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[GameViewController.swift ]

[F&
let skView = self.view as SKView
[iE]
let skView = self.view as! SKView
(2]
override func supportedinterfaceOrientations() —> Int {
if UIDevice.currentDevice().userlnterfaceldiom == .Phone {
return Int(UllnterfaceOrientationMask.AllButUpsideDown.rawValue)
} else {
return Int(UllnterfaceOrientationMask.All.rawValue)
}
}
[iE]
override func supportedinterfaceOrientations() —> UllnterfaceOrientationMask {
if UIDevice.currentDevice().userlnterfaceldiom == .Phone {
return .AllButUpsideDown
} else {
return .All
}

B Chapter 2:spriteKitTest

[GameScene.swift ]
[FR]

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
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[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

M Chapter 3:omikuji

[GameScene.swift ]
(4]
override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[1E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

(2]
func showOmikuji() {
var omikuji = ["HC ", HH " 7 H” 7 1X"]
var r = Int(arc4random_uniform(4))
myLabel.text = omikujilr]
}
[E]
func showOmikuji() {
var omikuji = ["HC &, HH A" 747 7 14"]
let r = Int(arc4random_uniform(4))
myLabel.text = omikujilr]

M Chapter 4

[TitleScene.swift]
i)
override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {

[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

[GameOverScene.swift ]

(2]

let gameSKView = self.view as GameSKView
[iE]

let gameSKView = self.view as! GameSKView
(4]

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {
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[GameScene.swift ]

[74]

let skView = self.view as GameSKView
[F]

let skView = self.view as! GameSKView
[F&]

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

M Chapter 5

[TitleScene.swift]
(2]
override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[iE]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

[GameOverScene.swift ]

(2]

let gameSKView = self.view as GameSKView
[iE]

let gameSKView = self.view as! GameSKView
[72]

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

[GameScene.swift]
]
// vy NERERETD
var rocketspk = SKEmitterNode(fileNamed: “mySpark”)
[E]
// vy NERERETS
var rocketspk = SKEmitterNode(fileNamed: “mySpark”)!
2]
/] BEDEEIED
func initStar() {
for iin 0...starCount {  // 0~starCount F TV K4
// BEED
let star = SKSpriteNode(imageNamed: “star.png”)

// BEIZTAH DIFTRTD
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var wx = Int(arc4random_uniform(750))
var wy = Int(arc4random_uniform(1334))
[E]
/] BRDEEED
func initStar() {
for _in 0...starCount {  // 0~starCount ¥ CHEDIK 9"

// BEVED
let star = SKSpriteNode(imageNamed: “star.png”)
// BT H MR RTD
let wx = Int(arc4random_uniform(750))
let wy = Int(arc4random_uniform(1334))

// BBEEED
func initMeteo() {
for iin 0...meteoCount {  // 0~meteoCount F THEVIXT
[E]
// BEEEED
func initMeteo() {
for _in 0...meteoCount {  // 0~meteoCount FE T

it
override func touchesMoved(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesMoved(touches: Set{UITouch>, withEvent event: UlEvent?) {
(]
if distance < 90 {
var spk = SKEmitterNode(fileNamed: “mySpark”)
[E]
if distance < 90 {
let spk = SKEmitterNode(fileNamed: “mySpark”)!
(2]
/] AL AAXUTz GameSKView (ZAZ T &L T
let skView = self.view as GameSKView
[E]
/] IAZ<ARX LTz GameSKView (ZA2 7T %L T
let skView = self.view as! GameSKView
B Chapter 6

[TitleScene.swift]
[72

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
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[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

[GameOverScene.swift ]

(2]

let gameSKView = self.view as GameSKView
[iE]

let gameSKView = self.view as! GameSKView
s

override func touchesBegan(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesBegan(touches: Set<UITouch>, withEvent event: UlEvent?) {

[GameScene.swift]

(4]
/) =T a~a)BG L EE IS BB A 54T RO LIRSS
let vec = CGVector(dx: arc4random_uniform(200) — 100, dy: 100)
[E]
[/ wT ARG EEC, HEBEAE 52T RO EA RS ES
let vec = CGVector(dx: Int(arc4random_uniform(200)) — 100, dy: 100)
(2]
override func touchesMoved(touches: NSSet, withEvent event: UlEvent) {
[E]
override func touchesMoved(touches: Set<{UITouch>, withEvent event: UlEvent?) {
(2]
let skView = self.view as GameSKView
[E]

let skView = self.view as! GameSKView

<KEYR—FFA+>
http://www.shuwasystem.co.jp/support/7980html/4349.html

<BFMIRTL>
http://www.shuwasystem.co.jp/
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