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ShinyCocos

CocosNet

Cocos2d-Android

Cocos2d Cocos2d

P~ Cocos2d-Android-1
python iphone

CocosCairo
Cocos2d-JavaScript
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(1) ShinyCocos: {fi il Ruby Xt Cocos2d-iphone #4785, ffi /] Ruby api % .

(2) CocosNet: s&1F MonoTouch E& FA#i Y Cocos2d 512, % . NET 23 .

(3) Cocos2d-android: &4 Android ¥ &1 H Y Cocos2d 5|28, % ] Java 328 .

(4) Cocos2d-android-1: &5 Android “F& i FH Y Cocos2d 5%, % ] Java SZH0 . |
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Windows, Linux fl Mac OS X, # 3¢ & %5 i0S. Android, WinPhone , Bada . BlackBerry Hi
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A

JavaScript binding
Lua binding
Windows Linux iOS Android WinPhone
Mac OS X Bada BlackBerry MeeGo

OpenGL ES 1.1
OpenGL ES 1.5
OpenGL ES 2.0

DirectX 11

& 3-2  Cocos2d-x ¥ it HFr
S XoF 33 A7 008 AT LA JavaScript F1 Lua® ¥ & Ak
3.2.3 Cocos2d-JS 5|#

Cocos2d-JS B3 AE % I b . i 1918 5 52 JavaScript. 5 EF-. JET Cocos2d-]S 5]
BT R B FE R, — J7 M J2 i Cocos2d-html5 5|25 7F Web W 5 &% Fizf7, 55— &
@ 1 JSB(JavaScript binding) 4% AR id Cocos2d-x 5| AE AR #1312 F7., Cocos2d-]JS iz 17 )R
e 3-3 froR.

Cocos2d-JS Games
Cocos2d-IS API

Cocos2d-html5 Cocos2d-x JSB

SceneGraph JS VM (SpiderMonkey) JavaScript Bindings
Editor

Resources i Support Cocos2d-X

Loader Plugin-X

WebApp - A ‘ = - -
b

% 3-3 Cocos2d-JS i8 475

Mobile

-
Browsers Browsers

@ Lua & —N/NS I ATE S, 2 M5 B 25808 /5 K 3 #K 2% (Pontifical Catholic University of Rio de Janeiro) B
) —A~WF 55 /N4 . 1 Roberto lerusalimschy, Waldemar Celes il Luiz Henrique de Figueiredo JIT 40 i, 3 F 1993 4E JF
k. —5 BT HEHR(http://baike. baidu. com/view/416116. htm? fr=wordsearch) ,
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Cocos2d-JS 55 Cocos2d-x #l tb B Jg it . AN ] LUTE AR Hi 32 47, 38 ] DAAE Web 3% % I

BT
3.3 % Cocos2d-JS F & IfiE

i/l Cocos2d-JS 512 I K i xk » 2 A9 2 7 A0 RS )& JavaScript 15 5 » K b, FLI& RE 45 I
% JavaScript i 5 T. HA&8 & H T Cocos2d-JS JiF #k JF % . A~ F5 #f ¥ WebStorm F1 Cocos
Code IDE T H.,

3.3.1 #% WebStorm JF %z 25 8%

FE FE—ZfHT WebStorm JT & T H. . & A6 % 55 19 JavaScript JF & T.E. , WebStorm .
Hoa] DU & AL T Cocos2d-JS 51# Y JavaScript F2 7 A0 AS , 8 2 0 4 0 78 3 i H g i3
T7E Web WY 4% L.

WebStorm “Z 4 FE7E L —HE &N 4 1, H 2 ZAIF & T Cocos2d-]S 51 %1y
JavaScript 2 [, I8 T B % % Google Chrome ] % #% #1 JetBrains IDE Support i 4.
Google Chrome W W28 Z AN FHAFH . X B H SN 4 JetBrains IDE Support #if4 .

JetBrains IDE Support & % 35 #£ Google Chrome W % #% F W1, E 2N T B &
WebStorm T. HJEi&{#i FH Y. JetBrains IDE Support i {4 % 3% 13 #2 2 7F Google Chrome W
o 28 19 ™ HE % A https://chrome. google. com/webstore/detail/jetbrains-ide-support/
hmhgeddbohgjknpmjagkdomchmhgeddb Py %5, %3¢ s AN & 3-4 ffr7s . % oL o Al DL
“ELA N E CHROME i #l 22 3 48 14

A ) JE A AR 0 YE AN A bk A s B0 TB B AR B R n far 4l R AE S T T R

4.

3.3.2 $4 Cocos Code IDE JFR 15

Cocos Code IDE /& Cocos2d-x H BN % 8, FH T H % Cocos2d-JS Fl1 Cocos2d-x Lua 4
SE YU A T H B R BT Eclipse® F & 19 JF & T H ., Eclipse 3t T Java, % #3217 Cocos
Code IDE T K., %4 %% JDK 8¢ JRE,JDK J& Java J¥ & T B4, JRE & Java 473 54

1. JDK T#H &R %

K 3-5 ffin42 JDK 7 R B, e )R 2k &2 hetp://www. oracle. com/technetwork/
java/javase/downloads/jdk7-downloads-1880260. html, e IR Z MR AS . 14 2 306 B %) M7 )
BAER G, L S 32 ik J 64 42 % 1 SCAE

® Eclipse &—MIF GRS H LT Java AP RITETFE. HAGW S . & R 2 —MERM—41 k5. 1T
A A T R B, s SR, Eclipse B T — bR RS 4 S Java TR T E (Java development Kkit,
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(_ JetBrains IDE Support - X

€ - X |@ https://chrome.google.com/webstore/detail/jetbrains-ide-support/hmhgeddbohgjknpmjagkdomcpobmillji ¢ =

o Chrome [ LR FBE o 28 v BE |
R : X
"JB > JetBrains IDE Support ExZEa

Sohokkok (197) | EEETE | 5RE wwwjetbrains.com

33 i L nx 8+ 208

HTML/CSSlavaScript editing and
JavaScri ing using i

IDEs.

IntelliJ IDEA 12+, WebStorm 6+, PhpStorm
6+, PyCharm 2.7+, RubyMine 5+, AppCode
2+

& 3-4 4¢3 JetBrains IDE Support ffi {4

Java SE Development Kit 7u51
You must accept the Oracle Binary Code License Agreement for Java SE to download this
software.

Thank you for accepting the Oracle Binary Code License Agreement for Java SE; you may now
download this software.

#roduct | File Description File Size Download
Linux ARM v6/N7 Hard Float ABI 67.7 MB 3 jdk-7u51-linux-arm-vip-hflt.tar.gz
Linux ARM vBAT Soft Float ABI 67.68 MB ¥ jdk-7u51-linux-arm-vip-sfit.tar.qz
Linux x86 11565 MB ¥ jdk-7u51-inux-i586.rpm
Linux x86 13298 MB ¥ jdk-7u51-inux-i586.tar.gz
Linux x64 116.96 MB ¥ jdk-7u51-inux-x64.rpm
Linux x64 131.8MB  #® jdk-7u51inux-x64.tar.gz
Mac OS X x64 179.49MB ¥ jdk-7u51-macosx-x64.dmg
Solaris x86 (SVR4 package) 140.04 MB ¥ jdk-7u51-solaris-i586.tar.Z
Solaris x86 95.13MB ¥ jdk-7u51-solaris-i586.tar.gz
Solaris x64 (SVR4 package) 2453MB  # jdk-7u51-solaris-x64.tar.Z
Solaris x64 16.28MB ¥ jdk-7u51-solaris-x64.tar.qz
Solaris SPARC (SVR4 package) 139.38MB ® jdk-7u51-solaris-sparc.tar.Z
Solaris SPARC 98.19MB ¥ jdk-7u51-solaris-sparc.tar.gz
Solaris SPARC 64-bit (SVR4 package) 2392MB ¥ jdk-7u51-solaris-sparcv9.tar.Z
Solaris SPARC 64-bit 18.33MB ¥ jdk-7u51-solaris-sparcv9.tar.gz
Windows x86 123.64 MB  # jdk-7u51-windows-i586.exe
Windows x64 12546 MB ¥ jdk-7u51-windows-x64.exe

Kl 3-5 T# JDK
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T #5E JDK IR 2458 U 7 Z R R L i, 2R E JAVA_HOME #5748
o TIPSR B U E R AE L A 3-6 s, T LUAE P 8 o (2B B0, R R 2
JOERGALE CR 8o E WP PO B SEA  . — BT A AR i

WHA

iR
guand_000 HIFFZE(U)
EE =1 ~
ANDROID_SDK_... H:\adt-bundle-windows\sdk
ANT_ROOT H:\adt-bundle-windows\apache-ant-1.9....

COCOS_CONSOL... C:\Users\guand_000\Documents\cocos2...
MOZ_PLUGIN_PA... C:\Program Files (x86)\Foxit Software\Fo... ,

CHOE ST
o ——

EHEE(S)
=3 & A
ComSpec C:A\Windows\system32\cmd.exe

FP_NO_HOST CH.. NO
NUMBER_OF PR... 4
0s Windows_NT ©

FrW.. || ®s0. |[ ®eo |

L ome || mE |

Pl 3-6  PREAR i B G AE

TE FH AR 3 0 B AL B X G AE A R 3-7 TR, IRE AR 447N JAVA L
HOME, 2281 Jy“C:\Program Files\Java\jdkl. 7.0 21”7, 2T E{HMNM KK,

REArEE
TEE(N): |JAVA HOME |
Z=EE(V): | C:\Program Files\Java\jdk1.7.0_21 |
omE | mw |

K 3-7 #& & JAVA_HOME

R T i Ik T A JTDK MUAS X TR A 52 08 8 AT DUAE B A B PATH GBI C:\
Program Files\Java\jdkl. 7.0 21\bin f&4#, d0K 3-8 frx. fE P 28 p k3 PATH,
HITIF PATH B XHEHE 40 & 3-9 fron 3Bl C:\Program Files\Java\jdkl. 7. 0_21\bin,
W3 PATH Z B 4535 5 F .
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RAER

guand_000 MIRIFZEE(U)

2= =1 o]
JAVA_HOME C:\Program Files\Java\jdk1.7.0_21
MOZ_PLUGIN_PA... C:\Program Files (x86)\Foxit Software\Fo...

NDK_ROOT H:\adt-bundle-windows\android-ndk-rad

PATH C:\Users\guand_000\AppData\Roaming... |¥
| WEN. || s86- || o) |

EiHTE(S)

= & 0

ComSpec C:\Windows\system32\cmd.exe

FP_NO_HOST_CH.. NO
NUMBER_OF PR... 4

0os Windows_NT >
| mRw.. || ®s0. || BRO |
| m= | mw |
K 3-8 MBEAr i PATH % & XHEAE
EERrEE
TEE(N): |PATH |
TEEV): |-/bin:|

[ me || ms |

3-9 PATH &M i HE

2. Cocos Code IDE T#fn=3

Cocos Code IDE T # ik & http.//www. cocos2d-x. org/download, & ¥ % &% o 51 1

WA 3-10 fizs . EEEAER SO F 3, BT $F Mac OS X JRA Fil Windows A, &
Windows 41 32 {ii Fll 64 {3 Z 43, i A7 % % (setup) Wt AS Fil e 45 (zip) WUAS 2 45

X HF 38 J& cocos-code-ide-win64-1. 0. O-rcl. zip i s A4S, ff & 2 J5 % 3] Cocos

Code IDE. exe X247 1] LLJ3 3 Cocos Code IDE T. H., 7£ )3 3l i #2 tp 75 B 1B & Workspace
H 5%, gl 3-11 iR , Workspace H g2 TR E S, 025 8E OK #4, ik
W H AR B
Cocos Code TDE HA& i faf fif HI 7 J5 I 5555 B 41
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( Download Cocos2d-x C %

€« > X [ [ www.cocos2d-x.org/download 9 B =
-
H ﬂ Cocoe Studlo
Cocos2d-x Cocos2d-JS Code IDE Cocos Studio
Written in C++ and OpenGL ES Include Cocos2d-htmi5 and Cocos2d-x official IDE for Lua and A game development tool kit based
1.1/2.0, offers C++ and Lua API, runs Cocos2d-x JavaScript binding, offers JavaScript coding. oon Cocos2d-x, containing Ul Editor,
on i0S, Android, Windows Phone 8, JavaScript friendly API. Applications Animation Editor, Number Editor,
Windows, Mac OS X, Linux and developed by Cocos2d-JS can work Number Cruncher, and Scene
more. on web browser and native Editor.

platforms.

Download v3.0 RC2

Mac 0S X 1.0.0-RC1Dmg

Win JDK-64bit 1.0.0-RC1 Zip
Win JDK-32bit 1.0.0-RC1 Zip

Win JDK-32bit 1.0.0-RC1 Setup

Download v1.6.0.0

Cocos Studio For Macv1.0.0.0

Downloadv2.2.3

Download Builder

Looking for an older version? 0oking for an older version?

Looking for an older version?

&l 3-10 K%k Cocos Code IDE

Select a workspace

Cocos Code IDE stores your projects in a folder called a workspace.
Choose a workspace folder to use for this session.

[#] Use this as the default and do not ask again

& 3-11 #$& Workspace

3.3.3 F#EAEH Cocos2d-JS 1 Ji LM

B 4eF] Cocos2d-JS B Mk N # Cocos2d-]JS JF & 4L, H #j Cocos2d-JS 3.0 s & R
22 KA. Cocos2d-JS 3.0 T 8 E 5 09 H sk 25 &l 3-12 PR,
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| ] ] ]
build docs frameworks samples templates
tools Aravis.ym| AUTHORS CHANGELOG CMakelLists.txt
LICENSE README.md setup.py

3-12  Cocos2d-JS FF &L N %

W RAREE ATy B9 246 7T DLk A B build H 5%, build B s i 245 K 3-13 s,
XEAEENEEMFEMBSITEMG LTRSS, H, cocos2d_jsb_samples. xcodeproj
A Cocos2d-JS Z M i) Xcode T. 8% 34, cocos2d_jsb

cocos2d_jsb_samples.xcodeproj

_samples. vc2012. sln X2 Cocos2d-JS ZE ] Win32 ¥ @ android-build.py
&F Visual Studio 2012 Y7 % 1 android build, py | |5 st i cation
JETE Android V&5 F 4 1 Flis 47 8 B i 1 install-depe-linux.sh

WRAE Windows T2 2 FI &, — IE AT cocos2d_ & 3-13 Cocos2d-JS IF % 44 build
jsb_samples. ve2012. sln P J7 2t nl L1 W2k JE 3) EEJLE

cocos2d_jsb _samples. ve2012. sln fi# o 57 2, W) @k A 0
Kl 3-14 Fr7n By Visual Studio 2012 51 . H A Y js-tests L2 2 Cocos2d-JS ‘B Jr 2 L i) %
@JIE T ZE e js-tests TTAE AEAT i o i Y PRAESRE B b S RN E R S I H " 2 R R

17 B TEHAE R R T R P L3217 js-tests TR,

B UGB AT E g Cocos2d-JS I [H] 23 K — 28 iz 17l ok 2 5 23t B —A> Windows 1 % I
[antal 3-15Ca) B I, Beff He e (9 — A2 AU n] LIz 47 A0 DA 79 1 LAl 3-15(h) iz .

WP AL FE js-tests JEACH, RN HE# 1 Visual Studio 2012 #FH , 75 2 5| < Cocos2d-JS
5| % H 5k >\samples\js-tests\src H T i  CA 448 T H ok & WebStorm T.H.,

HE | ,<<Cocos2d-JS 5% H 5t >\build B 5 T.1 X H 2 %1% Cocos2d-x IR
BT ISB i 17, AN RENE I o ik 2 TR MR Wb (1) JavaScript {85, B TREB A F .
BB Iz AT B P Y JavaScript 40A% . 7T LLAE WebStorm T H g '8 58 ] T 8%, 45 B2 41
HAR L 258 3 WebStorm, % £¢ File>New Project from Existing Files A4, 1% Ff 6 & &
j‘JT}J\E AAETE R SCAF A WebStorm T2, 5 i AN &] 3-16 PR MHEHE . BE#FR &5 — 1> ik

XA 3 TR R R SO AEAS M R I AT L Web IR 55 4% .
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Do cocos2d_jsb_samples.vc 2012 - Microsoft Visual Studio TR (Cirl+0) P = 10 x
MR Wl H8w JEE tsE @R Bl sougy TAm MRE SO S @0 TR

; H - - - B T Windows TR - B - Debug -~ Win32 - Ao nC
i e & H5E L.

% FRER

% S RPN Cirl+) Ah-

L

B B & oo jub wemplewcd 3 (22 4

b B js-encanmwarricrs

b = Classes
b S resource
b B win32
b S R
[ libAudie
B libBox2l
B libchiprmank
B libencos?d
B ibCocoBuicher
4] il Cocosiud i
%] libEstersions
[/ libesLu
[ libs<8inding
%] libs=BindingForBuilder
[l libsEDindingForChipmunk
B libJ&BindingForbtersion
B libSBindingForGui
B lib SRindingFarl ncalStarsge
S libSRindingFarNetucek:
Iila ISBindingFarSping
%] libs=BindingForSudio
%) libLocalstorage
[ libiNetwork
%l likSpine
1 »

e
& 3-14 Cocos2d-JS Z i

e

T T T YT T T T T TV TTTTTTT TV

ActionManager Test

Actions Test

Chipmunk Test
Click and Move Test

ClippingNode Test

CocosDenshion Test

CocoStudio Test

GL verts: 334
GL calls: 15

60.0 / 0.001 DrawPrimiekomated Test: Off
(@)

B 3-15 BA7 2
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cc.skewTo / cc.skewBy

GL verts: 304

GL calls: 10 '
.67 000 4l @ Iop Main Menu

This wizard helps you create a project from existing sources.
Select scenario:
WebStorm O Web server is installed locally, source files are located under its document root.
You are ready to go without copying anything.
O Web server is installed locally, source files are located elsewhere locally.
Source files are copied to project root, then synchronized with server when necessary.
O Web server is on remote host, files are accessible via network share or mounted drive.
Source files are downloaded to project root, then synchronized with server when necessary.
OWeb server is on remote host, files are accessible via ETP/SFTP/FTPS.

Source files are downloaded to project root, then synchronized with server when necessary.

@[Source files are in a local directory, no Web server is yet configured.)

A folder with source files is added to project, server synchronization can be set up later.

‘Erevious “ Next H Cancel H Help

B 3-16 el E &

B JavaScript ## HTML % Web X #3547, % £ F 5] — /A Web REE T,

TEE 3-16 FroR FHE B J5 By Next #fH iF A E TR B kXSG 42, an &l 3-17
iR s i #E<Cocos2d-JS 5% H 5% >, SR J5 HLifi Project Root %41, I & TR J5 , Hili Finish
PR SE B E S R . B P ANl 3-18 f s,

£ AUHAR T %% £ Samples — js-tests > index. html, A7 7 # Hi (9 PR B8 S5 5L b 2 4%
Debug “index. html” 454 , WebStorm £ J7 35 Google Chrome W % #% , 4N & 3-19 frz~. LAY
K BAE W BT 4% 23 3l js-tests T IT M
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Hide path
0c0s2d-js-v3.0 |

W cocos

#-[1 cocos-code-ide-win64-1.0.0-rc0
W cocos2

W cocos2d-js-v3.0-rc1
1 .idea

31 build

B1docs

£ frameworks

[ samples

[ templates

cocos2d-js-v3.0

o P =

[Erevious ]I Finish ” Cancel ” Help ]

Bl 3-17 i E TRRHE X

File Edit View Navigate Code Refactor Run Tools VCS Window Help
1 cocos2d-js-v3.0-rc2 |

[iindexhtmi -] b %€ » Q

D | 8

= cocos2d-js-v3.0
- build
#-E1docs

-1 frameworks
-1 samples

[ js-moonwarriors
[js-tests

#[.idea

=+ lib

71 project

—[res

s-CIsrc

i cocos-project.json
[l .gitignore

[ CMakeLists.txt
i index.html

[ main.js

i mobilePage.html
— & project.json

— [l TestCase.html
&1 templates

#-E3tools

[l CHANGELOG

[l CMakelLists.txt

—[El LICENSE

—[El README.md

«} 7: Structure

» 2: Favorites

% Event Log
I |

2 6:TODO @ Terminal

| [@

Kl 3-18 xRN
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“JetBrains IDE Support EZEIEMARER, | BUS |

%#3% Hello Cocos2d-JS [P 61

FIFFRARER % J @l Cocos2d-HTMLS Test € x

2/cocos2d-js-v3.0-rc2/sample

tests/index.html

ScDe

ActionManager Test
Actions Test
Bake Layer Test
Box2D Test
Chipmunk Test
Click and Move Test

ClippingNode Test

CocosDenshion Test
CocoStudio Test
CurrentLanguage Test

DrawPrimitives Test

Automated Test: Off

| B =

&l 3-19

3.3.4 fHH API CHY

I8 3 Google Chrome I % %3

M Cocos2d-JS B I F#H M IF K A APT SCH, AT LUl J Cocos2d-JS B T B TEL
AP Y, vT L3 i http://www. cocos2d-x. org/wiki/Reference % #& Cocos2d-JS Online
API Documentation it AfEZE APT SCRY, 4018 3-20 Frzs . ] LATE 70 41 #8 SCAS HE v i A2 i)
A AR BNESLI ) N2 WK 3-21 FiR

) Reference | Cocos2dx % J @ Class Index | JsDoc Ref. x

@) Crns

_global_
cc
ccs
cc.animationCache
ccArrayForObjectSorting
ccaudioEngine
</ ccClass
+ coAction
ccActionManager
coAdtionTweenDelegate
ccAnimation
ccAnimationFrame
cc.Component
cc.ComponentContainer
cc.ContainerStrategy
cc.ContentStrategy
+ ccEvent
ccEventListener

cc.GLProgram

cc.GridBase

ccHashElement

C' [) www.cocos2d-x.org/reference/html5-js/V3.0/index.html
9 J

File Index
cocos2d\actions3d\CCActionGrid. js
cocos2d\actions3d\CCActionGrid3D. js
cocos2d\actions3d\CCActionPageTurn3D. js
cocos2d\actions3d\CCActionTiledGrid.js
cocos2d\actions\CCAction. js
cocos2d\actions\CCActionCatmullRom. js
cocos2d\actions\CCActionEase. js
cocos2d\actions\CCActionInstant. js
cocos2d\actions\CCActionInterval.js
cocos2d\actions\CCActionTueen. js
cocos2d\audio\CCAudio. js
cocos2d\clipping-nodes\CCClippingNode. js
cocos2d\core\base-nodes\CCAtlasNode. js
cocos2d\core\base-nodes\CCNode. js
cocos2d\core\CCActionManager. js
cocos2d\core\CCCamera.Js

cocos2d\core\CCConfiguration.js

w JB =

3-20

Cocos2d-JS 7E2k API 3C#Y
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x
) Reference | Cocos2d-x % J [l Class Index | JsDoc Refc x %

€ - C [ www.cocos2d-x.org/reference/html5-js/v3.0/index.html w B =
Class
) rnrns cc.Sprite
Defined in: CCSprite is
home | files Extends cc.Node
[Sprite]
= ccClass
5 ccNode (lass Summary
+ ccMenultem C il C Name and
) cc.ScaledSprite cc.Sprite()
=) cc.Sprite cc.Sprite is a 2d image (
T http:/en.wikipedia.orgiwiki/Sprite_(computer_graphics) )
1 cc.SpriteBatchNode cc.Sprite can be created with an image, or with a sub-
) cc.SpriteFrame rectangle of an image.
cc.ControlSwitchSprite
_J cc.Scale9Spritesctor
") cc.spriteFrameCache Field Summary
B ERIEEE Field Attributes Field Name and Description
) ccs.spriteFrameCacheHelper
atlasIndex
-The index used on the TextureAtias.
batchNode
Cocos2d-htmi5 v3.0 RC2 - The batch node object if this sprite is rendered by
Generated on: 2014-8-11 14:58 cc.SpriteBatchNode
Template based on: Codeview 1.2 <static> cc.Sprite.createlithSpriteFrame
© 2012-2014 Cocos2d-x.org
<static> cc.Sprite.createliithSpriteFrameName
<static> cc.Sprite.createliithTexture
dirty
- Indicates whether the sprite needs to be updated.
£1innedx M
E—

Kl 3-21  ATEZ APT Ul 2

3.4 ZE— Cocos2d-JS iF¥

9 5 15— Cocos2d-JS F2JF . fir 44 K Hello] S, % T2 It % > HAB M N 25 .

3.4.1 Q& T

B Cocos2d-JS TR AN LAl it Cocos2d-x #2 i fir & T. A Cocos 52 B . (HIX Fh 5 A
fit 5 WebStorm m¥ Cocos Code IDE £ i JF & T HAR 47 4 il , AN TR 7 2 5 AHIL . H
T Cocos Code IDE T H. &2 Cocos2d-x IF & M%7~ Cocos2d-JS Fil Cocos2d-x Lua %%
T P ] Cocos Code IDE T HAR 7 #4]# Cocos2d-JS TH2.

B FHEAE Cocos Code IDE T . H ArSe it B JavaScript fE42, T JF Cocos Code IDE T.
H.,#%# Window—>Preferences fiy4 . it i X iHHE , WA 3-22 Fion . i $f Cocos—JavaScript .
T4 i1 1 JavaScript Frameworks 51| R AE 1 #<Cocos2d-JS 5|2 H 5>,

JavaScript HE 48 Fg & AN T 2 A O HEAT » U TE SR IT U6 1 i i & — 1 . (H B e TR i
i 5% . Cocos Code IDE T.H 25 NiX 4™ JavaScript HEHE H ¢ b 1 & TR SO,

TR AT LABTEE JavaScript T2, ¥4 File>New Project fiy %, 41 & 3-23 fros . #f
I 2 AU PR A AE
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‘type filter text JavaScript

I General

Cocos JavaScript Setting

4 Cocos
JavaScript Frameworks: | [custom]C:\Users\tonyguan\Documents\cocos2d-js-v3.0

Lua Please set cocos2d-js engine path.
Debug
Easy Shell
Help
JavaScript
JSON Editor
Lua
Run/Debug
SSH2
Team

| Restore Defaults ‘ | Apply

l

K 3-22 [E JavaScript fE42

Wizards:
‘type filter text

b = General
4 (= Cocos JavaScript

& Cocos JavaScript Project
4 (= Cocos Lua

&R Cocos Lua Project

P 3-23 i B 3 £E TG AE
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e CocosJavaScriptProject, #R J5 iy Next #40, 3t n P 3-24 FFR 19 X5 36 HE . 7E
Project Name CASHE ff g A T.F2 4 B » Create Project in Workspace 2 7F Workspace H %
U TR 2k iz R HE . Create From Existing Resource & #HE 7] LA & £ 4772
M TR, AT ZEE TIZE HEAE,

7
New Cocos Project Fr
This wizard can help you create a Cocos JavaScript project £

Project Name: |HeIIoJS| |

Create Project in Workspace

Location:  C:/Users/tonyguan/Documents/cocos2 Browse...

[[] Create From Existing Resource

Resource Location: Browse...

Select All

Deselect All

Refresh

Working Set
[JAdd project to working sets

Working sets:

Finish

F 3-24  SHr eI H X HE

PEPE5E UL Next 2 £iF A B W& 3-25 Fr /R L 18 17 P55 % 35 4 76 12 % 35 AE v ml
PARC & 59 H iz 478 {5 & . Orientation 5 H J2 Bt & 48 248 19 8 ), Ho b landscape &1 5t i
7N s portriat J& %5t B 78 . Desktop Runtime Settings F {1 Title SCASHE T 1% B L85 b5
i, Desktop Windows initialize Size T 1% B &L 45 B K /. Add Native Codes JH T & &
RN b ACRS B TR X AT R A s A . 55 fdi Finish #2261 58 iU R0 2 821, 61
U TRZ)R W 3-26 Fros.
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Configure Runtime

Orientation: —

Desktop Runtime Settings
Title: | HelloJs
Desktop Windows initialize Size
Selection: [iphone 4 (960x640)

Width 90 Height | G40

[]Add Native Codes i
Android

Package Name : org.cocos2dx.HelloJS

The package name will be saved in the "AndroidManifest.xml” file.more info
i0sS

Bundle Identifier: org.cocos2dx.HelloJS

The bundle identifier will be saved in the XCode project.more info

[ 3-25 L& iE 4T PR I AE

3.4.2 AE Cocos Code IDE H1isff

B G TR o] A —F o 78 2230 0 TR A i A b #E H index. html SCHF, A
B HeBE SR B b % Run As—Cocos] SBinding Ay 4>z 47 NI WA dE iy T F2 . B4745 %
&l 3-27 i

F 2GS BT A2 A sre Hag T FEARBI T app. js SCHF £ 57 4 B 32 22 19 37 5t A TH
B, ﬁﬂ%*ﬁiﬂlﬁﬁ? AT DL R W] 3-28 BT R B AT S Z AT AL TR TR

Pia 7 R . DA 5 50 M 0 P B 32 8 dh 3% % Debug As—Cocos]SBinding iy 4, 40
Kl 3-29 E?m,&r“ SATHIER 32 A7k IR HE AT LA Eﬂﬁtﬁl’é‘ltﬁTUé%%ﬂ“é 1
(O HE Ak A B W7 R T O AR AR SR BRE AT R R SR R A
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Q JavaScript - Cocos Code IDE - 0 n
File Edit Navigate Search Project Run Window Help
- Target: Hello)S © [5] % 514 v @1 57 « - - x - -
Quick A £ | % Debug @1 Lua |{js JavaScript
) JS Projects Ex bl = = Q) Preview 52 S ] 850 &2 = B8
= AN .
4 & HelloJs ) An outline is not available.
=) JavaScript Resources
@& res
& src
[ config.json
@ indexhtm|
) mainjs
D) projectjson
2 LostRoutes
El Console 52 ! % 6| - >= 0
Cocos Console
. ~
Running command: new

> Copy template into C:\Users\tonyguan\Documents\cocos2\HelloJS
> Copying cocos2d-html5 files...

> Replace the project name from 'HelloJavascript' to 'HelloJS'

> Copying directory from cocos root directory...

> Copying files from cocos root directory...

v
<

maingjs - HelloJS 195M|of 435M o

3-26 A FE TR R A

HelloJS - olEN

Hello World

COCOSENER

GL verts: 270
GL calls: 4
60.0 / 0.001

|

[ 3-27

B
=\

T S
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@IS Projects Bx... R = O
P @BY T 8 R o
‘ ?:‘:ﬁwn S var menu = new cc.Menu(closeltem); °
> @ ros menu.x = 0; ‘o ':""::vzdls"f'"m
4@ src menu.y = 0; o ctor)
> [ appjs this.addChild(menu, 1); 4 o HelloWorldscene
> [ resoul I ® onEnter()
0 configj
@ index| I T
mainjs // 3. add your codes below...
. ﬁm " // add a label shows "Hello World"
// create and initialize a label
BT ST var helloLabel = new cc.LabelTTF("Hello V
NES osition the label on the center of the ¢
DU ENT  E— ST
' B Console 52 [£ Problens @) Error Log R #tE-rt-=n0
Cocos Console
gl.supports_vertex_array_object: true ~
}
N
< I >
| Writable | smartinsert | 32:1 | [eemofazam [

& 3-28 % B A

x

File Edit Navigate Search Project Run Window Help

o R E =) EIEEeS GERUS BT R @ E= s » 5
BRSNS cRe - Quick Ac : Lua & JavaScri
\ uick Access | 7 |[#5 Debug |1 Lua s Javascript
%5 Debug 52 % T = O  ®=Variables 53 O Breakpoints Gf Expressions 98] Interacti... = O
4 3 HelloJ$ [Cocos JSBinding] ~ & k& -
4 &2 JSB VM [version - unknown] Name i ~
# o Thread [conn0.conteat1 - url] (suspended) > o this Object (id=conn0 pausedobj3a) |
ine geicoud v e b © scope HelloWorldLayer<.ctor = scope (id=conn0.environment32)
Sl T 0 ine: 188 1
aae . © <
< I > < >
Q) Preview &) app. js 2 = B 5% outline 52 =8
31 menu.y = 0; ~ Zawewnm v
22 thisaddChild(menu, 1) e e
o sprite : Sprite
33 - o aor0
34 i 4 © HelloWorldScene : HelloWe
35 // 3. add your codes below... . UNGZ Ly
o (_” o D D > (_ >

B Console 53 | & Tasks
Cocos Console

debug server : client connected
JS: asyncListen....

< I >

]om of 431M [i

& 3-29  IBAT R W HR
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e 1A BT v 98 3 T B v ) 32 R L BT AN 3-30 Bl .

3.4.3 1{F WebStorm Hpis8fr ARG
1T
Cocos Code IDE T E 4 it (112 47 J& 4% M 38 17 » B EABAMIT
. e - B T
Cocos2d-JS # )il it JSB EAHIZ AT . A0 AR 75 20 i W
Web 3% & bz 47 1% O, % 2l ] WebStorm T H., HIAEAE (T
B T2 4 7F Cocos Code IDE @] & T T8 . A 5 % -4 ij%;
& HEFEH AT WebStorm P78 &, BIKiZ 5 @ @ "

i S% 3.3.3 W, QI SCPFfEA L WebStorm T B 330 PR T LR AL
. T HES Cocos Code IDE 2L AH ] T2 , 5 23 &
WebStorm f Project Root 2 Cocos Code IDE #) Workspace H 3%,

Ve SE RN 3-31 R . Hod i Hello] S 2 B8 17 Y TR . M A5 ol 380 1 it e bl 3
Hrh ik Hello] S ') index. html XFgh Al Lhigty, BAKiZfTid S % 3.3.3 15, 817
ZER N 3-32 Fm .

File Edit View Navigate Code Refactor Run Tools VCS Window Help
[1cocos2 ) [ Hello)S ) [ index.html )

&0 cocos2 (C:\Users\tonyguan\[j
I:l .metadata

1 HelloJS

w1 settings

&1 frameworks

[ indexhtmi -] b ¥ Q

«] 7: Structure

s cocos-project.json
[l .project

#-[1 LostRoutes
'—uh External Libraries

3 2:Favorites

L |

[ Terminal  #5:Debug % 6:TODO

" Event Log
[ Infaln/als 8

| [&]

P 3-31 B 58S
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Hello Cocos2d-JS | 69

B Cocos2d-html5 Hello ' x \ i Cocos2d-html5 Hello W x

- oiEm

€« e localhost

“JetBrains IDE Support TEFEERIMARER, | BUH |

Hello World

COCOSENER

D

[ 3-32

3.4.4 T RIS

ZHAIER Hello]S THRELREBBITER, TH

TE D Y % s AT

4 —

T HelloJS T H i) SC {24

¥y, fdi [ Cocos Code IDE 4TI Hello]S T.H& , 22 ] it S5 ved A n & 3-33 FlF 7R o

e &l 3-33 JF 78 AL T AR s res SO A TR BT IR
SO s sre SO R FE B R AR T A P Y app. js S
SEPLE AR 3 B 19 JavaScript 34, resource. js i X%
P N 1 A8 e, Hello]S MR H 5S¢ Fi£ A config. json,
project. json,index. html #1 main. js, 2.7 config. json
DRAF B L 2% 12 17 BC 8 5 5. 78 B & 18w 2R G
project. json J&= I H AU IC & {5 B ; index. html & Web
THEME 1 main. js &5 H 0 index. html X} i 19
JavaScript 344,

3.4.5 fURfFRRE

HelloJS TREPHMRL M, THITENHRE—TE
TP EB AR AS .

4 =% Hello)S

a =

=\ JavaScript Resources
res

R CloseNormal.png
M| CloseSelected.png
|| favicon.ico

M HelloWorld.png
sre

& app.s

|% resource,)s

1 config.json

9 index.html

& main,js

1 projectjson

[ 3-33

Hello] S 7% i i 304544
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1. index. html 3 ¥
index. html X HAE Web W2 Lisfr A &8 30E . index. html REGUF .

<! DOCTYPE html >
< html >
< head >
<meta charset = "utf - 8">
<title> Cocos2d — html5 Hello World test </title>
<link rel = "icon" type = "image/GIF" href = "res/favicon. ico" />
< meta name = "apple — mobile — web — app — capable" content = "yes"/> D
<meta name = "full — screen" content = "yes" />
<meta name = "screen — orientation" content = "portrait"/>
< meta name = "x5 — fullscreen" content = "true"/>
< meta name = "360 — fullscreen" content = "true"/> ®
< style>
body, canvas, div {
- moz — user — select: none;
— webkit — user — select: none;
- ms — user — select: none;
— khtml — user — select: none;
— webkit — tap — highlight — color: rgba(0, 0, 0, 0);
1
</style>
</head >
<body style = "padding:0; margin: 0; background: # 000;">

< canvas id = "gameCanvas" width = "800" height = "450"></canvas > ®
< script src = "frameworks/cocos2d — htm15/CCBoot. js"></script > @
< script src = "main. js"></script > ®
</body >
</htnl >

FARACHE S D ~ O F7 & U B W U1 meta {5 B, meta {7 802 W 0TI AR (E B X 2L 1% H R
B ffifS index. html W AR M E RS s i &5 L Bon. 56 Q7S B — 4~ canvas b1 %5,
canvas HR2s 2 HTMLS $#24LAY , i i JavaScript A] AAFE Canvas 24 2D K ,Cocos2d-JS
TE W BT3B 17 (1) 3 %k 37 5 R J2 8 i Canvas 78 3 2R 19, Cocos2d-JS 1 4% 1 iz 17 17 #8719
WY i@t OpenGL Y ok iy, FH52 [, HTMLS WA 25 T OpenGL # §e AR, B 2
WebGL, {H & % J& 3 ) % 25 1Y S K52 R [A] Cocos2d-JS 3 A R WebGL & 44 42 A M &
BEFER) Canvas Ji §4 . BUAR Canvas Ji Ju i BN J2 WebGL , {H 2 — i (4 % 51 i Xk &P e 1 12 22
Ko BOITAL R T A JavaSeript 4 CCBoot. js. AN Fg B4 iz . H OIS ZE A
JavaScript X4 main. js, 75 BYEPIZCME,

2. main. js XX ¥4

main. js 5575 ShlEARIT 5 08 Web B W 8% 15 47 16 2 78 iz A7 4R J2 18 2o 1% S0 S 8
T 5 1 . main. js AL UNE .

cc. game. onStart = function() {

©®e

cc. view. adjustViewPort(true);



%#3% Hello Cocos2d-JS [P 71

cc. view. setDesignResolutionSize(800, 450, cc.ResolutionPolicy. SHOW ALL);
cc.view. resizeWithBrowserSize(true);

//load resources

cc. LoaderScene. preload(g resources, function () {

©e ©6

cc. director. runScene(new HelloWorldScene());
}, this);

¥

cc.game. run(); @D

LIRS D7 2 7 shillE K, cc. game & — MR A X L. RIBEQO~DIT 2K E
Wk B, R O 2R EWHXRMAE KA, B8 &5 % &G [ W, cc
ResolutionPolicy. SHOW _ALL J& Bt %3 Be o 0% . 55 © 17 108 2 I 28 31t %k 37 5 r it 93 UL
HHp g _resources ZHUR N B8 IR B B 2B JE7E sre/resource. js U2 LI, O
70 1247 HelloWorldScene #58:, ce. director B S X2 . i5 1T HelloWorldScene 17 &
AR Z . BOITICES ce. game. runO) ZBITIFARE sh G4

3. project. json X

Tt 5 I & 15 B, project. json LS AN T -

{

"project type": "javascript”,

"debugMode" : 1,
"showFPS" : true,
"frameRate" : 60,

"id" : "gameCanvas",

®e

"renderMode" : 0,
"engineDir" :" frameworks/cocos2d — html5",

"modules" : ["cocos2d"],

"JsList" : [

" fon
src/resource. Jjs

@

"src/app. js"

}

project. json AR JSON 45 H R oR » 8 0 G TE A Bn 5 1y i A Hop 28 O 17 AU 3
R R W AR R R R BN TE A T A SO B SO B TR
60, B BE%%: 1/60s Rl B — W . 55 @FTACAD 2 a3 xk 51 2 i ik, Cocos2d-JS 51 A R L
B e L EAE Hello]S\ frameworks\ cocos2d-html5\ moduleConfig. json, £F % I 4 3
AP A BB 2% SO Lk SRR 3 5 0 30 0 B A i 2 Rt — g EEAR R TR B S S i
R TR B . BN, B I — 4 chipmunk %) 2 5] £ 81 H S O F7 Al IB M IR
B

"modules" : ["cocos2d", "chipnunk" ]

RIS D ~@F7T /& T ZIZE A JavaScript XA XWX EEEHHM RS M,
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BB I —A JavaScript SCH 2] TR, gt T ZEAE LA B 7 B,

4. config. json 3 4

HATE Cocos Code IDE Wiz 47 AR5 % SO B 2 i B AL & s 1715 2 1Y 1% U7
TREAME A Web S N7 #0 %A H AL, HAR A TE Cocos Code IDE Hiz 17, I sl 48
B AS R /ANFN D7 18], AT B 0% SO . config. json SCHALIS AN -

{
"init cfg": {
"isLandscape" : true,
"name" : "HelloJdS",
"width": 960,
"height": 640,
"entry": "main. js",
"consolePort": 6050,
"debugPort": 5086,
"forwardConsolePort": 10088,
"forwardUploadPort": 10090,
" forwardDebugPort" : 10086
1,
"simulator screen size": [
{
"title": "iPhone 3Gs (480x320)",
"width": 480,
"height": 320
1,

@O0

]
}

AR O R AR B E S R H PO T BRI E M Bos k2 B BRSO
fth name J& P2 BCE BLLAS E R BRSO M OFT 2 B8 B A 90RO FT A 2
BB AL SO

5. resource. js XX &

resource. js SCHFTE sre SCHF I, b T % SCHF e v i SR S i T P R dE . AR
resource. js SCHFHE SCHFIR XTI A28 5 . resource. js SCAFARESANE -

var res = { @)
HelloWorld png : "res/HelloWorld. png",
CloseNormal png : "res/CloseNormal.png",
CloseSelected png : "res/CloseSelected. png"

¥

var g_resources = [ ];
for (var i in res) {
g _resources. push(res[1i]);

}
R OF7 R E L JSON B & res, BN & — WS E L— DBl 4 fEfe 7 b
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Yila) e 5, BE IR 44 RN B 5387, Vi 2 8 — A 0T S R B 4 D7) X R Y IR AR AL 2 5 1B
BORRAR I . S5 QAT AR 2 E IR SO AR & 78 it g_resources, B 1 A 25 2l i AR 54
OFTHE res A2 A B IR SCAFIEER S5 N 2 g_resources W1, 4R AT LR AR T Y B B —
@
var g_resources = [
//image
res. HelloWorld png,

res. CloseNormal png,
"res/CloseSelected. png"

1

JAE g_resources 2B i P BT, S TE G SRR S I 4k . 78 Web W& Tz 47, W
RN IR B S 404 B R

6. app.js X

app. js SCHFAE sre SCHEI i, b Tz s e i Se 2 P oRdE . T LR 2
3-27 R 52 AE app. js PEEELAY . app. js AARS AT -

var HelloWorldLayer = cc. Layer. extend( { ©)
sprite:null, /158 L—AHK R g v
ctor:function () { /7K i 7 1
this. super(); VL IR Y AE S
var size = cc.winSize; L XY NN
var closeltem = new cc. MenultemImage( @

res. CloseNormal png,
res. CloseSelected png,
function () {
cc. log("Menu is clicked!");
}, this);
closeltem. attr({
x: size.width — 20,
y: 20,
anchorX: 0.5,
anchorY: 0.5

1 ©)
var menu = new cc. Menu(closelten); //i@ 3t closeltem 3% BA I 61 43t 3% BA X 4
menu.x =0; @
menu.y=0; ®
this. addChild(menu, 1); LD 7y | EX B i =

var helloLabel = new cc. LabelTTF("Hello World", "Arial", 38); /1B AR N 5

hellolLabel.x = size.width / 2;

O G HEHFR M B 4 fi% (32 30 Hard Code 8% Hard Coding) . 5 4 i 5 Y 2 76 04 SEAE b 48 Sy H B34 A B9 FH 26 S 51
Clng At i e 2R s 20O BB LUE R 5 A S FE AR i AR 7R s A7 ) A LR S SR TR B Bk X
PSS IR . — B8] @ T4 3 5 R (http: //zh. wikipedia. org/zh—cn/ % E5% AF % AB%E6 % AD% BB)
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helloLabel.y=0;
this.addChild(helloLabel, 5);
this. sprite = new cc. Sprite(res. HelloWorld png);
this. sprite. attr({
x: size.width / 2,
y: size.height / 2,
scale: 0.5,
rotation: 180

1)
this.addChild(this. sprite, 0);

this. sprite. runAction(
cc. sequence(
cc. rotateTo(2, 0),
cc.scaleTo(2, 1, 1)
)

/1 BIENE R X

) [THER RxF 4 E AT —A>3him

helloLabel. runAction(
cc. spawn(

cc.moveBy(2.5, cc.p(0, size. height — 40)),

cc. tintTo(2.5,255,125,0)
)

); [THERR X G E AT — A~ 3him

return true;
}
1)

var HelloWorldScene = cc. Scene. extend( {
onEnter: function () {
this. super();
var layer = new HelloWorldLayer();

SRSECAS)

this. addChild(layer); //3E HelloWorldLayer 2 jif || HelloWorldScene 17 & 1

}
1)

1 app. js XA pEH T A28 HelloWorldLayer (WLCHS 58 D 47) f1 HelloWorldScene
(WA 28 D 171) , 2R )5 1 i3 HelloWorldScene 52 fil ft HelloWorldLayer, UL AR 28 @0 47,
HelloWorldScene /235 5, HelloWorldLayer 2 E. 5B &5 T NE. W MESTE

3.5 W AMAA.

T3 5h s LA @ A7 R A — 1B A S BTG 4 B 1% BTG I 191 9 function

Tiiks

7R cc. MenultemImage ¥ res. CloseNormal png #= res. CloseSelected png % & % /&
resource. js XA P EX G TR IR &, £5 P . res. Lo T ZHL TR A4

6 5 4 L R R A
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BT R SR IR X 2 i 5 B, Borp closeltem. attr ({ -+ ) iEAI A LIiX B 218 4,
KRR A RIS HEO©1T R JSON #8 KRR . x JB RN « A br .y JBIERR v AR,
anchorX /R x i & anchorY R/n y #iA . R FES MBS E /N A4, TR
R x My HEME . BT LLESRBOMO ik E .,

05 25 ® 47 J2& 75 B onEnter J7 ¥k, B J& £ ¥ A HelloWorldScene 37 5 i [5] I 119,
onEnter J7 ik B2 EE AR ik, Al i this. _superO A H A1 onEnter J5 %, W,
RS QFT s

3.5 Cocos2d-JS #Z > #E &

Cocos2d-JS W45 1R 2 M 4, ik S A & AR 22 o U T 3l imi L 3018 AL 52 S5 47k, 40 B 1 L 1
FAZEM S . MR WA AR NS, Cocos2d-JS H#% O ME &AL 15 T 38 L S 1E .
Y BOR V2 R Fissh I S KSR S| R,

ARENARE w2 KR RS AR R T S SR, & T —
TR 24 . i H Al A M A AR S T A BT R A A

3.5.1 9

FH I ce. Director T8 B 5, R FH B 5 1B 2, 78 A TR op A — A 52 1)t
%o TR, BRI IR — BUW L EE B T MY S . K15 3326 Director
SEE AT

var director = cc. Director. getInstance();

AT PATERE e v B S ] ce. director . 32568 G2 2 7R ME 28 PN 40 18 R A7 TAE

cc.director = cc. Director. getInstance();

Fi LA, ce. director 4& cc. Director 55 %) £
SR PUE 3 (1

(1) Jila Fek 22 3 5%

(2) i) Cocos2d-JS ML & 15 K. .

(3) 5 Ak L A5 (37 XK

(4) B bR

3.5.2 Yt
Yy ce. Scene A AT XA F L KU T RE PR R, IR KRBT T

JL2 .

(D) ERZE s, 3OO AR al fa B 78 RS b 4 SO L o S BLUIG X& A0 FF 3 A 41 L e
FIJ MR 7S B 4

(2) #EIZEY 5., B B S .
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(3) FreT e . KRR EEANA .

Y5t ce. Scene M2 GNEl 3-34 iR, MZEIE AT UL, Scene
k7K T Node 2, Node 2 —/EE Y2, R Z KB Node 2R 4=
Mk, L Scene,Layer 55,

cc.Class

3.5.3 )2

225 i E L PR 99 % L RS A R AE R S B
MR N A . JZHE LI T Photoshop H i B JZ . B & —)zZ — &
EETE—. Kl 3-35 Prs & — DR ERARm. BEREH A
BES j]ﬂ ’;Q . cc.TransitionScene

N ALY JE AT LU & 77 AR — B ROR - X 28R R AR B R
Je i W B R E WY . )2 B BN A U B, A 18] 3-35 BT, A
R RKIER)Z R R E. Cocos2d-JS Je i B A YF 3 & hn Ffi iy . x4
YT [RRE JH T i 2 AL B SR 2 e SE B R L R R R R e R R
e B i b AR — N R AR B T 3% 0 R A T B J2 R AN P B
B — )2 AT AL R AR 22 4% 3R BRI N A8 23R A0SO VB4 RS R LRI SR N A

3-34  cc. Scene 25K

K 3-35 JZ&m

JZ& cc. Layer HYZE I UN1E] 3-36 fros .

3.5.4 KR

15 R ce. Sprite JEUE XK H AR B H M B AR BN EHI TS B S YR 5
&, WEENESHEITE s 87 X HER B e R 46 /N FN Bl i A

cc. Sprite ZERUNE 3-37 . MR H AT L, ce. Sprite & cc. Node ¥ 2%, cc. Sprite 17
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RZHH . B0, Yy 3E 5| SRS % PhysicsSprite t#6)8 THIA
3.5.5 ¥h

SRR AR E RS, ERUERENE S 7E Cocos2d-]S RIS cc.
Menu, cc. Menu Z5FE WA 3-38 fin . MERE AT W, cc. Menu 28R 4= F cc. Layer,

cc.Class
cc.Node cc.Class
cc.Node

cc.Layer cc.Class

cc.LayerColor cc.Node

cc.Layer

cc.LayerGradient cc.Sprite

cc.Menu

[® 3-36 cc. Layer Z5[& [&] 3-37 cc. Sprite 25 & & 3-38 cc. Menu Z£ %]

TESE R AL T IR ce. Menultem, cc. Menultem ZEE WA 3-39 fras, MIE A AT
L3RBT ce. Menultem A R £ #0122 T 28, 1 cc. MenultemLabel, cc. MenultemSprite
Fil cc. MenultemToggle, BRI AR AHR . BASERIUERA =D EEARE . IEH &
N

cc.Class

cc.Node

cc.Menultem

cc.MenultemLabel cc.MenultemSprite cc.MenultemToggle

& 3-39 cc. Menultem 25 %]
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3.6 Node 5 Node EZ{ZEHg

Cocos2d-JS R 2 (W) 45 M Bl bz L2 RS R 3800 SCAR b TR RIORE 7 R 48 55

F(node) X4, — MY RAEZNE, N EXUTZMER CER OR WEAR T R4

GEXG RREEH TR ST DUR S R )3 O R R SCAS M B RTRL - R G AR R A
AR R AR 3-40 PR

cc.Scene

.Layer
0.1
0.1 0.1
0..n
0.n 0..n 0..n
| cc.Menu | ‘ cc.ParticleSystem | | cc.TMXTiledMap
0.1
0.n

cc.Menultem

& 3-40 B Z L

XL 5 — AL [F] 19 5 28 ce. Node, # 4> F 28 cc. Node R W E 3-41 frs. ce.
Node 25 Cocos2d-JS e WEHE MR A, ERGF 2 R SRR UK B k7 R4 %

KR,
o ﬁ =

& 3-41 cc. Node 2K &

3.6.1 Node "1 EE
ce. Node fEH MK EHREFEEMITE. FRONAE—T .
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(1) var childNode=new cc. Node() , Bl Z# 5 5 ,

(2) node. addChild(childNode., 0. 123) JEIHTHY 795 . 28 =D S HOE Z Jh Hl
JF i =SB .

(3) var childNode=node. getChildByTag(123) , 23 775 & . @A &aE4 735 4.

(4) node. removeChildByTag(123, true) ,il 13 b2 M Bk 5 55, I8 Ik B iz 7795 &
Y EfE,

(5) node. removeChild(childNode, true), il & childNode 37 55 , F 45 1k Fr A % F 715 45
R —PIEfE.

(6) node. removeAllChildrenWithCleanup (true) , #l & node 35 & ) B 5 T 5 &, 3112
1R 25 5 E A — W),

(7) node. removeFromParentAndCleanup(true) , M\AZ 5 &M 55 node 5 45, 4% 1L kA
AT B — U,

3.6.2 Node "pPHEZEN Bk

Node A PN IEH BEE 1Y )& P : position 1 anchorPoint,

position(fi B ) J& ¥ J& Node X} 5 ) 5L Pr fi # . position J& P 11 11 8 2 i & i H
anchorPoint J& . b T ¥ —1~ Node X} 4 Chr 558 BB ) K 1 Hb il 8 7F Bf e 3 — 7 B
T T BCE Y 4 L anchorPoint & AR XS T position (1 e ], BRIAJE (0.5,0.5), &
F N JLAE O

(1) K 3-42 7~ 42 anchorPoint Sh (0. 5,0, 5)F M . X Z BN .

(2) K 3-43 7~ 4& anchorPoint 24 (0. 0,0. O fF M .

anchorPoint=(0.0,0.0)

yt anchorPoint=(0.5,0.5) yt
TN : \\
12
Position=(5,5) Position=(5,5)
(0,0) 5 x+ (0,0) 5 x+
&l 3-42 anchorPoint 5 (0. 5,0.5) & 3-43 anchorPoint & (0. 0,0.0)

(3) K 3-44 ff/~ 4 anchorPoint (1. 0,1. O)F M.

(4) A 3-45 75 & anchorPoint 24 (0. 66, 0. 5) &M,

AT #E— T f# anchorPoint [ % &L . 18 2 Hello]S 326, 7E app. js ¥ ctor J7 ik
el label 4065 .

var helloLabel = new cc. LabelTTF("Hello World", "Arial", 38);

helloLabel. setPosition(size.width / 2, 0); ®
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//helloLabel.x = size.width / 2;
//helloLabel.y=0;

helloLabel. setAnchorPoint(cc.p(1.0, 1.0));
//hellolLabel.anchorX=1.0;
//helloLabel.anchorY=1.0;

@06 66

this.addChild(helloLabel, 5);

RS EE OFTIH H setPosition(x, y) J %% & position J& P, 4 0] DL & #5381 & v
helloLabel. x I helloLabel. y ¥ &, WAL 2 O 17 M E O 17, LB @ 17 W H
setAnchorPoint (x, y) Jf 5% & anchorPoint J& 4, th 7] DL B 4 38 i J& 4 helloLabel.
anchorX fil helloLabel. anchorY #% & ., WACH 26 O 17 FI2E ©F7

y+ lar anchorPoint=(0.66,0.5)
anchorPoint=(1.0,1.0)
5 S Y AN

\ 2/3
Position=(5,5) Position=(5,5)

(0.0 5 X+ (0.0) 5 x+

%] 3-44 anchorPoint 5 (1.0,1.0) %] 3-45 anchorPoint 2 (0. 66, 0.5)

AN B T2 B FEEEE, T LLE i helloLabel. attr ({-- ) iEMFFTIXE ., L1
mr.

helloLabel. attr({
X: size.width / 2,
y: 0,
anchorX: 1.0,
anchorY: 1.0

});

BAFEER A 3-46 AT, helloLabel % T anchorPoint (1. 0,1.0),

3.6.3 EREIEEL SR

T — AR A — DRI TEA W IZ 1T B2 R SORE L 4. IR Y
S B RS 2z gk Sk, W] DLUTE Ui A8 B b i E B 8§ (ee. Scheduler) XK R 45 % 42 018 17
HEATVHE . A ce. Node 2RE3< T cc. Scheduler 28, fir DA AT LA B2 /8 H] cc. Node g i)
a G

cc. Node H17E I g AH G 5 i A

(1) scheduleUpdate(), %4~ Node X4 HEJH A% 2 B4 X 4~ Node X %R 5t 25 &
I by F: ot 1] 34 ] — K H © 19 update(d©) J7 ¥ .

(2) schedule(callback fn, interval, repeat, delay), 5 scheduleUpdate J5 ¥ I} fE —
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- |

[#} CocosJSGame

&l 3-46  helloLabel f anchorPoint & (1.0,1.0)

FE AR A2, 0] DL i W18 5 3 GE i callback fn 5§ %) . interval J& B [8] [H] [ , repeat J&
PAT B IEL . delay & FEIR AT I IFIH]

(3) unscheduleUpdate) . {5 1F update(dt) J5 ik BE .

(4) unschedule(callback_fn), B L35 & BRI 1= 1,

(5) unscheduleAllCallbacks() , B] LL{g= 1k Fir & (4 4 &

N T 2 T ke MR R 5 9 B A AT L 4B 2 Hello] S 52451

B app. js fCHG B8 update(dO A B, (SRS 40 R .

var HelloWorldLayer = cc. Layer. extend( {

sprite: null,
ctor: function () {

var closeltem = new cc. MenultemImage(
res. CloseNormal png,
res. CloseSelected png,
function () {
cc. log("Menu is clicked!");
this. unscheduleUpdate();
}, this);

var hellolabel = new cc. LabelTTF("Hello World", "Arial", 38);
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}/

helloLabel. attr({
x: size.width / 2,
y: 0,
anchorX: 1.0,
anchorY: 1.0

1)

helloLabel. setTag(123);

WAE RS

this. scheduleUpdate();

//this. schedule(this. update, 1.0/60, cc.REPEAT FOREVER, 0.1);

this. addChild(helloLabel, 5);

//add "HelloWorld" splash screen
this. sprite = new cc. Sprite(res. HelloWorld png);
this. sprite. attr({
x: size.width / 2,
y: size.height / 2,
scale: 0.5,
rotation: 180
1)
this.addChild(this. sprite, 0);

this. sprite. runAction(
cc. sequence(
cc. rotateTo(2, 0),
cc.scaleTo(2, 1, 1)

);
helloLabel. runAction(
cc. spawn(
cc.moveBy(2.5, cc.p(0, size. height — 40)),
cc. tintTo(2.5, 255, 125, 0)

);

return true;

update: function (dt) {

1)

var label = this. getChildByTag(123);
label.x = label.x + 0.2;
label.y=label.y + 0.2;

ST

0o

N T RERELE ctor ik Z AN AR ZE X 5 helloLabel , 75 oM AR X 52 50 # Tag &1, 1
T QAT AU 2 B Tag JBIE N 1235 OIS Rl id Tag J& M 8B A5 X R4

POE -

KT RERE T U IR, B T EAE ctor Jr ik W I scheduleUpdate (WL 55 @ 47 4R 1) 5%
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schedule (W28 Q470 .
RASEE D178 update(do) J7 B TE I BE J7 5 oK R 45 X R0 A8 b 2 B 40 02 78 X > 7 ik
R . XA AR AT RUR AR X R Bl ok L 2R © 1 AU B R A B B B
R T WA GRS R R B NS ICAE IR EE . FTRLTE Close S-S0 Y L
F R EE . AR AT
var closeltem = new cc. MenultemImage(
res. CloseNormal png,
res. CloseSelected png,
function () {
cc. log("Menu is clicked!");
this. unscheduleUpdate();
}, this);
14 this. unscheduleUpdate O) gl /2 45 11 98 B update, 40 5 52 HAth 5 94 B2 J7 3%, W) ] DA
% H unschedule 8 unscheduleAllSelectors {5 | .

3.7 Cocos2d-JS 4 fr &

T I BUZR AN iy X i HIOT v Ak s R IR AR W B 2H . fE Android M1 10S 55F &5 B T
RV I A A P Y — 4 A b 2R 1 s AE A2 B AR TTTE Cocos2d-TS Ak bR 2 Hh LIS s 78 26 °F £
1M H Cocos2d-JS At s 28 3R] LAJ3 Ay i 5 AL b 28 FIASE TR AL R 2%

3.7.1 UI k5

UT A 4558 /& Android 1 10S 25 [ HFF & BT B i A bn R . B I s T4
A R 3-47 FR

UL M AR R AE 72 s il A D 0 .y Bl R O IE . 78 Android F110S 48°F & fif
FH R B A5 A SR SF X A A bR R . SR AE Cocos2d-]S HBRIAAN SR UT Abbr (H 2
) B A A, 25 FH 31 UT AR A, 5] G A fish 155 35 44 A B P46 L 23 3R A% — A il 5% 42 (touch) il #5
XAt AR 2 AR 0 B AR B R an R A s

vartouchLocation = touch. getLocationInView();

ffi ] getLocationInView O J5 6 ZR AT il 458 i A bR g5 52 g 2 UT Aa AR, & 1Y A AR 5t A8 7R
LA

3.7.2 OpenGL #2 kR

7 FHE$EF T OpenGL AR, OpenGL A b & —Fh =4 A bR, BT Cocos2d-JS A9 JSB
2% OpenGL 15 4t , (A I BRI AL #7582 OpenGL 4887, R B R W4 (= Fy S,
RARFIE = i, OpenGL AL bR R S AE A T . AN &l 3-48 iR,
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yt
(0,0) poct
yH (0’0) x+
K 3-47 Ul 45 & 3-48  OpenGL A F5

— et i — A il AR R ARAS OpenGL A ARA & L 40T T ACH FT s -

var touchLocation = touch. getLocation();

BTR ZHAFRE: OO RR S AET AR ET LR, FF2HFL i ARk
Sh, 4B 3-49() BT T, AFAFA 2 AR E,w B 3-49(b) Fr =, OpenGL 2
AR A F A AR R T 4 89 Direct3D? 2 £ F & 47,

Vo Vas

I

0,0
(0,0 pord (0,0) -

z+ z—

() (b)
Kl 3-49 = 4EA kR

3.7.3 RS AR bR ALY A b

i T OpenGL A 45 CA] DL 43 Sy th 557 A bR AR RS AR A o i L Cocos2d-]S [y Ak il A i 57
A s S Y AR B

PRIER A X PR R B2 T« 5K = 2x 5 YRR A p AE 1km, f 0] R E 500m, T 2= 0 25 45
YRR AL Tkm, B[] 2238 500m., 3% B WG R add 32 sl 170 #8087 DL AR BAR 22 SR A . 5k =
SR A A J2: thE 5 AR A, Al 4T 3R A Sy 25 BR300 1 b B A 25 g P AL . T2 g

@ Direct3D(faj Fr D3D) 2 M # /\ Hl £E Microsoft Windows ¥/ER 4 F i H A1 —2 3D 2K 4 fL 42 11, J& DirectX
B — 53, BET) & KW RT3, 5 OpenGL [W) 2 1+ 5B 23 B 3C0F At B3 BILUE xR 5 o P A 0 22 22 I o R 4
I, 5| A T4k 3 G B} (http: //zh. wikipedia. org/wiki/Direct3D)
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R FH B AL bR SR BT A o Al E AR B OV S S R L 3R 6 8l P AR 9 22 1 AR R AR A
SRR

MIE 3-50 AT LAF E), A B AR (5,5) B AR AR (6,4) , FH 52 | 33k 26 Ak b 48 5 2 1
FARR . WK A BB AR BRI B 1967 &0 B iy bR, — 1D,

A B BB A AR A AL AR BOAR R A . W LU R

Node %41 41 F 7 9% 529 1 &
(1) {cc. Point} convertToNodeSpace (worldPoint), ¥ >

A e B A 4 s
(2) {cc. Point} convertToNodeSpaceAR (worldPoint),

W A AR BR L o AR AR B . AR R A X T R Clo0 o

(3) {cc. Point} convertTouchToNodeSpace(touch), ¥
TH: 5 A B v fioh 485 60 5 6 S B RD AR B

(4) {cc. Point} convertTouchToNodeSpace AR (touch), W {H 7L AR #5 b fl 355 o5 54 e g
BIRIAR bR . AR 3R AT F 4 a5

(5) {cc. Point} convertToWorldSpace(nodePoint) , ¥ 51 Ak A7 55 i Ky tH AL AR #5 .

(6) {cc. Point} convertToWorldSpace AR (nodePoint) , 45 Al Ak R 55 i oy th FL AR #R
AR RN AXS T4 Ao

T IE A P T TS AR AR R R AR R 1 EAH B 4

1. 57 AR AR ¥R # O 4 BY AR £

(&l 3-51 JIr 7 2t th 5t Ak i e 4 Sy A 7R Ak s S 491 35 47 4%

[ 3-50 Bt Ak bR AR Y AR AR

o
E TestCPP —omm
(400,500)

...... B
A Node1 HR=(1.0.1.0)
C ﬁ%ﬁﬁz(o.s,o.s)
(0,0 ol

[ 3-51 S Al b i 4 Sy A5 TR A A
TEVE AT 5P A P Node %4, Hivh Nodel fi% 48 F5 J& (400, 500), K /N2 300 X 100
&% ; Node2 (AR (200, 300), K/MELIE 300 X100 R Z . 33X HL Y A b g5 52 1 ot 2 i A
AR FR S T A bR SR BR R ZE T A
BB INE .
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var HelloWorldLayer = cc. Layer. extend( {
sprite: null,
ctor: function () {
this. super();

var size = cc.winSize;
var closeltem = new cc. MenultemImage(
res. CloseNormal png,
res. CloseSelected png,
function () {
cc. log("Menu is clicked!");
}, this);
closeltem. attr({
x: size.width — 20,
y: 20,
anchorX: 0.5,
anchorY: 0.5
1)
var menu = new cc. Menu(closelten);
menu.x = 0;
menu.y=0;
this.addChild(menu, 1);

/7RI

var bg = new cc. Sprite(res. bg png);

bg. setPosition(size.width / 2, size.height / 2);
this.addChild(bg, 2);

/7415 Nodel

var nodel = new cc. Sprite(res.nodel png);
nodel. setPosition(400, 500);

nodel. setAnchorPoint (1.0, 1.0);

this. addChild(nodel, 2);

/ /4% Node2

var node2 = new cc. Sprite(res. node2 png);
node2. setPosition(200, 300);

node2. setAnchorPoint(0.5, 0.5);

this. addChild(node2, 2);

var pointl = nodel. convertToNodeSpace(node2. getPosition());

’
var point3 = nodel. convertToNodeSpaceAR(node2. getPosition());

cc. log("Node2 NodeSpace = (" + pointl.x + "," + pointl.y + ")");
cc. log("Node2 NodeSpaceAR= (" + point3.x + "," + point3.y + ")");

return true;

SRS
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PRI O~ ZEIEE SRR XA RE—DHE 900 X640 BRREME A . R
M2 Q) ~@F7 2 8 Nodel XF 4., I 88 T A B mw . RHHE O~ O 47 2 6 &
Node2 X 4, F B E T 08 M AL m . 55 @47 UK Node2 1y T 5t A b e e o A1 X 1
Nodel HYBERIALFR 1025 @17 AU 2 2L L B T2 AH R T4 i 7

BATERUNT

JS: Node2 NodeSpace = (100, —100)
JS: Node2 NodeSpaceAR= ( — 200, —200)

454 Kl 3-51 il — 1, Node2 (19 1 5 Ak 1 5% e S A X T Nodel Y158 R AL bk, 5t 2 #
Nodel 75T fFE R AR I 6 (B 3-52 Hig A gD AHMETFR A sy tiE 5 4 FR 2 (100,
400) , 78 4 convertToNodeSpace J5 ¥ 5l J& A B AR 25 C o5 AR A5, 45 5 J& (— 100,100,
1M convertToNodeSpace AR 77 ¥ 2 7% 4 mi I AR AR I s 02 B i, B sl A dnii & C 4k
b, 45 8 (—200, —200)

2. BV FRER R At AL AR

(&l 3-52 JIr 7S SR AR A Ak s 5 4 Ay B AR AR S B AT A 2R

y+
@ TestCPP _=_
o e R
\! 5 (400,500)fi57=(0.5,0.5)
(0~0)4‘e‘tﬁ,é-1=(o.o~o.0)
(0.0) -

[ 3-52 AL AR R i 4 o R AL A

TEWE* 75 P 4 Wi 4~ Node ¥t 4, Hif Nodel B4k A% 2 (400, 500), /N 300X 100 {4
2, Node2 it & 7E Nodel I, 4T Nodel BRI AL KR (0, 0), K /& 150X 50 14,
PGS .

var HelloWorldLayer = cc. Layer. extend( {
sprite: null,
ctor: function () {
this. super();
var size = cc.winSize;
var closeltem = new cc. MenultemImage(
res. CloseNormal png,
res. CloseSelected png,
function () {
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cc. log("Menu is clicked!");
}, this);
closeltem. attr({
x: size.width — 20,
y: 20,
anchorX: 0.5,
anchorY: 0.5
1)
var menu = new cc. Menu(closelten);
menu.x =0;
menu.y=0;
this.addChild(menu, 1);

/7B 5

var bg = new cc. Sprite(res. bg png);

bg. setPosition(size.width / 2, size.height / 2);
this.addChild(bg, 2);

/ /4 Nodel

var nodel = new cc. Sprite(res.nodel png);
nodel. setPosition(400, 500);

nodel. setAnchorPoint(0.5, 0.5);

this. addChild(nodel, 2);

/763 Node2
var node2 = new cc. Sprite(res.node2 png);
node2. setPosition(0, 0); ®
node2. setAnchorPoint (0, 0); ; @
nodel. addChild(node2, 2); ©)
var point2 = nodel. convertToWorldSpace(node2. getPosition()); @
var point4 = nodel. convertToWorldSpaceAR(node2. getPosition()); ®
cc. log("Node2 WorldSpace= (" + point2.x + "," + point2.y + ")");
cc. log("Node2 WorldSpaceAR= (" + pointd.x + "," + pointd.y + ")");
return true;

1)

AR O O 1T B &K Node2 %] Nodel 1, 3xX & 5 Z [ i A8 /9 X il

BORE SR DA T i B A AL bR i A2 B T AHXS T Nodel BIBIRIAAR T .
S OFT AU K Node2 fRE R Ak bR e 46 Sy fHE LA AR . 1072 © 47 AURS 2 28 (LAY o & I A

T AL
BATESRIT

JS: Node2 WorldSpace = (250,450)
JS: Node2 WorldSpaceAR=  (400,500)
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P 3-52 From g9 oz ] DLATHE S A pRfieiad . R AUHS 2R O~ OF T B st T -

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

KENGE

A E 22 3, W] LT i Cocos2d-JS JF & ¥R 4%
/E\,JX:*%/\@%%@@ Yise 2 MR ARG XS, b,
P88k, L) Fe Cocos2d-JS B FR &R o

E/J %A% ’ Ej“;‘% COCOSZd*]S &;L\ *E}E
B4 T Node 1 Node 2



