| A XUFHEAERIZCETINSHNE
{
// Find out, from the event, who's getting damaged and who did the damage
var damagedEntity = event.getEntity();
var damagingEntity = event.getDamager();

/l'If it's a chicken getting damaged by a player, game on...

if (damagedEntity instanceof bkChicken && damagingEntity instanceof bkPlayer)

{ Il ToAX—D =TT A—DFBEZ -5
// Announce in the console that we've detected a player damaging a chicken
console.log("Exploding Chickens: [A player damaged a chicken]"); // A —IJLIZZR R
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// Schedule a task to run in five seconds. // 5 &IZET

server.scheduler.scheduleSyncDelayedTask(__ plugin, function()

{
I/l Check to see if the damage brings the chicken's health
/[ down to, or below, zero. If so, it's dead...
if (damagedEntity.getHealth() - event.getDamage() <= 0) // =T r) DK NELL-TF=5
{

/I Get the chicken's location
var loc = damagedEntity.location;

/I Create an explosion at the chicken's location.

/I A big one...
loc.world.createExplosion(loc, 10.0); // —J RN =FR CKRIEH
}
}, 20 * 5);
}
}
// Run this script as soon as the file's loaded
_loadMod(): 1
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entity.location.world.strikeLightning(entity.location);
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/s self.world.setThundering ( true )
ZDESIZEE g SE. Spigot API Reference 128 4Spigot D AV YyREIEUHE T ZEA
TE5, https://hub.spigotmc.org/javadocs/spigot/org/bukkit/\World.html
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https://hub.spigotmc.org/javadocs/spigot/
https://hub.spigotmc.org/javadocs/spigot/org/bukkit/World.html
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world createExplosion(loca BHEEFEIHEDH
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world setStorm(true) EERFRLESHED

world hasStorm() AENEIH

world setThundering(true) TZExRLEIES

world isThundering() BEMNEDH

world dropltem(location, WELBRRIZTATLES
item) &9

server addRecipe(recipe) L E#ZEMT S
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