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Overview

® Why cocos2d!
® Beginner Hurdles
® cocos2d Basics
® cocos2d Specifics
® Samples and Tests

® Resources
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Why cocos2d!?

® Well over 200 games shipped
® Great licensing
® | ots of features
® Extremely active community

® What’s your business!?
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Beginner Hurdles




Beginner Hurdles

® Objective-C and Memory
® Setting Up a cocos2d Project
® Running Samples and Tests

® Understanding Tests
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Learn Objective-C

Read: “Learning Objective-C: A Primer”

| . iPhone OS 3.1 Library » Topics + General » Learning Objective-C: A Primer
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http://developer.apple.com/iphone/library/referencelibrary/GettingStarted/Learning_Objective-C_A_Primer/
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Learn Memory
Management

Read:“Memory Management Programming
Guide for Cocoa”

. iPhone OS 3.1 Library » Topics » Performance » Memory Management Programming Guide for Cocoa » iPhone Dev Center: Memq
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http://developer.apple.com/mac/library/DOCUMENTATION/Cocoa/Conceptual/MemoryMgmt/MemoryMgmt.html
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cocos2d Project Setup

® Super easy ... now

® sudo ./install_template.sh




Choose a template for your new project:

u iPhone OS
Application

Library

Application
Framework & Library
Application Plug-in
System Plug-in
Other

00,

cocos2d-0.8.1 cocos2d-0.8.2- cocos2d-0.8.2-
Application beta Application beta Box2d

Application

F

-

OpenGL ES Tab Bar
Application Application

Utility Application View-based

Navigation-based
Application

Application

!qib(

R—
\

cocos2d-0.8.2-beta Application

This template provides a starting point for an application that uses the cocos2d-iphone

framework.

(' Cancel ) (Choose... )

/.
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Groups & Files

Al

¥ & cocos2dTestMe =

¥ | ] cocos2d Sources
» [ | cocoslive
» (] FontLabel
» [ ] Touch)SON
» [ ] CocosDenshion
» [ ] cocos2d
¥ [ | Classes
E] HelloWorldScene.h
E] HelloWorldScene.m
E] cocos2dTestMeAppDelegate.h
&' cocos2dTestMeAppDelegate.m
¥ | ] Other Sources
E] cocos2dTestMe_Prefix.pch
E] main.m
¥ | | Resources
E] Default.png
E' fps_images.png
E‘ Icon.png
D Info.plist
» || Frameworks
» [ ] Products
» (&) Targets
> (4 Executables

v (3 Find Results "
» | % Bookmarks Iy
r i

il
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V " cocodeTestMe
¥ | |cocos2d Sources
» [ | cocoslive
» (] FontLabel
» [ ] Touch)SON
»| | CocosDenshion
» | |cocos2d

r

i

Thursday, October 1, 2009



Running Samples & Tests

® Wonderful source of examples that people
seem to overlook

® Once noticed, folks have issues running
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No launchable executable present at path.

fUsers/porumbes/Business/HiddenElephant/Apple/
iPhoneGameEngines/cocos2d/cocos2d-
iphone-0.8.2-beta/build/Debug-iphonesimulator/

AccelViewportTest.app

e
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Running Samples & Tests

® Where are they and how do we run!




cocos2d-iphone.xcodeproj
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Groups & Files e
v 'S cocos2d-iphone
| README
| AUTHORS
| CHANGELOG
" DONORS
| LICENSE
» [ ] cocos2d
» [ ] cocoslive
» [ | CocosDenshion
» [ | experimental
» [ ]external
¥ B tests |
» [ ] attachDemo
» [ | Box2DTestBed-Cocos2dIntegratio
» (7] bugs
» [ | CocosDenshionDemo
» [ | cocosLiveDemo
» [ ]Samples
» [ | TouchesTest
E.J AccelViewportTest.h
@ AccelViewportTest.m
1] ActionManagerTest.h
[..j ActionManagerTest.m
—ﬁj AtlasTest.h
E‘] AtlasTest.m

E] AtlasSpriteTest.h
[ AtlacSnritaTact m

7 *

V-
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Running Samples & Tests

® Make sure to set both the “Active Target”
and the “Active Executable”
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— h| Paddle.h -

Active SDK

C Use Base SDK +  <No se

' iPhone Device 2.2.1 |
iPhone Device 3.0
iPhone Device 3.1
iPhone Simulator 3.0

¥ iPhone Simulator 3.1

alentin Mi

leState {
2d,

Active Configuration sbed

v Debug

Release
lextureNoc

Active Target
| & box2d ;

%2 Chipmunk
@ eocoe2d readonly’
% cocos2d-documentation are:(Textl
%~ CocosDenshion 22 (Texture
%~ cocosLive
% FontlLabel
% libpng
%~ Touch)SON
% vorbis

v /-, AccelViewportTest
#& ActionManagerTest

A Asl__-r_._.

r *
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WY N TN

PN

#& PASoundEngineTest (experimental)
s™ RenderTextureTest
o™ RotateWorldTest

o™ SceneTest

o™ SpritesTest

oM Texture2dTest

oA TileMapTest

9™ TouchesTest

o™ TransitionsTest

s& HelloWorldSample
o™ HelloActionsSample
o™ HelloEventsSample
o Bug422

Active Executable
v AccelViewportTest - iPhone Simulator (3.1)

ActionManagerTest - iPhone Simulator (3.1)
AtlasTest - iPhone Simulator (3.1)
AtlasSpriteTest - iPhone Simulator (3.1)

r

glentin M1 Le

leState {
obed

TextureNode
\
;
\

‘readonly) (

ure: (Texture

o s STt s m I

*
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Tests

® Not games
® Meant to exercise some specific functionality

® Useful for figuring stuff out
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Tests

® Structured very similarly

® Some base test class

® |nstantiate new test by advancing through
NSStrings using NSClassFromString
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Tests

® |et’s look at AtlasSpriteTest and
EaseActionsTest
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cocos2d Basics




cocos2d Basics

® Game has Scenes
® Fach Scene has some number of Layers

® |ayers capture user interaction and contain
sprites

® Director manages the scenes
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Scenes

® Screens in your game

® Can almost think of them as separate apps

INtro f—3m

Menu

Level 1 SN

Cutscenel j——3 Level2

Highscore

»

Losing cutscene |«f—

Winning cutscene
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Layers

® Take up the entire screen
® Setup to handle touch and accelerometer

® Can contain other layers and sprites (and
other stuff)
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Sprites
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Director

® Manages moving between Scenes
® Pausing and running Scenes

® Sets up OpenGL ES

® |ayer asks Director to move on
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A regular menu scene

Ggame name . Background layer
STarRT Game Q »
HIGHsCcore ©
Animation layer

* zame name Menu layer
srapT 33 5
ed
arTions @
0 — e ——
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cocos2d Specifics
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Important Classes

® CocosNode
® Scene

® |ayer

® Director

® AtlasSprite

® AtlasSpriteManager
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ocosNode

( NSObject ]

l’ Properties ’
» Operations

_ (Private)
» Operations

[ <NSObject> |
\» Operations ]

;,*5995955'99?398;‘\?75 | iCocoszdeTexturel ; <CocosNodeLgbel> | | <CocosNodeFrames> | <CocosAnimation> |

INOCEAENINS | bt i d p=snd | |
» Operations | ‘[Qpﬁgratioqﬁs ] [:Operiations ' [» Operations ﬂ \» Operations |
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CocosNode

® | ots of properties

® position, scale, camera, OpenGL z position,
children

® Most objects in cocos2d inherit from
CocosNode
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Scene

( CocosNode |

» Properties
» Operations

¥ Properties

¥ Operations ‘
init
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Layer

| <TargetedTouchDel... | |’ - C?::-osNode " [ <UlAccelerometerD... | | <StandardTouchDel... |
» Operations | P e ‘ \» Operations | [» Operations |
<. ¥ Operations ) g o 4

| <CocosNodeRCBA> |
'» Operations )

[ MultiplexLayer | | ColorLayer |
l> Properties ‘ ” Properties ’
» Operations » Operations

T

| (Private) [
|_> Operations |
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Director(s)

( NSObject )
‘ » Properties
» Operations

. (CADispIayLink}
* Operations

TimerDirector FastDirector | [ ThreadedFastDirector | ] DisplayLinkDirector |
» Properties ’ " Properties ‘ " Properties ‘ |> Properties
» Operations » Operations » Operations » Operations

~ (Private) |
» Operations
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AtlasSprite

g<CocosNodeFrames>'4 ‘PP Cotc.osNode | | <CocosNodeRGBA> |
> - | ‘ roperties ‘ r . i
Operations o , » Operations ?Eevratnons
( NS_ObJGCt | 1 <CocosAnimation> .1
" Properties ’ [® Operations » Properties
» Operations ! 2ol 7 1» Operations .
T V\ :
|
!
| AtlasSpriteFrame | | AtlasAnimation 1 (Private) s
. H . H | - { |
‘ Properties ‘ ‘ Properties ’ > Operations | [> Operations

» Operations » Operations
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AtlasSpriteManager

<CocosNodeTexture> | - C°:.°5N°de
: e
» Operations ¢ ope .nes
® Operations

» Properties
» Operations

(private)
» Operations
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Sprite vs.AtlasSprite




Sprites
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te

AtlasSpr
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Sprite vs.AtlasSprite

® |n general, don’t use Sprites

® AtlasSprites way faster

® |t’s all about the OpenGL ES
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Samples and Tests




Resources

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



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

Resources

General documentation

* Ccocos2d FAQ
» cocos2d Licenst
» cocos2d Roadmap

Developers documentation

» Ccocos2d Best practice
= cocos2d Programming Guide
» cocos2d @ API reference
« cocos2d Tips and Tricks
= Generic Tips and
« Integrating cocos2d and UIKitLays
« cocos2d for Flash D
" resources:
= cocos2d sample games

= free and commercial sound, music and graphics resources

L ——— S

Wiki: http://www.cocos2d-iphone.org/wiki/doku.php/
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Resources

Forums: http://www.cocos2d-iphone.org/forum/
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http://www.cocos2d-iphone.org/forum/
http://www.cocos2d-iphone.org/forum/

iPhoneGamejam.com
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Thanks!
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