BeeaeHne B Cocos2d 2

Tapac [laaneHko




CoaepxkaHue

® OcHoBHble TpeboBaHuH

® \/cTaHOBKa M HaCTpOMKa

® O630p TECTOB U NPUMEPOB

® OcHoebl Cocos2d

® OcHoBHble pAencTteusa (Actions)

® ATAacbl TeKCTyp u Zwoptex
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OcHoBHble TpeboBaHu

® 3HaHue Objective-C Ha Ha4aAbHOM YpOBHE

® []oHMMaHMe OCHOB YNpaBAE€HUS NAMATbHIO B
Objective-C

® KomnbioTep ¢ Mac OS X

® Vctpomncteo ¢ nopaepxxkom OpenGL ES 2.0
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Y CTaHOBKa U HaCTPOMKa

® 3arpyska
® \/cTaHoBKa WabAoHOB

® KoHeepTtaumsa B ARC (onumoHaAbHO)




3arpyska

3arpy»aem cocos2d 2.0 no cAeAytoLLEN CCbIAKE:

http://www.cocos2d-iphone.org/download
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VcTaHOBKa

® OrTkKpbiBaeM Terminal
® [lepexoaum B nanky c cocos2d: cd cocosZ2d-iphone-2.0
® 3anyckaem ycTaHOBKY wWabAoHoB: /install-templates.sh -f

® Tenepb MOXHO co3aaTh NpoekT: Xcode - New - New Project -
cocos2d v2.x, U 3anyCTUTb €ro:

iOS Simulator - iPhone (Retina 4-inch) / iOS 6.0 (10A403)

Hello World

Achievements Leaderboard
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KoHsepTauus B ARC

® Cobupaem ncxoaHmkm cocos2d Kak Static
Library 6e3 ARC

® []oaKkAlOHaEeM K NPOEKTY

® KoHeepTtunpyem npoekt B ARC

® 22277

e PROFIT!I

http://www.learn-cocos2d.com/2012/04/enabling-arc-cocos2d-project-howto-stepbystep-tutorialguide/
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O630p TeCTOB U NPUMEPOB

B koMnAekTe ¢ cocos2d naeT 3ToT GOALLLOM U
3aMeYaTeAbHbIN MPOEKT:

cocos2d-ios.xcodeproj
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[ l]pumep TecTa

iOS Simulator - iPad (Retina) / iOS 5.1 (9B176)

FlipY3p
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OcHoBsbl Cocos2d

® [lpocTtoun npumep Koaa
® Kak BCe YCTpPOeHO

® OcHoBHble KAaccbhl U aHarorum ¢ UIKit
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CCSprite *seekerl;
CCSprite *cocosGuy;

// create and 1nitialize our seeker sprite, and add 1t to this layer
seekerl CCSprite spriteWithFile: @"seeker.png"];

seekerl.position ccp 0, 100 );

self addChild:seekerl];

// do the same for our cocosZd guy, reusing the app i1icon as 1ts 1mage
cocosGuy CCSprite spriteWithFile: @"Icon.png"];
cocosGuy.position ccp( 200, 300 );

self addChild:cocosGuy] ;

BOCKpeceHbe, 16 gekabpa 12r.



AobaBuM ABUXKeHUSA

3anAaHMpYEeM METOA Ha KaXXAbIM dpenm:

// schedule a repeating callback on every frame
self schedule nextFrame

[lepemewaem cnpamt seeker| ropusoHTaAbHO:

void) nextFrame: (ccTime)dt

seekerl.position ccp( seekerl.position.x 100*dt, seekerl.position.y );
seekerl.position.x > 480+32
seekerl.position ccp 32, seekerl.position.y
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Aobasnm 0bpaboTKy KacaHMM

Bkatouaem touch aaa CClayer:

self.isTouchEnabled YES:

[lepemertaem cnpamnt cocosGuy B TOUKY KacaHUS:

void)ccTouchEnded: (UITouch touch withEvent: (UIEvent event
CGPoint location self convertTouchToNodeSpace: touch];

cocosGuy stopAllActions];
cocosGuy runAction: [CCMoveTo actionWithDuration:1 position:location

https://github.com/tar500/cocos2d-seeker
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Kak Bce ycTpoeHo

Nrpa coctont us cueH (CCScene)
CueHbl coctoaT us caoes (CClayer)

CAOM OTAABAMBAIOT KacaHMs (touches) u
coaepxat cnpamntbl (CCSprite)

CueHamm ynpaeaset CCDirector
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® OTO OTAEAbHbIE 3KPaHbl B NMPUAOXKEHUU

CueHbl (CCScene)

® MeXAY CLueHaMM MOXHO AeAaTb aHUMMUPOBAHHbIE
nepexoabl (cM. TransitionsTests B TecTOBOM

npoekTe)

3anycK NepBOM CLEHbI:

CCDirector sharedDirector

runWithScene

HelloWorld scene

Bo3moxHaa nepapxus cueH B Urpe:

ntro

Menu

_.’l Level 1 .—4 Cutscene 1

R

—.I Level 2

gl WiNnNINg cutscene

)| Highscore

»

Losing cutscene

,‘_.

€
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Caou (CClayer)

® 33HMMAIOT BECb 3KpaH
® [IpMHMMaIOT cObBbITUS KaCaHMM M aKCeAepoMeTpa

® MoryT copapkaTb B cebe Apyrme cAOM, CNpamTbl U T.A.

CueHa, cocTosasa 13 Tpex CAOEB:
dOHa, CAOA AaHMMALMU U CAOSI MEHIO:

Ggame name
srany came € —eip

NisHecorRe ©

[

=

wrons @
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Cnpantbl (CCSprite)

CtaHaapTHble cydduKkebl aaa Retina u iPad rpaduku:
-hd, -ipad, -ipadhd

Pasmepbl TEKCTYpbl BCErAa paBHbl CTEMEHU ABOMKM,
Hanpumep: TeKcTypa AAS KapTuUHKK 257 x 100 byaeT
pasamepoM 512 x 128. NoaTtomMy BbiIropAHO McnoAb30BaTH
aTAACbl TEKCTYP. (06 3TOM HEMHOXKO A3AbLLE).

[1o yMOAYaHMIO BKAIOYEH antialiasing.
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CCDirector

® \/npaBASeT NepexoAamMU MeXAyY CLeHamu
® [IpuMocTaHaBAMBaEeT U BO3OOHOBASIET CLIEHDI

® NHuumaamsmpyet mn HactpamaeT OpenGL ES
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CCNode

® [Joxox Ha UlView

® Ba3oBbIM KAACC AAS BOAbLUMHCTBA OBbEKTOB
cocos2d: CCLayer, CCSprite, CCScene u

T.A.
® CaMm HMYyero otobpaxkaTb HE MOXKET

® | IMeeT MHOro CBOMCTB: pa3Mepbl,
npo3payHocTb, OpenGL X position,
YBEAMYEHUE U T.A.
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AHarormm ¢ UIKit

CCDirector UlNavigationController

pushScene: popScene: replaceScene:  |pushViewController:, popViewController:

CCNode UlView
addChild: addSubview
CClLayer (6azoBbit kaacc: CCNode) UlViewController
onknter:, onkxit: viewDidAppear:, viewDidDisappear:
cc louchesBegan, cc lTouchesMoved, ... touchesBegan, touchesMoved, ...

CCSprite (6azoBbin kaacc: CCNode) UllmageView
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Aencteua (Actions)




[ lpumep

[lepemewtaem cnpant Ha 50 nukceaen BnpaBo m Ha |10 nukceaen
BBEPX 32 2 CEKYHABI:

sprite runAction
CCMoveBy actionWithDuration position: ccp : ;

OcTtaHoBka / BozobHoBAeHUE AeUCTBUM

# 0OCcTaHOBKaA AenCTBUU
spritel pauseAllActions] ;

# Bo3obHoBNeHne AencTBUN
spritel resumeAllActions]| ;
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Cnuncok 6a30BbiX AeUCTBUMN

= Mo3nunia
= CCMoveBy

CCMoveTo

CClumpBy By - naMeHUTb 3HaueHue
um_pTo

ooy Ha 3aAaHHYIO BEAMUUHY
m CCPlace

- yBenuueHme (OTHOCHUTEABHO)
= CCScaleBy
m (CCScaleTo

= [OBOPOT
= (CCRotateBy
m CCRotateTo

= BUANMOCTDb
. CChide. TO - YCTAaHOBUTb 3Ha4YEHMUeE
= CCBlink

= CCToggleVisibility B 3dAdHHYIO BEANHUNHY

= [PO3PAYHOCTb
= CCFadeln
= CCFadeOut (36COA|‘OTHO)
= CCFadeTo
= LBeT
= CCTintBy
= C(CTintTo
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ATAac TekcTyp (Sprite Sheet)

DR LS &N

+ .plist

[ [CCSpriteFrameCache sharedSpriteFrameCache] addSpriteFramesWithFile:@"spritesheet.plist"];

l

CCSprite *spritel = [CCSprite spriteWithSpriteFrameName:(@"spritel.png"];
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Ha Bxoae - MHOIO
KapTUHOK

Ha Bbixoae - oAHa
6oAbLIaA KAPTUHKA C
npuAaratowmmcs .plist
danAom.

[1pn coxpaHeHun He 3a6biBaeM A0HaBUTH
retina cypdukcbl U macwtab, Hanpumep: -
ipadhd 100%, -ipad 50%.

http://www.zwopple.com/zwoptex/
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[IpenmywiecTBa Spite Sheet

® Pa3mepbl TEKCTYPbl BCErAa paBHbl CTEMEHU ABOMKM,
HanpuMep: TEKCTYpa AAS KapTuHku 257 x 100
6yaeT pasamepom 512 x |128. NTor: ucnoabsyetcs
MHOTrO AMWHeN namaTtn. [loaTomy BbiropHO
MCMOAb30BaTb aTAAChl TEKCTYP, KOMOUHMPYS
TEKCTYPbl Pa3HbIX pa3MepOB U NPOMNOPLMA B OAHY
H60AbLLYIO, KaK Ha MPEAbIAYLLEM CAAMAE.

® OaHa 6b0oAbLIaA KAPTMHKA TaKXe 3aHMMAET MEHbLLE
MecTa Ha AUCKa YEM MHOIO MaAeHbKMUX.

® B kombuHaumm ¢ CCSpriteBatchNode aatoT
BECOMbI MPUPOCT B MPOM3BOAUTEABHOCTM.
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CCSpriteBatchNode

McnoAb3syeTcs AAS YBEAMYEHUS MPOU3BOAUTEABHOCTU NPU OTPUCOBKE
OOABLLOIro KoAnYyecTsa obbeKTOB.

NHunupmaamsmnpyetcs ¢ panaom .plist, KOTOpbIM MAET B KOMAEKTE K sprite
sheet, nocAe co3paHMs 3Toro sprite sheet yepes zwoptex.

Coaepxut obbektbl CCSprite, MHMLMAAM3MPOBaHHbIE BOT TaK:

CCSprite *spritel = [CCSprite spriteWithSpriteFrameName:(@"spritel.png"];

[1pOU3BOAUTEABHOCTb YBEAMYMBAETCSA 32 CYET TOMO, YTO BCE CMPaMThI
Ha CCSpriteBatchNode oTtpucosytotcsa 3a oanH OpenGL Bbi30B, B
OTAMYMU OT TOTrO, eCAU Bbl cnpamnTbl 6biAn NomeleHbl HE Ha

CCSpriteBatchNode.

HeaocTaTok: MOXeT coaepkaTb CNpanTbl TOAbKO C TOWM TEKCTYPbI, K
KOTOpoM NpuBs3aH .plist parA (c KOTOPbIM OBBLEKT BbIA
MHULMAAU3UPOBAH).
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Cuctema yactumu

(cmoTpuTe ParticleTest B cocos2d-ios.xcodeproj, MAyLLEM B KOMIMAEKTE € cocos2d)

CCParticleSystemQuad * particleSystem CCParticleSystemQuad alloc
initWithTotalParticles:numberOfParticles];

HekoTopble CBOMCTBA

» startSize HauyanbHbI pasmep yacTul,

» startSizeVar Bapuauyunsa HayasbHOro pasmepa 4yacTtul

m endSize

m endSizeVar r g b

m startColor (a ccColor4F) Hanpumep, ccc4f(1.0f, 0.0f, 0.0f, 1.0f) - kpacHbIn
m startColorVar (a ccColor4F)

m endColor (a ccColor4F)

m endColorVar (a ccColor4F)

m life: BpeMs XU3HU yacTuy,

m ljifeVar:

» angle: (a float). HayanbHbIN Yroa UCNYCKaHMA YacTuUL, B rpagycax
= angleVar

= position: (CGPoint)

®m posVar

= centerOfGravity (CGPoint)
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Particle Designer.

Must have.

plode plist

n'[

http://www./ | squared.com/particledesigner
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A\nTepaTtypa

Learn cocos2d 2 Game Development for iOS,
Steffen ltterheim

Use cutting-edge tools to create exciting
iPhone and iPad game apps

cocode ?

velopment fo

Steffen Itterheim | Andreas Low

Apress’
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CcbIAKU

www.cocos2d-iphone.org

Ocobo pekomeHAyeTcs K NpouTeHuto pasaea ‘Documentation”, 6oAbLuas YacTb
MaTepMAAOB B3SITAa UMEHHO C HEro.
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Tweejump.
[lpocTas urpa Ha cocos2d.

S 1468
_-—arae

-

%

https://github.com/haqu/tweejump

6 oekabpa 12r.


https://github.com/haqu/tweejump
https://github.com/haqu/tweejump

