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Ako vytvorit hru?

Flixel
Adobe Flex

Tvorba mapy a animacie



Flixel

http://www.flixel.org

git clone git://github.com/AdamAtomic/flixel.qgit


http://www.flixel.org/

Zaciname vytvarat hru
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Flixel v projekte
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Implementujeme PF2010




Vlozenie objektu s hrou

| Vlastna implementacia
<fx:iScripts

< V[CDATAL[
import org.flixel.*;
import com.sinusgear.DisplayChijectUIComponent;
import com.sinusgear.FlixelGame;

II."'.'.".'.'
# Initialize application.
*f
public function init() :void
{
this.addElewment (new DisplayObijectUIComponent inew FlixelGame())) !

11%
</ fwiScripts



extends UlComponent

public class DisplavyObijectlUIComponent extends UlIComponent
d
public function DisplaylbjectUIlComponent (sprite:Displaylbhiject)
d
super [ ;

explicitHeight = sprite.height;
explicitWidth = sprite.width:

addChild [(sprite]:



FlixelGame class

Triedy pre herné stavy

import com.sinusgear. Cameltate;
import com.sinusgear.HMenuitate;
import org.flixel.*;

pubhlic class Flixelzame extends FlxGame
d

public function FlixelGame () ivold

d
super (450, 400, MenuState, 1):

S8 Do not display Flizel logo
this.showlLogo = false;



Pociatocny stav

Triedy pre herné stavy

import com.sinusgear. Cameltate;
import com.sinusgear.HMenuitate;
import org.flixel.*;

pubhlic class Flixelzame exfiend=s FlxGame
d

public function Flixel@ame () irvold

d
super (450, 400, MenuState, 1):

S8 Do not display Flizel logo
this.showlLogo = false;



FlixelGame class

import com.sinusgear. Cameltate;
import com.sinusgear.HMenuitate;
import org.flixel.*;

pubhlic class Flixelzame extends FlxGame
d

public function FlixelGame () ivold

d
super (450, 400, MenuState, 1):

S8 Do not display Flizel logo
this.showlLogo = false;

Pixel Zoom




extends FIxState

B
public class MenuState extends Flxotate
{
[Embed (source="..fassetsfstar-tiles.png" )]
protected var 2tarTiles:Class;

public function Menustatel)
i

public override function update() :void
i

super.update () :

if (Fl=xG.mouse. justPressedi() )

{ Zmena stavu
FlxG.switchState [Gamestate) ;




Player

public class Player extend=s FlxSprite

i
[Embed (source=" .. fassets/fpenguin-tiles.png" ) ]
protected var PlayverImage:Class:;

public function Playeri()

i
super (PLLYER START X, PLAYER 3TART T):
loaderaphic (Plaver Image, true, true, 32,32);

drag.x = FLAYER RN SFEED * &:
acceleration.y = GRAVITY ACCELERATION:
PLAYEE REUN SFPEED;

JUMP ACCELERATION:

maxWeloocity. x
maxWeloocity. v

addinimation("idle", [0O]1]:
addinimation("run", [1, 2, 3, O], 12):
addinimation("Jump", [4]):
addinimation("idle up", [3]):
addinimation("run up", [&, 7, &, 3], 1lz];
addinimation("Junp up", [2]]:;
addinimation("junp down'", [10]);



Tvorba animacie

o) o oN o oW o oY o i °N ¢

Postupnost obrazkov
addAnimation(...)



Animacia s pouzitim GIMPu
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Nastavenie gridu v GIMPe
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Objekty v hre - FIxSprite

public class Coin extends Flxaprite

!

public function Coin(Z:int=0, ¥:int=0, Graphic:Clasz=null)

d

guper (X, Y, Graphic);

this.y -= this.height; framerate
this.acceleration.y = 420; EZZ////J
this.addinimation("spin", [0,1,2,3], 3);
this.play("spin");




Co este chyba?
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[aT The Map Tile Editor

Row: 7, Column: 8 HO2E2Y 242



http://kotisivu.dnainternet.net/ttilli/tilemapeditor/main.htm

Mapa zo ZIPu

=
L]
L A e N L L L L L L L
= S vl S e B el (B vl (S ] S ] ] (Ll R
= N N T L [
e B REEDE S - =&
= oL R R LR N KN LR L
] AAAARAREEEEE - (Ll R
“ N [
B REEDE S - =&
oL R R LR N KN LR L
H GAARAARRERE G - (Ll R
N L
= B REEDE S - =&
My i oL R R LR N KN LR L
_ = AEARAAEREREEREE - B
Il L L L L L L L L L L L
— B REEDE S - =&
= .M 1 ﬂ oL R R LR N KN LR L
Dl & ~ g DO EE - EDE®
; = =i N L
n h MY -E- aEm®
O O T T T T T A S T ¥ L
1 v B e S ] S el S e B e B (Lol B
o = L O T N L L T T T T T A 1 [ T 1
L] By ARG Ll )
M LY N [
_h | SAGAAAEEREREE (Lol B
5 L T A N N N N L
v By ARG Ll )
1o LY N [
ke (=%} R f R R R o R R Rl o R o) Lol R
-] 5 L T A N N N N L
th By AOARAAEASARE & B
! LY N [
m.l =) R f R R R o R R Rl o R o) Lol R
(9] = L O R A L L T T T S S A 1 [ S
I AR EEE B
By M [ T A L. T TR T S TR AR T ¥ L [
ME S A AR = Lol R
AN s L O R A L L T T T S S A 1 =] [ S
[l h HE S-A-A-E-E-E-& - B
u_LE_ m"u [ T A L. T TR T S TR AR T ¥ Il [
co P ol e e & e B el 5 el (el (v XK moo
| e MI LR R R S R S R S R R T T T _.M [
ELy =i _.M GGG SRS E SS& - (Ll R
- o m [ R R R m Lo
= = ' m SRS ERESE S S S - ! =&
u_dm L] L R T O L T T T T S T S A 1 [ S
Il =i LN GGG SRS E SS& - - (Ll R
-] uhu [ S A LT T TR T S TR TR T A = [
Ll m-.__.ﬂ = = SRS ERESE S S S - =&
= L | (=l L R T O L T T T T S T S A 1 -9 [ S
_I_ LR Sd i AQAMOAMRROREE - n REE
— g2 LI A= Y A S T T T T T T T A T T =Y W A Y
m r__hr - L M SRS ERESE S S S - o =&
— Em O = o0 e L R T O L T T T T S T S A 1 .| [ S
o (T [ Wy = ARG RE S S S & - - (Ll R
— t.__.M Ein= L L L L L L L L L L L 1] L
mnn_ - mu I OSSR S S S S S - =&
A s = L L T T O O T T T A T A A - L L
oo .m “.a_ ol ol S el (B el (B v (S e S ] S e e mE & &
™ mnt o B
= 1] . -1 =T -]
- BEN LT R T -
= M hE.{_ A= N A
=] MH k=" = m =N
N R I R =
el Sy =l
Hmh oo S S
B =" i
SEH gH@
i i mtmﬂ
= TRV
n_ _ = I
- [
Wl LN 1] i m
Mt L



| oad levelu

public function loadLevel (path:53tring) :volid
{
rar loader:HTTPZerwvice = new HTTPZService() !
loader.url = path;
loader.addEventListener (FaultEvent .FAULT, loadLevelFaultHandler):;
loader .addEventListener (ResultEvent .BEESULT, loadLewvelCompleteHandler) !

loader.zendl() ;




Parsing levelu

public function loadlevelCompleteHandler (event:FesultEvent = null) :void
!
layers:ArrayCollection = event.result.TilemapFile.tilemap. layer:;
i:1int;
this.maplLayers = new Arrayl().;

A8 Parse data block from maps. Ako sa zbavit
for (i=0; i<layers.length; i++) nepotrebnych
!

znakov

data:3tring = layers[i] .data;

wmyPattern:BegExp = J[ 1wn|\r|\t]/u;
data = data.replace (myPattern,''):

datalap: irray = data.splitc(','):
this.maplLayers.pushi(datalap);



Pridanie bloku do hry

public function addBlock(x:uint, y:ulnt, w:uint, h:uint):void
d
var hlock:FlxBlock = new FlxBlock(x,v,w, h);
hlock, loadGraphic (TechTilesImage) ;
levelBlocks.push(this.add (block) )



Vysledok




Trocha muziky

[Embed (3ource="., fassets/noriko-outro.mp3")]
protected var OutroiFX:Class;

A4 A1l coans collected

1f (this.avallableCoins == )

d
Flxz.switochState [Outrostate) !
Flx&z.play(OutroaoFx) ;



<.-# Flash Builder 4 (Flex 4)

Problem s vypisom textu.

Nutné zapnut Use Flex 3 compatibility mode
_lo/x

Itype Filker bext Flex Compiler = T
Resource
Builders ~Flex SDK version
Eata;:c'de.l % Use default SDK (currenthy "Flex 4.0 Configure Flex SDKs. ..
- Data/Services
Fles: Applications ™ Use a specific SDE; IFIe:-: 4.0 ""'l
- Fle Build Path [¥ Use Flex 3 compatibilicy mode <
& e Compiler
Fles: Modules ~Adobe Flash Plaver opkions
Flex Server (% se minimurn version required by the Flex SOK
- Flex Theme

i Use a specific version: |1|:| . ||:| . |II|
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Par odkazov

Games for Linux
http://games.linux.sk

FlexGarden
http://www.flexgarden.net


http://games.linux.sk/
http://www.flexgarden.net/
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