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Preface

Cocos2d is a cross-platform game engine for iOS and Android devices. Coding in
Objective-C and using the rich graphical editor, you can push your game to both
iOS and Android devices without any extra work. Cocos2d is packed with features
that make game development simple, including integrated physics, particle engines,
and a graphical editor for laying out your scenes and designing animations. Game
development is about working out how to solve unique problems using the tools

in your development toolbox. This book will help you to build this tool box, cover
essential skills, and provide a solid foundation on which to grow your game
development talent.

This book will introduce and develop your understanding of the core concepts
and tools involved in developing games using Cocos2d, including the graphical
development environment, SpriteBuilder, the built-in physics engine, the skills
to show smooth-flowing animations, and techniques to develop easy to use and
functional user interfaces.

Each chapter will introduce you to a new core skill. To practice this skill, in

each chapter, you will develop a mini game that runs on both Android and iOS
devices. Your skillset will evolve as you move through each chapter, and develop
increasingly complex games.

What this book covers

Chapter 1, Getting Started with Cocos2d, discusses how to build your first cross-platform
app using Cocos2d. We will install Cocos2d and get you all set up to create Cocos2d
games. We will then walk through the template code and look at how it works.

Chapter 2, Nodes, Sprites, and Scenes, discusses the fundamental knowledge required
to build any Cocos2d app. You will learn how to display a variety of content on
the screen and transition between scenes. Here, you will discover how to lay the
foundations of your game.
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Chapter 3, SpriteBuilder, discusses how to create apps using the graphical Cocos2d
editor. We will lay out scenes and build animations in the graphical editor.

Chapter 4, Animation with SpriteBuilder, covers a comprehensive overview of
animations and actions and how to create them in code. We will also look at how to
ease the animations to create an attractive and professional look.

Chapter 5, User Interaction and Interface, discusses, and, takes a look at, how to accept
input from the user in a variety of ways. We will look at touches and gestures,
accelerometer and interface controls.

Chapter 6, Physics Engines, discusses the location where we combine all our
knowledge so far, with working physics to create fun physics-based apps. We
will look at some basic physics concepts such as forces and joints, and then put it
altogether in a scene and see what effects physics have on an app.

What you need for this book

In order to create games in Cocos2D-Swift, you will need a Mac computer with
Xcode installed. If you want to put apps on an iOS device, you will need a paid iOS
developer account from Apple. To put apps on an Android device, you will need
an Android device running (at least Android 4.0 or a paid Apportable account) that
allows apps to be built for Android 2.0+.

Who this book is for

This book is for developers with experience in Objective-C and iOS development
who are looking to create a game for iOS or Android in Objective-C. It assumes
that you understand the basic concepts of game development and just need an
understanding of the framework. It covers the essential topics on how to create

a game with Cocos2d v3. This would be a good book for someone with previous
experience in Cocos2d and wants to learn about the changes in v3.

Conventions

In this book, you will find a number of styles of text that distinguish between
different kinds of information. Here are some examples of these styles, and an
explanation of their meaning,.

Code words in text are shown as follows: "The contentSize property is the
bounding box of the node."

[2]
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A block of code is set as follows:

// Apple recommend assigning self with supers return value
self = [super init];
if (!self) return(nil);

New terms and important words are shown in bold. Words that you see on
the screen, in menus or dialog boxes for example, appear in the text like this:
"Press the Publish button. Your app will now be published on Xcode".

@ Warnings or important notes appear in a box like this.

Q Tips and tricks appear like this.

Reader feedback

Feedback from our readers is always welcome. Let us know what you think about
this book — what you liked or may have disliked. Reader feedback is important for us
to develop titles that you really get the most out of.

To send us general feedback, simply send an e-mail to feedbackepacktpub. com,
and mention the book title through the subject of your message.

If there is a topic that you have expertise in and you are interested in either writing
or contributing to a book, see our author guide on www.packtpub.com/authors.

Customer support

Now that you are the proud owner of a Packt book, we have a number of things to
help you to get the most from your purchase.

[3]
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Downloading the example code

You can download the example code files for all Packt books you have purchased
from your account at http://www.packtpub.com. If you purchased this book
elsewhere, you can visit http: //www.packtpub.com/support and register to have
the files e-mailed directly to you.

Downloading the color images of
this book

We also provide you with a PDF file that has color images of the screenshots /
diagrams used in this book. The color images will help you better understand the
changes in the output. You can download this file from: https://www.packtpub.
com/sites/default/files/downloads/B03446_ColoredImages.pdf

Errata

Although we have taken every care to ensure the accuracy of our content, mistakes
do happen. If you find a mistake in one of our books —maybe a mistake in the text or
the code —we would be grateful if you would report this to us. By doing so, you can
save other readers from frustration and help us improve subsequent versions of this
book. If you find any errata, please report them by visiting http: //www.packtpub.
com/support, selecting your book, clicking on the errata submission form link, and
entering the details of your errata. Once your errata are verified, your submission
will be accepted and the errata will be uploaded to our website, or added to any list
of existing errata, under the Errata section of that title.

[4]



