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3.1.3  fCR iR

TR — T K 3-5 Y Classes SCFJe iy 4 430 AppDelegate. h, AppDelegate
. cpp. HelloWorldScene. h #1 HelloWorldScene. cpp.,

1. AppDelegate 3

7 AppDelegate. h 1 AppDelegate. cpp ™ 43 il 7 B fl % X T AppDelegate 2§,
AppDelegate 28 /& Cocos2d-x 5 #HR 52 B 1 i e HI ZHE X 48 7 Cocos2d-x Jif iz 17 Y
AN [) A= i Sl B B B 2 flh & 6 AN [ R B

AppDelegate. h fCHZ AN .

# ifndef APP DELEGATE H_
# define APP DELEGATE H_

# include "cocos2d. h"

class AppDelegate : private cocos2d::Application
{
public:

AppDelegate();

virtual ~AppDelegate();
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virtual bool applicationDidFinishLaunching();

/ %
x JiEREHE A & B IR 0 R AL
*/

virtual void applicationDidEnterBackground();

/ %
* WEXR BE AT & 98 A pR 4L
</
virtual void applicationWillEnterForeground();

}i
# endif // _APP DELEGATE H_

M E T LS F 3] AppDelegate 47K T cocos2d:: Application, cocos2d .. Application
J& Cocos2d-x 5| 4L py HL L,
AppDelegate. cpp fUAS AT :

# include "AppDelegate. h"
# include "HelloWorldScene. h"

USING NS_CC; )

AppDelegate: : AppDelegate()

{
}
BAppDelegate. ;. ~AppDelegate()
{
}

bool AppDelegate:.applicationDidFinishLaunching() { ®
/ /9] 4k director

auto director = Director.:getInstance();

&)

auto glview = director — > getOpenGLView();

if(!glview) {
glview = GLView..create("My Game");
director — > setOpenGLView(glview);

}

director — > setDisplayStats(false);
director — > setAnimationInterval(1.0 / 60);

0 0 @

auto scene = HelloWorld::createScene();
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//run

director — > runWithScene(scene) ; ®

return true;

}
void AppDelegate: :applicationDidEnterBackground() {
Director. :getInstance() —> stopAnimation();

©eeeo

//SimpleAudioEngine: : sharedEngine() — > pauseBackgroundMusic();

}

void AppDelegate: :applicationWillEnterForeground() {
Director.:getInstance() —> startAnimation();

@ee

//SimpleAudioEngine: : sharedEngine() — > resumeBackgroundMusic();

}

7E R ARS8 O 17 9 USING_NS_CC /& Cocos2d-x 2 fit iy — 2%, & & M ok & 4
using namespace cocos2d WA 1Y, B %7 2 IR A 2 & I Cocos2d-x & X TR Z % fli il
RARTTE .

RS 55 @47 E X applicationDidEnterBackground O pRE 2 i x4k 72 1 kA 2 )5 & i 98
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I EE @17 X 1Y applicationWillEnterForeground () pR %02 Ui % E A B & B 8 FH 19
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2. HelloWorld 3

17t HelloWorldScene. h fil HelloWorldScene. cpp F 43 5] 7 B Fl%E X T HelloWorld 2%,
HelloWorld 284k # T cocos2d:: Layer 28, BE# B H 2 (layer) , X 26 2 % ik 3] % & (scene)
d1, 1782502 cocos2d: i Scene, F &, HelloWorldScene. h Bk Mg HE B NI E
Y1y HelloWorld 52— 2.

HelloWorldScene. h f{CHS QN F .

# ifndef HELLOWORLD SCENE H
# define HELLOWORLD SCENE H

# include "cocos2d. h"

class HelloWorld : public cocos2d::Layer @D
{
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public:

static cocos2d::Scene * createScene();
virtual bool init();

void menuCloseCallback(cocos2d::Ref * pSender);

® © 66

CREATE FUNC(HelloWorld);
b

# endif // _HELLOWORLD SCENE H

M ETE A OF7 ] AFE 1 HelloWorld 4 & T cocos2d:: Layer, HelloWorld & —
MR MRG58 O A7 A0S & 7 B A & 4 17 2 HelloWorld Jir 75 37 5 19 i 25 2R 2L
createScene() . ST A BRI 4G L2 HelloWorld 5241 p&i . 55 @47 RS 2 75 B 3¢
B[] R %L menuCloseCallback, ] T filt 45 35 B 55 £ (9 11 9 . 55 @ A7 {CUAS iy CREATE
FUNC & —1 Cocos2d-x & W%, B AR HAH Y T an m AL .

static HelloWorld x create()

{
HelloWorld % pRet = new HelloWorld();
if (pRet && pRet —> init())
{
pRet — > autorelease();

return pRet;

}

else

{
delete pRet;
pRet = NULL;
return NULL,;

}

M RS W CREATE_FUNC % 9 4E H J& ) 8 — > #0 2A pR 4K create, 7% pREUTT LA
ARG Z.

T — T HelloWorldScene. cpp H1 A JL BRI,

HelloWorldScene. cpp ' createScene O RS AN .

Scene * HelloWorld::createScene()

{
auto scene = Scene:.create();
auto layer = HelloWorld::create();
scene — > addChild(layer);

return scene;

©Oe
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createScene( ) pF S 7E Ui %k N 55 3h 1 B} %, 78 AppDelegate 11 applicationDid-
FinishLaunching() K %% 3@ 3 auto scene = HelloWorld :: createScene () & ] & 7 1.
createSceneO) i T =1, B 5B T HelloWorld J2 BT 76 19 5 5t 4 42 (ARS8 O
1) R EIH# T HelloWorld J2 (ARG 55 @47) » 5 ¥ HelloWorld 2 781 3 5§t scene
AL S DT .

L8 A HelloWorld: : create) 1 /) 61 12 J2 B B} 2 , 23 | HelloWorld B9 22 4] BE %X init ),
B E B HelloWorld J2 B H . init OfCHSAIF -

bool HelloWorld:: init()

{

1117717777711777177777711777777

/11 IR AL

if (!Layer::init()) [©)
{

return false;

}

Size visibleSize = Director.:.getInstance() —> getVisibleSize();

O

Vec2 origin = Director::getInstance() —> getVisibleOrigin();

[1177777777117177177777777717
/7 2. EIN—A SRR, B Ty B R AR
auto closeltem = MenultemImage::create(
"CloseNormal. png",
"CloseSelected. png",
CC_CALLBACK 1(HelloWorld::menuCloseCallback, this));

®

closeltem — > setPosition(Vec2(origin.x + visibleSize.width — closeltem —> getContentSize(

width/2 ,origin.y + closeltem— > getContentSize().height/2));

).
®
auto menu = Menu::create(closeltem, NULL); ©
menu — > setPosition(Vec2::ZERO); @
this —>addChild(menu, 1); ®
[1117777777777777777717771117

/730 AR BN A 2 AL

auto label = LabelTTF::create("Hello World", "Arial", 24);
label — > setPosition(Vec2(origin.x + visibleSize.width/2,

origin.y + visibleSize.height — label —> getContentSize().height));
this —>addChild(label, 1);

auto sprite = Sprite::create("HelloWorld.png");
sprite —> setPosition(Vec2(visibleSize.width/2 + origin.x, visibleSize.height/2 + origin.y));
this —>addChild(sprite, 0);

@ 66 o

return true;
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HelloWorld |,

3% BA ] 1 pR 2% menuCloseCallback fCHSANF .

void HelloWorld: :menuCloseCallback(Ref # pSender)

{
# if (CC_TARGET PLATFORM == CC PLATFORM WP8) || (CC_TARGET PLATFORM == CC PLATFORM WINRT) (D
MessageBox ( " You pressed the close button. Windows Store Apps do not implement a close
button. ", "Alert");
return;
# endif

Director: :getInstance() —>end();

# if (CC_TARGET PLATFORM == CC_PLATFORM_ IOS) ®
exit(0);

# endif

}

menuCloseCallback pREL i I T 2% 14 g 125 18 A0 A 65 O Q) o FH SHe 40 W7 2 WA~ >4 i A2
7 s TR 5. Hod . CC_TARGET _PLATFORM 2 B A iz 177 & 1Y % . CC_
PLATFORM_WPS8 % /8 Windows Phone 8 ¥ &; CC_PLATFORM _ WINRT % /R
Windows Runtime® - ; CC_PLATFORM_10S #/i i0S V&, Mok, it E LR L
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525 Director(v3. 0 ZHij4& CCDirector) f T4 Bz B X 4 , % A B M 13 14 =X, 7 4
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auto director = Director:.getInstance();

E'F{ﬁXj‘%ﬁ/\J\ ﬁﬂ_F:

(1) i ln) Frek A8 53¢ o

(2) jlA] Cocos2d-x YL B1Z E. .

(3) 45 4k 2 FIEE (b Uik . DisplayLinkDirector

(4) T pr ¥ 3-7 Director F5 iz 1745
Director X W& 3-7 iR,
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Sprite K UNE] 3-11 rzs . MEIH AT UL, Sprite 5% Node 26, Sprite 1 &R Z S8, i
WY E G| EKs R 28 PhysicsSprite WHRE T8 R .

3.2.5 RHp

SRR PR AR R S B IR MEE M E S #E Cocos2d-x 3B E Menu,
Menu ZEE 41Kl 3-12 frn . MZEE AL, Menu 28JR 2 T Layer,

=

| Ref | I BlendProtocol |

| Node | | TextureProtocol |

| PhysicsSprite | | Skin |

& 3-11 Sprite 25 & 3-12 Menu ZE K

TER B VAL & T 3R B0 Menultem, Menultem 25 W& 3-13 firas. ME AL, 38
BT Menultem A B £ £ X B9 T 2%, 1 MenultemlLabel, MenultemSprite #I
MenultemToggle, & 3 HL A [/ 19 84O . B> SR T A = A BEACRES . IEH 2k b A
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Menultem
|
’ MenultemSprite ‘ ‘ MenultemToggle ‘
|
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3.3 Node 5 Node EZ 22443

Cocos2d-x R 2% (W) 5/ LI 35 L2 R R R SR b Rk + R G %61
HNode)Xg, = ANFREAETEZNZE, DR A& Z KR R SOR 1B R
REEX R BREWPRTE T LUE 5 )2 R R R SO  Hh ERUR T R G AT
X4

WA R RS A 3-14 s,

0..1

0..n 0..n 0..n 0..n
Sprite | | Menu | I ParticleSystem | | TMXTiledMap
0..1
0..n

Kl 3-14 99 2 A

X LY S5 — 2R A9 A2 2 Node, Node 25 i A 3-15 T7n . Node 265 Cocos2d-x fix
HEBMRE, BRE R 2 R R R HERR T R SRR,

3.3.1 Node " ZAyH{f

Node fENRB T AHM L EEWRE Fim o ilndH—7F .
(1) BJ#EESy 4,

Node * childNode = Node::create()
(2) HEET 15 A5
node — > addChild(childNode, 0, 123)

(3) AT AL

Node * node = node — > getChildByTag(123)

(4 MHBR 49 5 A 1R 8 B — I3
node — > removeChildByTag(123, true)

(5) @ Node #5 £ M B 75 45 .

node — > removeChild()
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RenderTexture

Scene

Sprite

SpriteBatchNode

TMXTiledMap

CCBFile

Armature

BatchNode

Bone

GLNode

akliIALLLLL

&l 3-15 Node 25}

Ii

THIRETI

%3% Hello Cocos2d-x [P 33

_ NodeRGBA
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DrawNode
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(6) M BR BT A 745 5 HF 45 kX 28 545 5 LA — DD s A

node — > removeAl1ChildrenWithCleanup(true)

(7> A A MR node 5 L JF 452 13 s BB — Il AE .

node — > removeFromParentAndCleanup( true)

3.3.2 Node " 11 Jg@ 1t

Node A B4~ IEH# T E A JEME . position 1 anchorPoint,

position(fii ) J& 1 & Node Xf 4 B9 5L bR fif # . position J& ¥ 11 11 if AL & i
anchorPoint J& ¥k i T # —4> Node X 5 (b e 5T 181 JE ) K i 3 ik 8 78 B 3 B — o
T ERCE IR 4 AU anchorPoint 2 AH XS T position (9 Ho ], BRIA 2 (0. 5,0.5), &
BN A JLAE B

(1) K 3-16 fi7x 42 anchorPoint 24 (0. 5,0. 5) W& M » X & BRINE O .

(2) A 3-17 ffi7zn /& anchorPoint 24 (0. 0,0. O) fE I .

y+ anchorPoint=(0.5,0.5) anchorPoint=(0.0,0.0)
y+
(ST L
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| osition=(5,5
1/2: > &2 :\ﬁ)sition=(5,5)

I |
I |
I |
! I

(0,0) 5 x+ (0,0) 5 x+

% 3-16  anchorPoint 5 (0.5,0.5) % 3-17  anchorPoint (0. 0,0.0)

(3) K& 3-18 fif7n 42 anchorPoint S (1. 0,1. 0) ByE M,
(4) B 3-19 fr78 /& anchorPoint 25 (0. 66, 0. 5) 1M .

yt >+ anchorPoint=(0.66,0.5)
anchorPoint=(1.0,1.0)

SFr======- sk--—----
12 T\

I

: position=(5,5) 23 position=(5,5)

| |
I

: |
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bool HelloWorld::init()
{

auto label = LabelTTF::create("Hello World", "Arial", 24);
label — > setPosition(Point(origin. x + visibleSize. width/2,
origin. y + visibleSize. height — label —> getContentSize( ). height));

label - > setAnchorPoint(Vec2(1.0, 1.0));

this - > addChild(label, 1);

auto sprite = Sprite::create("HelloWorld. png");

sprite — > setPosition (Vec2 (visibleSize. width/2 + origin. x, visibleSize. height/2 +
origin.y));

this —>addChild(sprite, 0);

return true;

}
BITE R AAE 3-20 frs , Hello World %% T anchorPoint 4 (1.0,1.0),

@ My Game - n

Hello World

Vi

COCOS2NE

% 3-20 Hello World fJ anchorPoint & (1.0,1.0)
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3.3.3 Uik S ) E

T — AR A — DA TEAR AT, B R h A ZORE H S5 45y, R
Yy nks Rz sk ok .l LA i X AE R b 4 5E I A% Cscheduler) i R 45 XF 42 19 12 17 ik
TR B . o Node 25336 T Scheduler 28, iy DLt w] DL B 4218 F Node Hifal H ek 45,

Node H il H ki %5 3 26

(1) void scheduleUpdate(void) , % Node %f % H % JH 1% ok 5k . I8 4 3% 4~ Node %}
Gt 2% 2 W b B it [n] 9% A — K B 2 1% update(float dt) pREK .

(2) void schedule(SEL_SCHEDULE selector, float interval), 45 scheduleUpdate pf
B he—E A A A2 AT LUFS 22 81 pR 2 GE i selector 28 ) s AT LB 2k 5 2246 5 [l 94 B
[i8] [F1] o

(3) void unscheduleUpdate(void), f& Il update(float dt) pREIHE .

(4) void unschedule(SEL_SCHEDULE selector), ] LL$8 & B A4 pR &5 17 )E .

(5) void unscheduleAllSelectors(void) , 0] L= 11,

R T2 TR RAE PR U B A P& 2k HelloWorld 52491,

&k HelloWorldScene. h {815, %50 update(float dt) = A, fCHSUNT .

class HelloWorld : public cocos2d::Layer

{
public:

virtual void update(float dt);
CREATE FUNC(HelloWorld);
¥

&k HelloWorldScene. cpp fAHSHNF -

bool HelloWorld:: init()
{

auto label = LabelTTF::create("Hello World", "Arial", 24);
label - > setTag(123); D

WES TE
this — > scheduleUpdate();
//this - > schedule(schedule selector(HelloWorld::update),1.0£/60);

ENC)

return true;
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}

void HelloWorld: : update(float dt) @
{
auto label = this - > getChildByTag(123); ®
label - > setPosition(label - > getPosition() + Vec2(2, -2)); ©
}
void HelloWorld: :menuCloseCallback(Ref # pSender)
{
A
unscheduleUpdate( ); @)

Director:.getInstance() —>end();

# if (CC_TARGET PLATFORM == CC_PLATFORM WP8) || (CC_TARGET PLATFORM == CC_PLATFORM WINRT)
MessageBox ( " You pressed the close button. Windows Store Apps do not implement a close
button. ", "Alert");
return;
# endif

Director.:getInstance() —>end();

& if (CC_TARGET_PLATFORM == CC_PLATFORM_IOS)
exit(0);
# endif

}

h T REREAE init pRELZ AMJTIRIARZEXT R label , i3 B bR X RULE Tag B H PRI D
AR 2 BE Tag JB RN 123, HOTRM R Tag BHAEEFTRGX MREN R,

N T e L TT 4R A E R T B AE init K30 H I A scheduleUpdate (UL 58 @ 471015 15,
schedule (W25 @F 70D .

AL 5 @17 HelloWorld: : update(float dt) pfi i 76 1 3 o8 8k . 45 52 45 % 4 1 28 1k 12
AR RA XA R BCP S E H  XAFAR R FUREAR X R Bl Ok L 2 O T AU i i
BRI E .

R TR LA QRN B TR B, — AN EORICE IR . D470 unscheduleUpdate O
ARSIV EE update, Q05 2 At B4 8 B pR RO AT LLR A unschedule 8§ unscheduleAllSelectors
k.

3.4 Cocos2d-x 4 #r &

1 Y AR A X 0 T % AR AR & 2 AIF B B 2209 . 78 Android M iOS %5F 5 W T
SIS A A 4 AR R B RS RAE A B . TITE Cocos2d-x ARAR £ b s s 2 18
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72T A T H Cocos2d-x AR £ SCRT LAy Sy fH F A A AR Y A £
3.4.1 UI k5

UT 42 FR it /2 Android F110S & i HIFF & B9 I T B9 — 44 bR & . B s R TEA
S 3-21 R
- o ULAERIRAUREEZE L W AT E .y R b
1E. 7E Android F110S 55 5 ff H] A9 00 &L | 42 4 55 8 2
SEIXAARBR R . BRI TE Cocos2d-x BRIAAS &% F UT A 45,
A 1 I et 23 FH 3 UT AR AR 451 Qi 7 i 45 < 1 & A= 14 1f
1 22 345 — A fil 45 %k 42 Ctouch) , il 455 xiF 42 41 4t T 4R £ 3¢
7 A5 B R a0 TACAS BT

Vec2 touchLocation = touch- > getLocationInView();

fifi /| getLocationInView () p& £ 4K 45 firh 45 15 4 bR 25 52
kR UL bR, B AR R s A2 A 1A & Cocos2d-x BRINARBR, W] DIR HH T T Y 38
YA R

Bl 3-21 UL Atz

Vec2 touchLocation2 = Director::.getInstance() —> convertToGL(touchLocation);

38 1ot b TR A0 TE Dk AT AR fb 5 7 BN UT AR bR%5#e  OpenGL A2 FR , OpenGL Ak Fx
B2 Cocos2d-x FRIAAEAR

3.4.2 OpenGL #br

7 BT E] T OpenGL 445 . OpenGL At b =2k A AR
i T Cocos2d-x JiK)Z K H OpenGL J& 4%, [H 1 2R A 2 bR 5k 2
OpenGL At bR, HAN G FORH B4 (o iy D . W2RAH JE 2
il OpenGL AR BY IR TEZE A1 A& 3-22 Fio .

RA: R AFRE s R A A F L Af b
F AR, AF LARA 2 @ FRS W E 3-23() TR, (00)
EFARE IR AERE B 3-23(b) A7, OpenGL 4
Wb A F AR T BT & 89 Direct3DD 2 £ F A A7

3.4.3 S AR BRFIERY AL bR
T OpenGL A& B AT 143 S th 5 A 47 TR 780 A8 o 7 L Cocos2d-x f A& -t 75 5t A

p+

x+

3-22  OpenGL A FR

@ Direct3D(fa i D3D) & 4% 2\ 7 4 Microsoft Windows #/E R 48 L JF & ) — & 3D £ K 4 #2422 17, J& DirectX
B —#B5r, HATT NS KB R R: . 5 OpenGL [R] R 115 HL4 & 8R4 R S AL 6k s % B 4 B g i 3 0 2
—. 31 [ T4 3T R http: //zh. wikipedia. org/wiki/Direct3D,
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y+ yt+

1

En z+

(0,0) (0,0)

X+ X+

zt z—

(@) (b)
& 3-23 =4k As R

i M Y AL A
R A X R R B2 T ik = G YRR B E Tkem, # ) R 7E 500m, 1 2= PY 23 45
YRR A E Tkem FF] 2658 500m, 31X HL P A U 05 s VR 4R ml DLER BAR 22 4 i st i ok =
SR A A b 2 T 5 AR A A AE S BRAE 0 2 IR S0 7 B A T3 B R L e AL . T
R 0 A b S R AR L At R AR AR D 2 IR L R AR 22 3 AR B R AR B A
HAREY IS
BEE 324 NEH AT LIE S A fARFRIE(5.5) . B By AR R

.
(604) PS5 I BCHE A B (8 UL A A, ISR A f e 69
PR B ORI B AR (L — D, T L s
A B AR bR R AR AR AR . TRl YT o
Node % 4 411 F 56 552 3« L
(1) Vec2 convertToNodeSpace ( const Vec2&. worldPoint) C(O,O) é é x+
AT A b e O B A 320 5 b B A

(2) Vec2 convertToNodeSpaceAR (const Vec2&. worldPoint) ,
W S A BR B e g AR AR AR . AR KR AR TR A

(3) Vec2 convertTouchToNodeSpace(Touch * touch), ¥ tH 5L AR Fr A7 fik 455 25 55 ol
BRI AR BT

(4) Vec2 convertTouchToNodeSpaceAR(Touch * touch), ¥4 5 Ak R H7 fsh 5 o5 5%
R AR AR . AR FRon AN T4 A

(5) Vec2 convertToWorldSpace (const Vec2&: nodePoint) , #4155 %1 Ak 47 5 3 tH 7
PR

(6) Vec2 convertToWorldSpace AR (const Vec2&. nodePoint), 445 I Ak 47 5 J Sy 1
FLAEBR . AR R AHXE T4

TE@J&W&W%T%—Tﬂﬁﬁﬁg*ﬁﬂﬁé$ﬁ%%ﬁo

. SR AR ER AR HR 05 AR B AR AR
l’g[ 3-25 Fr 7R 2 i 5 AL AR i 48 S AR A Al bR S5 S AT 45 R
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TEUF % 3 5 v A W A4 Node ¥t 4, H o,

Nodel [ A8 Ff 2 (400, 500), K /N2 300X 100 2~ e L
% ; Node2 AL #R 2 (200, 300), K/hHLH& 300X —_—
) R SR == 0

10018 % ., X BB ARF L gt AR bR, B Nodel |“&erioio
F) Ao A A R LR 22 T A 4

I B A Y . :

"ﬁ ’ﬁ{ﬁ 5 ﬁn—F . @00.300; \C H§#=(0.5, 0.9)

bool HelloWorld: : init() ;

{

if (!Layer::init()) (0,0) X+

{

return false;

Pl 3-25 T S A b A 8 0 TR A

Size visibleSize = Director.:.getInstance() —> getVisibleSize();

Vec2 origin = Director::.getInstance() —> getVisibleOrigin();
auto closeltem = MenultemImage::create(

"CloseNormal. png",

"CloseSelected. png",

CC_CALLBACK 1(HelloWorld::menuCloseCallback, this));

closeltem — > setPosition(Vec2 (origin. x + visibleSize.width — closeltem —> getContentSize()

.width/2 ,origin.y + closeltem— > getContentSize().height/2));

auto menu = Menu.:create(closeltem, NULL);

menu — > setPosition(Vec2::ZERO);

this —>addChild(menu, 1);

/1R

auto bg = Sprite::create("bg.png");

bg — > setPosition(Vec2(origin.x + visibleSize.width/2,
origin.y + visibleSize.height/2));

this — > addChild(bg, 0);

/ /4 # Nodel

auto nodel = Sprite::create("nodel.png");
nodel — > setPosition(Vec2(400,500));
nodel — > setAnchorPoint(Vec2(1.0, 1.0));

this — > addChild(nodel, 0);

/741 g Node2

auto node2 = Sprite::create("node2.png");
node2 — > setPosition(Vec2(200,300));
node2 — > setAnchorPoint(Vec2(0.5, 0.5));
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this — > addChild(node2, 0); ©

Vec2 pointl = nodel — > convertToNodeSpace(node2 — > getPosition())

® O

Vec2 point3 = nodel — > convertToNodeSpaceAR(node2 — > getPosition());

log("Node2 NodeSpace = (% f, $f)",pointl.x,pointl.y);
(

log("Node2 NodeSpaceAR = (% f, %$f)", point3.x, point3.y);

return true;

}

FASEE O~ QAT 2 AT Ol R4 XA S — P F 900 X640 R RME . R
M5 Q) ~ @17 & A 4 Nodel Xt 42, & & 77 & M S B E. RIBE O ~O© 17 &l
Node2 Xt 42, I 150 & T 0 & A B M. 5 Q1T UK Node2 1) th 7 Ak b5 5% 4 o A X+
Nodel HBIRI AR, M55 @FT AU R ALY TR ARX TR AL .

BATEEIRINE

Node2 NodeSpace = (100.000000, —100.000000)

Node2 NodeSpaceAR = ( — 200.000000, —200.000000)

i 3-25 fif B — T . Node2 1 tH 5 Ak b5 5% 45 g AHXT T Nodel 9859 46 B, 5 2 K
Nodel W22 T MAEN A AR IR 51 (B 3-25 Hig A g0 AXETHRE 1 A SR T 57 A8 Fr 2 (100,
400) , 7B 4 convertToNodeSpace pRELHE & A S AR BRI E C S AR, 45 B2 (—100,100),

MMi convertToNodeSpace AR PR ZE 2 4t i, I AL AR J 02 B 55, B Ak brid & C
RUARAR L 5 R (—200, —200),

2. REE A GRER IR G H AL ER

[l 3-26 JIT 735 Sz AR A0 A B 5 4 hy SR A s S BB A7 45

TEiE Xk ¥ = 9 A W 4~ Node Xt 4, Ho,
Nodel f# A A7 5= (400, 500) , K/NJE 300X 100 4
% ;Node2 2B 7F Nodel F ), &%} T Nodel
AR AR bR SR (0, 0) 5 K/ 150 X 50 1R %K.

GRS INE

bool HelloWorld:: init ()

{

y+ T R —_— S e

if (!Layer::init())

t (0,0) | x+

return false;

} Pl 326 K A A T A A

Size visibleSize = Director.:.getInstance() —> getVisibleSize();

Vec2 origin = Director:.getInstance() —> getVisibleOrigin();
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auto closeltem = MenultemImage::create(
"CloseNormal. png",
"CloseSelected. png",
CC_CALLBACK 1(HelloWorld::menuCloseCallback, this));

closeltem — > setPosition(Vec2 (origin. x + visibleSize.width — closeltem — > getContentSize( )
.width/2, origin.y + closeltem —> getContentSize().height/2));

auto menu = Menu::create(closeltem, NULL);
menu — > setPosition(Vec2::ZERO);
this — > addChild(menu, 1);

/1B

auto bg = Sprite::create("bg.png");

bg — > setPosition(Vec2(origin.x + visibleSize.width/2,
origin.y + visibleSize.height/2));

this —>addChild(bg, 0);

/7818 Nodel

auto nodel = Sprite..create("nodel.png");
nodel — > setPosition(Vec2(400,500));

this —>addChild(nodel, 0);

/781 %t Node2

auto node2 = Sprite..create("node2.png");
node2 — > setPosition(Vec2(0.0, 0.0));
node2 — > setAnchorPoint(Vec2(0.0, 0.0));
nodel — > addChild(node2, 0);

Vec2 point2 = nodel — > convertToWorldSpace(node2 — > getPosition());

e 6

4
Vec2 pointd = nodel — > convertToWorldSpaceAR(node2 — > getPosition());
log("Node2 WorldSpace = (% f, $f)",point2.x,point2.y);
log("Node2 WorldSpaceAR = (% f, $f)",point4.x, pointd.y);

return true;

}

R E OGS OF7 . B 2K Node2 i3] Nodel v, ix 2 5 Z i A9 AL B9 X 50
KRS A7 B E A AR ARFEE AL T AIXT T Nodel BYBERIALER T .

F OISR Node2 BRI AR FREE S g i A bR . T 28 O A7 AU I 2 LAY L & JE A X
Tl S L

BATHIRUWT

Node2 WorldSpace = (250.000000,450.000000)
Node2 WorldSpaceAR = (400.000000,500.000000)
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K 3-23 From gz . il DUR IR A brdi ik . U~ OB sin T .

node2 — > setPosition(Vec2 (250, 450));
node2 — > setAnchorPoint(Vec2(0.0, 0.0));
this —>addChild(node2, 0);

3.5 Win32 L& TiZERE

1E Win32 V- 5 8 A7 W A2 Ay 1 2 A7 0 330t X 07 T IR 2 A i 25722 o 3% 1 R /N W 2 48 24
B R /MU T

bool AppDelegate: :applicationDidFinishlLaunching() {

// initialize director

auto director = Director.:getInstance();

auto glview = director — > getOpenGLView();

if(!'glview) {
glview = GLView..create("My Game");
glview - > setFrameSize(900, 640); @)
director - > setOpenGLView(glview);

return true;

}

TE applicationDidFinishLaunching O s Q470D glview->>setFrameSize(900, 640)A] DA
B TR RN, R R 5 BRi, ] LI B glview->setFrameSize(640,900),

KEINGE

WX AR TR TU\T% Cocos2d-x O & . XM SUERE YR JEBR
MR AEAT X%, WA, F 2 &E S Node Al Node Z R M, KREHREFENAT
Cocos2d-x EI"JJJ/T?\*D Win32 %ﬁ?uﬁﬁ%i% .



