FRZEFIFE R

Wik b ST SR AR AT R AR AR ISR L WSS SR — R AR T B Ay
# Cocos2d-x Lua APT HP AR5 35,

5.1 MXRAFHIXEFE

WA 7 5 T B SO LA S ST NS A ST BASSCT A 5-1 BroRilif kg s O
FHCOCOS2DX” . 3 45 3CF M 5-1 JF 7R Wk i 5t 1 @45 3 F“ Hello World”,

Hello World

K 5-1 st mses

2 SC 7 — B2 1R 56 Al Photoshop 22 il 76 15 357 18 ) b i B 5 s A8 i 2 R B g
R E . D5 3 F“COCOS2DX” /1 1 “COCOS”  “2D” Fl“ X7 ¥ 1 B KUK A (7]« 171 3 245
SCFMUARRE B S SCF T R R U5 R RS B BN A

BN F—RETEE LSBT U, FLDBBERNE. Cocos2d-x Lua AP A L6
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R ARSI

5.2 ERRE

SEE A 53 5t B 825 S0 T U i Cocos2d-x Lua APTHE (b 4% Label
1 LabelAtlas S0, 0] i 13 Cocos2d-x GUI FpZE ¥ MSL L, K& A H R 252K Label il
LabelAtlas ZZHL 7 R,

5.2.1 Label 3§

Label 2/ Cocos2d-x 3. x Ji #fi tH (¥ 37 (0 R 4528 . 3 Bl b 4838 5 1 F Free Type® Sl
TEAN )9 F- 65 LA AR [) B R0 8 80CR, o el T DR ) 2 A7 AL 0 i 4 o g bR e

Label $24L T i B 451, Label 287 DA & R & F K F5
|

BTE AAFHFEERAINTFERAAPERENFR, KRN

BHRFHERGTRE LS, TTF F4hO5F 5% m# Node
TTF FARL 27 XL F 5. 128 FHRFE & BN T

I — A B L png) Ao — AN FAR LR A InD)
Label

Label Z¢f2E P UN1AL 5-2 froi .

- abel 2&
@I Label 275 create O FIIIAT 0 F JLA o2 Label XK

Label : createWithSystemFont (text, —— B3R CFE
font, -— RGETFHRA
fontSize, —— AR RN
dimensions = size(0,0), —— AW, &% LabelTTF E X
vAlignment = TEXT ALIGNMENT LEFT, —— T[4 W, 5% LabelTTF i X
vAlignment = VERTICAL TEXT ALIGNMENT TOP —— T[4 W, 5% LabelTTF & X

)

Label:createWithTTF(const std::string & text,
fontFile, —— FR
fontSize,
dimensions = size(0,0),
hAlignment = TEXT ALIGNMENT LEFT,
vAlignment = VERTICAL TEXT ALIGNMENT TOP

@ FreeType FES&—A 584 5 % FIED 19 | e 50 &2 19 BT B A 00 - R 5 1 4, e 3R 43R 458 — A9 422 11 ok 7 ) 22 o <2 M4 A =X
S, —5 A E E AR http: //baike. baidu. com/view/4579855. htm

@ TTF(TrueTypeFont)J& Apple 23 &) Fll Microsoft 24 ] 2t [ 4 i) F 44 SCF 4% X, B & Windows (19 347, B & 748
T H R —Fh R e R R 5. — 51 B B E A http: //baike. baidu. com/view/1003637. htm
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Label :createWithTTF(ttfConfig, -— FREEEL
text,
hAlignment = TEXT ALIGNMENT LEFT,
int maxLineWidth = 0 —— A B, bR IR R
)
Label :createWithBMFont (const std::string& bmfontFilePath, —— {3 &4k {4
text,

hAlignment = TEXT ALIGNMENT LEFT,

int maxLineWidth = 0,

imageOffset = p(0,0) == [ W&, TE AL E R S
)

Hrr createWithSystemFont 20| # R 5 FAKAR & X 4, createWithTTF 24 # TTF F{&
PREEXT 4 createWithBMFont J& Al @ v [ FARAR X 4 .

5.2.2 SEf. fEH RS =AM TTF 2k
T T S 15 Bl i Label 2808 F R Ge F R f0 TTE 24K, i & 5-3 s,

e Sl 1

TR VREF2

Hello World1

5-3 MM RS A TTE Fik

GameScene. lua ) GameScene:createlayerO) pRELUN T :
-— Az

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

-— E WA
local gap = 120

local labell = cc.Label:createWithSystemFont ("t # {4 1", "Arial", 36) ©)
labell :setPosition(cc. p(size. width/2, size.height — gap))
layer:addChild(labell, 1)

local label2 = cc.Label:createWithTTF (" S /R4F 2", "fonts/STLITI. ttf", 36) ®
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label2:setPosition(cc. p(size.width/2, size.height — 2 % gap))
layer:addChild(label2, 1)

local ttfConfig = {} ®
ttfConfig. fontFilePath = "fonts/Marker Felt. ttf"
ttfConfig. fontSize = 32

local label3 = cc.Label:createWithTTF(ttfConfig, "Hello Worldl") @
label3:setPosition(cc. p(size.width/2, size.height — 3 % gap))

layer:addChild(label3 , 1)

ttfConfig. outlineSize = 4 ®
local labeld = cc.Label:createWithTTF(ttfConfig, "Hello World2") @]
labeld:setPosition(cc. p(size.width/2, size.height — 4 % gap))

label5:enableShadow(cc. c4b(255,255,255,128), cc.size(4, —4)) @)
label5:setColor(cc.c3b(255, 0, 0)) ®

layer:addChild(label4, 1)

return layer
end

LIRS OFT RIS & 3T createWithSystemFont pR AN H R 50 FIRARZEXT 4
EQITARAE R E T createWithTTF €8 TTF FIRFRE X4 .
HFTLHS local ttfConfig = {} 27 B —~ ttfConfig 28 & , ttfConfig BYEPEM T .

fontFilePath —= TR AR
fontSize, —— FRKAN

glyphs = GLYPHCOLLECTION DYNAMIC, —— FARFEIEA
customGlyphs -— AEXFIERE
outlineSize -— FRHD
distanceFieldEnabled -— HREEFREEIFX

@ 171 ce. Label: createWithTTF (ttfConfig, " Hello World1") 2 i i #§ &
ttfConfig ) @ TTF FIAPRE,

OIS ttfConfig. outlineSize = 4 % & ttfConfig M Hih FE

FEOFFIS cc. Label: createWithTTF (ttfConfig, "Hello World2") 2 & #H 4] # TTF
TR LE .

%@ F7 1Y label5: enableShadow (cc. c4b (255,

255.255.128). cc. sive (4. —an R EFENHE |)($/QILIHI\E%S

R, &G00C8682927!

RIS label5; setColor (cc. ¢3b(255, 0, 0)) WNVBUI)hyk
BRI JP4dbP34d5f1M
HBTLEF

5.2.3 el fEHALP 1A

o7 PR AR bR 2 A AN S . — AR % png) mi=sa=s==
F—AFAR AR SO fnt) o B 5-4 J8oR T B 4 S0 G Y e
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BMFont. png B N . X I A — 4> F R A2 47 3CfF BMFont. fnt,
FAR A AR SO BMFont. fnt GRS 40T .
info face = "AmericanTypewriter" size = 64 bold =0 italic =0 charset="

100 smooth=1 aa=1 padding=0,0,0,0 spacing=2,2
common lineHeight = 73 base = 58 scaleWW =512 scaleH =512 pages = 1 packed = 0

" unicode = 0 stretchH =

page id =0 file = "BMFont. png"
chars count = 95
char id=124 x=2 y=2 width =9 height = 68 xoffset = 14 yoffset = 9 xadvance = 32 page = 0 chnl =

0 letter="1"

char id=41 x=13 y= 2 width = 28 height = 63 xoffset = 1 yoffset = 11 xadvance = 29 page = 0 chnl
=0 letter=")"

char id =40 x =43 y= 2 width = 28 height = 63 xoffset = 4 yoffset = 11 xadvance = 29 page = 0 chnl
=0 letter="("

char id=32 x =200 y = 366 width = 0 height = 0 xoffset = 16 yoffset = 78 xadvance = 16 page = 0

chnl =0

letter = "space"

fdi 1] LabelBMFont 75 BV 5 Y 2 81 R 88 SCPF RN AR bR SO 5 28000 S e A [R) ) 96 L H ok
N A AR TR . B B A R AR AR SR AT L A A7 P AR LA TG R A A T
Ay 2% AR5 A T A4 ((Cocos2d-x Sf: THAEN,

T SE WY SE o Label S84 A7 44, anf&l 5-5 B .

Hello World1

5-5 i v B 44

THiE— F GameScene. lua i) GameScene: createlayer) pRELUT T .
-— A )z

function GameScene:createLayer( )
cclog("GameScene init")
local layer = cc.Layer:create()
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—— BN R R
local gap = 90

local labell = cc.Label:createWithBMFont("fonts/bitmapFontChinese. fnt", "H1[E") @D
labell:setPosition(cc. p(size.width/2, size.height — 3 % gap))
layer:addChild(labell, 1)

local label2 = cc.Label:createWithBMFont("fonts/BMFont. fnt", "Hello World") (@)
label2:setPosition(cc. p(size.width/2, size.height — 4 % gap))
layer:addChild(label2, 1)

return layer
end

return GameScene

FHOME QIS E T Label 2818 createWithBMFont 8 4G Z A & F AR 2 X 4
‘#

B RETRAOLTFHA-LOLACETHREN LT, @xww DiFERE =T X,
Mol BAFHRBARED tmapFont(hme%e png X B % 6, ;tbc{:;(

5.2.4 LabelAtlas %

LabelAtlas J& & 5 84545 Hh 1) Atlas AR “HEIE” KR &7, X bR % BR 1)
SCF SR N — A R O Y, R i T LabelAdlas 55 2% A6 i # K R 4E SC A
LabelAtlas [t Label TTF thfE£ ., LabelAtlas 0 & 45 0 0 A4 B & B9 = B 56 3,

T SE BT S A Label Atlas 2848 & 7 8 244, Wil 5-6 i .

Hel |loWorld

f

[OCOS2NE3

Kl 5-6 LabelAtlas S &l 5 S0
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LabelAtlas SZ B & R 4 307 EZANAIF «

function GameScene:createlayer()
local layer = cc.Layer:create()

local label = cc.LabelAtlas:create("HelloWorld",
"fonts/tuffy bold italic — charmap.png", 48, 66, string.byte(" ")) D
label :setPosition(cc. p(size.width/2 — label:getContentSize().width / 2,
size. height — label:getContentSize( ). height))

I"#$%E"'( )%+, - ./

0123456789 ::¢=)>7
@ABCDEFGHI JKLMNO

layer:addChild(label, 1)

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

layer:addChild(sprite, 0) PAQRSTUVWXYZ[\]~_
‘abcdefghi jklmno
pqrsruvwxyz{!i-

le£n¥ @ «=a-0-

return layer

end
o +

R OFT S 2 B HE — 4> LabelAtlas Xf 4, create AAAA'AJE(?EEE‘E‘.’
BRI — N SO B R 1 30T 85 A SR I 4 g'jggg’gg;gggg‘f
R e L Lt E Xl 570550+ 0000 g
FESERE A SRR I G54 s :

P Label Atlas 95 505 25 0 52 P61 1 8 510 55

TE res H3ET, & 5-7 & RSO

5.3 fEAx®R

SR AL A T SR AT, 3R I 22 Menultem, BN SERIHA = A AR IEF .
PEFAIZE (F . BBl —F Menultem ZEE 0K 5-8 Fiw.

Ref
Node
Men@

|
MenultemLabel | MenultemSprite | l MenultemToggle |

l |

‘Mcnu[lcmAllasFDntH MenultemFont ‘ ‘ Menultemlmage ‘

K 5-8 Menultem 2% &|
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LR H BB SR I R AT 4 25 0. N Menultem 2% B 1 A L Menultem By F 28 F
MenultemlLabel ,MenultemSprite # MenultemToggle, H. # MenultemLabel & & 30 A8 3¢
ML PR 2 T2 MenultemAtlasFont Fll MenultemFont, MenultemSprite 28 J& #§ R 3¢
BB F20E MenultemImage, J& FE A3 #.. MenultemToggle JE 2 FF XL H

LA SO 7S ST 0

5.3.1 AR

AR B SR I HORE B R AR, £ $F MenultemLabel . MenultemFont Al
MenultemAtlasFont, MenultemLabel 5&4 4 £ 25, A& i A o5f B {#i J§ MenultemFont
MenultemAtlasFont B4~ .,

R B4y Cocos2d-x 3. 11 #a A Lua P MenultemAtlasFont if & A 7T # L1 , B $biE R
#eds B . T vl4E A LabelAtlas #2# MenultemLabel 4 4 & 52 3L MenultemAtlasFont
R,

AT 3 3T — AN IS A G SCAR SR A L AN E 5-9 B oR . Hoh SRR Start 2 SCAR FAR
SR, SE A Help J& Atlas FRSE LI,

[ 5-9  SCAIE RS

GameScene. lua 1) GameScene:createLayerO) pRELUNT :

function GameScene:createlayer()
local layer = cc.Llayer:create()

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

cc. MenultenFont: setFontName("Times New Roman")
cc. MenultenFont: setFontSize(86)

local iteml = cc.MenultemFont:create("Start")
local function menultemlCallback(sender)
cclog("Touch Start Menu Item.")

®e 06

end
iteml :registerScriptTapHandler(menultemlCallback) ®

local labelAtlas = cc.LabelAtlas:create("Help",
"menu/tuffy bold italic — charmap.png", 48, 65, string.byte('"'))
local item2 = cc.MenultemLabel:create(labelAtlas)
local function menultem2Callback(sender)
cclog("Touch Help Menu Item.")
end
item2:registerScriptTapHandler(menultem2Callback)

SIS

local mn = cc.Menu:create(iteml, item2)
mn:alignItemsVertically()
layer:addChild(mn)

O

return layer
end

AR O OF T AR R SR S L SUAR AR R AR KN

FOTI A H MenultemFont SERIXF 4, B & —A>— M SCA SR I, create pR 4L
1) S BRI SCAR NS

H O JE E L MenultemFont 3¢ 55505 o5 344 11 0] 9 o 4K

S OS2 1M MenultemFont i B I Ao S 44, JH 2 8080 2 1l T8 A S ] 30 R 28

OISR E X —1 Atlas fr% .

F O 2 Atlas 7324 814 MenultemLabel 32 LI X 42

H @17 cc. Menu:create (iteml, item?2) J& A1 & 5 HL X 5, 1 22 i A1 & 1 i B T %
JNE) S B, create BRI X L6 BT ECAH .

B OFTCHS mn:alignltemsVertically O) /&1 B 52 BRI I B X 5%,

7L layer:addChild (mn) J& S BAXT R N 2] Y w2

5.3.2 HiRZERME R ER

E RIF ARSI ZEE MenultemSprite, B F 32 LAY FAIT 28 & MenultemImage,
F MenultemImage 24k 7&K T MenultemSprite, ff DA [F F 32 Bt g TR R M., N 4k
REEHWE? ARJE P Ry i S6 58 s I ELA RS 0 R a5, T LLLERS R sl >k B B R — A

R B 2% R P A R SR A,
K R BT ZE MenultemSprite i — N8 8 BRI %L create 5 XWIF -
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cc. MenultenSprite:create ( normalSprite, —— ZRHIE W BN AR R
selectedSprite, —— RS BRIA A R R
disabledSprite —— XA RE R

)

{#i i} MenultemSprite bR , 78 1] 8 MenultemSprite 22 {ij 2 4o & 3 f AR RS
H) kG R (HD normalSprite. selectedSprite # disabledSprite), MenultemSprite it 5 — &
create PRIEN , 7F 1% 26 3R 5 b T L4 8% disabledSprite 244

RS 22 J2 ih &R 4 A, m LUAE ] MenultemImage 52 3 50K 5 552 B[R] R 19 2081
MenultemImage 25— N0 G %L create & LT .

cc. MenultemImage:create (normallmage, —— SERAUE R BN E A E R
selectedImage, —— BRI E R
disabledImage —— SERIUER A

)

MenultemImage 4 —2& create K% . 751X L6 R/ 5 0] LA 1% disabledImage Z%8 .
AT 38 31— B GRS RN E B SRR R L an i 5-10 TR

P 5-10 K R S BN P S s 4

GameScene. lua # GameScene:createLayer) FRELANT .

function GameScene:createlayer()

local layer = cc.Layer:create()

local director = cc.Director:getInstance()

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

-— JFIRKER
local startlocalNormal = cc.Sprite:create("menu/start — up.png")
local startlocalSelected = cc.Sprite:create("menu/start — down. png")
local startMenultem = cc.MenultemSprite:create(startlocalNormal, startlocalSelected)
startMenulten: setPosition(director:convertToGL(cc. p(700, 170)))
local function menultemStartCallback(sender)
cclog("Touch Start.")

CISICS

end
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startMenulten: registerScriptTapHandler (menultemStartCallback)

-— WEE R
local settingMenultem = cc.MenultemImage:create(
"menu/setting — up. png",
"menu/setting — down. png")
settingMenulten: setPosition(director:convertToGL(cc. p(480, 400)))
local function menultemSettingCallback(sender)
cclog("Touch Setting. ")

SIS

end
settingMenultem:registerScriptTapHandler(menultemSettingCallback)

—— W
local helpMenultem = cc.MenultemImage:create(
"menu/help — up. png",
"menu/help — down. png")
helpMenultem: setPosition(director:convertToGL(cc.p(860, 480)))
local function menultemHelpCallback(sender)
cclog("Touch Help. ")

®O

end
helpMenultem:registerScriptTapHandler (menultemHelpCallback)

local mn = cc.Menu:create(startMenultem, settingMenultem, helpMenultem)
mn:setPosition(cc.p(0, 0))
layer:addChild(mn)

e

return layer
end

RS O RS O AT A A2 A 2 P AR [FRR S RS R .

5 OATAHE I A RS R 3K BT MenultemSprite XF 42,

DTS L1 B IR SE BT (startMenultem) {37 B, 7 23X A8 b5 42 (700, 170), i
T (700, 170) (A bR UT A AR 5 ZHe 450 OpenGL AL FR .

EOMOITCHS A K B 32 I MenultemImage X4,

FEOMOFTIS R &K 7 R &,

QIS J& Menu X4,

AT R SE B 7 B mn:setPosition(cc. p(0, 0)),

T 5 8 R/ 1136 X640, 1 Cocos Code IDE T EL A Mg Az il 19 7 11 R /N & 960 X
640, T LAt 28 HOBT B8 K/ B L main, Tua fARS Q17T -

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(1136, 640, 0) @D
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—— create scene
local scene = require("GameScene")
local gameScene = scene.create()

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

end

FHEIEE OFTB K setDesignResolutionSize(1136, 640, 0) {4,

5.3.3 JFXER

TS B SR BATT S & MenultemToggle, & & — i a] DL uE47 2 Rtk 25 4] 4 i S8 BAIF
AHT I o — S A A ST R R SR Al . & 5-11 B s e — AN Uik R
M R E S, 7] LB T SR RSt X N IR AR I b & — Nk E T (F
AT ST RS TR R .

#ums |

H E & (o103
) T O (o .

5-11 JF eSS
GameScene. lua ' MenultemImage g B30 SRS AN T .
function GameScene:createlayer()
local layer = cc.Llayer:create()
local director = cc.Director:getInstance()
local sprite = cc.Sprite:create("menu/setting — back. png")

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

.
-— B

local soundOnMenultem = cc.MenultemImage:create("menu/on.png", "menu/on. png") D
local soundOffMenultem = cc.MenultemImage:create("menu/off.png", "menu/off.png") ®

local soundToggleMenultem = cc.MenultemToggle:create(soundOnMenulten,
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soundOffMenuIltem) ®
soundToggleMenulten: setPosition(director:convertToGL(cc. p(818, 220)))
local function menuSoundToggleCallback(sender)
cclog("Sound Toggle. ")
end
soundToggleMenulten: registerScriptTapHandler (menuSoundToggleCallback)

- IR
local musicOnMenultem = cc.MenultemImage:create("menu/on.png", "menu/on. png") @
local musicOffMenultem = cc.MenultemImage:create("menu/off.png", "menu/off.png") ®
local musicToggleMenultem = cc.MenultemToggle:create(musicOnMenulten,

musicOffMenulten) ©®
musicToggleMenultem: setPosition(director:convertToGL(cc. p(818, 362)))
local function menuMusicToggleCallback(sender)
cclog("Music Toggle. ™)
end
musicToggleMenultem: registerScriptTapHandler (menuMusicToggleCallback)

-— Ok #4ll
local okMenultem = cc.MenultemImage:create(
"menu/ok — down. png",
"menu/ok — up. png")
okMenultem: setPosition(director:convertToGL(cc. p(600, 510)))

local mn = cc.Menu:create(soundToggleMenultem, musicToggleMenultem, okMenultem) @
mn: setPosition(cc.p(0, 0))
layer:addChild(mn)

return layer
end

TS OAT A 2 A RO Y R R SR LT,

5 QAT AT 2 B AOC I R SR B

55 QAT AR 2 A #3535 Menultem Toggle,
BEO~OF AN T 85 & RIS,

S QATARAD 2 38 - 1) A 1 T OCSE AT A #HE Menu X4,

KENG

XN ARE Y HEE T T Cocos2d-x Lua AP SCFE MK BB AH EHIR , A 2 4y
4T k%2 Label fil LabelAtlas, 55 /b, 72 L 40 B A 20 T SCARE L b R - R 26 5
I A



