Designing Games with
Core Animation
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Me

® former Java code monkey




GeekGameBoard
Jens Alfke

Your turn, Player 1
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Artwork

Desk.png Tray.png Sheet.png
320x460 80x 100 60x80
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New Xcode Project

® View-Based Application

® Link to QuartzCore.framework
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CAlLayer

® Jike UlView

® frame, bounds, hierarchy




Structure

UlView

Root Layer

Desk Layer Paper Layer

Label Label




Code

in UlView init method

deskLayer = [CALayer layer];
deskLayer.frame = self.bounds;
deskLayer.contents =

X S n n
 (id)[[UIImage imageNamed:@"Desk.png”] CGImagel;
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® | ocalizable




Code

in UlView init method

CALayer =xlabellLayer = [CALayer layer];
labellLayer.bounds = CGRectMake(@, 0, 40, 16);
labellLayer.position = CGP01ntMake(4O 100) ;
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Code

in TrayLabelDelegate

- (void)drawLayer: (CALayer *)layer inContext:(CGContextRef)ctx {
NSString *text = [layer valueForKey:@"text"];

UIGraphicsPushContext(ctx);
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No SIM




Interaction

touchesBegan
touchesMoved

withEvent
withEvent



touchesBegan

No SIM = 11:36 PM

® hitlest: (Paper Layer)

® save draglayer
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Code

- (void)touchesBegan: (NSSet *)touches withEvent: (UIEvent *)event {
UITouch *touch = [touches anyObject];
CGPoint viewPoint = [touch locationInView:self];
CGPoint where = [paperRootLayer convertPoint:viewPoint
fromLayer:self.layer];
CALayer *hitLayer = [paperRootLayer hitTest:where];
3t (h1tLayer = n11 && h1tLayer = paperRootLayer) {




touchesMoved

No SIM = 11:34 PM

® disable animation




Code

[CATransaction flushl];

[ CATransaction begin];

 CATransaction setValue: (id)kCFBooleanTrue

- forKey:kCATransactionDisableActions];
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touchesEnded

No SIM = 11:36 PM

® hitlest: (Desk Layer)

® “drop” layer



touchesCancelled







Further Reading

® Download code at www.benzado.com

® Email me at ben@benzado.com
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