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5.1 €& Swift GameKit

1. N4

AR TR A 28 o] ) — > 4 TR

2. 5B

STEP1: #TH Xcode

¥ Xcode H & T EFTHF.

STEP2: @& —A> 487 i) 2 Fp

WK 5-2 FroR il F RS % £ File>New—>Project, Bl # — 2 H T .
STEP3: &&=k
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wm.

Create Snapshot... ~¥S
Restors Snapshot...

Page Setup... %P
Print.... 2P

A 5-2 BlE—AAaE R

WKl 5-3 fioR . 4 i0S—Application Fl Game, Z J5 Hifi Next #i4 , #F AT — L IR,

! Choose a template for your new project:

08 — — — —
| | |
| - *0Q | 1 | w ves | |
Framework & Library . o e o
Other Mastar-Datail Page-Basad Singla View Tabbad
lication Applicati Applicati Application
08X —
Application i; i |
Framework & Library s
System Plug-in |
Other |
Game |
This template provides a starting point for games.
|
|
- |
Careal Provious |

Kl 5-3 AR

STEP4: % & £ K
WERT AP AR IR 5-1 i e M AR T A ICE B e N B ili Next
AL HEAT — 2B B A 1A 5-4 B .
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K51 ZMINEENA

% PR i AR PG 3
Product Name MyGame 24 TR
Organization Name XXX N B B 2E AR ) 44
Bundle Identifier XXXX. COm P — 5 i, — JE R 5 ) 90 3 sk
Language Swift BTt
Game Technology SpriteKit e % B A
Devices iPhone FRIGETHRE

| Choose aptions for your new project:

Product Namea:  MyGama

Organization Name: | Powsn Ko |

Organization Identifier: looptek.com

Bundie identifier: looptek.com.MyGama

Language: = Swift B
Game Technology: = Spritakit n
Devices: | [Phone B
Cancel Previous.

P 5-4  BEE A

Xcode £ 0] FEAB 7 B, e ETEAE RO B 2 ) By OK AL AAA . st & gk AT F .
STEPS: izf71# 7
PR Rt & B/ P TET  TAERES , H BB A1 5-5 TR 9318 i 17 1 5 e I 7L 7

# Xcode File Edit View Find Navigate Editor Prc

- LeunchSersan.xits
» 17 Supporting Files
» [0 MyGameTests
» [ Products

K 5-5 EAR-2
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(D BEEEAF BB AR LR A 10S Device &80 iPhone 6 545,

(2) Py B i = IR LB AT R .

3. 5 R

Swift APP 4T (i, WP 5-6 iR . 234 Hello World 09745 H 87 A1 . 4 2R
ok B A LR — WOEE & PR A — SR 0 TEHL, T DL g R P 2R PRk B Hardware—
Rotate Left JH#3& 40135 19 M FE .

i

P\

S~

A
ﬂ]!fé._\l.o, World!

'y /7]

‘ ri >
——art 4
Rl -\ -

[# 5-6 BfT4ER
4. HEMIM
SRR HE AR AT LLE swift_ 05 GameKit,
5. g @
FriRHERR

S LM a R, |2 k&id1r APP B £ & A In] @, #i] 40 Simulator error
FBSSystemServiceDomain code 4,41 5-7 fff 7R .

Unable to run app in Simulator

An error was sncountared while running (Domain =
FBSOpenAppiicationErrorDomain, Code = 4)

Kl 5-7 4R 54 code 4

i T Ty
0SB 287 F i T U ke $ 10S Simulator ¥ Reset Content and Settings,
BRERL AT AT o ol A AN O hE 5 EORT T T L X [l U A A T,
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5.2 EXBRE—BR . EEME

1. B®

18 Swift P42 1) GameKit #£BIFE T 1865 1B R N A T8 7% it LAY 23 glox
AT IFH0 G I B B AR S SRS S B SO E N — A JPG i B R AR R ik 2 3
s aE R

IR

STEPL: #¢%:5.1 %5

SEZE 5.1 A5 B REG L ARSETE T .

STEP2: W n—ikE —

Mot —BREEF SRR I e o
H TPG 3 PNG 6  1 F8 H HE 42 66 130 6 1 Lot ]
i Bt e B RS 6

(1) IH iPhone B ZE/ #1380 320 X 480 pixels;

(2) iPhone6 F %4 HEZ N 750 X 1334 pixels;

(3) iPhone6 plus FH/#1% K 1080X1920 pixels,

W 5-8 Fr s, i B bR Hi 8 SO PR IR
Xcode LT,

STEP3: '8 APP 1 /i i o % /K °F i i w

YL APP (9 1] i 7 55 K F T 01 5-9 e
m,$ﬁi5ﬁ5$!§ﬂﬁ,1ﬂ Portrait I Upside Down B> 1 5.8 #i & 2 31 A Xcode B
PRI 3 b, 3XOAE CE Y App & K . B
Landscape Left il Landscape Right 2% & A/K 3w, [6 38, 5o > it 2 2 1) im i .

(= |% ¢ » | B MyGame
[l #myGame?s  General Capabilities Info Build Settings 1

Deployment Target ‘
Devices iPhone B
Main Interface  Main ‘
[ images xcassets Device Oriantation Portrait
[a LaunchScrean.xib LJj Down |
» |3 Supporting Files B Landscape Lef|
* [ MyGameTests B Landscape Right
» [ Products
Status Bar Style Default kd
B Hide status bar

Kl 5-9  WE APP KT H I T B K I
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STEP4: B #)¥

e B 24 i 1k AP AR P R — R FPS. 75— Node,
(1) FPS: &b BT i 7 (Y ] 18 48

(2) Node: miH AL H.

3. #H

1) FEFIREEF . ch05\5-2\GameScene. swift

1 class GameViewController: UIViewController {

2

3 override func viewDidLoad() {

4 super. viewDidLoad( )

5.

6 if let scene = GameScene.unarchiveFromFile("GameScene") as? GameScene {
7 / /T R

8 let skView = self.view as SKView

9. //skView. showsFPS = true // 7R FPS &

10. //skView. showsNodeCount = true //Ig 7~ Node {3 E

11.

12. /TR TR () O AR BOR R B v T e e RE e/
13. skView. ignoresSiblingOrder = true

14.

15. /o VAR e RS 4 L B R AR A LI T + /
16. scene. scaleMode = .AspectFill

17.

18. skView. presentScene(scene)

19. }

20.

21. }

22.

BEFFIR

5509 AT O T T BRI P LRSS 9 4T R i FPS {5 B AL K 5-10 K.
55 10 47« Jy 1 I A R 3 BT DUE SRS 10 47 7R 9 Node {5 BL&E i,

P 5-10  MBRER 9,10 47, dx A~ i 1A A 2 7K %

2) FEBIFRJY . ch05\5-2\GameScene. swift

1. class GameScene: SKScene {
2. override func didMoveToView(view: SKView) {

3. /x BRI+ /
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4 let myLabel = SKLabelNode(fontNamed:"Chalkduster")

5 myLabel. text = "copyright 2015 PowenKo.com, All Rights Reserved.";

6 myLabel. fontSize = 32;

7. myLabel. position = CGPoint(x:CGRectGetMidX(self. frame),y: 100);

8 self.addChild(myLabel)

9.

10. I1111777777777777777777777777

11. var bgImage = SKSpriteNode(imageNamed: "bg. jpg") /158 XA H

12. self.addChild(bgImage) /738 & Ao b

13.

14. bgImage. position = CGPoint(x:CGRectGetMidX(self. frame), y:CGRectGetMidY(self.
frame)); [/ EALE

15.

16. }

17. -

18. }

R

B 04T FESLFINE .

56 47 MEFHRT,

BT AT A RIRSCTFR L E .

55 14 47 PR BRI T RIALE .

&R

BIFEEplE a5 Rk 5-11 s .

4. HZEHIM

|0S Simulator - IPhane B - Phone B /08 8.1 (128411

s Reserved,

SERE B AR ] LLE swift_ 05 2 AddImage Text,
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5. B

1) SKScene. size BU5 i 7 £ 1Y 52 Br K 5

AR X n AR - b1 R s A TN T AN NI Y SR N A N -3 3 65 T
=Pl

class GameScene: SKScene {
override func didMoveToView(view: SKView) {
var yl = self. size. height //768
var x1 = self. size. width //1024
}

2) CGRectGetMidY HUf /R 75 11 o o] 437
YA 52 B8 5 1 1A I o (8] A o7 T DA G DR R S B
=l

class GameScene: SKScene {
override func didMoveToView(view: SKView) {
var y2 = CGRectGetMidY(self. frame) //384
var x2 = CGRectGetMidX(self. frame) //512

}
3) position B &\ B
position F3 & BV B ,CGPoint(x:0, y:0) ;3538 E X MY M &,
il
class GameScene: SKScene {
override func didMoveToView(view: SKView) {
var bgImage = SKSpriteNode(imageNamed: "bg. jpg") /5 X AR B

self.addChild(bgImage)
bgImage. position = CGPoint(x:0, y:0);

5.3 jNLE3EH

1. BH

Bk B S TR EAA I, LA P d T Re . — M BT R AT RE AR T 10S %
2 ) 0 UTButton, 23l H A (9 7R 7 2 4 B Ab 38, Rk 2 H 1

2. TR

STEP1. 4% 5.2 7

SEZE 5.1 AT B REG L ARSE T .

STEP2: & sk &

HES PSR I Fr o 43 0 S AR S A R 5 i 181 felt R BB 4 B2 SO JE 18] 3 3 Xeode 1Y

EoiR
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B A 5-12 Frs .

= 7& MyGame ' i} IPhone 6 MyGame | Bu
B = | = o 3@ |E B myGame MyG
v B 2 targats, 05 50K 8.1 A
71 if butt
72 but
73 }
74
75
76 var but
77 self.ad
Q, Se

[—

Bl 5-12 i B R HEA Xcode py7R 3 o

STEP3. &7
X B s & B SKSpriteNode F13 i 3¢ 7 57 5 SKLabelNode, & 7 — i ik ©&
BEORAGRHEH  IF B A
3. #H
HEBIF2 % . ch05\5-2\ GameScene, swift

import SpriteKit

1

2

3 class GameScene: SKScene {

4 override func didMoveToView(view: SKView) {

5. /x EEG R/

6 let myLabel = SKLabelNode(fontNamed:"Chalkduster")

7 myLabel. text = "copyright 2015 PowenKo. com, All Rights Reserved.";
8 nmyLabel. fontSize = 32;

9 myLabel. position = CGPoint(x:CGRectGetMidX(self.frame),y: 100);

10. self.addChild(myLabel)

11.

12. 11777777717777777777771777717 56

13. var bgImage = SKSpriteNode(imageNamed: "bg. jpg") //5E XA
14. self.addChild(bgImage)

15. bgImage. zPosition = -1 /1B & R
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16.
17. bgImage. position = CGPoint(x:CGRectGetMidX(self. frame), y:CGRectGetMidY(self.
frame));
18. [171777777177777777777771777 33440
19. var buttonl = SKSpriteNode(imageNamed: "buttonl.png") / /TR
20. self.addChild(buttonl)
21. buttonl.position = CGPoint(x: 300,y:200 ); //EBNE
22. let myLabel2 = SKLabelNode(fontNamed:"Chalkduster") Ve A
23. nyLabel2. text = "About Us"; /5
24. myLabel2. fontSize = 28; [/ F R
25. myLabel2. fontColor = UIColor(red: 255/255, green: 255, blue: 255/255, alpha: 200/255)
26. myLabel2. position = CGPoint(x: 300,y:200—12 ); /A E
27. self.addChild(myLabel2)
28.
29. var button2 = SKSpriteNode(imageNamed: "buttonl.png") / /A
30. self.addChild(button2)
31. button2. position = CGPoint(x: 300,y:300 ); /B E
32. let myLabel3 = SKLabelNode(fontNamed:"Chalkduster") ES 7
33. myLabel3. text = "Start"; /!5
34. myLabel3. fontSize = 28; VESINS
35. myLabel3. position = CGPoint(x: 300,y:300-12 ); /1AL E
36. self.addChild(myLabel3)
37. }
38.
BRI
5% 18~2517: /R About ##4l,

55 27~34 17

i 7/~ Start $&24H

TERAE 15 17, — LA S B A5 5 B 4K 5 zPosition, T A7 & R #B 25 UAE O RO E L VBRI
(9 1R & % IR addChild ImA BTG W o AR A 0 sk B S A& — R R
2K . A ALARIE AR AL ZPosition S s, T BUbR 5 7 1 AT . QAL WA 2 4 i

NI
HR

A i X 0 T 2 7 A A L O LR AT RO Bl i L RE 2 B A ok L

Bl 5-13 s .

4. FFAIM
SERE A F AR AT LU swift_05_3_Button,

5. EH

1) SKLabelNode. fontColor i & F A Hi 4
fii ] SKLabelNode %5 415 & 30 RF MBI W& LT w6,
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ol

class GameScene: SKScene {
override func didMoveToView(view: SKView) {
let mylabel2 = SKLabelNode(fontNamed:"Chalkduster") [/ FI
myLabel2. fontSize = 28; //F RS
mylLabel2. fontColor = UIColor(red: 255/255, green: 255, blue: 255/255, alpha: 200/255)
self.addChild(myLabel3)
}

2) SKSpriteNode. zPosition % & & B & AT &
fdi 1] zPosition ¥ & &y HCE MR JG C R BUF BRI 12,
=~

class GameScene: SKScene {
override func didMoveToView(view: SKView) {

var button3 = SKSpriteNode(imageNamed: "buttonl.png")
self.addChild(button3)

button3. position = CGPoint(x: 850,y:200 );

button3. zPosition = 2

var buttond = SKSpriteNode(imageNamed: "button2.png")
self.addChild(buttond)

buttond. position = CGPoint(x: 800,y:200 );

buttond. zPosition = 1

}
B0 XA zPosition, gt & 5 E B AR L TR AR WE 5-14 fios,
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(o Joms( 2 ]

K 5-14 zPosition HJZE

5.4 HEHEHE—IRELE

1. BHH

X U AR S AR A DU ] 4 R I 7 AR AT N b e S AR 3 Sk IR B Y
PR . A U AR Y B2 2T T SRR R i S 0 A B I L 9 0 R R A B B 4
SR,

2. R

STEP1: 4k%E 5.3 4%

HELE 5.3 W REG] AR T

STEP2. Bk )y

2N ORAE ORI . I HLAL P4 S A B4

3. #41
KEGI 32 : ch05\5-4\GameScene. swift
1. .
2. import SpriteKit
3.
4. class GameScene: SKScene {
5. var buttonl = SKSpriteNode(imageNamed: "buttonl.png") E3:
6. var button2 = SKSpriteNode(imageNamed: "buttonl.png") e
7.
8. override func didMoveToView(view: SKView) {
9. [ WEGF </
10. /&
11. 111771111771177177777177777777
12. //var buttonl = SKSpriteNode(imageNamed: "buttonl.png")
13. self.addChild(buttonl)
14. buttonl.position = CGPoint(x: 300,y:200 );
15.
16. //var button2 = SKSpriteNode(imageNamed: "buttonl.png")
17. self.addChild(button2)
18. button2. position = CGPoint(x: 300,y:300 );
19.
20.
21, }
22. [1F-35 3% sh v fk % =B 14
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23. override func touchesMoved(touches: NSSet, withEvent event: UIEvent) {

24. }

25. /1 F48 S BOF i i &
26. override func touchesEnded(touches: NSSet, withEvent event: UIEvent) {

27. buttonl. texture = SKTexture(imageNamed: "buttonl.png") //tk72: &

28. button2. texture = SKTexture( imageNamed: "buttonl.png") //ik72: &

29. }

30. /1T R0 fb R S
31. override func touchesBegan(touches: NSSet, withEvent event: UIEvent) {

32.

33. var touch: UITouch = touches.allObjects[0] as UITouch

34. var location: CGPoint = touch. locationInNode(self) /78S T A B
35. if button2. containsPoint(location) { [/ HN W T B S B
36. button2. texture = SKTexture( imageNamed: "button2. png") / /oA
37. }

38.

39. if buttonl.containsPoint(location) { //HI W R A S R SR A
40. buttonl. texture = SKTexture( imageNamed: "button2. png")

41. }

42.

43. var buttonx = SKSpriteNode(imageNamed: "buttonl.png")

44, self. addChild(buttonx)

45. button2. position = location

46.

47. / %

48. for touch: AnyObject in touches {

49.

50. let sprite = SKSpriteNode(imageNamed:"Spaceship")

51. self.addChild(sprite)

52. }oox/

53. }

54. / /1 T B R Y i e 44

55. override func update(currentTime: CFTimeInterval) {

56. }

57. }

58.

59.

BREIR

953147 TR NARHE

55 35 47« FUIWTIE AR B B S

B AT~52 47 MIBRIEAIZ T 52 Bon CHLIE T .

®R

4P P ok Y A Y SR B B A R S AR AR — L L 5-15 BUR
4. FFWIM

SERL AN ] LI swift 05 4 PressButton,
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[ 5-15

mi

|
ben
+8

5. HH

1) touchesBegan(touches: NSSet, withEvent event: UlEvent) Bt 5f %& fih & 5 14F
B A 2ok 19 BN L AT PLE 3 touchesBegan HUA fid 2 14

il

override func touchesBegan(touches: NSSet, withEvent event: UIEvent) {
var touch: UITouch = touches.allObjects[0] as UITouch
var location: CGPoint = touch. locationInNode(self)
var buttonx = SKSpriteNode(imageNamed: "buttonl.png")
self.addChild(buttonx)
button2. position = location

}

2) touchesEnded(touches: NSSet, withEvent event: UlIEvent) 8355 ¥ fih % 35 14
A s O 0 sz s BT LA 3 touchesEnded B fil & =514
|

override func touchesEnded(touches: NSSet, withEvent event: UIEvent) {
var touch: UITouch = touches.allObjects[0] as UITouch
var location: CGPoint = touch. locationInNode(self)
var buttonx = SKSpriteNode(imageNamed: "buttonl.png")
self.addChild(buttonx)
button2. position = location

}

3) touchesMoved(touches: NSSet, withEvent event: UlEvent) £zl %) fil /& 55 {4
BAs 4% sh 1 e W B, AT DL 3 touchesMoved BAS fish & 5514 .
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N

override func touchesMoved(touches: NSSet, withEvent event: UIEvent) {
var touch: UITouch = touches.allObjects[0] as UITouch
var location: CGPoint = touch. locationInNode(self)
var buttonx = SKSpriteNode(imageNamed: "buttonl.png")
self.addChild(buttonx)

button2. position = location

5.5 FAET® & = 4b 18

1. BB

Swift f=E ) GameKit FEGIRRFIES A MBEEE WS k28—~ ERZE S
TFTXZR., WHEEEZE T Position (YT AERE & A& BN 1A 2Lk 3 350 F
ST N A 5-16 BT, S WIN— N 0 R 90 A8 BCR A 2 2 0 3 A0 18 B TE I
E¥H L,

& 5-16 zPosition K2

2. ¥

STEP1: 4k%E 5.4 45

HELE 5. 4 T RED] AR EEAE T

STEP2: WK R

BN 0 2R MRAEBCR B R RS 2 200 32 A B R X B sk & R il 2 S04 9% Finder, fE &
FIMABIFE Y H, anlEl 5-17 Fros .

STEP3: &k ¥

BT ORAE MR T 4 & R SKSpriteNode 1% 8 43— 5K & 5 2 R E R zPosition,
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Bk E BT (P 79

#5E
MyGame 57 override Tun
E?tlraﬂa.iOBSDKSJ 58
v e MiGame 59 buttonl
Sy uttonl.
~ 60 button2.

override fun

var touc
var loca
if butto

butt
%

} 1 act1.png
= button2.png
== puttoni.png
= bg.jpg

|
I Em effect.png
|
|

& 5-17 G A

B F2F . ch05\5-5\GameScene. swift

import SpriteKit

class GameScene: SKScene {

var buttonl = SKSpriteNode(imageNamed: "buttonl.png")
var button2 = SKSpriteNode(imageNamed: "buttonl.png")

override func didMoveToView(view: SKView) {
[ WEGE «/
let myLabel = SKLabelNode(fontNamed:"Chalkduster")

myLabel. text = "copyright 2015 PowenKo.com, All Rights Reserved.";

myLabel. fontSize = 32;

myLabel. position = CGPoint(x:CGRectGetMidX(self. frame),y: 100);

self.addChild(myLabel)
myLabel. zPosition = 3

[117777717777711177771111177111)G%&

var bgImage = SKSpriteNode(imageNamed: "bg. jpg")
self.addChild(bgImage)

bgImage. zPosition = -1 /IEZELETFXFR

bgImage. position = CGPoint(x:CGRectGetMidX(self. frame), y:CGRectGetMidY(self.
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frame))
21. [1177777777777771777777117773% %
22.
23. self.addChild(buttonl)
24. buttonl.position = CGPoint(x: 300,y:200 );
25. buttonl. zPosition = 1 /IR LETFXR
26. let myLabel2 = SKLabelNode(fontNamed:"Chalkduster")
27. nyLabel2. text = "About Us"
28. myLabel2. fontSize = 28
29. myLabel2. fontColor = UIColor(red: 255/255, green: 255, blue: 255/255, alpha: 200/255)
30. myLabel2. position = CGPoint(x: 300,y:200-12 );
31. myLabel2. zPosition = 1 /IEELETFXR
32. self.addChild(myLabel2)
33.
34. self.addChild(button2)
35. button2. position = CGPoint(x: 300,y:300 );
36. button2. zPosition = 1 //BREEFTFXZR
37. let myLabel3 = SKLabelNode(fontNamed:"Chalkduster")
38. myLabel3. text = "Start"
39. myLabel3. fontSize = 28
40. myLabel3. fontColor = UIColor(red: 255/255, green: 255, blue: 255/255, alpha: 200/255)
41. myLabel3. position = CGPoint(x: 300,y:300-12 )
42. myLabel3. zPosition = 1 //BREEFTF*ZR
43. self.addChild(myLabel3)
44,
45. [1177177777771777777777777777 JRAESRE
46. var effect = SKSpriteNode(imageNamed: "effect.png")
47. self.addChild(effect)
48. effect. zPosition = 0 //ERETFRR
49. effect. position = CGPoint(x:CGRectGetMidX(self. frame), y:CGRectGetMidY (self.
frame))
50. [1177777777777711777771177777 EfE R
51. var actl = SKSpriteNode(imageNamed: "actl.png")
52. self.addChild(actl)
53. actl.zPosition = 2 [TEZELETFRR
54. actl. position = CGPoint (x: CGRectGetMidX ( self. frame) + 250, y:CGRectGetMidY
(self. frame) — 150)
55. }
56.
57. }
EFFIR

55 21~43 17 i BARAEROCREIF B EE)E R 0,
5 A5~49 47 I BARAERCR E I Hi g KE R 0,
55 50~54 17 b EMAME I HRERE R 2,
TR ElJZ zPosition ECT, F07 B, AC R B 5 0 88 s or ik, R E 0 s
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5-18 BiT&ER

4. BEIM
SERE W Z A AR AT VL swift_05 5 zPosition,

5.6 3@
1. BE&&

(1) SKLabelNode i1 SKSpriteNode A &7

(2) SKScene B %7

(3) SKSpriteNode ] LA &7 WIF JLAH ] R SCAEA% 207 3x 28 8] Jy SO =X 09 3 0 22 5
Lt N

2. LEJ

(D) B eA T AR P, JF HAE 0 BT 284 DA A 3 L 320l it APP H1E B
7 XA Y B E &

(2) 4 PRACEE P 2 Y B0 AR — R0 B 3 X APP 32 35 BRI T



