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iphone,Cocos2d-x.Cocos2d-]JS.Corona SDK . Construct 2, WiEngine #1 Cyclone 2D, 3D 7|
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3.2.1 Cocos2d JiF X5 | B 5 i

TENEG Cocos2d-x Lua Z R A LE NG — F Cocos2d B K i, & 3-1 fr s &
Cocos2d P F it
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ShinyCocos

CocosNet

Cocos2d-android

Cocos2d python H Cocos2d iphone }— Cocos2d-android-1 |

KD

CocosCairo

Cocos2d-javascript

~>{ Cocos2d-x H Cocos2d-JS ‘

¥ 3-1 Cocos2d M FK i

Cocos2d fig .2 th Pl AR SE 1) Ricardo Ffl i I A fdi H] Python JF & 19, J5 B AH 2| iPhone
V-5 T F 2 Objective-C, 45 7E iPhone - & U5 T 182, Cocos2d 51 % A2 44 T fin
Z oo KX H P AT EA LT
o ShinyCocos: {#i ] Ruby X} Cocos2d-iphone #4733, i /| Ruby api JF % .
e CocosNet: &Z&7F MonoTouch & [ ffi HHAY Cocos2d 5|2,k . NET 5Z# .
e Cocos2d-android: J&& Android &8 F Y Cocos2d 5|2, R Java SZH .
+ Cocos2d-android-1: j&& Android - & i i i) Cocos2d 5%, R ] Java L3, i
WABLTF R .

» Cocos2d-javascript: J&F | Javascript B i 75 SE B Cocos2d 5%,

e Cocos2d-x: &R C++ LI Cocos2d 5| %, 22 H Cocos2d-x A BAIF & 1 43
WH,

o Cocos2d-JS: &% JavaScriptAPI (] Cocos2d 5|2, —J7 10 & 1] LA 45 5 7F Cocos2d-
x BIFREET A M R (A 5 55— 5 ARFE W Y8 %1847 . IF & B T Web 1 9 52 JiF
. B Cocos2d-x A BAIF & 143 I H o

WA P55 B Cocos2d i H B AR 2270 32, Bl A H R 1 % J iX Se Byl 12 1, Horp e Ay
' A F1H9 24 )& Cocos2d-x Fl Cocos2d-JS FIH T,

3.2.2 Cocos2d-x 5|%&

Cocos2d-x & it HAR W&l 3-2 fron. B BE6S X Fe & P ERE R G0, R 1 R &8 0 45
Windows.Linux 1 Mac OS X, % 3 F & 1 45 i0S. Android. Windows Phone. Bada.,
BlackBerry fl MeeGo 2. #\ [ 77 fii 4] T fig #% % #% OpenGL ESI. 1. OpenGL ESI. 5 #i
OpenGL ES2. 0, L DirectX11 2545 A , i | % #%5 JavaScript fl Lua A48 5 .

fAf L1 Cocos2d-x & 1T HAn &R T LB & , i A 124 [F] — 350 X 76 A 7] °F & & i
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JavaScript binding

lua binding
Windows  Linux iOS Android WinPhone
0S X BlackBerry MeeGo

OpenGL ES 1.1
OpenGL ES 1.5
OpenGL ES 2.0

DirectX 11

& 3-2  Cocos2d-x &% it H#n

MEAT 9 7. 1 H Cocos2d-x AR 1 % &K HE £ IR ZFEF BT GEXT T C++ Rk L 4
X3 A AT LU JavaScript A1 Lua® JF & ik

3.2.3 JavaScript fil Lua 4§

Cocos2d-x WITAFAEH 14, AT LGB JavaScript Al Lua JIAE F . H15 A K C++ 1)
ANRWHeffi H Cocos2d-x 5| # I k& i %k » Cocos2d-x AN C++ 155 1y APL, i & i
JavaScript fl Lua &5 API, Cocos2d-x 4f5€ JavaScript fil Lua AR BN 3-3 s,

Javascript api Lua api
A *BLE S Deiits
/ Cocos2d-js " ‘ ‘ lua binding) ‘
/ . . l,
I HTMLS5 jsibinding | C++ api 4 |
I < CHut t
1

l \
X | v Cocos2d-x, |
| A

A Xﬁ’.
I HIERY |

¥
|

3-3  Cocos2d-x # 5 JavaScript Fll Lua 4

MAIEL 3-3 AT 38 i Cocos2d-x Fll Cocos2d-JS 588, F2 15 5t A DL I & 9] 0T i 3 il A b it
R B A LR B 2 IR 4 R JavaScript B (0 FR R BUMEA YLl A 2RI
Cocos2d-JS 5% FF k HT HTMLS B M 5iliExk . [F A JavaScript A4, 41 7] DU of B &
#% . ffi H js binding(Gs ) F A& i C++ API Ji[a] Cocos2d-x 5%, HF kK A M liFxk . 15

@O Lua j&—A/N5 A IAE S . B0 B 2530 f5 K 32 %K 2% (Pontifical Catholic University of Rio de Janeiro) B
i) — A~ F 25 /N4 (Roberto Terusalimschy, Waldemar Celes fl Luiz Henrique de Figueiredo) F 1993 4£ &, — 51 H T &
B EF http://baike. baidu. com/view/416116. htm? fr= wordsearch
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[ #E 1 JavaScript fCRS gk AT DL SEBAE AR - 5 i,

&l 3-3 iy C 22 4 A GE C++ IR 7 MfEA Y. @ ik C++ API 5 1] Cocos2d-x 7]
B A b i R

Kl 3-3 iy DB R AP E AN AHNE R RIAE Lua AN Y RESW. 1
Lua binding(Lua g5 ) $ Ri#EiF C++ API 1jj[n] Cocos2d-x 5|3, I K& A i g 2k, b G — 4k
A AR F T Cocos2d-x Lua 4 B F: AR FrM Cocos2d-x Lua.,

i@ it Cocos2d-x Fll Cocos2d-JS 5| Cocos2d-x HIBAMEE T A & i R AES B, 8 X
AP | T 7159 U T A R A R T B

3.3 &% Cocos2d-x Lua F & INiE

ffi i Cocos2d-x Lua H &, FEMBEFMRLE Lua 1557, AL, FLEBE®EH X Lua
5= T HAE M T Cocos2d-x Lua JE I % . AR F#EfE Cocos Code IDE T H.,

3.3.1 #4t Cocos Code IDE J % 2455

Cocos Code IDE /& Cocos2d-x H AN % 8, FH T H % Cocos2d-JS Fi1 Cocos2d-x Lua 4
SE AR T BB 2 56T Eclipse® 7 & (W JF & T. 2., Eclipse 3 F Java [ 432 17 Cocos
Code IDE T H, %4 % JDK 5 JRE,JDK J& Java ¥ & T.HA,JRE & Java is {7 H 52,

1. JDK

JDK B3 FIBEE WL 2. 1.1 795,

2. Cocos Code IDE W) &1 3

Cocos Code IDE #y F #ZHudil & http://www. cocos2d-x. org/download, 7£ ¥ % %% 17 Y
VU AN 1] 3-4 FiroR . EFEG & B SO T 2k, B AT HE T Mac OS X R4l Windows fiAS , 7
& Windows A 32 i 1 64 {3 Z 43, A 4 %& (Setup) MUA R4 (Zip) A Z 57

N %} cocos-code-ide-win64-1. 0. O-rcl. zip fi# J& Wi AS , fif & J5 $% 8] Cocos Code IDE. exe
A 247 R LU 8 Cocos Code IDE T H., 75 Jif 2l i #2 v 75 2% £ Workspace H 5%, W&l 3-5
Jii7R s Workspace H g2 TRRYE I H ok, S #0702 5 By OK #2481 . I 2R 3% B s AN 7278
R BIE,

Cocos Code IDE iy B A& JH 7 12 F 1 & 55 FR A 41 .

@ Eclipse J& —MIF BB LT Java AT RIT LT G, SEHAGWE & 2 - MERM—4ARS, HT
T 3 A R LA T R IR . SEIB Y L Eclipse B T — AR E A AT 28 4R L AL 4E Java JT & T A (Java Development Kit,
JDK) . 51 H T @ EHFF http://baike. baidu. com/subview/23576/9374802. htm
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€ Download Cocos2d-x C X

€ 2> X [Dwww.cocoszd—x.org/download

Cocos2d-JS

Cocos2d-x Code IDE

Written in C++ and OpenGL ES
1.1/2.0, offers C++ and Lua API, runs
on i0S, Android, Windows Phone 8,
‘Windows, Mac OS X, Linux and
more.

Include Cocos2d-html5 and
Cocos2d-x JavaScript binding, offers
JavaScript friendly API. Applications
developed by Cocos2d-JS can work
on web browser and native
platforms.

Downloadv3.0 RC2
Downloadv2.2
Download Builder

Looking for an older version?

Cocos2d-x official IDE for Lua and
JavaScript coding.

Downloadv2.2.5

Looking for an older version?

Mac OS X 1.0.0-RC1Dmg

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

Win JDK-32bit 1.0.0-RC1 Setup

v

Cocee Studlo

Cocos Studio

A game development tool kit based
on Cocos2d-x, containing Ul Editor,
Animation Editor, Number Editor,
Number Cruncher, and Scene
Editor.

Download v1.6.0.0

Cocos Studio For Macv1.0.0.0

ooking for an older version?

K 3-4 T %% 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.

Workspace:

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

& 3-5 k& Workspace

3.3.2 F#EAEH Cocos2d-x Lua F Jj &4

B4 F| Cocos2d-x B MU K2k Cocos2d-x JF & fL, Cocos2d-x3.2 F#kff k)50 H 5

ZEFUNIE 3-6 FiR .
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gy Wy Ny Ny
I:;uild ) cocos docs” eﬂénsio};s externa’l‘
\ || \ L \ |
|icen9e; piugin 7 template; tests tools
N N N N ‘
)
AUTHORS CHANGELOG CMakelists.txt README.md setup.py

K 3-6 Cocos2d-x 3.2 HFEMNE

MR E BT T S 60 a) LLE A E)] build H 3%, build H A2 a0 18 3-7 firzs, i B
BE T A 6 % 5 Mz 47 58 00 59 T8 2% SCfF . Hih cocos2d _tests. xcodeproj 3C &

‘l cocos2d_libs.xcodeproj

‘l cocos2d_tests.xcodeproj

~

h winrt

= android-build.py

X" #28 python File

j BuildHelpers.CMakelLists.txt

build-mingw32-clang-make.sh
27 Shell Script

build-mingw32-gcc-make.sh
25 Shell Script

cocos2d-win32.vc2012.sln
#57: Microsoft Visual Studio Solution

cocos2d-wp8.vc2012.sin
7 Microsoft Visual Studio Solution

install-deps-linux.sh
27 Shell Script

@ win32-msvc-2012-x86.cmd
ZH: Windows w5 RIE

@ win32-msvc-2013-x86.cmd
#7U: Windows <A

B 3-7  build HFEHNE
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Cocos2d-x Z& 4 i) Xcode T.7F8& 34, cocos2d-win32. ve2012. sln X4 & Cocos2d-x Z& ]
Win32 ¥ F Visual Studio 2012 @8 )7 & 3, 5B 4h B cocos2d-wp8. ve2012. sln ¢4 2
Cocos2d-x Z ] Windows Phone 8 - F Visual Studio 2012 fif 5 22 04

MHEAE Window 22 HIJF & » — %18 4T cocos2d-win32. ve2012. sln fif e J7 ZE wk ] L)
T . WHEB 3h cocos2d-win32. ve2012. sln Rk 7, # AWK 3-8 78 Y Visual Studio
2012 B, Horp iy lua-tests T 242 Cocos2d-x ‘B T2 AE 1 Cocos2d-x Lua EH| T7 ., F 2%k
H lua-tests T A £ 8 R g5 B R 5247 B TR D st p . iz
47 lua-tests T.F&.

pJ cocos2d-win32.vc2012 - Microsoft Visual Studio BER) (Ctrl+Q) I = & =
XD REE HEAY DEE £EE B0 BEAM QU TIEO WO 4ESE0 SN S00  ZEe)
Q- B - - - P i Windows Bt - 83 ~ Debug ~ Win32 - A _ :

@ o--a FRAHR

EEE SESENVE

% cpp-empty-test
[ cpp-tests

B libAudio

[l libBox2D

[ libchipmunk
[ libcocos2d

[ libCocosBuilder
] libCocosStudio
[ libExtensions
[ libGUI

[ libLocalStorage
[ liblua

[ libNetwork

(& libSpine

[ lua-empty-test
] lua-tests

€ 3-8  Cocos2d-x Lua £

BRI 741 Cocos2d-x If [A] 23 & — 4L, ia 178 R Z J5 22 F B — 4 Windows Y % H
Can B 3-9 Ca) 7% ) Bl i B8y — A SR R LA A A B4 75 51 CR L 3-9 (b) Bl

MR A F lua-tests JFAI, =T E < Cocos2d-x 3] % H 7 >\ tests\lua-tests HFF,
it I SO G 8 T2 AT IF Lua AU SCHHAF .
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m Lua Tests " olEN

Accelerometer
ActionManagerTest
ActionsEaseTest

ActionsProgressTest

ActionsTest
AssetsManagerTest

GL verts:
GL calls
60.0 / 0.001

(a)
= Lua Tests ~ o N

K 3-9 1T Rl

3.4 & —4 Cocos2d-x Lua jiF¥

% 5 1 55—~ Cocos2d-x Lua #2744 & HelloLua, IiZ TR f2% 2) HoAth iy N %5 .

3.4.1 gl TR

)@ Cocos2d-x Lua T.F2A] LA 13 Cocos2d-x 454 T . H Cocos S ¥, {H X Ff )7
K ARHEE Cocos Code IDE R & T HARMF Mo 48 1, AN TR P4 S5 fiEL. HF Cocos



50 €| Cocos2d-x5E&k: Lua®s

Code IDE T E. & Cocos2d-x FF & % TR Cocos2d-JS Fll Cocos2d-x Lua FF & #&H, F it
f#i il Cocos Code IDE T. B % Cocos2d-x Lua T.F# AR 7 {#

B AEETAE Cocos Code IDE T H A4t B Lua fE22, 3T FF Cocos Code IDE T H., ik #
¥ B Window— Preferences, 3 1 X 35 HE 4 & 3-10 ff 7~ , 1% $F Cocos— Lua ZEA Y Lua
Frameworks, % ££<Cocos2d-x 5|2 H F >,

type filter text Lua [=IR JN=SIR 2 4

> General

Cocos Lua Setting

Lua F des: |1 ]C:\Users\tonyguan\D i vl

9

4 Cocos

JavaScript
Please set Cocos2d-x engine path for Lua.
> Debug
Easy Shell
> Help
b Install/Update
> JavaScript
JSON Editor
b Lua
» Run/Debug
> Team

i Restore Defaults ‘ | Apply l

@ [ o || cancel |

F 3-10 [t 'E Lua HEZE

Lua HEZRC 8 AN 55 20 R #FE 47 R 278 BT iR il i & L (B 81 2 TR 9 i 4 . Cocos
Code IDE T.H.2x XA~ Lua HE4E [ 5% B 2 TR S0

e FORH AT LB Lua T/ T B 938 F File>New—>Project, W&l 3-11 7 . 3 i 30
H 2R e £ X0 T AE .

i CocosLuaProject, R Ji B iy Next 248, #4018 3-12 AR B XFIGHE . 7€ Project
Name I H ##i; A T.F2 4% FK » Create Project in Workspace J2&: 7 Workspace H 5% H1 @] 4 T
L, HEEJiZ I H , Create From Existing Resource 3 H ¥ # 7] DA 7E B & 47 175 B T & 41
#OREATEE T H .

Bl Next #40 #F A UMK 3-13 Pros i Be B 32 17 PR35 X0 36 4 , 78 3206 35 AE o a] DL G & 0
HiZzf78HE B . Orientation J& it & 4 481 #% A 59 1] , FL A7 landscape J& £ B# i 7~ » portriat &
% 8 . Desktop Runtime Settings W1 i Title J& & B L 8L #¥ A9 #5231, Desktop Windows
initialize Size JE B BB AAY K /. Add Native Codes J& % B R MAMACH ] TR . &5
Bty Finish #8578 BUET 2 AR B 4F TR 2 )5 WKl 3-14 FFR
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Select a wizard FO
el

Wizards:
[type filter text |

> & General
4 (= Cocos JavaScript

&R Cocos JavaScript Project
4 (&= Cocos Lua

¢&)] Cocos Lua Project

@ < Back Next = Einish

B 3-11 100 H 27 1 5 X G #E

New Cocos Project

This wizard can help you create a Cocos Lua project .

Project Name: |HelloLud] |

Create Project in workspace

Location: | Ci/Users/t /D / Browse...
[ Create From Existing Resource
Resource Location: Browse...
Select All
Deselect All
Refresh
Working Set
[JAdd project to working sets
Working sets: v Select.

B 3-12 Bt T 3 X HE
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Configure Runtime ﬁ

Orientaton: andscape v| 3 i
Desktop Runtime Settings
Title: | HelloLua |
Desktop Windows Initializing Size
Selection: [iphone 4 (960x640) vl

width | 960 Height |40

[]Add Native Codes i
Android
Package Name : org.cocos2dxHelloLua
The package name will be saved in the "AndroidManifestxml® file.nore info

ios
Bundle Identifier: org.cocos2dx.HelloLua
The bundle identifier will be saved in the XCode project.more info

3-13 Wit 3B 17 R85 5 i A

L BN EQuTis) e, BeRCRCIRC | X
ik ceess || 5| % oobuo [ESERR]ds vescio
P9 Lue Projeces £ 53| S 0| D) confie jron 53 =g
B R-K- T4 e { -
> &% CocosluaGame A .
+ [ Felotua] 2= "inik_cFg": { I
> @ src 3 "islLandscape": False,
"3;““5 4 "name": "CocoslLuaGame",
b
& beckgroundicaf 5 "width": 480,
3] background.mp3 6 "height": 8@,
[2) background.ogg " ne n s "
& cropng ; IIentr‘yl.P s;:{m::élua ,
[R dog.png consolePort": 6010,
(3] effoctt.wav 9 "debugPort": 10000,
W farmipg 10 ne Ar 1aPnrk": 10GRQ v
|."d.p"g . NArwWar nnaenlaFnr H . N
menul.png config. json
(B menu2.png é
, 3""""9‘1:""32 B Console 52| 95 Outline &) Tasks [31 Problens (P History Rl #BE-riv=0
Cocos2 Cocos Consol
Matiess LLUA-print] GameScene init .
libpng warning: iCCP: known incorrect sRGB profile
libpng warning: iCCP: known incorrect sRGB profile
libpng warning: iCCP: known incorrect sRGB profile
libpng warning: iCCP: known incorrect sRGB profile
Running command: new !
| « T >
HelloLua 3Mof126M |

B 3-14 A EE TR ol Fm
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3.4.2 Cocos Code IDE 13847t

ANHE b TR 5 vl AL —F TE@H@IEEF@T@W*%EP HelloLua T.#2, A i 3¢ 1
& Run As—Cocosluainding iz 7 W WA 2 i) T 72 . iz 1745 R A 3-15 s,

A:A.~A4:A.‘
NPTyt

GLﬁ: ~‘4 :A <

A

i 5 R P ARASTE sre H T EARG]F , Lua SCHF G STALBRANE 3-16 FF /s (3 5 AL
WA, R AR L AT DL E W L R 3-17 Fin . BT S Z R B .

File Edit soum Navigate Search P_ro,-a Run Window Help
o ) 5

Lo Projests .. 32 = O [ config s =
P> @BY 7 28 ~
» @ CocoslusGame 29- Function GameScene:creatDog()

4 & HelloLua
30 local FrameWidth = 105 @
e 31 local fFrameHeight = 95
32
33 -- create dog animate
34 local textureDog = cc.Director:getInstance
35 local rect = cc.rect(®, @, FrameWidth, Fr:z
36 local Frame®@ = cc.SpriteFrame:createWithTe
BHTEEEA 37 rect = cc.rect(FrameWidth, @, FrameWidth,
E, iﬁ%ﬁ;ﬁ 20 - Jaaais oo ood o o0 e....:l...r..-_...-....-l...uu.l.'l;."
B Console 3 57 Outline @ Tasks [2) Probleas (i History Rl #8-3v=08
Cocos Console
[LUA-print] Debugger v1.1.0 ~

[LUA-print] Debugger: Trying to connect to 127.0.0.°
[LUA-print] Debugger: Connection succeed.

debug args = require('debugger')('127.0.0.1',"'10000'
1ibpng warning: iCCP: known incorrect sRGB profile .
.1.1bonn warnina: iCCP: known incorrect sRGB DroFlln’ N

| Writable | SmartInsert | 31:4 siMof128M  |0:

P 3-16 B E WA
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F i % # Debug As—>CocosLuabinding g 8., WK 3-17 iR, R IF 21785 31 174
A, IE AT P 7E R L R T LU A A R S AT R HEAR R i IR B R A AR
AT RE T SR

File Edit Source Navigate Search

w MRS &) LR R Rs ® »
feile o ik pcess || | FEBRBIGI . e v
#ndmg = % T = B | ®=varisbles ‘0. Breakpoints §2 67 Expressions =8
4 58 Debugging engine (idekey = luaidekey, port =10000) A PR T RN & v
4 4 Running coroutine (suspended) i8] © Lua: GameScene.lua: [line: 31], 1 hits

= creatDog [ /gamescenelua:31]

= rreatel avarfarm [ fnamecrana lna-Q4 1 v

0 | B 6anescene 32 | S 5 | 5Eoutline 2 =8
28 ~ 10 U
29=Function GameScene:creatDog() o @ GameScene
30 local frameWidth = 105

» 31 local FrameHeight = 95
32
33 -- create dog animate
34 local textureDog = cc.Director:getInstance
35 local rect = cc.rect(®, @, FrameWidth, Fra
e o s = NS s

B Console 32| & Tasks BBl E-ri-=0

Cocos Console

[LUA-print] Debugger v1.1.0 A

[LUA-print] Debugger: Trying to connect to 127.0.0.1:10000 ...
[LUA-print] Debugger: Connection succeed. ™
debua argqs = require('debuqqger')('127.0.0.1','10000',"' luaidekey',nil, '\v
< T e 1 e Py SURTET >

| Writable | smartinsert | 31:1 aaMof128M [0

& 3-17 B AT B W H R

3.4.3 T R4

I HelloLua TR O AREBIZITER T, FHANZ —F HelloLua T2 oY 345
¥4 . ffi Hl Cocos Code IDE FTJF HelloLua T2 . 220 i S A i Al 40 14 3-18 Fizi .

4 = HelloLua
4 (@3 src
,
3 main.lua
4 (& res
> & fonts
A background.caf
|#| background.mp3
|2 background.ogg
[/ crop.png
LY dog.png
|#) effectl.wav
B farmijpg
@ land.png
| menul.png
[ menu2.png
0 configjson
> @& Cocos2dx 3.2
» mh Lua 5.1

[# 3-18  HelloLua T8t 4 SC - 45 14
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TEANEL 3-18 Jr 7 1 S A0 T A P s res SCAF & A7 09 IR SCA > sre SO e 2 2 B R 7 AR
5% main. lua il GameScene. lua, HH main. lua TP A 0 34, Cocos2d-x IR B E
iz, IR H B s FiE 7B . fF GameScene. lua F1SZHL T UiF 53 5% .

3.4.4  fURSfFRRE

HelloLua T2 E2A4 W O, ™ miEgnf B e i1 m s aftnm,
1. main. lua 3 ¥
main. lua J&F2F A O XA AR .

require "Cocos2d" )

—— cclog

local cclog = function(...)

SNS)

print(string. format(...))

end

—— for CCLuaEngine traceback
function __G__TRACKBACK _(msg) )
cclog(" ——==—===—————— ")
cclog("LUA ERROR: " .. tostring(msg) .. "\n")
cclog(debug. traceback( ) )
cclog(" """ ")
return msg

end

local function main()
collectgarbage("collect")
—— avoid memory leak

collectgarbage("setpause"”, 100)

®O ©6

collectgarbage("setstepmul", 5000)

cc.FileUtils:getInstance( ) :addSearchPath("src")
cc.FileUtils:getInstance() :addSearchPath("res")
cc.Director:getInstance() :getOpenGLView( ) : setDesignResolutionSize (480, 320, 0)

—— create scene

local scene = require("GameScene")

® ©

local gameScene = scene.create()
gameScene: playBgMusic( )

if cc.Director:getInstance() :getRunningScene() then ()
cc.Director:getInstance() : replaceScene(gameScene)

else
cc.Director:getInstance() : runWithScene(gameScene)

end
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end

local status, msg = xpcall(main, __G__TRACKBACK ) ®
if not status then
error(msg)

end

R OIS require SEFEMNZL Cocos2d *ﬁﬁ% JFEAT DLk S A AR . 5B OFT A0S
%F'Eﬁ cclog R Z MBI ER 2Rt HEER .. £OFTHY print (string. format(...))
vz TSR
F OIS W] __G__ TRACKBACK__ (msg) R, 7672 )7 5 19 I i 285 17 11
xpeall P8 IF5 HH HERRAE B . H & RS BT .
[LUA - print] stack traceback:
[string ".\src/main.lua"]:13: in function ' _index'

[string ".\GameScene. lua" ]:52: in function <[string ".\GameScene. lua"]:49 >
[LUA-print] —————————————————— =~ ———

OIS Z mainO pREL B &M D171 xpeall BETHH . 5 ©17 188 collectgarbage
("collect") H1 1§ collectgarbage Jf& b P WS A %5 9 FH 22 11 R0, TR L3 e 4 4, HiAtl iy

collectgrabage(opt[,arg])

Hor opt ZRCRBRMEITIEARE SR ST .
* collect: PAAT— AR ILUEE AW, WA ©FT AL
o stop: fFIE BRI .
e restart: HJo BIIRICEESS .
* count: R[04y Lua Hfdff HI A9 A A7 £ L B KB,
o step: PLPAT DB B RK P size BRI S8 arg 45 7E , IR 5E K —
W AR 3 R AR 10T true,
* setpause: BB arg/100 RU{EAE A S SO A B 5 G, DLEE D7 AR
* setstepmul: B arg/100 M{E 1R K BIG IR, BIF P K =IHE K * (arg/100),
J&%@ TS
Q170 local scene=require("GameScene") Jill % GameScene L , Ik [A] {H &
table 3@3?”%)3‘1/# H., BOFTCHY local gameScene= scene. create () i 1 F & create () PR A
)4 GameScene %}?\
FEODFTICH ce. Director: getInstance() ; getRunningScene O) H| Wi 2 5 A — & IE7F
BAT, R A 518 47 Wi 1 ce. Director: getInstance () : replaceScene (gameScene) 15 ] {i
] gameScene 3 5t B ¥ Y ui % 5, & W i@ i3 cc. Director: getlnstance () : runWithScene
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(gameScene) 15 1]i5 1T gameScene 5t , Toit &2 replaceScene i & runWithScene PR %1 JiF 2%,

#R 23 H& A F| gameScene 35,
FFTICHS local status, msg= xpcall(main, G TRACKBACK_ ) H Yy xpcall i

B Lua #2435, H T8 Hofh eR %5, O HL AT AR 245 1%, xpeall A & LUNF .
xpcall (f, err)

o f S8R FH Y PR AL err 24 20 1 B 02 0 B4 8 T A9 pREC, 3R IR status 2R R AR
& msg EHIREE .

HA FEQFTICH local status, msg= xpcall(main, G TRACKBACK ) A 2%
FFRIAE . HE I H main O K50, A 3-19 Fros i H HAERR L B8 & e 010 3 H
T

4 ;. HelloLua [Cocos Luabinding]
4 i@ Debugging engine (idekey = luaidekey, port =10000)
4 4@ Running coroutine (suspended)
= collectgarbage(*collect”) [ /src¢/main.lua:19 ]
= xpcall [Ccode]
= local status, msg = ll(main, _G_TRACKBACK_) [Isrc/mcin.lua:AZ]‘

3-19 I HERR

2. GameScene. lua 3 4
GameScene. lua 7RG B TEX T8, WE 3-15 s i3 56k 2 78 GameScene. lua 1
PR s GameScene. lua EEAUTTF .

require "Cocos2d"

require "Cocos2dConstants"

—— 74 B} GameScene 2§

local GameScene = class("GameScene", function() @)
return cc. Scene:create()

end)

—— H A R AL

function GameScene. create()
local scene = GameScene. new()

scene:addChild(scene:createlayerFarm())

SECHENC)

scene:addChild(scene:createlayerMenu())
return scene

end

—— MG R A

function GameScene:ctor() ©
self.visibleSize = cc.Director:getInstance() :getVisibleSize()
self.origin = cc.Director:getInstance():getVisibleOrigin()
self. schedulerID = nil

end

= WIS E IR
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function GameScene:playBgMusic()
local bgMusicPath = cc.FileUtils:getInstance():fullPathForFilename("background. mp3")
cc. SimpleAudioEngine:getInstance() : playMusic(bgMusicPath, true)
local effectPath = cc.FileUtils:getInstance():fullPathForFilename("effectl.wav")
cc. SimpleAudioEngine:getInstance() : preloadEffect(effectPath)

end

—— 4 & Dog #f R

function GameScene:creatDog( ) @
local spriteDog = cc.Sprite:createWithSpriteFrame(frame0)
return spriteDog

end

—— create farm fl| @4k 2

function GameScene:createLayerFarm() ®
local layerFarm = cc.Layer:create() ©)
return layerFarm

end

—— create menu | g B2

function GameScene:createlLayerMenu( ) ©
local layerMenu = cc.Layer:create()
return layerMenu

end

return GameScene @

f£ GameScene. lua H14]# GameScene &, AT S MM TR GZEAR)Z ., O
7408 2 7 B GameScene 175 25, class (" GameScene" , function () { =+ }) %2 H Cocos2d-x
Lua 58 HAA v LI Lua QX4 class pREE LT .

class(classname, super)

Hh 24 classname 52 pRELA B2 T A7 AL, super 2 18 HIAC 240 1 pRER

B OFT LS 75 B GameScene. create () #4 B %L, 7E main. lua H13f 11 scene. create () i
A ERFTIUHE local scene= GameScene. new () /& 61| & GameScene B 2 X} 4, new O
PRE 2T 5 © 47 1 GameScene: ctor () PR, ctor O J& ¥ & R %%, 5k %) 15 1k GameScene
Yt g, FEOTHEE P GameScene 35 % 2 1Y createLayerFarm O pR 61 2 4k 7 2
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(@I . BOIFRAS &I FH GameScene ) 5 X 421 createLayerMenu() bR %5 6] £
FHZE AL O,

OIS BRI A 8 Dog ¥4 R, i A cc. Sprite: createWithSpriteFrame (frame0) 15
AR HERT R XSRS A4

TERI A 37 )2 PR BT createLayerFarm () H1 i @ 471018 local layerFarm = cc. Layer:
create O 2 QI EXT R A5 HEA N 41 .

HEOFT IR M) GameScene 28 i , B 42 table 258, 7F main O K ECT I8 FH local scene=
require("GameScene") 1% ] B iR [A] ,

3.5 E#4 HelloLua

T 3.4 AL Tt Cocos Code IDE T H A4 — 4 Cocos2d-x Lua T8 . {H &% T8
WRASE R N TR FENE G E L PR, AT ERNH —1 HelloLua T.
P 76 I T T R LA R BN 2R S R T A

BB AT A R W 3-20 iR, s A —4 HelloWorld #r%28F1— 418 .

@ CocoslLuaGame - oIEH|

Hello World

‘ rocnsenea ’

GL verts: 264
GL calls:
60.0 / 0.000

& 3-20  HelloLua 52
B main. lua FEAHBT .
require "Cocos2d"

—— cclog
cclog = function(...) ®
print(string. format(...))
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end

—— for CCLuaEngine traceback

function _G__ TRACKBACK _(msg)
cclog(" ——=——————mmm "y
cclog("LUA ERROR: " .. tostring(msg) .. "\n")
cclog(debug. traceback())
cclog(" ——————————— "y
return msg

end

local function main()
collectgarbage("collect")
—— avoid memory leak
collectgarbage("setpause", 100)
collectgarbage("setstepmul", 5000)

cc.FileUtils:getInstance() :addSearchPath("src")
cc.FileUtils:getInstance() :addSearchPath("res")
cc.Director:getInstance() :getOpenGLView( ) : setDesignResolutionSize (960, 640, 0)

—— create scene
local scene = require("GameScene")
local gameScene = scene.create()
—— gameScene: playBgMusic() @

if cc.Director:getInstance() :getRunningScene() then
cc.Director:getInstance() : replaceScene(gameScene)
else
cc.Director:getInstance( ) : runWithScene(gameScene)
end

end

local status, msg = xpcall(main, __G__TRACKBACK__)
if not status then
error(msg)

end

LR O cclog PREUR R & local &M, 3X BN BR T local, i W 1% bR 252 42 Jm) bR
B, T DR HAUAE R bl cclog s, 55 Q17 AR 2 I i B¢ gameScene: playBgMusicO)
A5

B GameScene. lua FEACHEUT .

require "Cocos2d"
require "Cocos2dConstants"
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size = cc.Director:getInstance():getWinSize()

local GameScene = class("GameScene", function()
return cc. Scene:create()
end)

function GameScene. create()
local scene = GameScene. new()
scene:addChild(scene:createlayer()) D
return scene

end
function GameScene:ctor()
end

—— create layer

function GameScene:createlayer() @
cclog("GameScene init")
local layer = cc.Layer:create()

local label = cc.LabelTTF:create("Hello World", "Arial", 46)
label :setPosition(cc. p(size. width/2,
size. height — label:getContentSize().height))

layer:addChild(label)
local bg = cc.Sprite:create("HelloWorld. png")

bg:setPosition(cc. p(size.width/2, size.height/2))
layer:addChild(bg)

®Ooe e © 6

return layer

end

return GameScene

TATHAE T — 82 REL createLayer O, 7655 QAT RS A1 )2 . 28 O 174015 &
HH Q1) B pR 2R 55 O T RS A Label TTF bR X 42, 4 @ﬁﬁﬁ%mmﬁﬁkxfr%ﬂ’aﬁﬁ,
55 QAT AT K B 28 X G S I B 2 /72 b 58 © AT AR R AR R4 R O T AU R B
ROLE S @FTACAD SRS R R B Y w2z,

3.6 Cocos2d-x Lua #Z i #E &

Cocos2d-x Lua AR M, ik L6 ME AR 22 ok U8 T 3 imi 20 18 A 52 26 47l i) n
75 %HJ:':T‘?*E%M,ﬁﬁkiﬂﬁﬁbﬁﬁ%%lﬂﬁﬁiﬁﬂ%ﬁo Cocos2d-x Lua FAZ.LBEEUNT
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=

I

. RE,

< FE,

o R,

e KiFizd).

o Hu[A,

o WG|,

AT T R RS R R LR R RS BT AR T K R R T —
TR T A A TR S T R TP A

3.6.1 S
S Director [ T45 B 5 05 52 , 7 B3 VB2t 78 B A TR rh FUAg — AN 52 491

G TR RBIB L BRSO/ AT — B B R R TR B R X R . K45 T 32K Director
SLAEAUNT

local director = cc. Director:getInstance()

HA cc & Cocos2d-x Lua H 2% i fiy 4 25 [A] . Director & 5 8 25, ‘

Ref
getInstance ) R ELFRAT P8 H S 441) ] ‘
ST RIRTTANT ‘ Director ‘
e TS i
o« PiMEEER . ‘ DisplayLinkDirector ‘

o BT UK SE U I TR

o AR,

Director ZEE 4N1A 3-21 frw,
AN 3-21 frs i 2R B vhis v LU A 2B A — 728 2 DisplayLinkDirector,

3.6.2 it

Yy 525 Scene S 4 BT I L TE L R TR TP R . R KBTI DLUTF LS

o JRNZEYa . B HCM AN SR PR A R b SO T ke S B XK 1 T 0 4 L ik
FIFN G WL VB Bh A 49

o WY R, FRP KBRS EE.

o Wk R, Wk EE AL

Y528 Scene ZEEIANIE 3-22 i s WZEEI W] UL Scene 4% 7k T Node 2, Node 28 & —

[&] 3-21 Director 2K &
BITEE R
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ADEER SR ZZHBI Node IR A= 112K , i A Scene, Layer %,

‘ Ref ‘

f

‘ Node ‘

f

‘ Scene ‘

f

‘ TransitionScene ‘

—{ TransitionCrossFade

—{ TransitionFade

—{ TransitionFadeTR

—{ TransitionMovelnL

—{ TransitionPageTurn

—{ TransitionJumpZoom l

—{ TransitionProgress

—{ TransitionRotoZoom l

—{ TransitionSceneOriented ‘

—{ TransitionTurnSlideInL ‘

—{ TransitionTurnSplitCols ‘

—{ TransitionTurnOffTiles ‘

&l 3-22  Scene ZX &

3.6.3 )2

JRR TR A R Y 9906 LA L B ]2 AR LSRN A . R T
Photoshop K JZ . EW R —Z—Z& A —. WA 3-23 Fron g —A> 5 p £ 58 0 R
T B R =AY E &S B

NIRRT B R AT DV G 77 AR G — B ROR L 3 S8 JZ SR BRI & B sl i W . =
4 B 2 AU B9 WA 3-23(b) it s N BB AR IE SR> H R 2> F)Z . Cocos2d-
x Lua S 4% AN U R B 5 ) o 3 A U5 [R)RE T 204w Bz AL o B S A= o ol 2
WRIRGEEM ARG M RAZ  Br2ERZ. M GE g w2k — 208 T
AR R S T )RR PO R T . R O L AR R 2 & A R N R
RSO G R GBS
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RER

ERBEE

(@ (b)
Kl 3-23 =&

JZ25 Layer ZEE U0 3-24 i,

I I
LayerRGBA ‘ ScrollView | ‘ LayerColor ‘

TableView | ’ LayerGradient ‘

LayerMultiplex

=
=]
=R

Coni

ControlButton

ControlColourPicker

ControlHuePicker

ControlPotentiometer

ControlSlider

ControlStepper

ControlSaturationBrightnessPicker ‘
ControlSwitch I

[L]1]]]]

3-24 Layer 254
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3.6.4 KR

K5 R I Sprite &R AR B E, BERE TR EHIX L RSP IR Y =%,
G OLE i Tie 8 18 3 A HE R B iR BOR (46 /0N F Bl i A

Sprite Z5® UMK 3-25 Frz~, B H AT I Sprite &2 Node 125, Sprite & 1R £ 25 A1, 4]
WP 5] B KE R 25 PhysicsSprite WHRE TR R .

‘ Ref ‘ ‘ BlendProtocol |
‘ Node ‘ ‘ TextireProtocol |

‘ PhysicsSprite ‘ ‘ Skin |

[%] 3-25 Sprite FE K]

3.6.5 ¥R

AR P AR A, BB EREM R S 78 Cocos2d-x Lua P LR JE
Menu, Menu ZE Bl 40 3-26 fi7R , WIS EI A L Menu 28R4 T Layer,

TESE L AL T 3BT Menultem, Menultem 28 EI 40 1&] 3-27 froR , K] 3-27 rha] I,
FE I Menultem A R £ # 1 X 89 F 2£, 0 MenultemLabel, MenultemSprite #l
MenultemToggle, & & I 1 A [F 8RS IAA 3 DIACRS . IEH & A A

k.

Menultem

MenultemLabel ‘ MenultemSprite | ‘MenultemToggle

‘MenultemAtlasFom‘ ‘ MenultemFont | ‘ MenultemImage |

& 3-26  Menu 2K & 3-27  Menultem 25 &
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3.7

Node 5 Node = 2224

Cocos2d-x Lua RIJEZHBHO 458 FLI 50 2 KR R UR L B AR R 58
G R (Node) Mg, — Mg REE T 2402, DR XAEZ R SR SOAR L E A
BT RGEEXNG ., BREMPHN ST =2 R R UK L E FR T R 5%
VRGPS E 3

W E AR 3-28 PR

X

Scene

l.n
Layer 0.1

0..1 0. 1

L2l

Menu H PartideSystem H TMXTiledMap

Sprite ‘

0..n
Menultem

3-28 WA MEHEEH

Bey S — 3R 19 4C 2K Node, Node Z5 & & 3-29 B 7x . Node 255 Cocos2d-x

Lua i A AR B R R 2 KR G ORI FIORL T RS R AR .

3.

7.1 Node " i A HAE

Node fE RIS EARZ T ZA B T 205150 41 -

B 55, local childNode=cc. Node:create(),

B E B9 95 5 . node:addChild (childNode, 0, 123) %8 2 S50 Z %2 4 i
Fe 5 3 NS BUERE .

4T 15, local node=node:getChildByTag(123) , il i b2 A #8799 545 .

node: removeChildByTag(123, true) il i #r2s M 5% F 95 25, Fp 8 1h & 37 45 F i — 4
ik,

node: removeChild(childNode, true) il i childNode 5 g, JF 4% 1k % F 5 88 L) —
DIahtE .

node: removeAllChildrenWithCleanup (true) Ml [ node 37 S 09 Br A T 5 & . 15 1k
X g B — I EhfE .

node: removeFromParentAndCleanup(true) JAAC 5 & M B4 node 5 &, I8 1R 1% 7 5
Er—ulatE,
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~
aQ

f

Z
)
=%
a

_NodeRGBA
ParticleBatchNode
AtlasNode
ParticleSystem
ClippingNode
ProgressTimer
DrawNode
ProtectedNode
AssetsManager
RenderTexture
Scale9Sprite
Scene
TableViewCell
Sprite
LabelBMFont
SpriteBatchNode
Label TTF
TMXTiledMap
Layer
CCBFile
Menultem
Armature
MotionStreak
BatchNode
NodeGrid
Bone

ParallaxNode
GLNode

Skeleton

K 3-29  Node 25

3.7.2 Node "8 ZE0Y B 1

4, Node A WA~ dE# A9 )@ 14 . position  anchorPoint,

position(fii B ) J& P & Node Xf 4 B 5L br fif & . position J&§ ¥ 11 11 if 2 AL & fif
anchorPoint J& . R T ¥ —1~ Node XF 5 Cbr #E 55T BB ) K 1 Hb il & 78 Bf 5 3 — -7 &
b AR E X Y B4 A anchorPoint J& A X T position 8 H A, BRIAJE (0. 5,0.5)

WK 3-30 78 £ anchorPoint S (0. 5,0. 5)[HE ML » X & BRI O o

& 3-31 s 4& anchorPoint S (0. 0,0, 0) 5 & .

K 3-32 AT 7x & anchorPoint (1. 0,1. O &M,

K 3-33 AT 7 42 anchorPoint 5 (0. 66, 0. 5) &ML,
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anchorPoint =(0.0,0.0)

\Bsition—(S,S)

|
I
|
I
| |
| I
| |
(0,0) 5 xF (0,0) 5 b

y+ anchorPoint =(0.5,0.5) y+

1/21 position=(5,5)

%] 3-30 anchorPoint (0. 5,0.5) & 3-31 anchorPoint (0. 0,0.0)
y+ y+ anchorPoint =(0.66,0.5)
anchorPoint =(1.0,1.0)
S — ! SITTIR[ T T i
| |
I position=(5,5) 2/31 position=(5,5)
I |
| |
| |
| |
0,0) 5 X+ 0,0) 5 X+
& 3-32 anchorPoint & (1.0,1.0) % 3-33 anchorPoint 5 (0. 66, 0.5)

KT 3t — & T i anchorPoint fifi F, & ok HelloLua 22 #], & & GameScene. lua [
GameScene:createlayer ) BRELUN N o Ho b LK BN ) 2 3 940 AS

function GameScene:createLayer()
cclog("GameScene init")

local layer = cc.Layer:create()

local label = cc.LabelTTF:create("Hello World", "Arial", 46)
label :setPosition(cc. p(size.width/2,
size. height — label:getContentSize().height))
label: setAnchorPoint(cc.p(1.0, 1.0))
layer:addChild(label)

local bg = cc.Sprite:create("HelloWorld. png")
bg:setPosition(cc. p(size. width/2, size.height/2))
layer:addChild(bg)

return layer

end

BATEERAE 3-34 fras , Hello World #5255 & 1) anchorPoint & (1. 0,1.0) .
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[*} CocosLuaGame - olEl

Hello World

‘ Cocosene ’

& 3-34 Hello World #3251 anchorPoint }(1.0,1.0)

3.7.3  UiXRMEA L E

B — AR PP ERA — DRI TEARWOB AT, B2 X GO B M gE 1. RS
B T BORG R s Sk . w] LUTE I XA 26 bl E B 8% (Scheduler) XK R 4580 4 (115 17
HEATIRBE . oA Node 25383 1 Scheduler 28, B LA AT LA B #2468 Hl Node 15 Bif 2% AH ¢

Node ™ % I 8% FH OC R B F AN F -

* scheduleUpdateWithPriorityLua(nHandler, priority), %4 Node %} % H B FH 1%

PR I8 4 3% 1> Node X4l 2% % I by 4 i 7] 98 1] — K nHandler s%L, priority J&
LS. priority fHB/NBSE AT .

o unscheduleUpdate (), 1%k scheduleUpdateWithPriorityLua [

S ¥ 2D T U AT R 5 R BE 0 A T A8 2 HelloLua 525, B MR ) GameScene.
lua SCAEACHSANTR -

require "Cocos2d"

require "Cocos2dConstants"

size = cc.Director:getInstance():getWinSize()
local label @)
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local GameScene = class("GameScene", function()
return cc. Scene:create()
end)

function GameScene. create()
local scene = GameScene. new()
scene:addChild(scene:createlayer())
return scene

end

function GameScene:ctor()

end

—— create layer
function GameScene:createlayer()
cclog("GameScene init")

local layer = cc.Layer:create()

label = cc.LabelTTF:create("Hello World", "Arial", 46)
label:setPosition(cc. p(size.width/2,

size. height — label :getContentSize( ). height))
label:setTag(123)
label : setAnchorPoint(cc.p(1.0, 1.0))
layer:addChild(label)

local bg = cc.Sprite:create("HelloWorld. png")
bg:setPosition(cc. p(size.width/2, size.height/2))
layer:addChild(bg)

local function update(delta)
local x,y = label:getPosition()
label:setPosition(cc.p(x + 2, y—2))
end

== Il e 3 A 2
layer:scheduleUpdateWithPriorityLua(update, 0)

function onNodeEvent(tag)

if tag == "exit" then
—— JF e ek A B
layer :unscheduleUpdate( )
end
end

layer:registerScriptHandler (onNodeEvent)

return layer

® 6 O
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end

return GameScene

LA OITIRIEE LT HEIRFEIRE XS label, Q7L 2 X update(delta) PR %L
IR, BT layer: scheduleUpdateWithPriorityLua(update, 0) 42 JF i3 JiF #k 4
JE % BRI AT R DL Fe 2 0 2 BRIAE .

5 AT AR J2 2 Ak B = ] ] R B 5 © AT AR 2 ) T A D AR R R A A R R
EHE AN EMAE O 7R IEREE. 8 O 15 /R layer: registerScriptHandler
(onNodeEvent) 2 F N2 S 4 50 2% .

3.8 Cocos2d-x Lua 4 Hr &

1E DY AR & N IF & v, Ak bR &R 2B H E 2209 . #F Android F110S 4537 & W I
KRBT FE 4 bR R R S FE L FA . i Cocos2d-x Lua kAR R EW R EHELT
M H Cocos2d-x Lua A br Z X 45k i B Ak bR RIS 7R AR A

3.8.1 UI ks

UI A bRl /& Android 1 10S 85 5 ¥ A& B H B9 —4E s pn R . BRI S 7E L B I
&l 3-35).

(0,0)

X+

yt

K 3-35 UL &4
UT A5 I i 7 76 B AR x il A5 O GE .y Blie) T o IE . #8 Android Hl1OS 48F 5 {f HI#Y
PR A SR RSP X N A bR B . BRI AE Cocos2d-x Lua BRIAAR SR H UT A8 A5 4 1 50
ARy I 2 HT B UT AR AR 5 40 78 i 450 3 4 2 AR 1 I e 23 3R A5 — A fil 5% R (Touch)
fil#EXF 42 (Touch) 4 it 1R 22 4R 4507 A5 2 09 R0 2 T T AR s
cc. p touchlocation = touch:getLocationInView( )

il getLocationInView O pRELIRAG il 45 5 Al A 35 52 k2 UT A #5R B B Ak b RS A
e b MAJE Cocos2d-x Lua BRINARFR, A LICR N 1l A9 18 ) i 17 5% e

cc. p touchLocation2 = cc. Director:getInstance( ) : convertToGL(touchLocation)
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T A R A AT LUK fil 5 7 N UT s AR 40 OpenGL A8 4%, OpenGL A fr
W2 Cocos2d-x Lua BRIAAB#R o

3.8.2 OpenGL #2 kR

£ R T OpenGL A bR & =4k A5 45 . H T Cocos2d-x Lua Jig /2 R H OpenGL & %,
(A RN A FR k2 OpenGL Ak 45, HUORGE HOoR W 4E (x Al y D, W3R K% & 2 4,
OpenGL AL AR J5 s 7E 42T A CULIEL 3-26)

yt

©0.0) X+

¥ 3-36  OpenGL 2 FR
BoR: ZHLARRE 2B RR S A AF LAFRAETF LR, £F LA 248G
BRI 4w B 3-3T(0 P, AF LM AE 2@ RER L, B 3-37(b) AT & . OpenGL 4 47
XA F AR, T S 8 Direct3DO 2 £ F A AR,

¥yt y+

7—
z+

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

z+
7—

() (b)
B 3-37 =4 Ak fR

@ Direct3D(D3D) J& i # 2\ 7 7E Microsoft Windows $RVE RSG5 L T IF & ) —72 3D £ [& 4 #2422 10, J& DirectX f)—
W, BRI A& R W R TR, 5 OpenGL [F] it B ML L B AT B e E A EL KR BEEDZ
—, — B A T4 T # http://zh. wikipedia. org/wiki/Direct3D
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3.8.3 RS AR bR AT AL bR

H1 T OpenGL A& A5 73 Sy H 5 A A FIASE Y AR B BT L Cocos2d-x Lua #9 4 b5 to A7 T 5t A2
PR FIRE Y A bR 2 73

PRI A I X R A R B 22 17« 5K = 22 B VR AR 1) B E — 20 HL L 1) AGE 500 oK. Tii 2= Y
SRR A A — 2 BL L f g 20 7 500 Ko 3 HL A6 3% AR R] AR B /R 285 4R 00 A
5K =R A A bR 2 T J AR A L AE M ERAE 0 2 IR S8 7 B A AT B R R (i P AL T
PO SR P A b 2 B AR B L LR B C AR S 2 IR L FRR 7 B TR A 2230 R BRI AR 69 A
FIAR Y 5 31

nfal 3-38 s WIE AT LA 2 A B9 AR AR (5.5) . B By AR BRI (6. 4) 52 F X SE AR AR
EAUR IR AR bR . ARSR T A BB AR Frok 38 B A9 A2 5 B AYAR AR 2 (L, — D).

yt
sl AG.5)
|
| 1__BGH
| |
| |
| |
C | |
(0,0) 5 6 x+
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» convertToNodeSpace(worldPoint) ; ¥t FL AR bR 5 e h 45 7l Ak B
e convertToNodeSpace AR (worldPoint) ; ¥ FLAR Fr %5 e Sy #55 H AB b, AR 67 A0 X6
T A
» convertTouchToNodeSpace(touch) ; ¥ tH Fit Ak A H i 455 55 45 4 S 4 T AR AR
e convertTouchToNodeSpace AR (touch) : ¥t G Ak B i i 185 55 4% 4 g A A0 AR $5 L AR
FETRAHXT T4l AL
o convertToWorldSpace(nodePoint) ; #5558 Ak f5 55 o Sk 1 L AR FR
o convertToWorldSpace AR (nodePoint) ; Jf 45 B Ak F5 45 e Sk it FLAR BR » AR 78 A5 %
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1.t R A FRFE R AR B AL AR
TN 3-39 Fr 7 2 5 AL AR i 48 S A5 18 Ak A 14 S 4015 47 4
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function GameScene:createlLayer()
cclog("GameScene init")
local layer = cc.Layer:create()
—— Gl R
local bg = cc.Sprite:create("bg. png")
bg:setPosition(cc. p(size.width/2, size.height/2))
layer:addChild(bg)

local closeltem = cc.MenultemImage:create(
"CloseNormal. png",
"CloseSelected. png")
closeItem:setPosition(cc. p(size.width — closeltem:getContentSize().width/2,
closeItem:getContentSize(). height/2))
local menu = cc.Menu:create(closeltem)
menu: setPosition(cc.p(0, 0))
layer:addChild(menu)

—— )] 7 Nodel

local nodel = cc.Sprite:create("nodel.png")
nodel : setPosition(cc. p(400,500))

nodel : setAnchorPoint(cc.p(1.0, 1.0))
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layer:addChild(nodel, 0) @)
—— ] 73 Node2
local node2 = cc.Sprite:create("node2.png") ®

node2 : setPosition(cc. p(200,300))
node?2 : setAnchorPoint(cc.p(0.5, 0.5))
layer:addChild(node2, 0) ©

local posX,posY = node2:getPosition()
local pointl = nodel :convertToNodeSpace(cc. p(posX, posY))

® 9

local point3 = nodel :convertToNodeSpaceAR(cc. p(posX, posY))

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

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

return layer

end

FO~OITUHEZEIET SRR XA RE—-DHE 900 X640 BEME R . 4
@~ @FT UL 2 Bl Nodel X R IFBE T AL B M EME. 5O~ O 171U 2 4 &
Node2 XF gt JF B E T 7 B R m w1k . 28 @47 U5 Node2 fy it 5 A b5 e e o AR X T
Nodel BRERIARFR T 25 @ AT AU JE S BLAY L B AR T8 57

BATESRIR

Node2 NodeSpace = (100. 000000, — 100.000000)
Node2 NodeSpaceAR = ( — 200. 000000, — 200.000000)

45518 3-39 MR — T . Node2 Y T 5 AR BR 56 4 g AR XS T Nodel f98E HY A0 B L 3 72 K
Nodel 4T fAFE R A FRIE A (B 3-39 i A S50 ASHETESE A ST T3 A A 2 (100,
400) , I8 4 convertToNodeSpace PREUL & A fARFRIRE C S ARKR, 25 H & (—100,100),

1Mii convertToNodeSpace AR BRI AU 5 4l o5, M AR AR J5L 05 02 B 5, B s ARl 25 C /5
AB bR L &5 7 (— 200, —200)

2. {RE R ARER IR 0 tH R AR AR

NP 3-40 JIT 75 2 455 U Ao A 3 48 Sy hE 5 AR A 18 SE B AT 45 2R

FE U X% 5 P A WA Node %4, Hoh Nodel (48 B3 & (400, 5000, K/ 300 X 100
142, Node2 EHETE Nodel HHY, B4 T Nodel Fy#EEI AL AR (0, 0), K/NE 150 X 50
BE.

WG IT .

function GameScene:createlayer()

cclog("GameScene init")

local layer = cc.Layer:create()

- ik
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P 3-40 LAY A R 4 Syt B AL AR

local bg = cc.Sprite:create("bg. png")
bg:setPosition(cc. p(size.width/2, size.height/2))
layer:addChild(bg)

local closeltem = cc.MenultemImage:create(
"CloseNormal. png",
"CloseSelected. png")
closeltem:setPosition(cc. p(size.width — closeltem:getContentSize().width/2,
closeltem:getContentSize( ). height/2))
local menu = cc.Menu:create(closeltem)
menu: setPosition(cc.p(0, 0))
layer:addChild(menu)

—— )] 7 Nodel
local nodel = cc.Sprite:create("nodel.png")
nodel : setPosition(cc. p(400,500))
layer:addChild(nodel, 0)

—— Al % Node2
local node2 = cc.Sprite:create("node2.png")
node2 : setPosition(cc.p(0.0, 0.0))
node2 : setAnchorPoint(cc. p(0.0, 0.0))
nodel :addChild(node2, 0)

local posX, posY = node2:getPosition()
local pointl = nodel:convertToWorldSpace(cc. p(posX, posY))
local point3 = nodel :convertToWorldSpaceAR(cc. p(posX, posY))

® &
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cclog("Node2 WorldSpace = (% £, $f)",pointl.x, pointl.y)
(

cclog("Node2 WorldSpaceAR = (% f, % f)",point3.x,point3.y)

return layer

end

R EFEREE OGNS, T K Node2 il %] Nodel W, ix &5 Z AU p9 X ). X
FEEE OFT AU B B Y AL bl A8 i 1 A T Nodel BYRBERIARSR T,

O AR Node2 AR AR AR L 0 o T AR bR o T 28 @D 47 A0S J2 2 LAY B 2 A X
AL E

BATHIRIT

Node2 WorldSpace = (250.000000,450.000000)

Node2 WorldSpaceAR = (400.000000,500. 000000)

anlEl 3-26 Fros AL E . aT LUH I S AR bR g . 25 O~ QU B et F .

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

KENG

B AR A2 L RE LT f# Cocos2d-x Lua FF K BRI 2L . DL R #3& Cocos2d-
x Lua B O ML X EHE S5 S0 5 2 R RIS S ST 4, AN, B R
T Node 1 Node JZ 4, TG I8N T Cocos2d-x Lua BYAEHR R .



