DesktopLauncher.java
package com.hkprogram.mydemo38.desktop;
import com.badlogic.gdx.backends.lwjgl.LwjglApplication;
import com.badlogic.gdx.backends.lwjgl.LwjglApplicationConfiguration;
import com.hkprogram.mydemo38.MyDemo38;
public class DesktopLauncher {

public static void main (String[] arg) {


LwjglApplicationConfiguration config = new LwjglApplicationConfiguration();


config.width=1024;


config.height=768;


new LwjglApplication(new MyDemo38(), config);

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

MyDemo38.java

package com.hkprogram.mydemo38;
import com.badlogic.gdx.ApplicationAdapter;
import com.badlogic.gdx.Gdx;
import com.badlogic.gdx.Input.Keys;
import com.badlogic.gdx.InputProcessor;
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.maps.tiled.TiledMap;
import com.badlogic.gdx.maps.tiled.TiledMapRenderer;
import com.badlogic.gdx.maps.tiled.TiledMapTileLayer;
import com.badlogic.gdx.maps.tiled.TiledMapTileLayer.Cell;
import com.badlogic.gdx.maps.tiled.TmxMapLoader;
import com.badlogic.gdx.maps.tiled.renderers.OrthogonalTiledMapRenderer;
import com.badlogic.gdx.math.Vector2;
import com.badlogic.gdx.utils.viewport.FitViewport;
import com.badlogic.gdx.utils.viewport.Viewport;
public class MyDemo38 extends ApplicationAdapter






implements InputProcessor {

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

private Vector2 position = new Vector2();

private Vector2 velocity = new Vector2();

private float MaxVelocity = 300f;

private float deltaTime = 0.0f;

private float animationTime = 0.0f;


private  float screenWidth;

private  float screenHeight;

private int[] background = new int[] {0};

private int[] foreground = new int[] {1};

private float x1, y1, i1, j1;

private int tempcount, tempcount1;

private OrthographicCamera camera;

private Viewport viewport;

private SpriteBatch batch;

private TextureAtlas hero1Atlas;

private TextureRegion hero1StandingLeft;

private TextureRegion hero1StandingRight;

private TextureRegion hero1Left;

private TextureRegion hero1Right;


private TextureRegion hero1Frame;

private Sprite sprite;

private Cell cell;

public enum State {


Standing, Walking, Jumping

}


private State state;

private boolean isFacingRight;

private boolean isJumpAndWalk = false;

private boolean collisionLeft, collisionRight, collisionBottom, collisionTop;

private Animation animationWalkingLeft;

private Animation animationWalkingRight;

TiledMapTileLayer foregroundLayer;


TiledMap tiledMap;

TiledMapRenderer tiledMapRenderer;

@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.Jumping;


position.x = 200;


position.y = screenHeight;


velocity.x = 300;


velocity.y = -300;


float w = Gdx.graphics.getWidth();


float h = Gdx.graphics.getHeight();
//

camera = new OrthographicCamera();


camera.setToOrtho(false,w,h);


camera.update();


tiledMap = new TmxMapLoader().load("map/map.tmx");


tiledMapRenderer = new OrthogonalTiledMapRenderer(tiledMap);


foregroundLayer = (TiledMapTileLayer) tiledMap.getLayers().get("foreground");


// Load atlases and textures


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


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


hero1StandingRight = hero1Atlas.findRegion("walk002");   


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);


hero1Right = hero1Atlas.findRegion("jumpright");    


hero1StandingLeft = hero1Atlas.findRegion("walk005");   


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);


hero1Left = hero1Atlas.findRegion("jumpleft");

    Gdx.input.setInputProcessor(this);

}
//********************************************************************************
//  Collision Detection Method

private
boolean isCellBlocked( float x, float y ){






cell = foregroundLayer.getCell( (int)x, (int)y);






if (cell != null &&





cell.getTile() != null &&




cell.getTile().getProperties().containsKey("blocked")){



return  true;


}

return false;

}
//********************************************************************************
//  Left Collision Detection 

public
boolean collisionLeft() {






tempcount=0;


for (int i = 32 ; i<=64; i +=32){



i1 = new Float(i);



x1 = (position.x-5)/32;



y1 = ((position.y+i1)/32);



if (isCellBlocked(x1, y1)){




tempcount = tempcount+1;




System.out.println(tempcount);



}


}


if (tempcount > 0)



collisionLeft = true;


return false;


}
//********************************************************************************
// Right Collision Detection 



public
boolean collisionRight() {






tempcount=0;


for (int i = 32 ; i<=64; i +=32){



i1 = new Float(i);



x1 = (position.x+64)/32;



y1 = ((position.y+i1)/32);



if (isCellBlocked(x1, y1)){




tempcount = tempcount+1;





}


}


if (tempcount > 0)



collisionRight = true;


return false;






}


//********************************************************************************
// Bottom Collision Detection 



public
boolean collisionBottom() {






tempcount1=0;


collisionBottom = false;

 





if (!isFacingRight){



for (int j = 32 ; j<=64; j +=32){




j1 = new Float(j);








x1 = (position.x+j1)/32;




y1 = (position.y)/32;






if (isCellBlocked(x1, y1)){




tempcount1 = tempcount1+1;








}






if (tempcount1 > 0)




collisionBottom = true;



}


}


else {







for (int j = 0 ; j<=32; j +=32){




j1 = new Float(j);








x1 = (position.x+j1)/32;




y1 = (position.y)/32;









if (isCellBlocked(x1, y1)){




tempcount1 = tempcount1+1;








}






if (tempcount1 > 0)




collisionBottom = true;



}


}





return false;



}
//********************************************************************************
//  Top Collision Detection 

public
boolean collisionTop() {






tempcount1=0;


collisionTop = false;




x1 = (position.x+32)/32;


y1 = (position.y+64)/32;






if (isCellBlocked(x1, y1)){



tempcount1 = tempcount1+1;







}





if (tempcount1 > 0)



collisionTop = true;





return false;



}
//********************************************************************************


@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();


    //Set hero1's Frame & X, Y Positions


hero1Frame = isFacingRight? hero1StandingRight : hero1StandingLeft;

    if (state == State.Walking){
    
  

    
  hero1Frame = isFacingRight? 

    


  animationWalkingRight.getKeyFrame(animationTime,true) : 

    


  animationWalkingLeft.getKeyFrame(animationTime,true);

    
  collisionLeft = false;

    
  collisionRight = false;

  

    
  if (isFacingRight){
    

  

    

  collisionRight();

    

  if (collisionRight)

    


  velocity.x = 0;
    

  
  
  


    
   else velocity.x = 300;

    
   //state = State.Standing;
  

    
  }

    
  if (!isFacingRight){

    

  

    

  collisionLeft();

    
 
  if (collisionLeft)

    
 
  
  velocity.x = 0;   
 
 

    
      else velocity.x = -300; 

    
 
//  state = State.Standing;

    
  }  

    
  position.x = position.x + (velocity.x * deltaTime);

    
  collisionBottom=false;

    
  collisionBottom();

    
  if (!collisionBottom){
    

  

    

  state = State.Jumping;

    

  velocity.y=-300;
    
  


    
  }
    
 
//********************************************************************************

    }else  if (state == State.Jumping){

    
hero1Frame = isFacingRight? hero1Right : hero1Left;
    


    
if (isJumpAndWalk){
    

 


  


    
  position.x = position.x + (velocity.x * deltaTime*0.3f);    


      }

    collisionTop=false;

    


 
collisionTop();

 
if (collisionTop){

 
   velocity.y = -100;



 
   state = State.Jumping;

 
   //isJumpAndWalk=true;

   

 
}


   velocity.y -= MaxVelocity * deltaTime;
   

   //Clamp velocity (Terminal Velocity) 

   if (velocity.y < -MaxVelocity){

    
velocity.y = -MaxVelocity;

   }
 


   position.y = position.y + (velocity.y * deltaTime);

   collisionBottom=false;

    


   collisionBottom();

   if (collisionBottom){


   velocity.y = 0;




   state = State.Standing;


   isJumpAndWalk=false;

   

   }else{

   


   state = State.Jumping;
   



   } 


   }
//********************************************************************************
//Store Spritesheet to sprite
        


sprite = new Sprite(hero1Frame);




sprite.setPosition(position.x,position.y);




tiledMapRenderer.setView(camera);


tiledMapRenderer.render(background);


tiledMapRenderer.render(foreground);
//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();



}

 @Override

 public boolean keyDown(int keycode) {

    if(keycode == Keys.LEFT) {

    
if (state == State.Standing){

    

state = State.Walking;

    
} else if (state == State.Jumping){

    

isJumpAndWalk=true;


    
}

    
isFacingRight = false;

    
if (velocity.x > 0){

    
velocity.x = -velocity.x;

    
}
    

        }

    else if(keycode == Keys.RIGHT){
        

        
if (state == State.Standing){

    

state = State.Walking;

    
} else if (state == State.Jumping){

    

isJumpAndWalk=true;
   

    
}
        
isFacingRight = true;  
        
if (velocity.x < 0){
    
    
velocity.x = -velocity.x;
    
    
}        

        }
        else if ((keycode == Keys.SPACE && state == State.Standing )
        

|| (keycode == Keys.SPACE && state == State.Walking )) {
        
velocity.y = MaxVelocity;
        
state = State.Jumping;       
        }       
        return true;

  
}

@Override

public boolean keyUp(int keycode) {



    if (state == State.Walking){


state = State.Standing;

    }


return true;

}

@Override

public boolean keyTyped(char character) {


return false;

}

@Override

public boolean touchDown(int screenX, int screenY, int pointer, int button) {


 if(screenX < screenWidth/2 && screenY > screenHeight/2){


    
if (state == State.Standing){


    

state = State.Walking;


    
} else if (state == State.Jumping){


    

isJumpAndWalk=true;



    
}


    
isFacingRight = false;


    
if (velocity.x > 0){


    
velocity.x = -velocity.x;


    
}
    


        }


    else if(screenX > screenWidth/2 && screenY > screenHeight/2){
        


        
if (state == State.Standing){


    

state = State.Walking;


    
} else if (state == State.Jumping){


    

isJumpAndWalk=true;
   


    
}

        
isFacingRight = true;  

        
if (velocity.x < 0){

    
    
velocity.x = -velocity.x;

    
    
}        


        }



 else if ((screenX > screenWidth/3 && screenX < (screenWidth/3)*2





 && screenY < screenHeight/2





&& state == State.Standing) 





|| (screenX > screenWidth/3 && screenX < (screenWidth/3)*2







&& screenY < screenHeight/2







&& state == State.Walking)){

        
velocity.y = MaxVelocity;

        
state = State.Jumping;       

        }  



 else if (screenY < screenHeight/2 && screenX < screenWidth/3 





 && state == State.Standing){



 velocity.y = MaxVelocity;



 state = State.Jumping;
     



 isJumpAndWalk=true;



 isFacingRight = false;



 if (velocity.x > 0){




 velocity.x = -velocity.x;



 }



 }



 else if (screenY < screenHeight/2 && screenX > (screenWidth/3)*2





 && state == State.Standing){



 velocity.y = MaxVelocity;



 state = State.Jumping;
      



 isJumpAndWalk=true;



 isFacingRight = true;  



 if (velocity.x < 0){



 velocity.x = -velocity.x;



 }
  



 }

        return true;


  
}



    

@Override

public boolean touchUp(int screenX, int screenY, int pointer, int button) {


 if (state == State.Walking){




state = State.Standing;



    }




return true;

}

@Override

public boolean touchDragged(int screenX, int screenY, int pointer) {


return false;

}

@Override

public boolean mouseMoved(int screenX, int screenY) {


return false;

}

@Override

public boolean scrolled(int amount) {


return false;

}

}
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