DesktopLauncher.java

package com.hkprogram.mydemo2.desktop;
import com.badlogic.gdx.backends.lwjgl.LwjglApplication;
import com.badlogic.gdx.backends.lwjgl.LwjglApplicationConfiguration;
import com.hkprogram.mydemo2.MyDemo2;
public class DesktopLauncher {

public static void main (String[] arg) {


LwjglApplicationConfiguration config = new LwjglApplicationConfiguration();


config.width=1920;


config.height=1080;


new LwjglApplication(new MyDemo2(), config);

}
}
************************************************************************************
MyDemo2.java

package com.hkprogram.mydemo2;
import com.badlogic.gdx.ApplicationListener;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.graphics.Color;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.OrthographicCamera;
import com.badlogic.gdx.graphics.Texture;
import com.badlogic.gdx.graphics.Texture.TextureFilter;
import com.badlogic.gdx.graphics.g2d.Sprite;
import com.badlogic.gdx.graphics.g2d.SpriteBatch;
public class MyDemo2 implements ApplicationListener {

private static final Color BACKGROUND_COLOR = new Color(0.39f, 0.58f, 0.92f, 1.0f);

private OrthographicCamera camera;

private SpriteBatch batch;

private Texture androidTexture;

private Texture bgTexture;

private Sprite sprite;

@Override

public void create() {




camera = new OrthographicCamera(640,480);


batch = new SpriteBatch();




androidTexture = new Texture(Gdx.files.internal("android100_160.png"));


androidTexture.setFilter(TextureFilter.Nearest, TextureFilter.Nearest);


bgTexture = new Texture(Gdx.files.internal("bg1920_1080.png"));


bgTexture.setFilter(TextureFilter.Nearest, TextureFilter.Nearest);


sprite = new Sprite(androidTexture);


sprite.setPosition(-50,-80);


camera.position.x=320;


camera.position.y=0;

}

@Override

public void dispose() {


batch.dispose();


androidTexture.dispose();



bgTexture.dispose();

}

@Override

public void render() {




Gdx.gl.glClearColor(BACKGROUND_COLOR.r,







BACKGROUND_COLOR.g,







BACKGROUND_COLOR.b,







BACKGROUND_COLOR.a);




Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);




camera.update();


batch.setProjectionMatrix(camera.combined);




batch.begin();





batch.draw(bgTexture,





// Texture




   -960, -540,




// x, y



   




   0, 0,






// originX, originY



   




   1920, 1080,



   
// width, height



 




   1, 1,






// scaleX, scaleY



   




   0.0f,






// rotation




   0,0,






// srcX, srcY



   






   1920,1080,





// srcWidth, srcHeight




   false, false);




// flipX, flipY




sprite.draw(batch);





batch.end();

}

int width = 500;

int height =500;

@Override

public void resize(int width, int height) {


//viewport.update(width, height, false);

}

@Override

public void pause() {


// TODO Auto-generated method stub



}

@Override

public void resume() {


// TODO Auto-generated method stub



}
}
************************************************************************************

