Chapter 1: Sprites, Sounds, and Collisions

Choose a template for your new project

ios

Application
Framework & Library
il Other .
: T R cocos2d i0S Newton

| Kosx

Lot Application

g ‘,,' Framework & Library

Gram)] Application Plug-in
System Plug-in
Other
cocos2d v3.x

e

cocos2d iOS
= This template provides a basic starting point for any application.
i

[ rrevions | (e




RunYetiRun
vB, targets, 05 SDK 7.1

¥ | |RunYetiRun
¥ | | Resources
Default.png
Default@2x.png
Default-568h@2x.png
Default-Landscape~ipad.png
Info.plist
iTunesArtwork
| iTunesArtwork@dx
b | |lcons
¥ | | Libraries
5 LICENSE_cocos2d.txt
LICENSE_Kazmath.txt
LICENSE_CCEBReader.txt
] LICENSE_Chipmunk.txt
> |:| cocosdd
b [ | ObjectAL
> |:| cocos2d-ui
b [ | kazmath
» [ | Chipmunk
> D Classes
> Dﬂuppur‘ting Files
> |:| Frameworks
» | | Products

AL 2 i [ @ [ [#7 [#%

¥ || Classes

|E| AppDelegate.h

@ AppDelegate.m
|E| HelloWorldScene.h

@ HelloWorldScene.m
|E| Introscene.h
@ Introscene.m



< P | [ RunYetiRun

1 g Rur

¥ Identity

tiRun ¥ General Capabilities Info Build Settings Build Phases

Bundle Identifier | com.yourcompany.RunYetifun

Version

Build | 1.0

Team | None
¥ Deployment Info

Deployment Target | 5.0

Devices | Universal
T T
(__iPhone )

Main Interface

Device Orientation Portrait
Upside Down
v Landscape Left
v Landscape Right

Status Bar Style | Default

iPad

v Hide during application launch

¥ App lcons

Source Use Asset Catalog

App
iPhone Mon-Retina (i0S 6.1 and Prior) 57x57
iPhone Retina (i05 6.1 and Prior) 1laxll4
iPhone Retina 120x120
iPad Non-Retina (i05 6.1 and Prior) 7ex72
iPad Retina (i05 6.1 and Prior) lddxla4d
iPad Non-Retina 76x76
iPad Retina 152x152

lcan
lcon@2x
lcon-120
lcon-72
lcon-72@2x
lcon-76
lcon-76@2x

Build Rules




IntroScene HelloWorldScene

i e i ™y
CCScene CCModeColor CC3cene CCModeColor

- . A - ", A
' et ' "y

S CCLabelTTF — CCSprite
b - LS "
i et i ™y

% CCButton Y CCButton




CCMode

e

[ CCClippingNode ]

[ CCControl ]

[ CCDrawMNode ]

[ CCLayout ]

[ CCMaotionStreak ]

[ CCMNodeColor ]

[ CCNodeMultiplexer ]

[ CCParallaxNode ]

[CC ParticleSyste mEase]

[ CCPhysicsMode ]

[ CCProgressNode ]

[ CCRenderTexture ]

[ CCScene ]

[ CCSprite ]

[ CCSpriteBatchNode ]

[ CCTiledMap ]




Choose a template for your new file:

! ioS
Cocoa Touch
Cand C++
User Interface
Core Data
Resource
Other

CCNode class

i os x

Cocoa

Cand C++
User Interface
Core Data
Resource
Other
cocos2d v3.x

CCNode class

An Objective-C class, with a header that includes the <Foundation/Foundation.h> and
“cocos2d.h” headers.

Cancel Previous | Next |
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A[Avalanche- [ 1.0

Stereo, 44100Hz

32-bit float 0.5
Mute  Solo
- + | 0.01
I‘@“‘ 0.5

1.0
0.5

0.0

E Project Rate (Hz):  Selection Start: « End Length  Audio Position:
- 44100 © | [00h00mO00sY | 00n00mOLsY | [00h00m00 sy
Click and drag to select audio Actual Rate 44100 i

GarageBand - RunYetiRun_background

‘wind-background.8

Arrastre aqui los bucles Apple Loops.

Qranzado, ! L P E LN °

L
Backroads Banjo 64.1

L L L L
Backroads Banjo 64 Backroads Banjo 65|

Mejorar afinacidn:

desact. max.
|_| Seguir tempo y tono || Limitar a la clave

Mejorar tiempos:

L=

desact. max

Semicorchea  *







Chapter 2: Explosions and UFOs

¥ Linked Frameworks and Libraries

Bt libObjectiveChipmunk.a
=5 OpenAL.framework

55 UIKit.framework

9 QuartzCore.framework
@ AVFoundation.framework
@ CoreGraphics.framework
(=5 CoreText.framework

(=5 OpenGLES. framework

@ Foundation.framework
@ AudicToolbox.framework

+= -

Required
Reguired
Required
Required
Reguired
Required
Required
Required
Required
Required

4B AF 4B 4B AF AF 4B 4F AF 4



Choose frameworks and libraries to add:

Q

| (=5 AVFoundation.framework
| bundlel.o

. CarrierBundleUtilities.dylib
53 CFNetwork.framework

=5 CoreAudio.framework

=3 CoreBluetooth.framework
[=5 CoreData.framework

=3 CoreFoundation.framework
=5 CoreGraphics.framework
=3 Corelmage.framework

[=5 CoreLocation.framework
(53 CoreMedia.framework

=5 CoreMIDI.framework

~ CoreMotion.framework

[=5 CoreTelephony.framework
(3] CoreText.framework
. [ CoreVideo.framework

| Add Other... | Cancel | | Add




























Particle Systems Preview Settings

' Untitled 1

Emitter 1

Untitled 3

Type

Gravity

472,24

Add System Add Emitter = Stage Color iPhone SD Portrait






















Chapter 3: Your First Online Game

Project | -7 ¥ s
=LK

Included glyphs

Presels  Latin lowercase -
abedefghijkimnopgrstuvwxyzABCDEF

GHIJKLMNOPQRSTUVWXYZINg;%:7*
O_+=-JI"@*$ &0

Letier Spacing 0
Fill

Type  gradient
Gradient f—
type

Angle 80

Stroke
Enabled
Size :
Pixel hinting
Join style

Miter limit

Format = Text (.fnt)

Canvas size  Auto

~ Padding 2 > Name font

- X  Auto ~ Powerof2

PBXR%A

Round values +

Pack method

1







Bundle Identifier | com.jjordanarenas.ElementalWizards

Version

Build | 1.0

b lcon files -
Bundle identifier o+ -
InfoDictionary version .
Bundle name .

T[] #%E. rds%  General Capabilities

» ¢ iCloud

|45 Game Center

| X |_| Passhook

Array
String
String
String

Infa

(13 itemns)

% com.jjordanarenas.ElementalWizards

6.0
${PRODUCT_MAME}

Build 5ettings Build Phases Build Rul

L]
Lon I



Welcome back, jjordanarenas
¥k Sandbox

Choose your element

Cancel Multiplayer Game

__._._.r_'/— 2 players 7 ————

Me

Auto-match

1 o pricna- TN pin o]










Pass Turn

YOU WIN







Chapter 4: Beat All Your Enemies Up

Product Name IHumanﬁ.pncalyme

Organization Name I"r’unur Company

Company ldentifier Icum.wurmmpany

Bundle Identifier com.yourcompany.HumanApocalypse

Device Family | iPad =













iOS Simulator - iPad 2 - iPad 2 / iOS 8.1 (12B411)




EH

(6] TextureSettings (5] Sprites
v Assets

v ) HumanApocalypseAtlas
businessman.png

fis
&i
=

<«

v Output

Data Format | cocos2d

|
Data file = { businessman_hit_0.png
g o 1 businessman_hit_1.png
Texture format | PG (png) 1 businessman_hit_2.png
2 { businessman_hit_3.png
Toaus s = | businessman_hit_4.png
Png Opt Level (e none { businessman_walk_0.png
) businessman_walk_1.png
OPt |72 | businessman_walk_2.png
Premultiply alpha ) businessman_walk_3.png
| businessman_walk_4.png
Image format | RGBA4444 | businessman_walk_5.png
Dithering | NearestNeighbour @ buttonpng
. gamepad.png
AutosSD {8} )} grandma.png
4 grandma_hit_0.png
Content protection | (3 4 grandma_hit_l.png
¥ grandma_hit_2.png
» Geometry ¥ grandma_hit_3.png
4 grandma_hit_4.png
Maxsize W: (2048 L) thij2048 L ) grandma_walk_0.png
- 1 grandma_walk_1.png
Xad SeaL L) 2 ) grandma_walk_2.png
Size constraints | Any size ! :r::g:;wi::jz:g
' walk 4.
Force squared 1 grandma_walk_5.png
Force word aligned | zombie.png
S  zombie_hit_0.png
v
¢ [ zombie_hit_1.png
Scale mode | Smooth [ zombie_hit_2.png
t zombie_hit 3.png
v Layout | zombie_hit_4.png
mbie_walk_0.,
|
Heurlstics | Best | zombie_walk_2.png
| zombie_walk_3.png
Pack | gest | zombie_walk_4.png
Multipack | zombie_walk_5.png
Border padding (2
Shape Padding |2
Inner Padding |0
Extrude |0

¥’ Size: 2048x1593 (6372kB)

The resultant atlas of our HumanApocalypse project in TexturePacker






























Chapter 5: Scenes at the Highest Level




Choose the correct number
from those available




Choose the correct number
from those available

Correct!




Correct!

2+
3

_F

0
4
9

Key Type
¥ Information Property List Dictionary
¥ Levell v Dicticnary
left number String
operation String
result String
solution String
¥ options Dictionary
optionl String
option2 String
option3 String
optiond String
b Level2 v Dicticnary
b Level3 v Dicticnary
b Leveld v Dicticnary

Value

(4 items)

(5 iterms)

(5 iterms)
(5 iterms)

(5 iterms)







Chapter 6: Physics Behavior













[©][®][2][@][S] = |

k generic (PLIST) - BETA :]

Fil /Users/VIKO/Docume 3
Size 1385 / 368 |

Select anchor point
pixel | 000( /| 0,00 (%)

Relative | 0,00000000 [z / | 0,00000000][:]

Mass . o000 @
Elasticity | 0,00 %]
Friction I—0,00\ @
Surface velocity X |'—0,00\ @
Surface velocity Y 'W @
Is Sensor ||

Type (O
Group R

o0 1) [@] <O



100 1§) [@] =O

Tolerance 15,00 | @]
Trace mode | Natural B
Animation phase
Vertexes 11

Alpha threshold |99

Frame mode

| All frames - union

o

[ Cancel | [ OK ]





















Chapter 7: Jump and Run
















Chapter 8: Defend the Tower



















