DesktopLauncher.java
package com.hkprogram.mydemo34.desktop;
import com.badlogic.gdx.backends.lwjgl.LwjglApplication;
import com.badlogic.gdx.backends.lwjgl.LwjglApplicationConfiguration;
import com.hkprogram.mydemo34.MyDemo34_1;
public class DesktopLauncher {

public static void main (String[] arg) {


LwjglApplicationConfiguration config = new LwjglApplicationConfiguration();


config.width=1024;


config.height=768;


new LwjglApplication(new MyDemo34_1(), config);

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

MyDemo34_1.java

package com.hkprogram.mydemo34;
import com.badlogic.gdx.ApplicationAdapter;
import com.badlogic.gdx.Gdx;
//import com.badlogic.gdx.Input.Keys;
import com.badlogic.gdx.Input;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.OrthographicCamera;
import com.badlogic.gdx.graphics.g2d.Animation;
import com.badlogic.gdx.graphics.g2d.Sprite;
import com.badlogic.gdx.graphics.g2d.SpriteBatch;
import com.badlogic.gdx.graphics.g2d.TextureAtlas;
import com.badlogic.gdx.graphics.g2d.TextureRegion;
import com.badlogic.gdx.utils.viewport.FitViewport;
import com.badlogic.gdx.utils.viewport.Viewport;
public class MyDemo34_1 extends ApplicationAdapter {

private static final float FRAME_DURATION = 1.0f / 15.0f;

private float speed = 300f;

private float xPosition = 0;

private float deltaTime = 0.0f;

private float animationTime = 0.0f;


private  float ScreenWidth;

private  float ScreenHeight;

private OrthographicCamera camera;

private Viewport viewport;

private SpriteBatch batch;

private TextureAtlas hero1Atlas;

private TextureRegion hero1StandingLeft;

private TextureRegion hero1StandingRight;

private TextureRegion hero1Frame;

private Sprite sprite;


public enum State {


Standing, Walking

}


private State state;

private boolean isFacingRight;

private Animation animationWalkingLeft;

private Animation animationWalkingRight;


@Override

public void create() {


ScreenWidth = Gdx.graphics.getWidth();


ScreenHeight = Gdx.graphics.getHeight();


camera = new OrthographicCamera();


viewport = new FitViewport(ScreenWidth, ScreenHeight, camera);




batch = new SpriteBatch();


isFacingRight = true;


state=State.Standing;


// Load atlases and textures


hero1Atlas = new TextureAtlas(Gdx.files.internal("data/hero1Atlas.pack"));


// Initialize hero1 Standing Left & Right, Walking Left & Right


hero1StandingRight = hero1Atlas.findRegion("walk000");   


TextureRegion[] frameWalkingRight = new TextureRegion[3];    


frameWalkingRight[0] = hero1Atlas.findRegion("walk000");  


frameWalkingRight[1] = hero1Atlas.findRegion("walk001");   


frameWalkingRight[2] = hero1Atlas.findRegion("walk002"); 

 

    animationWalkingRight = new Animation(FRAME_DURATION, frameWalkingRight);

    hero1StandingLeft = hero1Atlas.findRegion("walk003");   


TextureRegion[] frameWalkingLeft = new TextureRegion[3];    


frameWalkingLeft[0] = hero1Atlas.findRegion("walk003");  


frameWalkingLeft[1] = hero1Atlas.findRegion("walk004");   


frameWalkingLeft[2] = hero1Atlas.findRegion("walk005"); 

 

    animationWalkingLeft = new Animation(FRAME_DURATION, frameWalkingLeft);

}

@Override

public void render() {




Gdx.gl.glClearColor(0.39f, 0.58f, 0.92f, 1.0f);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


// Update deltaTime & animationTime


deltaTime = Gdx.graphics.getDeltaTime();


animationTime += Gdx.graphics.getDeltaTime();




//Set camera to batch and update camera


batch.setProjectionMatrix(camera.combined);


camera.update();


//Keyboard Input


if(Gdx.input.isKeyPressed(Input.Keys.LEFT)){

            xPosition = xPosition - (speed * deltaTime);

            state = State.Walking;

            isFacingRight = false;

        } else if(Gdx.input.isKeyPressed(Input.Keys.RIGHT)){

        
xPosition = xPosition + (speed * deltaTime);

        
state = State.Walking;

        
isFacingRight = true;

        } else

        
state = State.Standing;

 

    hero1Frame = isFacingRight? hero1StandingRight : hero1StandingLeft;

    if(state == State.Walking){
    
 

    
 hero1Frame = isFacingRight? animationWalkingRight.getKeyFrame(animationTime,true) :  animationWalkingLeft.getKeyFrame(animationTime,true); 
    
 

    }

   //Store Spritesheet to sprite
        



sprite = new Sprite(hero1Frame);





sprite.setPosition(xPosition,0);


   //Display on Screen



batch.begin();



sprite.draw(batch);





batch.end();

}

@Override

public void resize(int width, int height) {


viewport.update(width, height, false);



}

@Override

public void dispose() {


batch.dispose();


hero1Atlas.dispose();



}

}
************************************************************************************
MyDemo34_2_1.java
package com.hkprogram.mydemo34;
import com.badlogic.gdx.ApplicationAdapter;
import com.badlogic.gdx.Gdx;
//import com.badlogic.gdx.Input.Keys;
import com.badlogic.gdx.Input;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.OrthographicCamera;
import com.badlogic.gdx.graphics.g2d.Animation;
import com.badlogic.gdx.graphics.g2d.Sprite;
import com.badlogic.gdx.graphics.g2d.SpriteBatch;
import com.badlogic.gdx.graphics.g2d.TextureAtlas;
import com.badlogic.gdx.graphics.g2d.TextureRegion;
import com.badlogic.gdx.utils.viewport.FitViewport;
import com.badlogic.gdx.utils.viewport.Viewport;
public class MyDemo34_2 extends ApplicationAdapter {

private static final float FRAME_DURATION = 1.0f / 15.0f;

private float speed = 300f;

private float xPosition = 0;

private float deltaTime = 0.0f;

private float animationTime = 0.0f;


private  float ScreenWidth;

private  float ScreenHeight;

private OrthographicCamera camera;

private Viewport viewport;

private SpriteBatch batch;

private TextureAtlas hero1Atlas;

private TextureRegion hero1StandingLeft;

private TextureRegion hero1StandingRight;

private TextureRegion hero1Frame;

private Sprite sprite;


public enum State {


Standing, Walking

}


private State state;

private boolean isFacingRight;

private Animation animationWalkingLeft;

private Animation animationWalkingRight;


@Override

public void create() {


ScreenWidth = Gdx.graphics.getWidth();


ScreenHeight = Gdx.graphics.getHeight();


camera = new OrthographicCamera();


viewport = new FitViewport(ScreenWidth, ScreenHeight, camera);




batch = new SpriteBatch();


isFacingRight = true;


state=State.Standing;


// Load atlases and textures


hero1Atlas = new TextureAtlas(Gdx.files.internal("data/hero1Atlas.pack"));


// Initialize hero1 Standing Left & Right, Walking Left & Right


hero1StandingRight = hero1Atlas.findRegion("walk000");   


TextureRegion[] frameWalkingRight = new TextureRegion[3];    


frameWalkingRight[0] = hero1Atlas.findRegion("walk000");  


frameWalkingRight[1] = hero1Atlas.findRegion("walk001");   


frameWalkingRight[2] = hero1Atlas.findRegion("walk002"); 

 

    animationWalkingRight = new Animation(FRAME_DURATION, frameWalkingRight);

    hero1StandingLeft = hero1Atlas.findRegion("walk003");   


TextureRegion[] frameWalkingLeft = new TextureRegion[3];    


frameWalkingLeft[0] = hero1Atlas.findRegion("walk003");  


frameWalkingLeft[1] = hero1Atlas.findRegion("walk004");   


frameWalkingLeft[2] = hero1Atlas.findRegion("walk005"); 

 

    animationWalkingLeft = new Animation(FRAME_DURATION, frameWalkingLeft);

}

@Override

public void render() {




Gdx.gl.glClearColor(0.39f, 0.58f, 0.92f, 1.0f);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


// Update deltaTime & animationTime


deltaTime = Gdx.graphics.getDeltaTime();


animationTime += Gdx.graphics.getDeltaTime();




//Set camera to batch and update camera


batch.setProjectionMatrix(camera.combined);


camera.update();


//Keyboard Input


if(Gdx.input.isKeyPressed(Input.Keys.LEFT)){

            xPosition = xPosition - (speed * deltaTime);

            state = State.Walking;

            isFacingRight = false;

        } else if(Gdx.input.isKeyPressed(Input.Keys.RIGHT)){

        
xPosition = xPosition + (speed * deltaTime);

        
state = State.Walking;

        
isFacingRight = true;

        } else

        
state = State.Standing;



//Mouse Input


  if(Gdx.input.isButtonPressed(Input.Buttons.LEFT)){



  xPosition = xPosition - (speed * deltaTime);

            state = State.Walking;

            isFacingRight = false;

        } else if(Gdx.input.isButtonPressed(Input.Buttons.RIGHT)){

        
xPosition = xPosition + (speed * deltaTime);

        
state = State.Walking;

        
isFacingRight = true;

        } else

        
state = State.Standing;


     hero1Frame = isFacingRight? hero1StandingRight : hero1StandingLeft;

     if(state == State.Walking){
    
 

    
 hero1Frame = isFacingRight? animationWalkingRight.getKeyFrame(animationTime,true) :  animationWalkingLeft.getKeyFrame(animationTime,true); 
    
 

     } 
     

   //Store Spritesheet to sprite
        



sprite = new Sprite(hero1Frame);





sprite.setPosition(xPosition,0);


   //Display on Screen



batch.begin();



sprite.draw(batch);





batch.end();

}

@Override

public void resize(int width, int height) {


viewport.update(width, height, false);



}

@Override

public void dispose() {


batch.dispose();


hero1Atlas.dispose();



}

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

MyDemo34_3.java
package com.hkprogram.mydemo34;
import com.badlogic.gdx.ApplicationAdapter;
import com.badlogic.gdx.Gdx;
//import com.badlogic.gdx.Input.Keys;
import com.badlogic.gdx.Input;
import com.badlogic.gdx.graphics.GL20;
import com.badlogic.gdx.graphics.OrthographicCamera;
import com.badlogic.gdx.graphics.g2d.Animation;
import com.badlogic.gdx.graphics.g2d.Sprite;
import com.badlogic.gdx.graphics.g2d.SpriteBatch;
import com.badlogic.gdx.graphics.g2d.TextureAtlas;
import com.badlogic.gdx.graphics.g2d.TextureRegion;
import com.badlogic.gdx.utils.viewport.FitViewport;
import com.badlogic.gdx.utils.viewport.Viewport;
public class MyDemo34_3 extends ApplicationAdapter {

private static final float FRAME_DURATION = 1.0f / 15.0f;

private float speed = 300f;

private float xPosition = 0;

private float deltaTime = 0.0f;

private float animationTime = 0.0f;


private  float ScreenWidth;

private  float ScreenHeight;

private float x=0;

private OrthographicCamera camera;

private Viewport viewport;

private SpriteBatch batch;

private TextureAtlas hero1Atlas;

private TextureRegion hero1StandingLeft;

private TextureRegion hero1StandingRight;

private TextureRegion hero1Frame;

private Sprite sprite;


public enum State {


Standing, Walking

}


private State state;

private boolean isFacingRight;

private Animation animationWalkingLeft;

private Animation animationWalkingRight;


@Override

public void create() {


ScreenWidth = Gdx.graphics.getWidth();


ScreenHeight = Gdx.graphics.getHeight();


camera = new OrthographicCamera();


viewport = new FitViewport(ScreenWidth, ScreenHeight, camera);




batch = new SpriteBatch();


isFacingRight = true;


state=State.Standing;


// Load atlases and textures


hero1Atlas = new TextureAtlas(Gdx.files.internal("data/hero1Atlas.pack"));


// Initialize hero1 Standing Left & Right, Walking Left & Right


hero1StandingRight = hero1Atlas.findRegion("walk000");   


TextureRegion[] frameWalkingRight = new TextureRegion[3];    


frameWalkingRight[0] = hero1Atlas.findRegion("walk000");  


frameWalkingRight[1] = hero1Atlas.findRegion("walk001");   


frameWalkingRight[2] = hero1Atlas.findRegion("walk002"); 

 

    animationWalkingRight = new Animation(FRAME_DURATION, frameWalkingRight);

    hero1StandingLeft = hero1Atlas.findRegion("walk003");   


TextureRegion[] frameWalkingLeft = new TextureRegion[3];    


frameWalkingLeft[0] = hero1Atlas.findRegion("walk003");  


frameWalkingLeft[1] = hero1Atlas.findRegion("walk004");   


frameWalkingLeft[2] = hero1Atlas.findRegion("walk005"); 

 

    animationWalkingLeft = new Animation(FRAME_DURATION, frameWalkingLeft);

}

@Override

public void render() {




Gdx.gl.glClearColor(0.39f, 0.58f, 0.92f, 1.0f);


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


// Update deltaTime & animationTime


deltaTime = Gdx.graphics.getDeltaTime();


animationTime += Gdx.graphics.getDeltaTime();




//Set camera to batch and update camera


batch.setProjectionMatrix(camera.combined);


camera.update();


//Keyboard Input


if(Gdx.input.isKeyPressed(Input.Keys.LEFT)){

            xPosition = xPosition - (speed * deltaTime);

            state = State.Walking;

            isFacingRight = false;

        } else if(Gdx.input.isKeyPressed(Input.Keys.RIGHT)){

        
xPosition = xPosition + (speed * deltaTime);

        
state = State.Walking;

        
isFacingRight = true;

        } else

        
state = State.Standing;



//Touch Input


  if(Gdx.input.isTouched())



  if ( Gdx.input.getX() < Gdx.graphics.getWidth()/2){




  xPosition = xPosition - (speed * deltaTime);


            state = State.Walking;


            isFacingRight = false;



            x=Gdx.input.getX();



  } else if( Gdx.input.getX() > Gdx.graphics.getWidth()/2){

        
xPosition = xPosition + (speed * deltaTime);

        
state = State.Walking;

        
isFacingRight = true;

        
x=Gdx.input.getX();

          } 


  
else

        
state = State.Standing;
 

     hero1Frame = isFacingRight? hero1StandingRight : hero1StandingLeft;

     if(state == State.Walking){
    
 

    
 hero1Frame = isFacingRight? animationWalkingRight.getKeyFrame(animationTime,true) :  animationWalkingLeft.getKeyFrame(animationTime,true); 
    
 

     } 
     

   //Store Spritesheet to sprite
        



sprite = new Sprite(hero1Frame);





sprite.setPosition(xPosition,0);


   //Display on Screen



batch.begin();



sprite.draw(batch);





batch.end();

}

@Override

public void resize(int width, int height) {


viewport.update(width, height, false);



}

@Override

public void dispose() {


batch.dispose();


hero1Atlas.dispose();



}

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