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Running MummyMadness on Atreides's iPhone

Project (L6 @4

.h ) No Sel

| <« » | B«

) [0} G: pp ) No Selection

Mummy?dadness class GameplayManager : public CCObject, void GameplayManager::ccTouchMoved(CCTouch* touch, CCEvent* event) { }
target, i0S SDK 6.0 public b2ContactListener 419
vDMummyMadness 35 { 420 void GameplayManager::ccTouchEnded(CCTouch* touch, CCEvent* event)
36 private: // types 421
> (i Resources Of cnun GameplayState @ if (jumping)
» [Jios 38 { 423
» [ ]libs 39 Idle, 14 mummy->endJump() ;
w [ |Classes 40 Throwing_Barrels, 425
‘:__,[:I TiE w b 426 }
] 427
v (| Gameplay 3 private: // fields 48 void GameplayManager::update(float dt)
v [’:‘Mﬂn;gers 4 cocos2d::CCSize screen; 429
@Ga i o 45 GameplayScene* gameplayScene; 430 if (shouldExit)
Iiepayiaa e 46 RaycastProjector raycastProjector; w31 {
[ GameplayManager.h [0 W LHSpritex cameraFocusParallax; 32 CCDirector::sharedDirector()->replaceScene(MenuScene::create());
| PhysicsManager.cpp 1] 8 Mookt hookit 433 return;
. 49 ookManagerx hookManager; 434
] PhysicsManager.h 50 EnemiesManager* enemiesManager; 135
@CulllngManager.cpp M) 51 CollectablesManager* collectablesManager; 436 if (getLevelHelper()->isPaused()) return;
@ CullingManager.h 52 MMObstaclesManager* obstaclesManager; 437
53 438 cullingManager->update();
[es ParticleSyst...anager.cpp s ParticleSystenManager particleSystemManager; 439
|h] ParticlesystemManager.h 55 ParallaxManager parallaxManager; 40 updateJumpAndHook(dt) ;
|e) MMObstaclesManager.cpp 6 CullingManager* cullingManager; w1
[h] MMObstaclesManager.h 57 w2 physicsManager->update(dt);
58 ContactManager contactManager; 43
e Collectabl...nager.cpp [ 5 PhysicsManager* physicsManager; s hookManager->update() ;
@ CollectablesManager.h 60 Mummy* mummy ; 445 collectablesManager->update();
|e) ContactManager.cpp 61 . vl . i
@Caﬂta:tMin -— ] LHLayer* mainLHLayer; wy cameraFocusParallax->transformPosition(getLevelHelper()->metersToPoints(screenToWorld(ccpMult
Sae 63 (ccpFromSize(screen), 0.5f))));
@ EnemiesManager.cpp o4 int score; uwe
@ EnemiesManager.h 65 4wy mummy->postStepUpdate();
@ HookManager.h 66 std::vector<LHSpritex> deleteableSprites; 450 obstaclesManager->postStepUpdate();
: 67 451 enemiesManager->postStepUpdate();
|e4 HookManager.cop 68 /7 jump 452
[h] MMObstacle.n ) int numOfFootContacts; 453 N out0fScreenCleanUp();
" 70 bool jumping; 454
|es RollingObstacle.cpp 7 float timelumping; 455
[h] RollingObstacle.n n 456 void GameplayManager::draw()
) Mummy.cpp B /7 hook 457 {
4 bool hookFinnished; 458
%x"mm;"y'h N 75 bool hookEnabled; 459
L_Types. 76 b2Vec2 hookPoint; 460 void GameplayManager::projectToCameraShape(b2Vec2* position, float x0ffset)
@ MMObjFactory.cpp 77 461
[h| MMObjFactory.h 7 bool godMode; 462 raycastProjector.init(PM_FIRST, physicsManager->getWorld());
@Globajsntin h 79 bool shouldExit; 463
< 8 464 b2Vec2 pointA = mummy->getb2Position() + b2Vec2(xOffset, -10);
e Collectableshape.cpp 8 private: // methods 465 b2Vec2 pointB = mummy->getb2Position() + b2Vec2(x0ffset, 10);
@ CollectableShape.h 8 void initAudio(); 466
@Hooksensorh a3 void initParallax(); 467 raycastProjector.projectWithTag(MM_CAMERA_SHAPE, pointA, pointB);
- 84 void addSpritesToDeleteableList(); 468
v [ Screens & 1 if (raycastProjector.hasCollided())
.ImroStene.cpp (M} 8 /// Called before two fixtures begin to touch 470 position->operator=(raycastProjector.getProjectedPosition());
.Inlrosune.h o 7 virtual void PreSolve(b2Contact* contact, const b2Manifold* oldManifold); [%% }
8 472
|h Menuscene.h 89 /// Called when two fixtures begin to touch. 473 GameplayLayer* GameplayManager::getGameplayLayer() const
@Menusune.cpp 9% virtual void BeginContact(b2Contact* contact); 474 {
v (] Gameplay 9 475 return gameplayScene->getGameplaylLayer();
92 /// Called when two fixtures cease to touch. 476 }
» [ Pause 9% virtual void EndContact(b2Contactx contact); w7
|e| GameplayLayer.cpp o w78 LevelHelperLoaderx GameplayManager::getLevelHelper() const
G Bvern % void onl HPathEnd(CCOhiects nhil: w79 1
. n o2 % t| 4 | @@ MummyMadness
[h| GameplayScene.h Local + (Q | AllOutput & (Clear ) (I /NN | (W)
| HUDLayer.cpp o

|h| HUDLayer.h
E\j AppDelegate.h
@ AppDelegate.cpp

+| 0@ @ D)
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Running MummyMadness on Atreides's iPhone

Project (L6 @4
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) S ness ness ) | |Classes -h ) No Sel | <« » | Ec ) [0} G: pp ) No Selection
MummyMadness class GameplayManager : public CCObject, void GameplayManager::ccTouchMoved(CCTouch* touch, CCEventx event) { }
1 target, i0S SDK 6.0 public b2ContactListener 419
vDMummyMadness 35 { P 420 void GameplayManager::ccTouchEnded(CCTouch* touch, CCEventx event)
36 private: types w1
> (i Resources Of = enun GameplayState @ if (jumping)
» [Jios 38 w3
» [ ]libs 39 Idle, 14 mummy->endJump() ;
v [ _|Classes 4“0 . Throwing_Barrels, 425 N
> (s @ : @
v (| Gameplay 3 private: // fields 428 void GameplayManager::update(float dt)
v [’:‘Mﬂn;gers 4 cocos2d::CCSize screen; 429 { . .
[e) GameplayManager.cop (1 || ] Roycastrrojector raycastprojectors a gt oo
[ GameplayManager.h [ 47 LHSpritex cameraFocusParallax; 432 CCDirector::sharedDirector()->replaceScene(MenuScene::create());
| PhysicsManager.cpp 1] 8 433 return;
i sictanagr Hocknagers MOIRLCLS - ers - '
e CullingManager.cop (1] 51 CollectablesManager* collectabiesﬂanager' ; . = 2 o
@CullingManager.h 52 MMObstaclesManager* obstaclesManager; ! Arduino Duemllanovew/ATmega328 ? i COM12 g v
52
[cs ParticleSyst...anager.cpp 54 ParticleSystemManagerx particleSystemManager; ~  Solution Explorer
|h) ParticlesystemManager.h 55 ParallaxManager parallaxManager;
|e) MMObstaclesManager.cpp % CullingManager* cullingManager; (Global Scope) ~ @ loop() - @D o-eE
57 :
@MMObsmlesManager.h 58 ContactManager contactManager; int led = 13; # S h Solution Expl C
%Colleﬂibl“.niger.cpp M) 59 PhysicsManager* physicsManager; . earch Solution Explorer (!
CollectablesManager.h M H . - -
@Co"uam“agemgpp :‘; unmyx munmy // the setup routine runs once when you press reset: &1 Solution 'Blink' (1 pre
[EComa:tManager.h ] LHLayer* mainLHLayer; =lvoid setup() { 4 [%] Blink
R s PinseGie, aumpuryy T o > B EaemiDpe
[f] HookManagerh Std:ivector<LHSprites> deleteableSprites; ’ ’ b & HeaderFiles
o) HookManager.cpp 7/ jump - & Resource Files
[h] MMObstacle.n ;“tl"‘f"'ofEWfContactS: // the loop routine runs over and over again forever: 5 Source Files
e RollingObstacle.cpp ool Jumping; : Blink.i
[n] RollingObstacle.h float timelumping; =lvoid loop() { 4 *++ Blinkino
9 - . . N . ) = 1 digitalWrite(led, HIGH); // turn the LED on (HIGH is the voltage level) @ led
| | & &ndroid.mk project.properties ] proguard.cfg 1 [d] Cocos2dxSimpleGame M ] % Serial. ® loopQ
1#include “AppDelegate.h™ -~ delay(1g &) wait for a second . ® setup()
2 #include “cocos2d. h™ — l:llg).tale begi turn the LED off by making the voltage LOW
. s . delay(1 cgin . EI wait for a second
3#include <jni.h> ) @ clearWriteError
4 #include <android/log.h> : @ end
S#d fi 0G_TAG “main® @ find
G#define LOG main- . @ findUntil
7#define LOGD(...) _ android_log print(ANDROID_LOG_DEBUG,LOG_TAG, VA _ARGS_ ) = © flush
8
- . @ getWriteError
Jusing namespace £ocos2d;
610 ’ - operator bool - -
11 extern “C" = % -~ T C
12 4] oitput
put
3 void Java org_cocos2dx_lib_Cocos2dxRenderer nativeInit(JNIEnv* env, jobject thiz, jint w, jint h
O - - - ( ’ ’ ’ ) =ow output from:  Micro Build | E|leEE|E|%a

41
{

*view

S if (lcocos2d::CCDirector::sharedDirector()->getOpenGlview())

&cocos2d: :CCEGLYiew: :sharedOpenGLyiew();

view->setframelidthAndieight (v, h);

JO U B W R S0 N,

¥

ff if you want to run in WYGA with HVGA resource, set it
/f view->create(480, 320);

cocos2d: :CCDirector: :shargdDirector() ->setOpenaLyien(view) ;

AppDelegate *pAppDelegate = new AppDelegate();
cocos2d: :CCApplication::sharedApplication().runi);

else

-

I='oﬂ|piling 'Blink' for 'Arduino Duemilanove w/ ATmega328'
inary sketch size: 1884 bytes (of a 30728 byte maximum) (@.159 secs)

mploading to I/0 board using 'COM12'
one uploading

=

=
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e 06 /xCode/MM/level/mummymadness/Resources/levell.plhs

- n-

&9 v [ Qe Universal Landscape (480x320) | MM_Levels ]

-

<[] [ (o7 o

File Project Settings Scene Tester Xcode Simulator Corona Simulator Zoom Background Grid Show View
| # Level Editor | $§ Custom Properties I 4 Supporting Code | @ Documentation | (] Messages
| (2 P
Q v General Properties
[ @ || z Files Unique Name: | hookZone
v (level -
‘Hﬂ » [[]LevelHelper Z Order: 0 8]
EE = MM_Levels.lhproject Tag: £ MM_HOOK_ZONE )
¥ [Jmummymadness Position
S ~
[ | [:‘ReSOIlJI'CES X: -898.833 ()
» Enemies.pshs -
= » goods.pshs Y: 150.379 | 160.621 8
> (hd Q) 0
» [Jipadhd Angle: o 6]
# levell.plhs Width: 158.335 0
> ParallaxSprites.pshs R
> Elsd Height: 176.645 8]
> SeamlessRepeatingTextures.pshs Scale X: 4.948 8|
¥ spritesheets.pshs =
. Scale Y: 5.52 8]
> % coin N2
» & editorHelpers 0 Color: l\ y‘
> [ mummy ’ :
> « obstacles Opacity: 3 8]
¥ | scenarioBack Visible: “
¥ % scenarioFront Flip X: (@)

M Lava_animation0001
M Lava_animation0002
M Lava_animation0003
M Lava_animation0004
Ml Lava_animation0005
[ Lava_animation0006
M Lava_animation0007
M Lava_animation0008
M Lava_animation0009
M Lava_animation0010
M Lava_animation0011
M Lava_animation0012
M Lava_animation0013
M Lava_animation0014
M Lava_animation0015
M Lava_animation0016
M Lava_animation0017
M Lava_animation0018
M Lava_animation0019
M Lava_animation0020
M Lava_animation0021
M Lava_animation0022
M Lava_animation0023
M Lava_animation0024
M Lava_animation0025
Ml Lava_animation0026

‘(\‘ooooooooooooooooooooooooooooo—nwooo

M| ava animation0027 _
I E Hierarchical View - J——*‘___fd___f—
Physic Boundaries 3 Gravity O Game World Size ® Bezier Tool + Clone Tool

-

Flip Y: @]

SH Document: | spritesheets.pshs

SH Sheet: { editorHelpers

SH Sprite: { areaBox

v Custom User Properties

Unmodified properties, except arrays, will always reference the default value.

User Class: | %|| MMHookshotZone

hookUniqueN | hook

> Generic Animation Properties
> Other Animations (Corona SDK)
v Physics Properties

() Handled by SpriteHelper | Edit J

Object Type: { Static )
Gravity Scale: 1 12
Linear Velocity: | 0 8]

0 8
Angular Velocity: |0 \;\
Linear Damping: 0 \é\

Angular Damping: 0

4

Can Sleep:
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CocosBuilder

O @i0i6s) (E1&E) (A l&] (o] (] (<) (@] (=]
Layer Sprite Label Menu Control FX CCB

Pluglns

Code Connections

» [ ccbAssets
@ intro.ccb
@ intro_ceilinglight.ccb

Custom class

| Don't assign *

¥ CCNode

‘ menu_achievementsGlow.ccb
@ menu_candleglow.ccb

@ menu_mummy.cco

@ menu_playGlow.cco

@ menu_shopGlow.ccb

@ shop.ccb

@ trophy.ccb

. trophy_achievementslist.cch
@ trophy_exitGlow.ccb

position [[1[01[CI[ 1] % [
-23.0 12.0

X[O[C[&[H
22.0 25.0

Content size

Anchor point 0.289 0.753

saale [B]T]

Rotation

[_] Ignore anchor point
™ visible
¥ CCSprite

Sprite frame | ccbAssets/menu.pl
Opacity 255

£ Color :
08400396, [JFipX [JFipy

1 1 12 13 14 s 16 Iz 18

Default Timeline
¥ CClLayer
background
¥CClLayer
shopBG
trophyBG
¥ fitLayout
gameCenter
playForeground
ccbCandleglow
candleflame
vesselFront
ccbCeilinglight
ccbPlayGlow
ccbTrophyGlow
ccbShopGlow
¥ CCMenu
CCMenultemimage
CCMenultemimage
CCMenultemimage
CCSprite
CCBMummy

Blend src | Src Alpha |
Blend dst | One - Src Alpha D
[ Normal |[ Additive |

I R R R R R I I |

No chained timeline
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Save Save as Publish

LY] Anti Alias
v m Texture

Width X

512px

Height

512px
Background : |[
CheckerBoard : (™
Auto Size : 121

v ﬁ-‘ Publish Settings

Color : RGBA8888
‘_‘ Directory :
Font Name :
Format :| Cocos2... 7|
Auto SD Level :| HD (@2... = |
SD Quality :| Default =

Redraw when downscaling |_|
v 09 Packin
° )

Bounding Box : + 0| px
Padding : 2px

Sort Method : Special
Reversed : 121

Refresh

Y

4:| work on selected glyph(s) only

)

Preview

bmGlyph

@

NP
KiE
HD
Us
3
vy
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PLAY SETTING DEVICE & DIRECTION FILE
. LS ’ 2
One Play IPhone IPad L | :
b " Loop Play L b LOAD SAVE
1 00 Landscape Portrait
Particle Configure Code Make Testing Te... Temp...
COLOR

startColor endColor I )
A { ) 1.00 A ) 1.00
startColorVar endColorVar !
R | 0 ‘ R ] 0
G | Phone
B | —
A —~

BLENDFUNC

Source | GL_SRC A

Dest GL_ONE

PARTICLE TEXTURE

To Base
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New Open Save Save defaults Add Sprites  Add Folder
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TextureSettings

v Output

Data Format

Data file

Texture format

| cocos2d |

>/Spritesheet/pagel6-ipadhd.plist E

| zlib compr. PVR (.pvr.ccz, Ver.2) D

Texture file pritesheet/page16-ipadhd.pvr.ccz E
Premultiply alpha @
FlipPVR [ |
Image format | RGBA8888 B
Dithering NearestNeighbour S
AutoSD @
v Geometry
. loas |-
Max size  W: 4096 v|  H:|2048 v|
P
Fixed size H: v|
Size constraints %]
Force squared
Force word aligned
Pack | Best %]
Scale |p.5 [+ J
Scale mode [ Smooth ¢]
v Layout
Algorithm | MaxRects 2|
Heuristics | Best gl
Border padding |2 @
Shape Padding |2 [z
Inner Padding |0
Extrude |0
Common divisor x |1 [ERAL [z

Reduce border artifacts
Allow rotation

@ Sprites
v Sprites

A\, brag-llop.png
™\ cella-llopl.png
“~ cella-llop2.png

% fipng
% fin.png

# fuml.png

« fum2.png

« fum3.png

« fum4.png
£ llop-cara.png
M8 llop-cos.png
% llop-cua.png
*« llop-ulls-oberts.png
~~ llop-ulls-tancats.png
bg pajarita.png

* the-end.png

» toll-aigua.png

transparencia-aigua-cua.png
transparencia-aigua-cul.png

<7 Size: 512x1024 (2048kB)
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Tools

© Tools = mes dades | menys codi
© Menys codi = menys bugs

© Menys codi = mes productivitat

i ha d’existir per a les coses

P
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Altregexemples - /i

SE=
FZWMT Online

XingChenBian TouchMix 2 Fishing Joy 2

Last Updated

Roger jolly pirate

Hobbit Jetpack EgyptDash

Fearless Doggie Destroyer Credit - EIScootro

R EEa 22T

DaZhangMen
@

BattleLand:Warrior

FengYunTianXia

Warring States

Duro Race

&

$TERE Super

Tap Bubble

HAAE2]

VS
LR
———/

Touch Music WuZzhiXiYou

Super Darwin Captain Torrent Card Puzzle

- (TEmr sy

The TIme Master

WolongYin

Maya Matrix

Missile Missio
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Disclaimer

© Entorns mes facils de configurar:
0 i0S
o Windows (Win32)

© Entorns mes complicats

© Android (especialment sobre windows)
o Windows 8
o Windows Phone 8






Disclaimer B e

Algunes nomenclatures i classes
existeixen unicament per facilitar la
portabilitat de codi existent fet amb

Cocos2d-iPhone (Objective-C) a C++
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Conceptes basics: CCScene
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Conceptes bés. C : interactive

HelloWorldScene.h

#include "HelloWorldScene.h”
using namespace cocos2d;
bool HelloWorldScene::init()

if ({CCScene::init())
return false;
HelloWorldScene () {}

~HelloWorldScene () {} /I do something

bool init(); return true;

}
ethods

CREATE_FUNC(HelloWorldScene);




Conceptes basics: CCDirector




CCTransitionEaseScene
CCTransitionSceneOriented

CCTransitionRotoZoom
CCTransitiondumpZoom
CCTransitionMovelnR
CCTransitionMovelnL
CCTransitionSplitRows

interactive
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Conceptes basics: CCLayer

reguiar menu scene

Game name Background layer
srarrcane

HiGHsCorRe €

Animation layer

Menu laye




Conceptes basics: CCSprite




Conceptes basics: CCSprite (R

>->setAnchorPoint(cpp(0,
Sprite->setPosition(cpp(10, 10));




Conceptes basics: CCSprite
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Conceptes basics: CCSprite

on els Sprite sheets

poténcia de 2
e memoria
ecessita temps
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Conceptes basics: Sprite Batch

" encoding="UTF-8"7>
PE plist PUBLIC "-//Apple Computer//DTD PLIST 1.@//EN" "http://www.apple.
pllst version="1.0"5|
<dict>
<key>frames</key>
<dict>

[ 4 | e am | o | | o | | ® | 4 | 48|
H P
» ’ 0
as i e L B O

» B r LR R ) L L N a - .

5 . - - .

4 X m m m

R 4 - ' )
> vosia . -

<key>BACKGROUND-cel-color.png</key>

<dict>
<key>frame</key>
<string>{{995,916},{25,25}}</string>
<key>offset</key>
<string>{@,0}</string>
<key>rotated</key>
<false/>
<key>sourceColorRect</key>
<string>{{0,0},{25,25}}</string>
<key>sourceSize</key>
<string>{25,25}</string>

</dict>

<key>BACKGROUND-gespa-color.png</key>

<dict>
<key>frame</key>
<string>{{995,889},{25,25}}</string>
<key>offset</key>
<string>{@,@}</string>
<key>rotated</key>
<false/>
<key>sourceColorRect</key>
<string>{{@,0},{25,25}}</string>
<key>sourceSize</key>
<string>{25,25}</string>

</dict>

<key=arbre-darrera-1.png</key>

<dict>
<key>frame</key>
<string>{{545,992}, {160,272} }</string>
<key>offset</key>
<string>{@,1}</string>
<key>rotated</key>
<true/>
<key>sourceColorRect</key>
<string>{{120,13},{160,272}}</string>
<key>sourceSize</key>
<string>{400,300}</string>

</dict>

<key=arbre-darrera-3.png</key>

<dict>
<key>frame</key>
<string>{{545,828},{162,278}}</string>
<key>offset</key>
<string>{@,1}</string>
<key>rotated</key>
<true/>
<key>sourceColorRect</key>
<string>{{119,10},{162,278}}</string>
<key>sourceSize</key>
<string>{400,300}</string>

</dict>

<key=arbres-darrera-2.png</key>

<dict>
<key>frame</key>
<string>{{348,1036},{160,270}}</string>




Conceptes basic

de *spritebatch = CCSpriteBatchNode::create("assets/arbreLectura.pvr.ccz");
hild(spritebatch);
eCache::sharedSpriteFrameCache()->addSpriteFramesWithFile("assets/arbreLectura.plist"

packground = CCSprite::createWithSpriteFrameName(”bg1.png");
d->setPosition(ccp(10, 10));
* background2 = CCSprite::createWithSpriteFrameName(”bg2.png");
und2->setPosition(ccp(10, 10));
u->addChild(background);
enu->addChild(background?2);

interactive




CCSpriteFrameCache* cache = CCSpriteFrameCache::sharedSpriteFrameCache();
cache->addSpriteFramesWithFile("Screens/Cover/cover.plist");

Il Initialize spritebatch for the foreground
CCSpriteBatchNode *foregroundBatch = CCSpriteBatchNode::create("Screens/Cover/cover.pvr.ccz");

Il add the sprite as a child to this layer
this->addChild(foregroundBatch);

CCSize s = CCDirector::sharedDirector()->getWinSize();
cache->addSpriteFramesWithFile("Animations/Spritesheet.plist");

CCSpriteBatchNode *animationBatch = CCSpriteBatchNode::create("Animations/Spritesheet.pvr.ccz");
this->addChild(animationBatch);

CCSprite *sprite = CCSprite::createWithSpriteFrameName("BirdFlop001.png");
sprite->setPosition(ccp(s.width * 0.6f, s.height * 0.5f));

CCArray* animFrames = CCArray::create();
char str[100] = {0};
for(inti=1;i<8;i++)
{
I/l Obtain frames by alias name
sprintf(str, "BirdFlop%03d.png", i);
CCSpriteFrame *frame = cache->spriteFrameByName(str);
animFrames->addObject(frame);

}

CCAnimation *animation = CCAnimation::create(animFrames, 1.0f/30.0f);

sprite->runAction(CCRepeatForever::create(CCAnimate::create(animation)));
animationBatch->addChild(sprite);

"



"

Menvit 2 Menv# 2 Menv# 2
Menvit 2 Menv# 2 Menv# 2

Il Setup menu backgrounds

CCSprite *menuBG1 = CCSprite::createWithSpriteFrameName(”1white-button-large.png");
CCSprite *menuBG2 = CCSprite::createWithSpriteFrameName(”2white-button-large.png");
CCSprite *menuBG3 = CCSprite::createWithSpriteFrameName(”3white-button-large.png");

CCMenultemSprite *menu1 = CCMenultemSprite::create(menuBG1, NULL, NULL, this,
menu_selector(SubShop::clickAvatar));

menu1->setAnchorPoint(ccp(0,0));

menu1->setPosition(ccp(150, 470));

CCMenultemSprite *menu2 = CCMenultemSprite::create(menuBG2, NULL, NULL, this,
menu_selector(SubShop::clickMoves));

menu2->setAnchorPoint(ccp(0,0));

menu2->setPosition(ccp(150, 360));

CCMenultemSprite *menu3 = CCMenultemSprite::create(menuBG3, NULL, NULL, this,
menu_selector(SubShop::clickBackground));

menu3->setAnchorPoint(ccp(0,0));

menu3->setPosition(ccp(150, 250));

CCMenu* menu = CCMenu::create(menu1, menu2, menu3, NULL);
menu->setAnchorPoint(ccp(0,0));
menu->setPosition(ccp(0,0));

this->addChild(menu);



"

Menvit 2 Menv# 2 Menv# 2
Menvit 2 Menv# 2 Menv# 2

/I Setup menu backgrounds

CCSprite *menuBG1 = CCSprite::createWithSpriteFrameName(”1white-button-large.png");
CCSprite *menuBG2 = CCSprite::createWithSpriteFrameName(”2white-button-large.png");
CCSprite *menuBG3 = CCSprite::createWithSpriteFrameName(”3white-button-large.png");

CCMenultemSprite *menu1 = CCMenultemimage::create(menuBG1, NULL, NULL, this, menu_selector(SubShop::clickAvatar));
menui->setAnchorPoint(ccp(0,0));
menu1->setPosition(ccp(150, 470));

CCMenultemSprite *menu2 = CCMenultemimage::create(menuBG2, NULL, NULL, this, menu_selector(SubShop::clickMoves));
menu2->setAnchorPoint(ccp(0,0));
menu2->setPosition(ccp(150, 360));

CCMenultemSprite *menu3 = CCMenultemimage::create(menuBG3, NULL, NULL, this, menu_selector(SubShop::clickBackground));
menu3->setAnchorPoint(ccp(0,0));
menu3->setPosition(ccp(150, 250));

CCMenu* menu = CCMenu::create(menu1, menu2, menu3, NULL);
menu->setAnchorPoint(ccp(0,0));
menu->setPosition(ccp(0,0));

this->addChild(menu);



Conceptes béSics @ interactive

plicar a qualsevol CCNode (Layers, Sprites, Menu

er *repeat = CCRepeatForever::create(CCRotateBy::create(10.0f, 360));
nAction(repeat);




@ interactive

Conceptes basics: C

al* actionTo = CCScaleTo::create(0.8f, 2.5f);
nAction(actionTo);



@ interactive

Conceptes basics:

acio de la velocitat

erval* actionTo = CCScaleTo::create(0.8f, 2.5f);
easeln = CCEaseln::actionWithAction(actionTo, 5);

>runAction(easeln);



Conceptes basics

enant accions en sequéncies

nterval *actionTo = CCScaleTo::create(0.8f, 2.5f);

*easeln = CCEaseln::actionWithAction(actionTo, 5);
By *move = CCMoveBy::create(0.8f, ccp(100, 200));
eTimeAction* actF = CCSequence::create(move, easeln, NULL);

ect->runAction(actF);

»

interactive




@ interactive

Conceptes basics:

nt accions en paral-lel
terval *actionTo = CCScaleTo::create(0.8f, 2.5f);
y *move = CCMoveBYy::create(0.8f, ccp(100, 200));
*finalAction = CCSpawn::create(actionTo, move);

ayltem->runAction(finalAction);



interactive

Conceptes basics: CCAction

position

visible

CCTintTo



Conceptes basics: Es es de dades D

(es pot inicialitzar amb un XML! i els XML es poden binaritzar!)



"

Gravity Mode

CCParticleSystemQuad* m_emitter = newCCParticleSystemQuad();
m_emitter = CCParticleFire::create();

Il Gravity Mode
this->m_nEmitterMode = kCCParticleModeGravity;

Il Gravity Mode: gravity
this->modeA.gravity = ccp(0,-90);




"

Gravity Mode

/I Radius Mode
this->m_nEmitterMode = kCCParticleModeRadius;

/I Radius Mode: startRadius
this->modeB.startRadius = 0;
this->modeB.startRadiusVar = 0;//ccp(0,0);




Conceptes béSics @ interactive

s que es criden repetitivament en un interval de te

dule(MenuBottom::methodName, 1.0f);

en compte:

sar-ne molts afecta al rendiment, i a la mantenibilitat del codi
ses / resumes automatics (CCDirector::sharedDirector()->pause();







interactive

Conceptes basics: deteccio de col-lisions S




Conceptes béSics 1l e interactive

ense fantasies

CCRect targetRect = CCRectMake(
target->getPosition().x - (target->getContentSize().width/2),
target->getPosition().y - (target->getContentSize().height/2),
target->getContentSize().width,
target->getContentSize().height);

if (projectileRect.intersectsRect(targetRect))

Il bullet impact, aarrrggghh! (so, do something here)







»

Utilitza sprite sheets + sprite batch

Utilitza sprite fonts (no labels)

CCLabelBMFont enlloc de CCLabelTTF

Sempre que sigui possible, utilitza textures de 16 0 4 bits i no 32

CCTexture2D::setDefaultAlphaPixelFormat(kTexture2DPixelFormat_RGBA4444);

Elimina les textures de la caché! O es queden en memoria...

CCSpriteFrameCache::sharedSpriteFrameCache()->removeUnusedSpriteFrames();
CCTextureCache::sharedTextureCache()->removeUnusedTextures();

CCTextureCache::sharedTextureCache()->removeAllTextures();

No programis els schedulers perqué vagin més rapid que els FPS del joc
Inicialitza els CCNodes al init() preferiblement

No creis una jerarquia massa gran de CCLayers
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