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Run our game
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Use Constrains to Limit Movement

Please add setupConstraints() to Player.swift
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Use Constrains to Limit Movement

Calling setupConstraints() in GameScene.swift
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Use Constrains to Limit Movement
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Set Player’s Direction Using Scales

Update moveToPosition() in Player.swift

Update touchDown() in GameScene.swift
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Set Player’s Direction Using Scales
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Add Your First Collectible Item -- Fruit
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Add Your First Collectible Item -- Fruit

Create a new file: Collectible.swift

In Collectible.swift, above the Collectible class, add the following code: 
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Add Your First Collectible Item -- Fruit

§ Inside SpriteKitHelper.swift, update the Layer enum
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Add Your First Collectible Item -- Fruit

§ Inside and at the top of the collectible class, add the following block of 
code:
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Add Your First Collectible Item -- Fruit

§ Inside GameScene.swift, immediately below the didMove() method, add 
the following code:

§ And call the spawnFruit() method --> inside the didMove() method, add 
spawnFruit() at the bottom.
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Add Your First Collectible Item -- Fruit
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Chain Actions Together to Create a Sequence

§ Open Collectible.swift file, below the initialization methods, add the drop() 
method:

In GameScene.swift file, at the end of the spawnFruit() method, add this 
line of code:
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Chain Actions Together to Create a Sequence



Page § 16

Spawn Multiple Fruits!

In GameScene.swift, below the spawnFruit() method, add the 
following new method

And change the spawnFruite() 
in didMove() to 
spawnMultipleFruits()
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Spawn Multiple Fruits!
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Spawn Fruits at a random position
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Working with Physics and Collision Detection

§ Add physics body to player node (Player.swift -> init())
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Working with Physics and Collision Detection

§ Add physics body to collectible node, aka fruit (Collectible.swift -> init())



Page § 21

Working with Physics and Collision Detection

§ Add physics body to foreground node (GameScene.swift -> didMove())
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Configure Physics Categories

§ Open the SpriteKitHelper.swift, add the following code:
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Set up physics categories for contacts

§ Set up physics categories for contacts to foreground node 
(GameScene.swift -> didMove())
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Set up physics categories for contacts

§ Add physics categories to player node (Player.swift -> init())
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Set up physics categories for contacts

§ Add physics categories for contacts to collectible node, aka fruit 
(Collectible.swift -> init())
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Configure the Physics Contact Delegate

§ Open GameScene.swift, and at the bottom of the file, add a new 
extension to handle the collision detection.

§ This extension declares that the GameScene class can act as a delegate 
for SKPhysicsContactDelegate. You need to make it official by adding the 
following line in didMove() method
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Detect Contact Between Physics Bodies

Open GameScene.swift, make change 
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Handle Contact Between Physic Bodies

Add these two methods to Collectible.swift
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Handle Contact Between Physic Bodies

Open GameScene.swift, make change 
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Adding Labels to the Game

§ In GameScene.swift

§ In SpriteKitHelper.swift
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Adding Labels to the Game

§ In GameScene.swift, add the following method
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Adding Labels to the Game

§ In GameScene.swift, calling the new added method
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Use Variable to Monitor Game States

§ In GameScene.swift

§  
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GameOver()

Put it in GameScene.swift
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