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As usual, we begin by loading our config file, creating a clock and registering our Update function to
it.

Lastly, we create our Sky background and all our Cloud objects.

Please refer to the previous tutorials for more details.

Now let's see our Update function. First, we get our camera speed from config and update it using to
our DT so as not to be framerate dependent.

orxVECTOR vScrollSpeed
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orxConfig SelectSection("“Tutorial"

orxConfig GetVector("ScrollSpeed" vScrollSpeed
orxVector Mulf(&vScrollSpeed, &vScrollSpeed, pstClockInfo-=>fDT

Nothing really new so far.
We now need to update our camera move vector depending on the active inputs.

orxInput IsActive("CameraRight"
vMove. fX vScrollSpeed. fX
orxInput IsActive("CameraLeft"
vMove. fX vScrollSpeed. fX
orxInput IsActive("CameraDown"
vMove. fY vScrollSpeed. fY
orxInput IsActive("CameraUp"
vMove. fY vScrollSpeed. fY
orxInput IsActive("CameraZoomIn"
vMove. fZ vScrollSpeed. fZ
orxInput IsActive("CameraZoomQut"

vMove. fZ vScrollSpeed.fZ

Lastly we apply this movement to our camera.

orxCamera SetPosition(pstCamera, orxVector Add(&vPosition
orxCamera GetPosition(pstCamera, &vPosition vMove

As stated before, there's not even a single line of code to handle our % parallax scrolling.
Everything will be done on the config side. We simply move our camera in our 3D space.

Let's have a look at the config data. First our Tutorial section where we have our own data.

Tutorial
CloudNumber 1000
ScrollSpeed 300.0, 300.0, 400.0

As you can see, we have our ScrollSpeed and our CloudNumber to control this tutorial.
The ScrollSpeed can be update on the fly and reloaded with the config file history (by pressing
Backspace).
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Let's now see our cloud object.

CloudGraphic
Texture ../../data/scenery/cloud.png
Pivot center
Cloud
Graphic CloudGraphic
Position 0.0, 0.0, 100.0) ~ (3000.0, 2000.0, 500.0

AutoScroll both
DepthScale true

Color 180, 180, 180) ~ (220, 220, 220
Alpha 0.0

Scale 1.0 ~ 1.5

FXList Fadeln

The two important attributes here are AutoScroll that activates the % parallax scrolling and
DepthScale.

First, the AutoScroll attribute can take the values 'x', 'y' or 'both'.

This tells on which axis the % parallax scrolling will happen for this object.

The @ parallax scrolling will be rendered accordingly to the object's Z coordinate (ie. its depth in the
camera frustum).

The closest the object is to the camera on the Z axis, the faster it will scroll. AutoScroll default
value is none.

The DepthScale attribute tells the render plugin wether to scale the object or not accordingly to its
Z coordinate.

The closest the object is to the camera on the Z axis, the largest it will be displayed. DepthScale
default value is false.

Let's now have a look at our sky object.

SkyGraphic
Texture ../../data/scenery/sky.png
Pivot center

Sky
Graphic SkyGraphic
Scale 0.5, 0.004167, 1.0
Position 0.0, 0.0, 1.0
ParentCamera Camera

As you can see, we set a ParentCamera for our Sky object, meaning our Sky will be in Camera's
local space (ie. it will move along the camera).

We set it's positionto (0.0, 0.0, 1.0) which means it's centered in the camera space and in the
complete background.

When having a ParentCamera, Scale and Position are expressed in parent's space by default,
unless explicitely refused by setting UseParentSpace to false.

Hence our 'weird' value for the scale. If we had an object made of a single pixel, a scale of (1.0, 1.0,
1.0) would cover the entire parent camera's view.
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As our sky. png bitmap is 2 pixel wide on X axis, we need a scale on X of 0.5.

()
In the same way, as it is 240 pixel long on Y axis, we need a scale on Y of 1/240 = 0.004167.

Resources

Source code: 09_Scrolling.c

Config file: 09_Scrolling.ini
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