DesktopLauncher.java
package com.hkprogram.mydemo42.desktop;
import com.badlogic.gdx.backends.lwjgl.LwjglApplication;
import com.badlogic.gdx.backends.lwjgl.LwjglApplicationConfiguration;
import com.hkprogram.mydemo42.MyDemo42_1;
public class DesktopLauncher {

public static void main (String[] arg) {


LwjglApplicationConfiguration config = new LwjglApplicationConfiguration();


config.width=640;


config.height=480;


new LwjglApplication(new MyDemo42_1(), config);

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

MyDemo42_1.java
package com.hkprogram.mydemo42;
import com.badlogic.gdx.ApplicationAdapter;
public class MyDemo42_1 extends ApplicationAdapter{

private WorldRenderer worldRenderer;

private WorldController worldController;


@Override

public void create() {


worldController = new WorldController();


worldRenderer = new WorldRenderer(worldController);


}

@Override

public void render() {


worldController.update();


worldRenderer.render();


}

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

WorldRenderer.java
package com.hkprogram.mydemo42;
import com.badlogic.gdx.Gdx;
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.Animation.PlayMode;
import com.badlogic.gdx.utils.Disposable;
import com.badlogic.gdx.utils.viewport.FitViewport;
import com.badlogic.gdx.utils.viewport.Viewport;
public class WorldRenderer implements Disposable  {

private static final float SCENE_WIDTH = 640f;

private static final float SCENE_HEIGHT = 480f;

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

private float speed = 150f;

private float xPosition;

private Animation animation;


private OrthographicCamera camera;

public Viewport viewport;

private SpriteBatch batch;

private TextureAtlas hero1Atlas;

private Sprite sprite;

private WorldController worldController;

public WorldRenderer (WorldController worldController) {


this.worldController = worldController;


camera = new OrthographicCamera();


viewport = new FitViewport(SCENE_WIDTH, SCENE_HEIGHT, camera);




batch = new SpriteBatch();




xPosition = -(SCENE_WIDTH/2) ;


// Load atlases and textures


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


animation = new Animation(FRAME_DURATION, hero1Atlas.getRegions(), PlayMode.LOOP);

}

public void render () {


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


Gdx.gl.glClear(GL20.GL_COLOR_BUFFER_BIT);


//Store Spritesheet to sprite


sprite = new Sprite(animation.getKeyFrame(worldController.getAnimationTime(), true));




sprite.setPosition(xPosition,0);


//Set camera to batch and undate camera


batch.setProjectionMatrix(camera.combined);


camera.update();


//Display on Screen


batch.begin();


sprite.draw(batch);




batch.end();




xPosition = xPosition + (speed*(worldController.getDeltaTime()));

}

@Override

public void dispose () {


batch.dispose();


hero1Atlas.dispose();



}

}

************************************************************************************
WorldController.java
package com.hkprogram.mydemo42;
import com.badlogic.gdx.Gdx;
public class WorldController {

public float deltaTime;

public float animationTime;


public WorldController () {


deltaTime = 0.0f;


animationTime = 0.0f;

}


public void update () {




deltaTime = Gdx.graphics.getDeltaTime();


animationTime += Gdx.graphics.getDeltaTime();

}


public float getAnimationTime() {


return animationTime;

}

public void setAnimationTime(float animationTime) {


this.animationTime = animationTime;

}

public float getDeltaTime() {


return deltaTime;

}

public void setDeltaTime(float deltaTime) {


this.deltaTime = deltaTime;

}
}
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