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3.3.4  fURS MR

T f#ERE— T Cocos2d-x TREIEMRF LM, EAITELF Classes XA H ) 4 A0
AppDelegate. h, AppDelegate. cpp.HelloWorldScene. h Il HelloWorldScene. cpp.

1. AppDelegate 2

1E AppDelegate. h fll AppDelegate. cpp o 43 5l 7 B #1 %8 X T AppDelegate 3§,
AppDelegate 28 J& Cocos2d-x 5|8 BE5R Sl X W FH Z2 46X 4 . 7E Cocos2d-x #iF XMz 17 1Y

AN [) A i 8 3 B B 2 fil & B O AS ) BRI
AppDelegate, h RSN .

# ifndef APP DELEGATE H
# define APP DELEGATE H_

# include "cocos2d. h"

class AppDelegate : private cocos2d: :Application

{

public:

¥

AppDelegate();
virtual ~AppDelegate();

virtual void initGLContextAttrs();

/ %
x YAk 2 IR T A9 R A, AR X L AT LA IR AR T TR R RN SO 4
x /

virtual bool applicationDidFinishLaunching();

/ x
* YR HE A S B B IR Y pR
*/

virtual void applicationDidEnterBackground();

/ %
* YR EAHT B B IR Y PR R
*/

virtual void applicationWillEnterForeground();

# endif //_APP DELEGATE H_

M B A RS ] DL F ), AppDelegate 4k #K T cocos2d:: Application, cocos2d: :

Application & Cocos2d-x 5| ZE AL A IS,
AppDelegate. cpp fAASHITF -
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# include "AppDelegate. h"
# include "HelloWorldScene. h"

USING NS_CC; )
static cocos2d: :Size designResolutionSize = cocos2d::Size(480, 320); ®
static cocos2d: :Size smallResolutionSize = cocos2d::Size(480, 320);

static cocos2d: :Size mediumResolutionSize = cocos2d::Size(1024, 768);
static cocos2d: :Size largeResolutionSize = cocos2d::Size(2048, 1536); ®

AppDelegate: : AppDelegate() {

AppDelegate: : ~AppDelegate( )
{
}

/ /1% & OpengGL I T 3R 1

void AppDelegate: : initGLContextAttrs()

{
/7% & OpenGL I F 3CJm o, BLZERT LIk & 6 4Nt
//red, green, blue, alpha, depth( R Ff % 17 ), stencil (FEM 2217 )
GLContextAttrs glContextAttrs = {8, 8, 8, 8, 24, 8};

GLView: : setGLContextAttrs(glContextAttrs);

/70 SR A A 2 e T 2 R, R A TN R 0% R

static int register all packages()

{

return 0; //flag for packages manager

bool AppDelegate: :applicationDidFinishLaunching() { @
/ /% th 4k director
auto director = Director: :getInstance(); ®

auto glview = director — > getOpenGLView();
if(!'glview) {
# if (CC_TARGET PLATFORM == CC PLATFORM WIN32) || (CC_TARGET PLATFORM == CC_PLATFORM MAC)
|| (CC_TARGET PLATFORM == CC_PLATFORM LINUX) ®
glview = GLViewImpl::createWithRect("HelloWorld", Rect(0, O,
designResolutionSize.width, designResolutionSize. height));
£ else
glview = GLViewImpl::create("HelloWorld");
& endif
director — > setOpenGLView(glview); @
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director — > setDisplayStats(true); ®
director — > setAnimationInterval(1.0 / 60); ©)
/1R B4 B
glview — > setDesignResolutionSize(designResolutionSize. width,
designResolutionSize. height, ResolutionPolicy: :NO BORDER); ()
Size frameSize = glview —> getFrameSize();
if (frameSize. height > mediumResolutionSize. height)
{
director — > setContentScaleFactor ( MIN ( largeResolutionSize. height/
designResolutionSize. height, largeResolutionSize.width/designResolutionSize.width));
}
else if (frameSize. height > smallResolutionSize. height)
{
director - > setContentScaleFactor ( MIN ( mediumResolutionSize. height/
designResolutionSize. height, mediumResolutionSize.width/designResolutionSize.width));
}
else
{
director — > setContentScaleFactor ( MIN ( smallResolutionSize. height/
designResolutionSize. height, smallResolutionSize.width/designResolutionSize.width));
} )
register all packages(); ©@
auto scene = HelloWorld::createScene(); ®
//run
director — > runWithScene(scene) ; ®
return true;
}
void AppDelegate: :applicationDidEnterBackground() { ®
Director: :getInstance() — > stopAnimation(); ®
/TR Ad ] SimpleRudioEngine 3§ il & AR , W48 % Jr vk rh 7 45
//SimpleAudioEngine: : getInstance() — > pauseBackgroundMusic(); @
}
void AppDelegate: :applicationWillEnterForeground() { ®
Director: :getInstance() — > startAnimation(); ®

/ /401 44 ] SimplehudioEngine # i 7 4 , WIAE 1% J7 v oh 4k 5
//SimpleAudioEngine: : getInstance() — > resumeBackgroundMusic(); )
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R OF7 ) USING_NS_CC & Cocos2d-x $ it T —N 7, B A AE I 2 HI ok 2 4
using namespace cocos2d 1BEA], i E FATF T IRA MR K Cocos2d-x 5 XL TIRZ % . i
FHAERARTTE

RIS ER D47 ~ 5 @47 ST JLR 3 BRI,

S5 @717 %E X applicationDidFinishLaunching O) o £ i XA 7 J5 3l i i B 2R EL

RIS 28 QAT /2 W) iR Ak 52 28 Director, US55 © 47 2 il o HI W Y /s 1717 5. A
B OIT R E WA OpenGL LA, fCH S @17 8 & & 76 bt # B MR EF R,
60. 1 g2 Y A7 AW, 7R Wil A8 — RO S 1 R , SEBR & AR B BCE O R R Y LB 2 5 A T
AN . 2B ORI R B E T AR 1.0/ 60 FPI] B — Uk, BV i 2 SE X Wik 60,

FRAS S QAT ~ 55 AT 2 B A D B e 1 T 1R) R, A G R SR S Tl 19 A 48

RS EE 4T [ register_all packages ()45 2%,

A% EE BT QI 57 X B Scene, 5 @17 A 2171255 X S E I I A% 5 .

A EE OFTE XY applicationDidEnterBackground O) bR A0 52 i 26 0k A5 & B8 FH 69 2R
. BOTAM SRR shiE . BT EET 5E R BRI TR Y Uik
Han SR fd 1] SimpleAudioEngine #8580 & 4k » WA 1% 7 i h & S 7R 00 7R .

RIS 17 2 L Y applicationWillEnterForeground () pR %5 2 Ui 2k 3 A 7 & Bt 98 7 89
PR, EOITERIT MG S i ghim . 2B 24k 2075 55 2k . B TR Y .
RAfH] SimpleAudioEngine 85 & 2Kk - W TE 1% 5 1 vh SE BRAR SERE IO O

2. HelloWorld 2

7F HelloWorldScene. h fil HelloWorldScene. cpp F 4357 B A1 %E X T HelloWorld 2%,
HelloWorld 254k # T cocos2d: : Layer 25, B# FR N 2 (Layer) , 3X 26 2 4f it 2] % 5t (Scene)
L 3525 /& cocos2d: : Scene, &, HelloWorldScene. h AR W= . HE TN E
i) HelloWorld 262 —1 2,

HelloWorldScene. h ffCHS 40T -

# ifndef  HELLOWORLD_SCENE H
# define  HELLOWORLD_SCENE_H

4 include "cocos2d. h"
class HelloWorld : public cocos2d: :Layer D
{

public:

static cocos2d: :Scene * createScene();

(ENC)

virtual bool init();

void menuCloseCallback(cocos2d: :Ref * pSender); @)
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CREATE_FUNC(HelloWorld); ®
¥

“#endif // HELLOWORLD SCENE H

M BT BRSSO 47 T LAE . HelloWorld 4% 7K T cocos2d: : Layer, HelloWorld J&—
NZ AR 5. 8 QAT S 2 75 B A & 2 11 2 HelloWorld Jr 76 3 5 19 # 2 oR 5K
createScene() , QT HIHI 45 1L )2 HelloWorld SE 5 ki £, 45 @47 4CRS 2 74 B 3¢
B [7] 9% R %% menuCloseCallback, F T filt 5 5 50 5 4 (9 [l 3] . 28 © 474015 ) CREATE _
FUNC J& —4> Cocos2d-x & LI 7%, B WPERAR Y T a0 F A H .

static HelloWorld * create()

{

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

pRet — > autorelease();

return pRet;
else

delete pRet;
pRet = NULL;
return NULL;

}

M ERACHSA] UL, CREATE_FUNC % A9 1E F 2 B 8 — > A BRI 2L create, 1% pR AT LA
FRAIE)Z .

T A5 B BE— T HelloWorldScene. cpp H1 B JLAS s %K

HelloWorldScene. cpp H createScene O RSN .

Scene * HelloWorld: :createScene()

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

ERCHS)

return scene;

}

createScene ( ) PR B & 7F W %k N O 8 3h B B fE, 7E  AppDelegate
applicationDidFinishLaunching () pR % A7 18 13 auto scene = HelloWorld: ; createScene () i
YA . 7E createScene O T =R S04 . B LRI T HelloWorld 2 T 7E 1 3% 5t X 4
AR D4 . k& T HelloWorld JZ2 (WACHLEE @ 471) . fieJa ¥ HelloWorld JZ %0
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#3745 scene (LA ZE O F7) &
M8 HelloWorld: : create O 1E 7] 61 8 )2 B4 B % , 2= 38 F HelloWorld #5241 B %Y init () ,
k2w H 1k HelloWorld J2 % H (1 init OfCASINF .

bool HelloWorld: :init()
{
[11177777777777777777717711117
/71, YR A2
if ( 'Layer::init()) @)
{

return false;

Size visibleSize = Director::getInstance() —> getVisibleSize(); @)
Vec2 origin = Director::getInstance() —> getVisibleOrigin(); ®
[1177171177777117777111117777
/72 BEIM—A-E BT, Bl AR R
auto closeltem = MenultemImage: :create(
"CloseNormal. png",
"CloseSelected. png",
CC_CALLBACK_1(HelloWorld::menuCloseCallback, this));
@
closeltem — > setPosition(Vec2(origin. x + visibleSize.width — closeltem — 3> getContentSize( ).
width/2 ,origin.y + closeltem —> getContentSize().height/2)); ®
auto menu = Menu: :create(closeltem, NULL); ©
menu — > setPosition(Vec2: : ZERO) ; @
this — > addChild(menu, 1); ®
[1117777777777777777777711117
//3. FETFHE MR B C A
auto label = Label::createWithTTF("Hello World", "fonts/Marker Felt.ttf", 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);

@e +& 66
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return true;

}

£ initO PR F 22V 45 16 HelloWorld 2, b 45 7 BT ARG 2 36 50/ S0 45
M. HoE OIS 2H I3 Layer, & [ true W) G54k 82 » false W40 b6 £k 2K T

S QAT A 2 WL IR 3 T A RO S AT AR S 4L 181 0 T Ak i

S @AT AR S B — A 181 R S BRI R B %R BRI I {6 1719 menuCloseCallback
PREL. S OFT I SR IXT R A A & 5 © 17 A0S 2 B Menu SE X4, SO
R RN E . @ TR R X B i 2 4 1T HelloWorld 2 |, an &l 3-6 1§
Bl 3-8 i iz AT A A7 A i O 5 WIS i i 28 Bt 4

F O~ 2 —1 Hello World #32XF R U8 B2t X ANl B2 Bl X4
> EXN RO E ORI E)ZE . FOTRRS 28— Label TTF 324 4, 4
OFT A& 1 B AR R AL E K8 o A8 3 15 07 W) b5 B AR T 5% . S AT A0 RS 2 K
AT REINFZE HelloWorld F,

QT2 B KE R Sprite X4, B &Kl 3-6 H11Y Cocos2d-x [ logo Kl #5. 5% O17
RS2 B R X G AL X B R FE e B b, S5 @A T AU R KRS 2 s 1 )2
HelloWorld I,

32 BA ] 4 e 2X menuCloseCallback fCASANT «

void HelloWorld: :menuCloseCallback(Ref * pSender)
{

Director: :getInstance() — > end();

£ if (CC_TARGET PLATFORM == CC_PLATFORM IOS) @
exit(0);

# endif

}

menuCloseCallback pRECH i FH T 2% 14 2 % 15 A AR A5 O 47 B 7k FH ok 0 K7 2 24 i 72
BITHSEMEAE &, H CC_TARGET_PLATFORM Z AR %% 17 W S 57 B r F 5 .
CC_PLATFORM_IOS %/ i0S ¥ & . WWAMNAE & LR EZFE G/, R B RE A i
) API,

3.3.5 Win32 FE T E R

FATAE Win32 S 7 ilExR 0 T 347 M52 s & i - I8 4 4] 2l 28 5 2 59 R /N e 2
nf P& AppDelegate. cpp A7 1§ smallResolutionSize #1 designResolutionSize & & {H /415
mF .

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



USING NS_CC;

static cocos2d: :Size designResolutionSize = cocos2d::Size(900, 640);

static cocos2d: :Size smallResolutionSize = cocos2d::Size(900, 640);

3% Cocos2d-x5|&

®e

static cocos2d: :Size mediumResolutionSize = cocos2d::Size(1024, 768);

static cocos2d: :Size largeResolutionSize = cocos2d::Size(2048, 1536);

AppDelegate: : AppDelegate() {

}

AppDelegate: : ~AppDelegate()
{
}

void AppDelegate: : initGLContextAttrs()
{

return true;

7 EiRACES o B AR AL 58 D47 A designResolutionSize #1 smallResolutionSize & & #5144
B (900, 640) , 3 BLFRATT T B AN MR TR A S T A T FRATT P A R

3.3.6 L FEPRES Iy IR ek

TEE AT e o 2 v 8 7 8 1) TR b 48 0 R SO (L e 78 3 R 0 R S S
WRFE Windows Fiid Visual Studio T Hiz4T Win32 T2, FoATH X 88 % 5 SC 4 42 1] 2

A FER M Resources HR TR LA T

MR AE Mac OS X T it Xcode T.Hiz 47 T,
D) 75 R X BE IR SR TR N ] Xeode TREH U N2 T2
R E RS R fF TR S 00m kb, 4
Resources 2f . 5t A7 BESE PN ] 3-9 FroR , 4332 L vh
ff) Add Files to “HelloWorld” #t i & 5 3¢ 4 XS AE , 40
K 3-10 fff 7, 1% H1 Destination— Copy items if needed
A DA SOl S e DR B 7 A ) B 2 A AR H SR
Hr. Added foldes Tt H & F T #8 i SC A4 J& o fige , & v
Create groups B, iZ X 4 J& % £ Xcode 1 /E b 4
(group) ,» H7F Xcode F B4 Ry & {7 ; 1 Create folder
references I . % SCHF I 7E Xcode AR SRR,
N AEJe 7 Xeode T EI A ¥ {4, fF Add to targets i

BRRAQAA®==nob 3 B B el
¥ [ Henoworld |
» | V| Classes
» I oo Show in Finder
> B Open with External Editor

Open As >

ClaseNormal.g
= Show File Inspector

= CloseSelected|
= HelloWoridprg  New File...

(U  Add Files to “Helloworld” ..

* | 7 Frameworks.

[ lion Lo

» [ mac New Group

|7 Products New Group from Selection
Sort by Name
Sort by Type

Find in Selected Groups...
Source Control >

Project Navigator Help >

B 3-9 WU s TR

> 31
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H A Targets, i) DU X S8 BT I SCF 25 1 31 Targets W, R Bl ™ dh— & K Aii o

B r Xcode P —A Targets HiFZL 5 - —ANAF & . IAFTHTRE -ATHATRS O, L

NEB: : X
T — AN FERIER,
] n =00 E~ [MResources - i (3] Q Search
Favorites \ "
8 71N 71N
< / o/
&5 iCioud Drive
¥ BRI ClogseMormal.png CloseSelected.png fonts
[T ]
o | r
- (=] ]
O = —
Ena HelloWorid.png [ nodet.png] [node2.ong |
Devices

£l sooTcame
@ saxa =
Destination: [ Copy items if needed

Added folders: ~ Create groups
O Create folder references

Add to targets: [ A HelloWorld-mobile
A HelloWorld-desktop

Mew Folder Options Cancel Add

3-10 3 45 9% R SC AR X iR AE

TE R 3-10 AT 7% By % 15 HE FR 38 m 25 8 0 A4 9 R SR Sk e S L il Add #EL IS i
e 3] Xcode, WA 3-11 Frs . B T WA A 3043 Xcode B Resources 2 R i .

RRRN > L n A e,

BR QA E p B
v [& Helloworld
b | 7] Classes
¥ [ Resources
» [ fonts
» [ res
|| CloseNormal.png
|| CloseSelected.png
| HelloWorid.png

B o g
» [& cocos2d_ibs xcodepro]
» [ Framewuorks
» [ ios
» [ mac

» [7] Products

B 3-11 s e S 58 %
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3.4 Cocos2d-x #Z > E &

Cocos2d-x AR M S I LEME & Z2 R IR T 3 il L 3l i e 52 28 A7l o dn S 36 L 7 5%
R G S R WA AL SR AL S . Cocos2d-x WP BYRLOHEZANTT -

« G * GfE

« Y5t o BOCR
)= i VA |
« W o M &

* KR 7B G
« R

AR RATN G G SRS LR A 2E . i T SR L AT ST —
T AR S 4 T AR S A TR 2 R

3.4.1 S

59825 Director(v3. 0 Z Hij & CCDirector) [ F & ¥ 5 X 4, R BB T, 7 8%
DNTREP A =DA%, TR RS R S EFE . FEHG RN A,
A Director SEHE AT

Ref

auto director = Director: :getInstance();

SREPOE"3 (1l

oy la) FI A 37 5 5

* i8] Cocos2d-x MYTL & 15 & 5
. %{f:‘% UK S IR 1 U DisplayLinkDirector
o FeAg A bR

Director ZE & 4N1& 3-12 fif7R .
MK 3-12 Fim R ik n] LIFR BB A — 4 F25: DisplayLinkDirector,

3.4.2 Yt

Y53 Scene(v3. 0 ZHijj& CCScene) s 14 i X8 19 T 2R THUE TN 5. 5%
RECAT LA R AT LS.
o JRIRKEY) R RO AR S {7 A0 A R L ST R SE B XK Y T 3 A 4 R
AR AR B4 .
o WG E. BB ETERS .
o WK R X WEARAY EE N

%] 3-12  Director 25 %]
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TE2EEC++ APISHFRIE FF &

Y52 Scene 2 EWME 3-13 fiac ., MEEIAT L, Scene 4% 7K T Node 2, Node J&—4>
\EPR AR ZHH I Node JIR A1 2k 41 Scene, Layer %,

Ref

i

Node

TransitionScene

%] 3-13  Scene ZX&|

3.4.3 )&

JERETRAT E E A AR T 0 S R AT RS AE T 99 %0 LA b R R AE 2 b S B KR
%, JZHE LML T Photoshop K E . BhiE—EZ—E&AE—E., K 3-14 &—fijH
B SRR, B RN =R,

ool s

MRz

==

2 3 LB
Kl 3-14  JE&EM

N TAEARFER R LG 77 A 5 — W ARUR X SRR AR E W s B . 2
8 B AU B9 BB FARYUOR . SRPJR>RRE>T5JE . Cocos2d-x 3% X K



3% Cocos2d-xEB|& |p 35

J7 R S LT . XA URT [RRE T S e AL RS2 R e B R G F A RS R
KR )2 R AT 52, R b, R — A2 T R W HEAE S T
ERAFEEEZE T B RN UAEREENSFENNFER.: UK K
RS,

JZ22% Layer 25 EIGNIA 3-15 FioR .,

Ref

R S R

L ScrollView J L LayerColor I [LayerMuEtiplexJ l Menu I

[ TableView ‘ [LayerGradiem l

& 3-15 Layer 25/

3.5 Node 5 Node EZ %243

Cocos2d-x R 2% (W) S5/ B HL I 5 L2 R R R SO (b Rk 1+ R G0 %15
HM(Node)Xg, —ANFRAUATZNE, AR XA DS 2R R SR K
FRLF REFXN G . BREE PR S LR 52 R R R SOKR B RURL T R 48
S IPOE

TR R AR W 3-16 FR

Scene |

0.1
0.1 | 0.17°N0.1
0.n 0..n 0..n 0..n
Sprite | l Menu | | ParticleSystem l | TMXTiledMap
0..1
O..n

Menultem |

3-16 WAL E B A
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TE2EEC++ APISHFRIE FF &

XS S — A2 E A A 2% Node, Node Z5E WA 3-17 ff 7~ . Node 2452 Cocos2d-x fix
REEMRE, RS2 R R SRR UK HE R T RS E R,

3.

Ref
[+Y
)
Sprite Layer
Label Scene
ParticleSystem Menultem
TMXTiledMap

& 3-17 Node KA

5.1 Node i) o 414

Node fE N EAMRZ ELEM KB, FHESNNH—T -

B4 75 5 . Node * childNode = Node: :create(),

BN B9 F 5 5. node->>addChild (childNode, 0, 123), %45 — 4> Z% Z %l 2 415
Jo B A RUE R .

4k T 75 5 : Node * node = node->> getChildByTag(123), i i3 #5 2 7 & T
node->>removeChildByTag(123, true) i@ id #5275 5. FRE LT %75 A5
i — 11k

node->>removeChild(childNode, true) i & childNode ¥ & . 35 1k Ir 5 1% F 10 &
=8k,

node->removeAllChildrenWithCleanup (true) #l & node 5 & B9 Fr 5 + 17 &, I3 1%
1k S5 5 i — Y BAE
node->removeFromParentAndCleanup(true) JA 4 F7 S M4 node 47 /5, I E= 1L R A
R BT fE.
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3.5.2 Node H iy ZEE Ik

H4h, Node iR AN IE # BEZE A JE M . position F1 anchorPoint,

position(fi B ) J& P & Node X 4 Y 52 b fi # . position J&§ P fE 11 6 2 A 6
anchorPoint J& £ . - T ¥ —1 Node X} 5 Chy i 46 T2 B ) K 1 L 55 AE Bt o 5 — A &
. FEEBIZEE N anchorPoint (4 &) , anchorPoint J& 14 &2 #H % T position 1 L £ .
anchorPoint i+ AR E(wl/w2 , h1/h2), & 3-18 fr/R& S T AN ZEIEN, wl &
B AR SO R AN ARKCPEE R w2 T SR R hl R BT RN R A T AR
FEHFEE b2 B EAMNREE., (wl/w2 , h1/h2) & 45545 (0.5,0.5), fr A anchorPoint
4 (0.5,0.5) ,anchorPoint By BRINEHE & (0. 5,0.5),

=T

¢
001

0=Cu/14
00¢=
[
=1q !

anchorPoint=(0.5,0.5)

w1=200

w2=400

wl/w2=0.5

(0.0)
Kl 3-18

& 3-19 J& anchorPoint 24 (0. 66,

anchorPoint (0. 5,0.5)

0. ) HIEM .

=CH

SO=CU/1Y
00T
00l=1y '

anchorPoint=(0.66.0.5)

________________ -
I
i
I
I
I
|
w1=200 ,
= w2=300 =
wl/w2=0.66

(0,0)
B 3-19

anchorPoint 24 (0. 66,0. 5)



38 4| Cocos2d-x¥IJEiL—x£EEC++ APISFk B F &

anchorPoint i 45 P A 3 { , — N &8 S 7E 1 S LA A B A, 2R 1K 3-20 iR
Rt anchorPoint (1,15 B — AN EE S AET S EEIE LT M. R E 3-21 prs, 1Lt
anchorPoint 5 (0,0),

anchorPoint=(1,1)

anchorPoint=(0,0)

(0.0) (0,0)

[&] 3-20 anchorPoint & (1,1) & 3-21 anchorPoint /(0. 0)

N T #E— T # anchorPoint ff5 F , F i 11E 2 HelloWorld 24, 16 2k HelloWorldScene. cpp
) HelloWorld: : initO) pRECANTT » o kL 57 0 7S (0 2 FAT TS I iy 4035

bool HelloWorld: :init()
{

auto label = Label::createWithTTF("Hello World", "fonts/Marker Felt.ttf", 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;

}

BATEERWE 3-22 s, Hello World % B T anchorPoint 2 (1.0,1.0) .
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@ Hettoworid = X

% 3-22 Hello World 4 anchorPoint & (1.0,1.0)

3.5.3  UERRIGER S

T — AR P EA — DA TEAR BT, B X ZORE Mg Y. mRFEY
s KT Rz sl ok L FRATT AT LUTE i XA P o (7 5 B (Scheduler) X4 2 45 X5 4 (19817
HEATIE . I Node S84 T Scheduler 38, B LFRATL AT LA 1 48 H] Node 1 i %€ I £%
AH G R EL

Node H By 2 B i A OC R FE 204 -

» void scheduleUpdate(void) : %> Node X £ B 28 F % oK %0, I8 4 X 4> Node X 42
W2 % B H B i B — ¥k B 2 19 update(float dt) BR%L.,

» void schedule(SEL._ SCHEDULE selector, float interval): 5 scheduleUpdate pf%X
TIRE—HF A [F) A9 52 FATT AT LAES & [l 4 ok 4 Gl 3 selector 48 7€) , AT LS i o 22
F& o 1] 9] B [ 1 ol

e void unscheduleUpdate(void) : & 1F update(float dt) pR %L &,

o void unschedule(SEL_SCHEDULE selector): A] L35 5& B4 ph 505 18 B,

o void unscheduleAllSelectors(void) : AJ DL{& -4 %,

g T k28 T X AE BRSO R A FRATTE 2 HelloWorld 524

& HelloWorldScene. h f#% , %5 Al update(float do) /B A 40F .

class HelloWorld : public cocos2d: :Layer

{
public:

virtual void update(float dt);

CREATE FUNC(HelloWorld);
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& HelloWorldScene. cpp fCHSUNF :

bool HelloWorld: :init()
{

auto label = LabelTTF::create("Hello World", "Arial", 24);

label — > setTag(123); @
/B H R
this — > scheduleUpdate( ) ; (@)
//this — > schedule(schedule selector(HelloWorld: :update),1.0£/60); ®
return true;

}

void HelloWorld: :update(float dt) @

{
auto label = this—> getChildByTag(123); ®
label — > setPosition(label — > getPosition() + Vec2(2, —2)); ©

}

void HelloWorld: :menuCloseCallback(Ref % pSender)

{

/745 1k

unscheduleUpdate( ) ; @

Director: :getInstance() —> end();

}

H T BBHETE init BRELZ AT IRIAR X R label, T ATTH Z AR E X R E Tag J& . H
I OFT S &% & Tag JE MR 123, H O RZHE T Tag J& % 8 H R 15 X Hr 28
IO S8

J T fiE % FF 4 R B B 7 EAE init PR K0T 9 A scheduleUpdate (L 45 @ 47 f% %) ok
schedule (W2 QTS

RIS EE @47 Y HelloWorld: : update(float dt) bR #5te: 8 BF ok 8k L K 5% 26 Xt 4 1 748 4k 32
IR DR S #Y . XM AR B, FUR L EAR 2 X R Bl ok A © 47 AT a2 i
ERLE

RN =l A I (B N S - S i N S S T | o - e R R AV =
unscheduleUpdate O 5ff J& 5% 11 1 B update, @05 J2& HAth i 98 B2 28 00T LLR ] unschedule 3§
unscheduleAllSelectors 15 I ,



$3Z Cocos2d-x3|E |p 41

3.6 Cocos2d-x ¥R Z&

1E B SN XL FH T S v M B AR 3 F 28 . FATTAE Android A1 iOS 28°F &
JO7 FH O K B B Ao e T 1) — 4 Al b 2R B SR RO AR 72 LAY . T AE Cocos2d-x AR Bs & v B9 J5 T
JEAEZE T A LT H Cocos2d-x AR AR £ ST Ly« fH 57 AL Bp FIAS TR AL g

3.6.1 UI ks

UT 4 bR /& Android il 10S %5 R HIF S 1 (e 08 FH I 4 A i J . 8 09 D A #E 7
(0.0) o TAMOLAE 3-23),

’: ‘ U M4 B R 18 22 L x Bl 4 iy il RO iE . 3%

fiT4E Android 1 1OS 455 4 {ff FH 19 W0 18T | 5 12 45 4 2 308 < 5 A

HedR FR o BRI Cocos2d-x BRINANZ R AT UT Ak b o (B2 AT B I ik
oo T2 UT Ak 491 U075 fsh 55 25 4 e A= 0 A FAT T 25 4R A% —

¥ A X 42 (Touch) , il X 42 (Touch) #24E TR Z A0 B A5
Fl 323 ULths I BRI I T A PR A T
Vec2 touchLocation = touch - > getLocationInView();

i getLocationInView () bR U ARAS fib 55 55 AR bR R 52 Lt 2 UL 2k AR, B A9 AL bR R A5 7
22 LA A& Cocos2d-x BRINAR R, FoATAT AR T 1 A 15 ) 3817 5% e .

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

S b AR RE A AT A i s 7 BN UT AR FRFE 4R OpenGL A2 5, OpenGL Ak 45
W& Cocos2d-x BRINAL AR .

v+ A
3.6.2 OpenGL 2 br
FATERTHE 2 2 T OpenGL A F5 . OpenGL Ak Fr 2 Fh = 4
AFR. BT Cocos2d-x JIK)JZ R OpenGL {5 4, [H gt BRIA A6 45
W& OpenGL At bR, HARGE R 4E (x Fl y B . WA Z & 2 00 ot
B, OpenGL A bR B JF S 76 A2 F F CULIEL 3-24) K 3-24  OpenGL A F5

B ZfAFHRIE 2O RR TN AFEEREF AN, AFLEA 288
B, 4B 3-25(a) B, AF 2 4AFR2 2@ REZ, B 3-25(b) Ff 7.
OpenGL %472 & F 247, M 3K F & 49 Direct3DV £ £ F & 47,

@ Direct3D(fA i D3D) & 4%k 2\ 7 4 Microsoft Windows #/E R 48 L i JF & ) — & 3D £ & 4 #2422 10, J& DirectX
B —#B 45y, HAT A& R B RLEE. B5 OpenGL [R] R 5 HL4: B 8R4 R 5 1L 6k s i B 4 B gl 4 0 2
— 5| H F4E 3T Bl http://zh. wikipedia. org/wiki/Direct3D
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y+ y+
z Zt
(0.0) 0.0))
xt xt
e %
(a) (b)

[ 3-25 =4EakbR

3.6.3 RS AR BRI AL bR

i T OpenGL A5 XCA] D43y th 57 A A AR AL A2 A, if L Cocos2d-x 1Y Ak bRt A i 57
A R FIAR R AR A

PRIER A 1 X FERY Rl 22 07 . 9k = 25 R IR/ E 1000 K, 7w 43 5E 500 >k, RP %) H
(. 2R DY 23 5 R AR 1) A7 E 1000 2K, 1] 2238 500 2K, RIS 5 A 4. 53 B 33 vk ml0r
HOAT LR B R 4R 09 Hh . 5K =R FH 0 Ak Ay R i B A

y+i
AR 2 I R B R A R [ AG
e TSR A R A AR B A B -
Wy A BB TR B 23 R AT R A AR T 1
il |
BMNEAK 3-26, NI AT LIAES] A B FRE G5, Coo 5 6 xt

B (R A BRI (6,4) , 5 52 13X 4 A i (a2 thE A Ak A . G 2R
KH A BRI AR AR R AR B A7 & W B By AR 2 (1, — 1),
AR FRATT T Nt A A bR 5 R R A AR HAH A 4 . FRATT AT LU F Node X4 bR %k
S
e Vec2 convertToNodeSpace (const Vec2&. worldPoint) : ¥ tH 5 A 475 5% $ Ay 455 70
AERR
e Vec2 convertToNodeSpace AR (const Vec2&. worldPoint) ; ¢t F Ak 47 i H Sy 485 90
AE bR s AR R AHXT T4 A5
» Vec2 convertTouchToNodeSpace(Touch * touch) : Jf tH LAk f Ho firh 15 x5 55 Jt Sy 45
LY 7
* Vec2 convertTouchToNodeSpaceAR (Touch * touch): 1 5 Ak b v fl 358 15 4% 4
SRR AR AR AR R A G T A .
+ Vec2 convertToWorldSpace (const Vec2&. nodePoint) ; ¥ 45 %I A b 4% 4 g 1 7L
AR

& 3-26 A Ak AR LSS 7Y AR AR
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e Vec2 convertToWorldSpaceAR (const Vec2 & nodePoint) : 45 71 Ak b 5 46 Ayt F
AB AR AR 7R AT T4 A

A8 P B TR AR AR SRR R A bR ERE

1. it 57 AR AR B 1 A B AR AR

Pl 3-27 g H: S Al b e 46 SRy 155 B AR AR S s AT 45 2R

W‘—

(400,500)
B

Node1 il 5=(1.0, 1.0)

(€]

(0,0) X+
[ 3-27 T A R A 4 oA AR TR AR B

FE A AT B4 Node %, 36 Nodel [ 4 £ (400, 5000, K/ 300 X 100
%% . Node2 8 Fi (200, 3000, K/MIBJE 300X 100 125 . 3 49 A5 35 5% |- B A2 tt 3
0 A B R R I 22T

G5 R AT

bool HelloWorld: :init()
{

if ( !'Layer: :init() )
{

return false;

}

/e EE =
auto bg = LayerColor: :create(Color4B(255, 255, 255, 255));
this —>addChild(bg, 0);

CXC)

// 8% Nodel
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auto nodel = Sprite::create("nodel.png"); ®
nodel — > setPosition(Vec2(400,500));
nodel — > setAnchorPoint(Vec2(1.0, 1.0));

this - > addChild(nodel, 0); @
/ /4 % Node2
auto node2 = Sprite::create("node2.png"); ®

node2 — > setPosition(Vec2(200,300));
node2 — > setAnchorPoint(Vec2(0.5, 0.5));
this — > addChild(node2, 0); ©®

Vec2pointl = nodel — > convertToNodeSpace(node2 — > getPosition());

® O

Vec2point3 = nodel — > convertToNodeSpaceAR(node2 — > getPosition());

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

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

return true;

}

RGO~ Q1T R A # T B A2 2, B & — D HAR 900 X640 K/ E, H
ColordB(255, 255, 255, 255) 2 @ & — > [ 20 {4 XF 5 . DU A~ 250457 3 = m B ) RGBA
fH. RIBEQ~DFT A H Nodel X4, 1% E T 17 & Ma B, RO ~O 7 &4
i Node2 X4, IF & & 70 & Fg i8Ik . 55 OIT UK Node2 (14 F A brf 6y AH X T
Nodel AYBERIALFR M55 @ FTACAD 2K LAY . B AR T4 A &

BATE R

Node2 NodeSpace = (100.000000, —100.000000)
Node2 NodeSpaceRR = ( —200.000000, —200.000000)

i 3-27 AR — T« Node2 iy it B A AR e 4 S AHXT T Nodel LRI AR A5 , f 2
¥ Nodel 72T fAE R A AR S (B 3-27 TRl A gD ARMETHS A SS9t A AR bR J2 (100,
400) , I 4 convertToNodeSpace pPRZUHL & C S ARFRIE 2 A S ABFR, 250 2 (—100,100),

M convertToNodeSpace AR PR EE 2 B4 v, R AR #R J5 5 2 B L, C S AR BRIV 25 B S
AB bR L &5 R (— 200, —200)

2. B ARARER IR At R AL AR

[l 3-28 S A5 T A B Bz 481 g e J AR A 1) SE 9 1B AT 45 2R

e R 57 A P54~ Node Xt 4. Hot Nodel B9 A8 52 (400, 5000, K /N2 300 X 100
%% . Node2 il & 7F Nodel 1y, /N & 150X 50 {5 %, Node2 #H*%F F Nodel [ % A
Frde (0, 0),
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V+—

(400,500) i £1=(0.5, 0.5)

(0, 0} H £=(0.0, 0.0)

(0,0) L5
[ 528 U A FRAEH Y HE 5 A

TSR AW LI

bool HelloWorld: :init()

{
if ( 'Layer::init() )
{

return false;

/e EE =
auto bg = LayerColor: :create(ColordB(255, 255, 255, 255));
this — > addChild(bg, 0);

/ /4 Nodel

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

this — > addChild(nodel, 0);

/781 % 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);

ERCES)
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Vec2point2 = nodel — > convertToWorldSpace(node2 — > getPosition());

©®

Vec2pointd = nodel — > convertToWorldSpaceAR(node2 — > getPosition());

log("Node2 WorldSpace = (% f, % f)",point2.x,point2.y);
( [

log("Node2 WorldSpaceAR = (% f, $f)",pointd.x,point4d.y);

return true;

}

R 1T 2 4% Node2 jit £ Nodel o, X 2 5 Z A AR 1 DO . XA 56 O
A AT B ) AL bR sl 22 i T AR T Nodel BUBERIAR AR T .

RIS EE @A 8 Node2 fREY AR R e 46 oy il LAl bR . T ARTS 25 © AT 22U B J2 AR 0
TR

BATERUT

Node2 WorldSpace = (250.000000,450.000000)
Node2 WorldSpaceAR = (400.000000,500.000000)

Kl 3-26 Fras gz g, nl DUR R A brdi ik . U2 O~ O B in T -

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

KENGE

WX AR W) L5 FE T LT f# Cocos2d K&, Cocos2d-x & it H #r. SRk Jg I — 1
HelloWorld Jig Xk F¥ 4 . %2 2] T Cocos2d-x BAZ & X S S ds . i s 2 KR
R FLAEAT X4 . B, AT E 5% 2] T Node F1 Node ZH 44 .



