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Console Emulation Rendering

O ¥ <topframe> v Preserve log

words loaded Llevel manager.js:69
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second success level manager.js:91

keydown 91 Play.(s:900
keydown 16 Play.]s:900

a»r Play.js % Menu.js ' v

e o R A S S ST T T -
26 images: [ -
27 game. load.get("button_play_0"),

28 game. load.get("button_play_1")

29 |

30 frames: { width: , height: },

31 animations: { normal: ['], hover: ['], C
32 &)

33 spriteSheetSetting = new createjs.Sprite
34 images: [

35 game. load.get("setting_btn_play_0"),
36 game. load.get("setting_btn_play_1")
37 ]I

38 frames: { width: , height: },

39 animations: { normal: [ '], hover: ['], C
40 });

41

42 var button = new createjs.Sprite(spriteSheet,
43 buttonSetting = new createjs.Sprite(spri:
44 startBtn = new createjs.ButtonHelper(but!
45 settingBtn = new createjs.ButtonHelper(bt
46

47 button.on("click", tion(evt){

48 V“ .nlavGame() :
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Gulp Watch + BrowserSync

gulp.task('default', ['js'], function() {
browserSync.init({
server: {
baseDir: "./www"

}
});

gulp.watch("./www/xk/%.js").on("change", bundle);
gulp.watch("./www/*.html").on("change", browserSync.reload);
gulp.watch("./www/assets/x").on("change", browserSync.reload);
gulp.watch("./www/css/*").on("change", browserSync.reload);

});



Required$S

var $ = require("jquery");
var ndgmr = require("./../lib/vendor/ndgmr.utils");

var ParallaxLayer = require("./../lib/entities/parallax_layer.js");
var Hero = require("./../lib/entities/hero.js");

var Monster = require("./../lib/entities/monster.js");

var ScoreLabel = require("./../lib/entities/score_label.js");

var TimeLabel = require("./../lib/entities/time_label. js");

var Timer = require("./../lib/timer.js");
var util = require("./../lib/util");
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Spritesheets
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Creating a Spritesheet

var spriteSheetpata = {
animations : {
run: {
frames : [0, 1, 2, 3, 4, 5],
speed: 0.2

}, o ®
Play Animation
frames : [6, 7, 8, 9],
speed: 0.2
},
death: 10
|
frames : { . : : : Y .
width: 100, height: 100 th%s.hero.anlmatllon..gotoAndStop( run');
} this.monster.animation.gotoAndStop('run');

images : ['assets/sprite/monkey_animate_100.png"']

};
var ss = new createjs.SpriteSheet(spriteSheetData);

this.hero = new Hero({
spriteSheet : ss,
X : 0,
y: 540,
positionYSubtractSize: true,
velocity : {x: 0, y:0},
name: "hero"

});



Parallax Scrolling
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Setup Layers

ground® = that.parallaxLayer|['ground@'];
ground@.graphics.y = that.gameContainer.height-that.parallaxLayer(['ground®'].height;
ground@.width = width;

groundl = that.parallaxLayer['groundl'];
groundl.graphics.y = that.gameContainer.height-groundl.height;

ground2 = that.parallaxLayer['ground2'];
ground2.graphics.y = that.gameContainer.height-ground2.height-ground@.height;

Parallax lmplementatlon

render : functlon(){
if(thls.shapeA.x < thls.out51de){

var temp = this.shapeA;
temp.x = this.shapeB.x+this.width;

this.shapeB;
temp;

this.shapeA
this.shapeB
}

this.shapeA.x += this.velocity.x * this.scaleFactorX;
this.shapeB.x += this.velocity.x * this.scaleFactorX;

}



update: function() {
if ( .play_paused) {

ame Loop

return;
} lif(! .monster.dealtDamage && .monster.isCollided( .hero))
{
switch( .state)
q .playAudio("soundJump");
case State.MONSTER_DYING: .lifePoints —= .monsterDamage;
if( .monster.animation.currentAnimation == "death") .monster.dealtDamage = ;
{ console.log('hero received damage', .monsterDamage, ‘current life points:'
.State = State.LEVEL_RUNNING; L 1ifePoints < 0)
.incrementWord(); {
} .hero.alive = -
break: .hero.animation.gotoAndPlay("death");
}
¥ }
.wpmLabel. = "WPM: " + .calculateWpm();
| , _ .resizeWpmLabel();
1T (RUNNABLE_STATES. index0f( .state) == -1) return; ;
.scorelLabel.update();
.scoreLabel.render();
. respawnMonster();
.timeLabel.update();
.timeLabel. render();
.hero.update(); for(var i in .parallaxLayer){
.hero.render(): .parallaxLayer[i].update();
.parallaxLayer[i].render();
}
.monster.update(); .highlightWrittentext();

.monster.render(); },
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Scene creation / Transition

var PlayScene = tine._scene({
initialize: function() {
console. log("init play scene");

game. levelManager. loadNextLevel(function(){
game.director.replace('play');

});

game.director.add('preload', require("./../scene/Preload.js"));
game.director.replace('preload');
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Fixing Native keyboard

if(window.cordova){
if(cordova.plugins && cordova.plugins.Keyboard) {
cordova.plugins.Keyboard.hideKeyboardAccessoryBar(true);

Better background sound

if(window.cordova)

{
var url = document.getElementById(id).getAttribute(’'src');
if(id == "soundGameplay")
{

sound = new Media(url, function(){

if(typeof that.bgMusic != "undefined")
{

that.playAudio(id);
}

});
}

else

{
sound = new Media(url):

}

sound.play();






var app = require(‘'app'); // Module to control application life.
var BrowserWindow = require('browser-window'); // Module to create native browser window.
// Report crashes to our server.
require('crash-reporter').start();
// Keep a global reference of the window object, if you don't, the window will
// be closed automatically when the JavaScript object is garbage collected.
var mainWindow = null;
// Quit when all windows are closed.
app.on( 'window-all-closed', function() {

// On 0S X it is common for applications and their menu bar

// to stay active until the user quits explicitly with Cmd + Q

if (process.platform != ‘darwin') {
app.quit();
}
i

// This method will be called when Electron has finished
// initialization and is ready to create browser windows.
app.on('ready', function() {

// Create the browser window.

mainWindow = new BrowserWindow({width: 800, height: 600});

// and load the index.html of the app.
mainWindow. loadUrl('file://' + __dirname + '/www/index.html');

// Open the DevTools.
mainWindow.openDevTools();

// Emitted when the window is closed.

mainWindow.on('closed', function() {
// Dereference the window object, usually you would store windows
// in an array if your app supports multi windows, this is the time
// when you should delete the corresponding element.
mainWindow = null;

};

i



Conclusion

* Make games for learning
* Writing games In Javascript is easy

 Avoid cross platform tools if possible






Questions?

We're Hiring!
Matthew Campbell
e
hyper@hyperworks.nu ]

@kanwisher o
github.com/mattkanwisher |
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