DesktopLauncher.java
package com.hkprogram.mydemo26.desktop;
import com.badlogic.gdx.backends.lwjgl.LwjglApplication;
import com.badlogic.gdx.backends.lwjgl.LwjglApplicationConfiguration;
import com.hkprogram.mydemo26.MyDemo26;
public class DesktopLauncher {

public static void main (String[] arg) {


LwjglApplicationConfiguration config = new LwjglApplicationConfiguration();


config.width=500;


config.height=700;


new LwjglApplication(new MyDemo26(), config);

}
}
Assets.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.assets.AssetManager;
import com.badlogic.gdx.graphics.g2d.TextureAtlas;
import com.badlogic.gdx.scenes.scene2d.ui.Skin;
public class Assets {

public static AssetManager manager = new AssetManager();

public static Skin menuSkin;

public static void load() {




manager.load("mainmenu.pack",TextureAtlas.class);

}

public static void setMenuSkin() {




if (menuSkin == null)



menuSkin = new Skin(Gdx.files.internal("mainmenu.json"),





manager.get("mainmenu.pack", TextureAtlas.class));

}

public static boolean update(){




return manager.update();

}

public static void dispose() {


manager.dispose();



}

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

MyDemo26.java
package com.hkprogram.mydemo26;
import com.badlogic.gdx.Game;
public class MyDemo26 extends Game{

SplashScreen splashScreen;

@Override

public void create() {


splashScreen=new SplashScreen();



Assets.load();


Assets.manager.finishLoading();


setScreen(splashScreen);

}

@Override

public void dispose() {


super.dispose();


Assets.dispose();

}
}
************************************************************************************
SplashScreen.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.Screen;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.Texture;
import com.badlogic.gdx.scenes.scene2d.Stage;
import com.badlogic.gdx.scenes.scene2d.actions.Actions;
import com.badlogic.gdx.scenes.scene2d.ui.Image;
import com.badlogic.gdx.Game;
public class SplashScreen implements Screen {

private Texture texture=new Texture(Gdx.files.internal("splashscreen.png"));

private Image splashImage=new Image(texture);

private Stage stage=new Stage();


public SplashScreen(){





}

@Override

public void show() {


stage.addActor(splashImage);
        

        splashImage.addAction(Actions.sequence(Actions.alpha(0)

                       ,Actions.fadeIn(4.0f)

                       ,Actions.delay(1)

                       ,Actions.run(new Runnable() {

       @Override

       public void run() {

           
((Game)Gdx.app.getApplicationListener()).setScreen(new MenuScreen());

            }

        })));

}

@Override

public void render(float delta) {


Gdx.gl.glClearColor(0,0,0,1);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


stage.act();


stage.draw();


if(Assets.update()){



Assets.setMenuSkin();





}

}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {


}

@Override

public void resume() {

}

@Override

public void hide() {


dispose();

}

@Override

public void dispose() {


texture.dispose();


stage.dispose();

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

MenuScreen.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.Screen;
import com.badlogic.gdx.graphics.GL20;
//import com.badlogic.gdx.graphics.g2d.TextureAtlas;
import com.badlogic.gdx.scenes.scene2d.InputEvent;
import com.badlogic.gdx.scenes.scene2d.Stage;
import com.badlogic.gdx.scenes.scene2d.ui.Button;
import com.badlogic.gdx.scenes.scene2d.ui.Image;
//import com.badlogic.gdx.scenes.scene2d.ui.Skin;
import com.badlogic.gdx.scenes.scene2d.utils.ClickListener;
import com.badlogic.gdx.Game;
public class MenuScreen implements Screen {
//
private Skin skin;

private Stage stage;


private LevelScreen levelScreen= new LevelScreen();

private OptionsScreen optionsScreen= new OptionsScreen(); 

private CreditsScreen creditsScreen= new CreditsScreen(); 

private Image bg;

private Button startButton;

private Button optionsButton;

private Button creditsButton;

private Button facebookButton;

public MenuScreen(){



}


@Override

public void show() {



stage = new Stage();
//

skin = new Skin(Gdx.files.internal("mainmenu.json"),new TextureAtlas("mainmenu.pack"));


bg = new Image(Assets.menuSkin, "bg"); 


startButton = new Button(Assets.menuSkin, "startbutton"); 

    optionsButton = new Button(Assets.menuSkin, "optionsbutton"); 

    creditsButton = new Button(Assets.menuSkin, "creditsbutton"); 

    facebookButton = new Button(Assets.menuSkin, "facebookbutton"); 

    bg.setPosition(10.5f, 78f);
    


    startButton.setPosition(Gdx.graphics.getWidth() /2 - 210/2f, Gdx.graphics.getHeight()/2 + 70f);

    optionsButton.setPosition(Gdx.graphics.getWidth() /2 - 210/2f, Gdx.graphics.getHeight()/2-10f );

    creditsButton.setPosition(Gdx.graphics.getWidth() /2 - 210/2f, Gdx.graphics.getHeight()/2-90f);

    facebookButton.setPosition(Gdx.graphics.getWidth() /2 - 337/2f, Gdx.graphics.getHeight()/2 - 170f);

    startButton.addListener(new ClickListener(){

        @Override 

        public void clicked(InputEvent event, float x, float y){
                

        
((Game)Gdx.app.getApplicationListener()).setScreen(levelScreen);
            


            }

        });

    optionsButton.addListener(new ClickListener(){

        @Override 

        public void clicked(InputEvent event, float x, float y){
                

          
((Game)Gdx.app.getApplicationListener()).setScreen(optionsScreen);
            


            }

        });

    creditsButton.addListener(new ClickListener(){

        @Override 

        public void clicked(InputEvent event, float x, float y){
                

          
((Game)Gdx.app.getApplicationListener()).setScreen(creditsScreen);
            


            }

        });

    facebookButton.addListener(new ClickListener(){

        @Override 

        public void clicked(InputEvent event, float x, float y){

           
 Gdx.net.openURI("http://www.hkprogram.com");

            }

        });

        stage.addActor(bg);

        stage.addActor(startButton);

        stage.addActor(optionsButton);

        stage.addActor(creditsButton);

        stage.addActor(facebookButton);

        Gdx.input.setInputProcessor(stage);

}

@Override

public void render(float delta) {


Gdx.gl.glClearColor(0x64/255.0f,0x95/255.0f,0xed/255.0f,0xff/255.0f);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


stage.act();


stage.draw();


}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {

}

@Override

public void resume() {

}

@Override

public void hide() {


dispose();

}

@Override

public void dispose() {
//

skin.dispose();


stage.dispose();

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

AbstractScreen.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.Game;
import com.badlogic.gdx.Gdx; 
import com.badlogic.gdx.Screen; 
import com.badlogic.gdx.graphics.GL20; 
import com.badlogic.gdx.scenes.scene2d.InputEvent;
import com.badlogic.gdx.scenes.scene2d.Stage; 
import com.badlogic.gdx.scenes.scene2d.ui.Button;
//import com.badlogic.gdx.scenes.scene2d.ui.Skin;
import com.badlogic.gdx.scenes.scene2d.utils.ClickListener;
public abstract class AbstractScreen implements Screen {
    protected Stage stage;

protected Button backButton;
 //   protected Skin skin; 
    public AbstractScreen() {      
    }
  //  protected Skin getSkin() { 
  //      if( skin == null ) {        

  //      
skin = new Skin(Gdx.files.internal("mainmenu.json"),
  //  


new TextureAtlas("mainmenu.pack"));
  //      } 
  //      return skin; 
  //  }
    @Override 
    public void show(){ 
    
final MenuScreen menuScreen=new MenuScreen();
    
stage = new Stage();
    
backButton = new Button(Assets.menuSkin, "backbutton");
    
backButton.setPosition(Gdx.graphics.getWidth()/2-66/2f,
    


Gdx.graphics.getHeight()/2-190f);
    
backButton.addListener(new ClickListener(){

        @Override 

        public void clicked(InputEvent event, float x, float y){
                

           
((Game)Gdx.app.getApplicationListener()).setScreen(menuScreen);
            


            }

        });
      
        Gdx.input.setInputProcessor(stage); 
    }  
    @Override 
    public void render(float delta ) { 
    
Gdx.gl.glClearColor(0x64/255.0f,0x95/255.0f,0xed/255.0f,0xff/255.0f);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


stage.act();


stage.draw();
    }
    public abstract void resize(int width,int height );  

    @Override 
    public void hide() {    

        dispose(); 
    }
    public abstract void pause();
    public abstract void resume();    
    @Override    
    public void dispose() {        
  //      if( skin != null ) skin.dispose();  
        if( stage != null )stage.dispose();  
    } 
}
************************************************************************************

LevelScreen.java
package com.hkprogram.mydemo26;
import com.badlogic.gdx.scenes.scene2d.ui.Image;
public class LevelScreen extends AbstractScreen {

private Image levelScreen;

public LevelScreen(){

 

}

@Override

public void show() {



    super.show();



levelScreen = new Image(Assets.menuSkin, "levelscreen");


levelScreen.setPosition(0.0f, 0.0f);


    stage.addActor(levelScreen);

    stage.addActor(backButton);

}

@Override

public void render(float delta) {


super.render(delta);

}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {

}

@Override

public void resume() {

}

@Override

public void hide() {




super.hide();

}

@Override

public void dispose() {




super.dispose();

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

OptionsScreen.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.scenes.scene2d.ui.Image;
public class OptionsScreen extends AbstractScreen {

private Image optionsScreen;

public OptionsScreen(){




}


@Override

public void show() {



super.show();


optionsScreen = new Image(Assets.menuSkin, "optionsscreen"); 


optionsScreen.setPosition(0.0f, 0.0f);


    stage.addActor(optionsScreen);

    stage.addActor(backButton);
    

}

@Override

public void render(float delta) {


super.render(delta);

}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {

}

@Override

public void resume() {

}

@Override

public void hide() {




super.hide();

}

@Override

public void dispose() {




super.dispose();

}
}

************************************************************************************

CreditsScreen.java

package com.hkprogram.mydemo26;
import com.badlogic.gdx.scenes.scene2d.ui.Image;
public class CreditsScreen extends AbstractScreen {

private Image creditsScreen;

public CreditsScreen(){




}


@Override

public void show() {



super.show();



creditsScreen = new Image(Assets.menuSkin, "creditsscreen");


creditsScreen.setPosition(0.0f, 0.0f);


    stage.addActor(creditsScreen);

    stage.addActor(backButton);
        

}

@Override

public void render(float delta) {


super.render(delta);

}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {

}

@Override

public void resume() {

}

@Override

public void hide() {




super.hide();

}

@Override

public void dispose() {




super.dispose();

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

FacebookScreen.java
package com.hkprogram.mydemo26;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.graphics.Camera;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.OrthographicCamera;
import com.badlogic.gdx.graphics.Texture;
import com.badlogic.gdx.graphics.g2d.SpriteBatch; 
public class FacebookScreen extends AbstractScreen {

private Texture texture=new Texture(Gdx.files.internal("facebookscreen.png"));

SpriteBatch batch=new SpriteBatch(); 

Camera camera = new OrthographicCamera(500,700);

public FacebookScreen(){





}


@Override

public void show() {

}

@Override

public void render(float delta) {


Gdx.gl.glClearColor(0,0,0,1);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


batch.setProjectionMatrix(camera.combined);


batch.begin();


batch.draw(texture, -500/2,-700/2);


batch.end();

}

@Override

public void resize(int width, int height) {

}

@Override

public void pause() {

}

@Override

public void resume() {

}

@Override

public void hide() {


dispose();

}

@Override

public void dispose() {


texture.dispose();


batch.dispose();

}
}
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