ﬂ Cocos-Lua E 7t

3.1 Cocos2d-Lua FEIIEBE

WE IS, LR H R . TEVEA Cocos2d-Lua 242 Z A 75 B o4 # Cocos2d-Lua Ay
ﬁﬁ%fﬁo

3.1.1 %3 Cocos2d-Lua

B 5. 1E http://cocos2d-lua. org/download/index. md T 2% & 1 i) Cocos2d-Lua M4,
SRIG R zip AL 3] — AN BEAE L B AR DL S U e i A PR BE A v SCE S 4%
iEE: Y B KB AT B R AT 69 A A Quick-Cocos2dx-Community 3. 7. 6,
. TEMac RE TRFE5|E
AWFFE’JE}IWE% TEL TP PAT T B S T B setup_mac. sh A, P47 A
A AT ZMA sudo. 48755 A% BS 1 IH6E 35 5 A S HHT P9 8 S G . I Y
LA RME 3-1 s, ZH5E MG . i Launchpad 111 Player3 J5 3151 %,

Quick-Cocos2dx-Community — -bash — 80x24
Last login: Tue Dec 20 11:15:31 on ttys@ol
cpe-172-100-101-25:~ u@ud$ cd /Users/u@u@/Documents/TT/Quick-Cocos2dx—Community
[cpe-172-100-101-25:Quick—-Cocos2dx—-Community u@u@$ ./setup_mac.sh |

)

QUICK_V3_ROOT = "/Users/u@u@/Documents/TT/Quick—Cocos2dx—Community"

> Xcode settings updated.

> quick player settings updated.

> /Users/u@u@/.bash_profile updated.
> ~/.QUICK_V3_ROOT updated.

[Password:
Player3 has installed in /Applications

done.

cpe-172-100-101-25: Quick-Cocos2dx—Community u@u@$

[ 3-1 setup_mac. sh
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H 4> Mac JH P 7T 23388 B BF B8 B TR L 97 42 T 12 19 mac_ios 0 F R A4 ilad. it
T BA L T A F 0 2 TR Xcode FREEE i

defaults write com. apple. dt. Xcode IDEApplicationwideBuildSettings — dict

AN A C Y Quick root

defaults write com. apple. dt. Xcode IDEApplicationwideBuildSettings — dict — add QUICK V3 ROOT
" /User/u0u0/Quick cocos2dx Community"

defaults write com. apple. dt. Xcode IDESourceTreeDisplayNames — dict

defaults write com. apple. dt. Xcode IDESourceTreeDisplayNames — dict — add QUICK_V3_ROOT QUICK _
V3_ROOT

2. &£ Windows &% T Z23E5| &

TEfTE )G 51 2 H i, Wil setup_win. bat JFIR AT L2238 A . 1F B A0 20 25 33 72 4n
K 3-2 T~ . ZXE5EE , iy Windows RSt 51 1Y Player3 i H )5 351 %,

=8 C:\Windows\system32\cmd.exe ‘:_‘E; 5

config:

QUICK_U3_ROOT = "D:\Quick-Cocos2dx-Community\"

EELE R

Kl 3-2  setup_win. bat

f£ Player W, 0] AT Q180 H a2 1700 H S5 8e/E . DI 20/ Bl " hn 2, vl i 175 % A
R RN L A 3-3 Fias

3.1.2 %% VS Code 5 QuickXDev

A TE 5 A0SR T 4 % H log DIRE R K B IF AR FREE R B, =242 i J& . Cocos2d-
Lua #1 X Y lonewolf 3& T 5 KM VS Code 428, 7 &% T QuickXdev 4, & Cocos2d-Lua
RS g 5 FE AL TR D EF

VS Code 1 F 3 #udik 4 https://code. visualstudio. com/, T 28 XF I 7T & & Gt 1Y % %%
£, W T IR 40 38, e 25 i B v 1 72 ) ik Create a desktop icon, /7 8 VLG i3 35 Sublime,

ZHSE VS Code Ji » 47 QuickXdev FF &R 2, HBMF .
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Quick-Cocos2dx-Community 3.7.5 Release

9w E Bl

Test case
Ap| U

Physics

9 rjme Physics Usage

[% 3-3  Player

(1) B3 VS Code, B ZE M 3% Extensions 41, 0K 3-4 Frma2B881) .,
(2) TEAG 49 R ARE P 5 A QuickXdev, W& 3-4 iR (2) .,
(3) Hiifi Install #2525 Kl 3-4 PR ER(3) .

QuickXdev

QuickXDev o007
Quick-Cocos2dx develop for vscode

lonewolf

K 3-4 4% QuickXdev i 4

QuickXdev ffiff 42 H s B setup. bat B NS B, LA E .
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3.1.3  MRIFAonssE

A TS R AR IE R TAEWR? 2 kil — F 8T LA,

TS 8h Player3, Huih “H7 @2 350 H "4 £, BLANIEL 3-5 Bos i B,

(1) i Select ##l PEFEI0 H AR 1%

(2) 1£ Project package name £ ATl H WAL 4. H T Android BIFEZ M, £1 45 H LU
“7 OB B R AN BE LABCE T Sk . AR 3 AN E 4 A4S L]

(3) Portrait H" B¢, Landscape NS ,

(4) Create Project B|@# I H

Choose Project Location:

C:\Users\ck\Desktop Select

Project package name: (etc: com.mycomp.games.mygame)

org.cocos2d-lua. hello

Screen Direction:

Portrait . Landscape

Cancel Create Project

B 3-5 HIH

T H B HE 5E L, 13 Player3 3 U, By < AT H 74 L, 5 AN A1 5 H L
Bl 3-6 TN .

(1) Hil; Select ¥4l , VEBEI H #§ 42 .

(2) i Open Project #41 . iR F AT H .

W ATH 5B AT, XA LIE B Hello, World” #U T,

Player3 F By “ A H "ArZ 00T .2 A g Q18X A helloworld 3 H B HRHE S 3h
W, DA T B MR hiX A5 B B, HFE B e I Rl AT R L T

B P k22 B helloworld AT,

B4 HEI H SO g 5 A VS Code, LR L, 7 8l VS Code, #585“D.” H 3% T 1)
helloworld CfFFE] VS Code B H FLH . #ATF S 1E VS Code HY 2234 H i 23 i 7 A>3
ReERy . SRIG 1% HE sre/app/scenes/MainScene. lua X, WE 3-7 iR .
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Choose Project Directory:

D:\cocos\workspace\helloworld Select ...
Script File:

$(PROJDIR)/src/main.lua Select ...
WritablePath;

$(PROJDIR)/ Select ...

Screen Direction:
Portrait . Landscape

Options:

Show Debug Console Write Debug Log to File

. Load precompiled framework

Cancel Open Project

Kl 3-6 S ATH

@ < o @&

=]
(L]

£

» OUTLINE

©04A0 1n10,Col2 Spaces4 UTFS IF la & A

Kl 3-7 VS Code T3 H

B A print J5AE 1 S04R Lua bRifid 0B A disp J5 B A 81428 Cocos2d-Lua 1T,
Z MW QuickXDev #if4 1IEH TAE.

P display. width, % Enter #, #b 4 % 4> 53], {& fF {4, VI 4 2] Player3 Y
helloworld 3 H &l 4% , £ 8 View—>Refresh iy & kil B B0 &5 . W] LLF # Player3 ¥l &
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HHIMAW log 15 8. ¥R XX ETE VS Code H H # )8 38 QuickXDev, 1
MainScene. lua X115 4% 48 2% A i, M\ 5 A9 P dE 32 0 b BE 88 “HE Player H 217774, W

& 3-8 AT,

File Edit Selection View Go Debug Terminal Help MainScene.ua - test - Visual Studio Code [Administrator]

@ EXPLORER

4 OPEN EDITORS

& MainScenelua X

p X & MainScenelua src\a 1 MainScene = clas
urn display.newScene("

4 TEST

v b frameworks : |

E o =
1% Player AIE{T

S b res function MainScert -

display.newTl Go to Definition

4 src

@ 4 app zalign(di Peek Definition Alt+F12

:addTo(s¢

print(display Change All Occurrences Ctri+F2

4 scenes
& Mainscene.lua 1
& MyApp.lua ) =
2 LTS function MainScer  Copy
Paste Cirl+v

Cut Ctrl+X
Crl+C

b framework
& configlua
& main.lua MainScer Command Palette... Ctri+Shift+P
& sproto.lua

@ sprotoparserlua :

- 5 i 1 return MainScene

= OGLdpflog

3-8 VS Code iz17 Player

3.2 S|IERMEEREN

3.2.1 585k
TS 1ENE T Cocos2d B EE Rt i 2 il Cocos2d-Lua BIHEA: . FA1H1iE Cocos2d-
Lua & Cocos2d-x i R, B2 KX R WA 3-9 i,

Quick Framework
Lua Binding

C++API

Cocos2d-x

ThirdPart Library

OpenGL
i0s Androld

3-9  Cocos2d-Lua fEZ2 &

H XRS5 B G AHOC, 51 E L T 5 °F 6 19 OpenGL ES, #£ OpenGL
ES Z & Cocos2d-x 5l #AZ 04844, Cocos2d-x 5 ThirdPart Library Xf#p 88 C++ API,



#3& Cocos-Lua®i [P 29

Lua Binding it C++API B84 Lua API, 1M Quick Framework 3 F Lua API 347 ik &

POFYR T O,

WA AE i 1), T LRI ] Lua APT R Quick HESE,
Cocos2d-x P S AT LLAN 43 2 A1, G & 3-10 BT,

Scene Graph | Audio ‘ Network
J ) /| Scripting
sopport

Animation J Physics | Database |
Resource Editor

~ Managemenmt  Support

3-10  Cocos2d-x # 3k

3.2.2 5%

DL 3E T Y w587 Cocos2d-Lua AR v3. 7.6, i3t A Cocos2d-Lua Z3E#g4e, 0] DU
FEIAE 3-11 Fra B 450,

B

» [ build
CHANGELOG

"9 cocos

[ external

[ licenses

[ quick

& README.md
setup_mac.sh

= setup_win.bat
VERSION

vvyyvwvyy

BB

2017448220 T47:37
2019 2814H T%10:28
2019428148 T410:28
2017%4H228 T47:37
2014128248 F47:41
2017%6H15H T49:35
2019418178 T48:26
20184128 21H T411:00
20155%10819H F42:25
201928140 T410:28

KN

3 KB

2 KB
489 T
14 FF5

B 3-11 5lEEMR H %

(1) build: 5% Xcode Y lib T 7.
(2) cocos: Cocos2d-x 5| % C++{0H5,
(3) external: GIZEE MM = FFE.
(4) licenses: S1EE LI 5 =77 FE Y license 15 B SC4:
(5) quick: Quick HEZLACHS DL J T H.,
(6) setup_mac. sh: Mac T B Cocos2d-Lua 5575 45 19 A< SC -,

(7) setup_win. bat: Windows F &% Cocos2d-Lua PR A8 i (i JIA SO
(8) VERSION: i 5| %A

(9) CHANGELOG: 5% 5 H &,
quick H3g T 1Y Quick HEZRHE 2 A 1 H S N4, H RE5 WK 3-12 Fis

ES

XK
Hex-Ed...pp X7
XK

X%

XK

XFR
Markdown

Shell Script
Visual...app X#8
Hex-Ed...pp X%
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B ~ (B BH K iz

» [ bin 2019 2814H T4510:28 -
» [ cocos 2018%8H12H T48:58 - 3t
» [ framework 2019%F2H24H T49:41 - Xf§E
> lib 2017F4H22H T47:37 - Xk
» player 2019428248 T410:36 - XHE
> [ samples 2019 2H14H T410:28 - X
» [ template 201746 H15H T49:35 - X3
» [ welcome 2017482218 T4%7:37 - XfFE

& 3-12  quick H

(1) bin: Quick HEHLAH I AT AT IIAS , 425 30 B B FACRS 25 46 T A,
(2) cocos: Cocos2d-x Lua Binding X} W [ Lua % & & X 34,

(3) framework: Quick HEZLAY Lua JEH5,

(4) lib: Quick HEZLH C++ MY,

(5) player: BII#RATRAS R H T /2,

(6) samples: Quick HEZREE T K.

(7) template: T H @1 A A ,

(8) welcome: B A% JF 3l J5 W7 1900 Fii

Hrf, framework J& Quick A0, H H F 45 A 3-13 Fis .,

B e =) K EiES

» [ platform 20184128218 F411:00 - XfEx

» [ protobuf 2019428148 F410:28 — xR
/% AppBase.lua 2017%6H218 £5F7:17 1KB  Lua Source File
@ audio.lua 2019%E1H17H T58:26 5 KB  Lua Source File
@ crypto.lua 20145128248 FTF7:41 5 KB  Lua Source File
% debug.lua 2015%E10H13H T45:49 5 KB  Lua Source File
1% device.lua 20155108 2H T44:35 10 KB  Lua Source File
% display.lua 20184128218 F411:00 52 KB  Lua Source File
% functions.lua 2018%12H21H T411:00 37 KB  Lua Source File
14 init.ua 2017£6H278 T49:50 5KB  Lua Source File
% json.lua 2015%10813H T45:51 3KB  Lua Source File
% network.lua 20165E1H23H T47:50 10KB  Lua Source File
/% NodeEx.lua 2019%2H24H T59:41 10KB  Lua Source File
@ scheduler.lua 2014128248 FF7:41 4 KB  Lua Source File
1% shortcodes.lua 2017%5H11H T4510:03 11 KB  Lua Source File
%) simpleTCP.lua 20195 2R814H T410:28 5KB  Lua Source File
@ toluaEx.lua 201510813 T&F6:11 2 KB Lua Source File
% WidgetEx.lua 2017%7H8H T%2:48 757 %5 Lua Source File

% 3-13  framework H 5%

(1) platform: Quick 5F &ML ZED,
(2) protobuf; protoc-gen-lua A Lua {815,
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(3) AppBase. lua: Lua f/F3IE 0 X app 2548 & DAL H I RE L HL .
(4) audio. lua: ¥ 5 & 2k F & R AY 5 ik 5 45 2

(5) crypto. lua: MR EUHE 4 i 122

(6) debug. lua: $2ALJEE T,

(7) device. lua: $EHETE A AHH G J@ M 0 29, L KB & DI RERY T IA) .

(8) display. lua: 5/~ K& 350 LM Y)6EE .

(9) functions. lua: $&ft—418 H eR%L, DL Lua FREEYJE
(10) init. lua: Quick HEZRAYRIIRAL .

(11) json. lua: JSON [ 4 55 i i .

(12) network. lua: &84 155, KA WiFi Fl 3G W48 0045 .

(13) NodeEx. lua: X cc. Node B TIREY .

(14) scheduler. lua: 4 Jay 3t if & T RIME 55 2B AR HE SR W) 45 AL BN 25 FH B 4A
(15) shortcodes. lua: — %828 5 fiff HI 9 50 FCAD , U5 B e 5% A 2 .

(16) SimpleTCP. lua: socket KHEREAYIMEE 1,

(17) toluaEx. lua; tolua WJIZNEEY &,

(18) WidgetEx. lua: ccui. Widget BIINREY &,

3.2.3 UiH Xrkgi#

PUISE 2 55 BR BT 45 A A 2 1Y helloworld T H S 1l X B A4 1) B 5458 a1 3-14
Fis

Name ~  Date Modified Size Kind

» |7 frameworks Yesterday, 10:22 AM -- Folder
> [res Today, 9:40 AM -- Folder
» [l src Today, 9:40 AM -- Folder

% 3-14 helloworld H 3

(1) frameworks: i0S, Android 55 & /) TR S04

(2) res: W H B I (K R EHAE .

(3) sre: Wi H PR AF RSO IE C Tua S0

ste U IR S22 7 4k 22 48 AR I A7 A7 B, an 8] 3-15 Ja

Quick HEZE src HFA —E AR M ULHIT .

(1) app: Jif &5 Il LL S 2 48 4%

@ MyApp. lua: JEIH], &I App.

@ scenes: WX F Ik,

@ MainScene. lua: JFEXRBE —DIGE,

(2) cocos: cocos2d-Lua/quick/cocos/B45 40 BT H —d T4,
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B ~  {BBH K EEES

v [ app 5K T410:16 - Xk
|% MyApp.lua 2017E4H30H T510:22 325 F%  Lua Source File

v | scenes SX TH10:16 - FE
% MainScene.lua 2018%12H21H T411:00 2KB  Lua Source File

» [ cocos 2019528168 £511:46 - XX
%] config.lua 2019%2814H T410:28 304 F¥  Lua Source File

» [ framework 2019%F2H16H L511:46 - Xftxk
# main.lua 2018F12H21H T511:00 324 F%5  Lua Source File

& 3-15 src H#

(3) config. lua: THREEE XM, LIE S HRERFFEE.
(4) framework: cocos2d-Lua/quick/framework/By 854, Br bt i H — 7 £,
(5) main. lua: Lua BRJ P A O,

3.3 MVCEZR

3.3.1 &k MvC

MVC Z# A (modeD) LA (view) FI4E i & (controller) 45 , MVC & — ik it
2, T o T A R P AR P ) A A B R S T

(1) Model (A . B b 2 5 72 5 0 AT 19 B BE (52 A0 45 BUHie 18 & K e AT Bl i
BRI R 15 1 (AT DA SE B HAR B T 66D . Model J2& b R 7 o FH 1 40 B FH AR 1 508 02
RS S G U DO R il i i &/ IR o RS B A

(2) View(BLED . Fim it AN A AT BB S it . View S 0 HFE ¥ b BEECHE W
AN K157 e i NS P € iy B RV €Ol ES D

(3) Controller (il #8) . 1 57 & 3 R . X R AT AL HE . Controller J& i FH T o
AEFRF P S E A AR Ay o 45 A 5T A A L OB A R P A T e R Ak ik
B .

1. 8 MVC &3

MVC #AE RN 3-16 s .

MAK S R E , Model AKHE View 1 Controller, i View 1 Controller #K#i Model,

HAH MVC REMA 75

(1 M Model #1435 View,

(2) M View #1438 Controller,

M Model 5305 View, FEIREFLITFILEZE,

(1) AR BY G TE £2 . Model ¢ TH N 7E 19 A o] L 19 32 38, 1 View JCTEAMTE 1Y v AL 1Y
2,



#3% Cocos-Lua®tl |p 33

(2) ZMEHLK . F—14 Model AT EZLF View FHIEL K,

(3) WE At . A% Model 15, View = AE S MR .

Classic MVC #& R J& — F #LAH Ak (9 08 20, 52 bR IF &, A AT RE 56 & i 3] View Al
Controller 4355 .

2. E3 MVC &3

bR B R UTBIH . S MVC BRI 3-17 fiis

User

Sees

uses .

Model CD e
( update

updates manipulates views

% |

View Controller
s o get &,
%‘\ /&Q < et ) ( notification

User
Model

3-16  MVC i % & 3-17 HESL MVC il

ViewController

View 1 Controller & % #H 3¢, 1€ 3 R ) Objective-C 1, & X iy ViewController,
ViewController &l 55 % 8 S AY A% .0 » 5757 152 ORI W s AR B P g A\ 55, 5 TG
KB 58 ER A A 4 S Model s A8l e 1 26 ST 5 se . ST B b ST 0 7R 0T R sl
%R View, &7~ X F W) Label M%7 P 847 09 Button %,

5P AE R R OR [R] ) . View A5 Model H #:3¢ H., View 5 Model i 5 3 #5 H

ViewController 58 i .
3.3.2 Cocos2d-Lua 528

MV C &2 I [ % B —Fh i 2, fF R XA HLH . Al 2 244 1 Lua 52 8L W)
X EEA I, Cocos2d-Lua 85 B 51 A GTFHR M T8 59 B T — 1 class /Y
¥ IF Cocos2d-Lua 5% F ) quick/framework/functions. lua X4, 7] L1 3£ #| function
class(classname,super) BRI %X, class PR B P A2 %0, H A classname R L L,
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super BoRMERL 2, KT class BB FHETT LS class BRECHY R, T 3 2 by
class PRELISEIL .
function class(classname, super)

local superType = type(super)

local cls

if superType ~ = "function" and superType ~ = "table" then
superType = nil
super = nil
end
X — B BH W A R R A DA ek By BB AT DL Y, super B9 28 B AT DL nil,
function 1 table, U1 super BYZEBIAR N function B table, AP 4 I mk HE AC 2 M nil.,
ALK N nil B, FoRFERM AT A A ALK,
class B BARSZ B 43 B KER 43 . 52K C++Object; 5N table B nil,
1. & FEH C++Object
XER I R ARG AN
if superType == "function" or (super and super. ctype == 1) then

—— inherited from native C++Object

cls = {}

if superType == "table" then
—— copy fields from super
for k,v in pairs(super) do cls[k] = v end
cls. create = super. create
cls. super = super

else
cls. create = super
cls.ctor = function() end

end

cls. cname = classname

cls. ctype = 1

function cls.new(...)
local instance = cls. create(...)
—— copy fields from class to native object
for k,v in pairs(cls) do instance[k] = v end
instance.class = cls
instance:ctor(...)
return instance

end

S — AR AL ST
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if superType == "function" or (super and super. ctype == 1) then

Cocos2d-Lua R K—# 4382 0 J& C++ Lua Binding #2551 3R 18, 4 cc. Sprite, ce. Layer
S TR L AR B S B B H] B 4k K T C++ Lua Binding.

if superType == "table" then
—— copy fields from super
for k, v in pairs(super) do cls[k] = v end
cls. create = super. create

cls. super = super

WERAC KM FEIE table R AL AL —E JE R T function 19— 728 B & B %
EACE PRy T ik A W B0 5 R (B 45 2 A2, [ A 5 B S AT 2R A9 super SR PR ACE
else
cls. create = super

cls.ctor = function() end

end

I2RAL ARG AL I RE Tunction B AT P 22 8 24 B S A9 B At o Bl i B A% A B9 PRI
TE LT BB e 5 P SR A SRR 2 BRI ctype BN 1.JF H
B —> new O BREOT I A I 14E

cls. cname = classname
1

cls. ctype

function cls. new(...)
local instance = cls. create(...)
—— copy fields from class to native object
for k,v in pairs(cls) do instance[k] = v end
instance.class = cls
instance:ctor(...)
return instance

end

TESE PR R, Ui R AC SR 51 B B 2E Y ce. Xxx, M WA function J7 20 S B4k K, il
i, R B — 4> MySpriteClass 3%
local MySpriteClass = class("MySpriteClass", function(pic)
return cc. Sprite:create(pic)

end)
return MySpriteClass

i@t className. new () BB E00) 8 524 .
local mySprite = MySpriteClass.new("xx.png")

N5 MySpriteClass 7E A58 4% 7%, W A] LIS A function J7 28, R K & MySpriteClass
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B ctype J@BYER 1. BB E B b4k Ak . 40, T 1T 8 — > OtherSpriteClass B2 .

local OtherSpriteClass = class("OtherSpriteClass", MySpriteClass)
return OtherSpriteClass

2. R ZEA table = nil
TR AL N Lua object B4, P I, i A BAES K Lua table 487K, 1R

A
else
—- inherited from Lua Object
if super then
cls = {}
setmetatable(cls, { index = super})
cls. super = super
else
cls = {ctor = function() end}
end
cls. cname = classname
cls. ctype = 2 —— lua
cls. index = cls
function cls. new(...)
local instance = setmetatable({}, cls)
instance.class = cls
instance:ctor(...)
return instance
end
end

B IR AR AR A WA 2 B A UK T 2509 metatable 1) index W {H 4L
K H¥FRM super E MG AL SR, LT REHFEN  index MEHAC,
XFEEAE R B U5 AR A B 2 W Uik, AT LVE 210X BORTET I Lua [ 17 X 42 09 &8 70 — 34,
i B — A new PREUH B S 10 SE 44
3. MM EAKRE
BT — BR A 2 A WA kRS 35 20, Tt s — N EATZ B 5 E . &
Fe A M -

I 4

print(type(cc. Node) )
print(type(cc. Node:create()))

——> table

——> userdata

ZE IRV, ce. Node f&— table, (H & A & H R 1 32 4] X 4 2 userdata, userdata 2k
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il 3 1 AR e B A C Sy R A 2 1 8 25 Y, Cocos2d-x 1Y Lua APT 1 2 iy X 42 5% 5]
#RJ& userdata,

cc. Node JEANBE AR AR 1, & HJ2 — D53l 1Y table 28 5, HLIAI A7 5L 1 AH N userdata
B S8 AE bR B 2833 cc. Node: createO) Bl 2 (1) 52§ userdata A J& 51 75 Y FH 15 0T 4
X2 userdata T F M class ALK C++object 4K KB ,

W& A — BB PR R , o] DL B 35 class("dataModule") B # 4E M #Y Lua 28, B A58
438 M Lua F) metatable 4k 7K 77 2, f#i F class PRELAY table 4k K12 4,

i T 51 % C++object binding 55k Lua table A [A] , 75 5 9 Fh 4k & 07 =,

T TR o 24 1 4k 7 s B SR AR R 9 2 (rable) s BRI 5 R WAL 3-18 B

4k HK C++ object A EME 4% 7K Lua object
sper ctor
2T A8 FL5E SR8 R R
R | g ool .
__create ) 7£ndex B
new()SE AL 1 b B T DLk K

__cname __ctype

IEXYHIRA| | PRECHIR

1

instance.class

f

instance=classname:new()

¥l 3-18 quick class

i classname. new( ) = i 1¥) instance fl & T — class JEPE, class $8 0] T 277, If
EA super.ctor, cname il ctype 4 T EME,

K [ C++ 192 onew HIEMFH  createO) pRECBIEE S M, 4k K [ Lua (93 new J7 3 {#
ERRRclf: a1

3.3.3 Cocos2d-Lua H11 MVC S8

MVC WJSEEAE quick/framework/AppBase. lua #1, A i F,MVC 22— g% 3 157 1
29 JEANBESR G P S MVC Kag 9 ACRS , B35 MVC B AT DL 3 5
g,

AppBase. lua € X T — 4> AppBase 325, fE N r A Quick WiF& ) Lua AT, H
player3 M THEA —1 MyApp. lua, Bl /2 4kK T AppBase 28, AppBase I REZE ]
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Fi0S T FAY AppDelegate. m SEEAYIIHE, A AR T m JLA~ T AE .
(D FEFHTE & VRS k.
(2) A framework $& LR PR #2107,
(3) $#HLANEE scene Fl view HYHZ 1, I 298 BT AU AR
XHEFERESSN— T 35K T HWHEME AT D5 AW test ALY,
A B3 quick/samples/test/src/, &5 A0 E 3-19 Frs .,

B ~  fEERBH K ELES
v [ app 20176 H24H T43:35 - X%
% MyApp.lua 2017%F4H30H T910:22 325 %%  Lua Source File
v [ scenes 2018%F12H21H F411:00 - Xk
[# BaselLayer.lua 201757868 T410:49 630 %%  Lua Source File
[# MainScene.lua 2018F12A21H T411:00 2KB  Lua Source File
v [ views 2018%12H21H F411:00 - Xk
|# Test_AccelerometerEvent.lua 2018%F12H21H T411:00 802 ¥  Lua Source File
|4 Test_Audio.lua 2018%12H21H T411:00 3KB  Lua Source File
[# Test_CocosStudio.lua 2018F12H 218 T411:00 1KB  Lua Source File
[% Test_KeypadEvent.lua 2017%5H1H T410:14 640 1  Lua Source File
[# Test_NodeEvent.lua 201755818 T%9:59 1KB  Lua Source File
%) Test_NodeFrameEvent.lua 2017%5H1H TF10:1 607 5 Lua Source File
\l" Test_NodeTouchEvent.lua 201768248 T%3:15 1KB  Lua Source File
[# config.lua 2019%2H14H T410:28 304 F%  Lua Source File
\‘}1 main.lua 20184F12H21H F411:00 324 %%  Lua Source File

& 3-19 test H 45

WA AppBase. lua FRES AT LLA F . scenes Al views X P A SC A I 45 & 8 [ 2 T 1,
scenes FAFI 5 XA views FAER A & X¥EMF., HA A A H % T, AppBase 19
enterScene il createView A GEHVEH .

3.4 EM#E&

Cocos2d-Lua J&— 3K T4 U TE 5 1 Tt 51 5 L 1 L& 8 10 X A4 254> 30 20 41l 2
B 5 R ARG RAEAEE . R R B I 2R — A SR SL s AT i YT S [ (9
S S8 BB AN e R L R U B A B ST . BTG R AN 3-20 FraR .

— iR T LU 2 A AN [ 9 3 e 5t B 5 O S 2 AR L B E AT A AT
AR R CH LR R B AT DL R SR RISCARSE) |

3.4.1 S

— R e — 0 5 L B AT ) AR R BT R — R 1 LR R HL A SR 0 38 B BT
LI Cocos2d-Lua H I 88 % i %k K5 B9 284 R 28 (Director)

P ORI B A 2 R T RN AR B s . B RENRTLUT
TAE:
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® ®

i CCDirector
‘ Transition ‘
l-i - l-i l-l - -, l-l

ey / %1%1 \ cStene / CCScene

B o B o g

/\ N ./;\. NN
F B oo T EF MW

_ CCSprite_

P N
B s /l\%% gé:: P ‘\’ Pepe

CCAction CCAction CCAction
FTH#

B 3-20 S
(1) 7E FF b e X 25 TR A 1T 3 A %) 39 6 Ak 5 8% T4
(2) Yk s iUl L DL K b5 B 45 oMk 2 A 4 o
(3) BWE BRI L RGAF R WP OpenGL A Y B & R 2 5 5E K/ NEE
T B 1 & L Director fif FH B AR 20 52 B, th 30 2 1 — AN Wk h R — A4~ F: 3
Cocos2d-Lua H{#i H cc. Director #7338, il 8 T [ 1% 77 2% R WO X 4

local sharedDirector = cc.Director:getInstance()

A S

(1) FRELHE H KN,

local winSize = sharedDirector:getWinSize()

(2) BNk, B A A RS RS R B3 A AR & BoRTE RS b
sharedDirector : pause( )

(3) WRAZUFrk . R A it & Fsh A .

sharedDirector : resume()

(4) 1B HiExE .

sharedDirector: endToLua( )
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(5) MR,

sharedDirector: captureScreen()

3.4.2 Tim

T 45 (Node) /& Cocos2d-Lua Hal WG BUHERE S, 557 2 RS R VbR 28 L 5 5 S5 i U2 4k
7K H Node,

Node fEH A WIOTR 7 m AR, ELIEEMT

(D % T Al Won R E e S k.

(2) 7 AT LS A 5 05

(3) AT s T sk,

() 5 mL R — A~ BR B T 2 i o] A0 ) o0 B2 %

Cocos2d-Lua Ff# | cc. Node F/m 175528, T IH 2 Quick HEHLAIE Y S ik .

local node = display.newNode()

A AT S

(1) B9 45

node:addChild(child, zOrder, name)

ZHL .

@ child,cc. Node 288, 735 /5.,

@ zOrder, BUF M, AT LS HL ., F 7 8 zOrder 152 W 5 YL T .
@ name, FAFERRM AT SE. F RN ATR,

(2) BT AL

node: removeChild(childNode)
(3) FRIMAC T ki,

local parent = node:getParent()

(4) AR5 5

local children = node:getChildren()

(5) BEE AR/,

node: setContentSize(cc. size(width, height))
(6) KPR/

local size = node:getContentSize()
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(7) BB AL B AR,
node:setPosition(cc. p(x, v))

(8) W EHM.

node: setAnchorPoint(cc. p(x, y))

TE Cocos2d-x Hrid of 97 AR E Qe 37 5, I =%
P RRAR Y L AN 3-21 B

R — DGR R R T R R W
RO 2 R T RO RSO LSS

GIEEE Y — A3 S I e, AR AR AT v g
JUE )2 1Y 7 s PR OB B 1 )25 s MR G

=R
3.4.3 Y5t Bl 3-21

Y5t (Scene) JE AN HA W W5 AT WOTE A FER, — MIFRELTE AR, Fie
B ] P9 AT — AN SR AL TG SR A A . itk BLOG B A W LS B — A — A i
Z RN YT AR A LR R AR B 5 b b —

Cocos2d-Lua " ffi ] cc. Scene FR¥ I, THiZ Quick HELR QI 5t k.

(D) A d b 5.

display. newScene(name)
(2) PlEH YIS E R 5,

display. newPhysicsScene(name)

H T 2 3], 37 5 0 A B S S U, 5 SOM DGR S D EE A IR LA,

(1) sharedDirector: runWithScene(newScene) iz 7K AISE — N5t A F A E
Y58 — W 3 3 3 5 i R A

(2) sharedDirector: pushScene(scene) ¥ 24 s 17 4 )37 5 B 15 I ITE A sc kv, 1
P A scene WE N YRTBITH 5 .

(3) sharedDirector: replaceScene(newScene) {# % A B scene B Y a1 5, M HT %
SRR, X R B B3 SO OT I

(4) sharedDirector: popScene() M 37 5 4% 3 & T3 5t - B, i 17 #r i R 10 3% 5t .
R R as SR N ., %075 5 pushScene 5% .

3.4.4 2

JZ (Layer) & XI5 NAG R4 4y, REH ColorLayer,(H)E FEEAMSEN ., B—
A B TR S, b TRRD A 2 455 b 1) VR 8l L B UT A1 E 2 S sl 3 QSR ARG 2 A0 3 08 fE
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5 (%8 1l S B, B b RN A R — A2 UT A — A2 BARASZ
Cocos2d-Lua Hf#i H cc. Layer £/RJZJE., T2 Quick HEZR B Z M k.
(1) g —AHEE 2.

local layer = display. newLayer()
) Pl AEEREALOAHN)Z,
local layer = display.newColorLayer(cc.c4b(255,0,0,255))

. BVEARBRE AR EB Y. A Cocos2d-x 2. x RA P, R A E T VAR ik
FULEEA AL BEXALE. AW E Quick T, FT A T & (Node) A 7T 3K B fig 32 F
M, B AR E L EHT B,

3.4.5 KR

QAR UL SR ZE FE R S AR I8 248 R (Sprite) 2 A a MM N 2. K2R A
B 5E — SO G BN R WO 5, 513 E Yuks R PR F R R R 48 (1 S0 3 S0 R Wi B
Ja& MR e T YL B B L

A LA A 70 BRI AR T xR o B AR L
Mg s s & R R BN IR A 6 @_7
SR T DL RS R S

S v S R 2K Texture 2D, 4 R XS B
% SpriteFrame, &1 15K 7 2 95 & el 3-22 | Testure2D [~ SpriteFrame|
i

(1) TImage XJ i fiff 8 AN [R] AU &1 7, 4 ‘ Image ‘ ‘Animation H Animate ‘
ipg Fl png &5, B HE G far P SCHF i HUAS [
KAV E R, A2 % v 8 Bt Texture 2D ffi ],

(2) Texture2D & —A~7] LA 2 Hil i e 9,

(3) SpriteFrame LS EAXT Fahmm =419, —> Sprite 7] AAHAH £ SpriteFrame,
— /B 2] 3t s R — it it 2 [R] ]9 B B T B, SpriteFrame J2& B AT — X 5UE M
&, K #i T Texture2D,

(4) Animation & —/FJ¥ %) SpriteFrame R4, U T 35 8 L I 45 .

(5) Animate 8 Animation ¥4k R 5| Z R A B Action 2%,k Sprite A] LB 4T,

Cocos2d-Lua 1§ [i] cc. Sprite /R K R, T JE Quick HEZEH2 4t () = Fh 0] kG R
H 7.

(D AE R SCIFal.

F 3-22 FER

local spritel = display.newSprite("hellol.png")
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(2) MNGEAF 1 G it 1) 2

local sprite2 = display.newSprite(" # frame0001.png")

BRI 45 T U B R SO 44, o 7 RNEL R SO 44 D3 AR SCPF A R ds e 2 7 L3RR K
R, JH*#7RRHK RWIE Quick (1 display £ 53 5 (1 FE 7% 5 cc. Sprite: create O Jf R A
X FERREE

(3) M SpriteFrame % 4 i g4 & .

local frame = display. newFrame("frame0002. png")

local sprite3 = display.newSprite(frame)
RS E R R R s

function MainScene:ctor()

local layer = display. newColorLayer(cc. c4b(255,0,0,255)) —— Q& layer
self:addChild(layer) —— I layer 337 5t
local sprite = display.newSprite("HelloWorld. png") —— Qi # sprite
layer:addChild(sprite, 0) —— W3 layer

end

3.5 MIRR

AWTERE A TF e i 2 AE N I IF &b, A b R 2 — D IR E &, B 4F
Cocos2d-Lua H g A8 b5 R ME S, A RRFE I AR I & v I ff 13 0 5 B 0 8 AR AR

B, mE—TFHE LR RME S, Cocos2d-Lua S 218 Ye i FH 152 OpenGL, B
LI Y 48 4% R A OpenGL ML T OpenGL A9 A& b5 2 0K U8 F 5 rh 49 BT~ 9 o R L Ak
P&

3.5.1 HFRILARER

OpenGL AR R MW R ILAF R 8 RILA T RE LR
MAELE N 4.y [ b= [k,

] B A T R AR R R LB L KRR A, B 4
) L R TR R XL L T — A TR AR AR
B MHAR TR AR oy 2 BIRIET W, A 3-23
s R b e B R LA T & 528 WAL TR

3.5.2 B 2lbr & Cocos2d-Lua by &

FHENETHEILBRERRNA TR, RIEND OpenGL 245 E . OpenGL Hn R 22—
NEERAR RN RS FILAIFRERNETFTER. 4. OpenGL AR 25 Cocos2d-Lua 1
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PR XA ABR R We? Sy T B R Cocos2d-
Lua fA R RMEE, THCRE — M H W &S—FF
S LY FARBLIER

£ 10S, Android #1 Windows Phone I F 7 &
oL SE R DL BR S 2 b A R AR AR R 2 il ) A B
WK,y Bl B K. At 10S FF k&5 Eb
SIFIIE L AE 10S H, 25 s 20 (0 0 B #0245 B > Ak
i FR AR S AT BB TR . 3K AR AR R R AR AR U
it AR R

Cocos2d-Lua A bR & 5 b5 e B % A6 b1 & AN [
Cocos2d-Lua A& bR R J 800 BE#E A2 F f (2 0 BER
AN G S JE S 8 N Iz R I R AT
fA),x M A,y I L, #RM,. Cocos2d-Lua 1K 2D
TR T3 B AP RN IZE A2 B W =
WA AT 2B CWE? JE TR ZOrder HF RN 41

Kl 3-24 KW T BE%E AL bR &R A Cocos2d-Lua A2
bR & X 1

3.5.3  HRSFAa bR S NI i A b £

AR R (World Coordinate) i /E B3 84 dR &, BUF R GI FE P 2 &, 2
J s, [ 28 7E B /2 T fA 19 Cocos2d-Lua AL bR &R B9 BIFR .

A AL b5 F (Local Coordinate) Y #HIT AR FR 251 S XCERB AR R . BAT A
HA ST A bR R L LA R ZE R A O R AL 35 AR OpenGL AR 5 . 4719 s B8 3h S48 Jr
] BN 592059 A5 QTR Y A AR 220 B 2 #% 3 Bl 28 T )

Cocos2d-Lua HILE BA L F R AW ZH L5, 38 13 Node 1Y setPosition B 5E [ J&
MR AR R B R R AR AR BRI XS A FR

. — AT R A, 2 A& addChild B A # 2 8g,

x

= thll /I i

. e

& 3-24  Cocos2d-Lua 2R R 5 R m AR IR FR

3.5.4 EO

B — A1 RS N AT A BTN T B AR AT i B AL AN BT F R Y
& (Anchor Point) # B 7EACH s A bR &R A7 . B A [ It 02 i i — > 71 s Ay s
A 3-25 TR,

B SRR T R R Y L R B DU R

(D R PADZEERTE 0~1, EMTRAIFAZERE AL MR AT, (0.5,0.5)
TR R T RS 0.5 MITERESRE 0.5 MMy, RIS i iy s,

(2) 7£ Cocos2d-Lua "1, Layer [R5 & BRINE (0,0) , Sprite B BRIAE M (0. 5,0.5),
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i 7.(0.1) $i57.0.5.0.5)

& 3-25 S

R T A M R s B T TR
(D BM—ALLOJZRAE TR T A RN — S O R L O)Z 2 b,

local red = cc.LayerColor:create(cc.c4b(255, 100, 100, 128))
red:setContentSize(display. width / 2, display.height / 2)

local green = cc.LayerColor:create(cc.c4b(100, 255, 100, 128))
green:setContentSize(display. width / 4, display. height / 4)
red:addChild(green)

self:addChild(red)

BATEE R AN 3-26 TN .

Kl 3-26  AnchorPoint demol
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(2) 1& L fil 7 roFEat b oA )2 a5 s (0.5,0.5) B2 NE Sk (.,

local red = cc.LayerColor:create(cc.cd4b(255, 100, 100, 128))
red:setContentSize(display. width / 2, display.height / 2)
red: ignoreAnchorPointForPosition(false)

red: setAnchorPoint (0.5, 0.5)

red:setPosition(display. width / 2, display. height / 2)

local green = cc.LayerColor:create(cc.c4b(100, 255, 100, 128))
green:setContentSize(display. width / 4, display. height / 4)
green: ignoreAnchorPointForPosition(false)

green: setAnchorPoint(1, 1)

red:addChild(green)
self:addChild(red)

ignoreAnchorPointForPosition O 4% 1 il #4232 setAnchorPoint XJ 4 55 918 24, £
BONTE LT X AME AR S false, LA .
IBATERUNIE 3-27 R .

iOS Simulator - iPhone Retina (3.5-inch) / iOS 7.1 (11D167)

anchorPoint(0.5, 0.5)

T

(o]

1 AEENETRAAFREERN, SERFNIIERER
anchorPoint(1, 1)

GL verts: 260
GL calls: 3
59.8 / 0.010

¥l 3-27  AnchorPoint demo?2

8 3 A 5 9 LA A R RE X A o ) ABE 28 O 2% B N0 R
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3.5.5 ZBEEN

Ignore Anchor Point 2 FK 2 ignoreAnchorPointForPosition , /F F J& ¥ 4 & @ 2 78—
M. AR E HAE K true, WY A5 ) Anchor Point [E € & 22 T 1. 7 W A BROA(E 2
BOEMH .

T E—F 48 Layer B ignoreAnchorPointForPosition ¥ 8 M true, 11T :

red: ignoreAnchorPointForPosition(true)

green: ignoreAnchorPointForPosition(true)

Bl BCERE AN AT 1B AT S R K 3-28 IR

i0S Simulator - iPhone Retina (3.5-inch) / iOS 7.1 (11D167)

ignore Anchorpoint Test #1

& 3-28  ZUWEA

3.5.6 ZOrder 575 44y

Cocos2d-Lua FF & 2D ¥4, = Hlt A {8 IF A 52 ma ) 4k b /s 76 e e iy il , & H 57 3
WG FF A5 5% = B{EL/NE Node e e lim 4.

Cocos2d-Lua H,Node H P4~ ZOrder fHUNIT .

(1) LocalZOrder 52 — A5 s 19 WL 26 19 5 Z [0 HE P 19 key B, P 2E B AIT7E Scene
Graph V& YLt A9 I0T

@ R PIADAT S LocalZOrder AHIR] JIE 2 SE A B S S 9E G

@ Scene Graph ffi ] In-Order % 3% (http://en. wikipedia. org/wiki/ Tree_traversal #

In-order) ,
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(2) GlobalZOrder & %%t Scene Graph M HEH R A E LSS —DSA O,
GlobalZOrder SR JRAB/NEY ST TE 4L .

@ %4 GlobalZOrder 2 0,73 &/ Scene Graph J& 4,

@ TEENAE LT A 99 80/ GlobalZOrder #1MH46H 0.

@ R PATT S H GlobalZOrder AN 0 H AR R B 2 75 G4 i J3 A ] 13 49

@ SpriteBatchNode A % % GlobalZOrder,

. BFH LT, R EBEA GlobalZOrder,

&'H LocalZOrder FAHSRIE T ANT .

Node:addChild(child, zorder, tag)

Node:add(child, zorder, tag)

Node:addTo(target, zorder, tag)

Node: zorder(z)
Node: setLocalZOrder(z)

W E GlobalZOrder A TUNT .

Node: setPositionZ(zorder)
Node: setGlobalZOrder (zorder)

3.6 XARE

PR b, SO b A AR AL L U X B A 4 B s R 3 A AT A T B ST
Cocos2d-Lua 75 3C 518 4 7 T $2 Bt 1 AF 5 3% g0 HLH] D8 AT DL B 80 AR 40 7 1, o ] DAl

A E SCFAR
i¥: Cocos2d-Lua P ERvA UTF-8 #& X 4 22 5 54 %, B AR AL LA 48 A UTEF-8 # X,
Ak,

3.6.1 TTF XKk

TTF(True Type Font)J&— 5 FE ML , J2& 3 R 2 A Al Microsoft 23w 3 [l 4 i (1) 5
g R, BE%E Windows HUWAT . TTF 728 i f A — Fh 2 ik Sc A =X

TTF KB SCARBR &S REE TTE FURE Yo SCF Bl R B R KN
HF BB A SCAR

TTF SCARBRZ BRI G , RS SO bR N2 W 22 FBA1 #E— 8119 OpenGL 03,
IR E B A — AT TTE SCRFR S —FE . XEWRE BRI BCRA S, 75 CARFRE N
25 T B R TR Y N 5 HE#E# ] BMFont SUARKRZS .

1. display 1 f9 TTF £ 0

TTF XCAWRZ WA E > RS TTF fshE TTF WA, Bl &4 TTE, g2 T Hlak
HWEERE RS A TTF 2, MM TTF 524 of J5 28 0052 1 S CEE R 9 res
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HsE T TTF 74K,
Quick A9 display. new TTFLabel(params) ¥ Fifp TTE Q#3477 5 — 32 5wk,
S8 params H table 288, DL A 58,
(1) text: W/RMCA,
(2) font: FEL , B ZEINE TTF FE A5 E W FIERBERS .,
(3) size: FARK/N KN TTE FAK, B LAA] AT 48 R ),
(4) color: UFBEA (A 3E) , F ce. e3bOANEEE {0, BRIA N H 4,
(5) align: SCFMZKEXS 5507 (W 38) AU AEHE %€ T dimensions S4BT A7 34 .
(6) valign: XFRIEH X572 (AT %) ANFEFE E T dimensions 5B A %% .
(7) dimensions: A B 7R XA A RS (AT %) , FH ce. size OB EE,
(8) x: x MFR(ATEE)
(9) y: y AFRCATEE)
Hrp,align Z800 7] FEA I F LA,
(1) cc. TEXT_ALIGNMENT _LEFT, /K72 %} 5%,
(2) ce. TEXT_ALIGNMENT_CENTER, /K J& #1335 ,
(3) ce. TEXT_ALIGNMENT_RIGHT, /K47 % 5% .
MM valign Z 8001 FHAOEA 0 F LA,
(1) ce. VERTICAL_TEXT_ALIGNMENT_TOP, 3 B T X 5% .
(2) ce. VERTICAL_TEXT_ALIGNMENT_CENTER., & B J& H %} 5% .
(3) ce. VERTICAL_TEXT_ALIGNMENT_BOTTOM, T & Ji§ % % 55 .
A& display. new TTFLabel SCARFRZE R FLHS AT .
—— Q& RS TTF SCANRSE
local ttfLabelSys = display.newTTFLabel( {
text = "display.newTTFLabel sys TTF",
font = "",
size = 30,
align = cc.TEXT_ALIGNMENT CENTER,
x = display.cx,
y = display.cy + 400

1)
self:addChild(ttfLabelSys)

-~ RIESNE TTF AR
local ttfLabelSrc = display.newITFLabel ( {

text = "display.newTTFLabel font in src",
font = "CreteRound - Italic.ttf",
size = 30,

align = cc.TEXT ALIGNMENT CENTER,
x = display.cx,
y = display.cy + 350



50 €| Cocos2d—xisFF & ——FIEFHIRLuaiE = RE T X

1)
self:addChild(ttfLabelSrc)

L H label: setString(newStr) , AT DL B SCAFR S W s 19 SCF

2. ccHi TTF 0

ce. Label 25| B AL A9 )2 B SUARFR 32 1, display 1 ccul. Text # 23 T E TR
TR EEEY R,

25 TTF FAKRE) 8 5H BN ce. Label: createWithSystemFont (text, font, size, dimensions,
halign, valign) ,

SR,

(1) text: E/RHYICA,

(2) font: REFHRLK.

(3) size: FHRK/N, AR TTF 74, B AT DIAT 45 2 ).

(4) dimensions: SCAS g R X1 R F (AT %) , 6] display. new TTFLabel,

(5) halign: CFRKEX 55X (T #) , [ display. newTTFLabel,

(6) valign: SCFHIFEE X 55 /720 (AT #8) , 7] display. new TTFLabel,

A #E ce. Label: createWithSystemFont SUAFRZE /R FACHEAIF

cc. Label :createWithSystemFont("cc. Label sys font", "", 30,

cc.size(0, 0), cc.TEXT ALIGNMENT CENTER,
cc. VERTICAL TEXT ALIGNMENT CENTER)

:addTo(self)
:pos(display. cx, display.cy + 200)
:setTextColor(cc. c4b(255, 0, 0, 255)) —— B FIRH(

ANE TTEF ARG BN ce. Label: createWithTTFE (text, font, size, dimensions,
halign, valign),

SR .

(1) text: WIRHYILA,

(2) font: FMETFIREAE,

(3) size: PR/ A2 TTF 4, B LAl DUE S48 E ROT .

(4) dimensions: SCA BN XA R ~F (AT %) , [ display. new TTFLabel,

(5) halign: SCFRAKEX 5507 (AT , [7] display. newTTFLabel,

(6) valign: SCFHIFEE X 55 /720 (A1 #8) , 7] display. new TTFLabel,

B % cc. Label: createWithTTF XA RIS IT .

cc. Label : createWithTTF("cc. Label TTF font", "CreteRound — Italic. ttf", 30,
cc.size(0, 0), cc. TEXT ALIGNMENT CENTER,
cc. VERTICAL TEXT ALIGNMENT CENTER)

:addTo(self)
:pos(display. cx, display.cy + 150)
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:setColor(cc. cdb(255, 0, 0, 255)) —— EEHFAT G

E: cc. Label #1249 2% TTF X AA s & TTF LA, & & FIRME of 4% R 69 4
o R —# ., display. newTTFLabel £ 4] # LK 69 1 & K52 4% — 0,

3. ccui Ry TTF # 0

ccui. Text 5 Cocos Studio Zm#& % 1) Label #E44FXF 1 , & 7E ce. Label F#EfTAOY R,

TTF FERBIE K ECHN ceui. Text: create(text,font,size),[d] display. newTTFLabel —
B A X5 748 TTF MM TTE,

ZRUL IR

(1) text: SE7nHISCA,

(2) font: AMEFIREELE .

(3) size: PR/, A2 TTF 4, B LRI DT S48 & ROT .

BIEE ccui. Text: create UAFRZE /R FCAT T .

-— Al R 5 TIF
ccui. Text:create("ccui. Text sys TTF", "", 30)
:addTo(self)
:pos(display. cx, display.cy — 50)
-— QS E TTF
ccui. Text:create("ccui. Text TTF font", "CreteRound — Italic. ttf", 30)
:addTo(self)
:pos(display. cx, display.cy — 100)

3.6.2 BMFont L ANFE%%

fii | BMFont PR SCARFRZ: , SZHRE FNT 288U SO, © 38 F T 75 2200 2 3087 N 45 1Y)
AR . BMFont SCAGRZ A I Fr B SO I 7 A A7l i 8 5 31— sk a8 18 7 |l
Tk 250 B A R A T A R Y L R R LR I S B A A T AN R i S B X R T g
Ak s TR P ml LA S AR BTG 2R A L Shy e X i By 4 ik o Ay ) i S HE

TEA# ] BMFont SCABREE Z 1 75 LRI A SCAF R0 H TR res BT A2 HEF—4
B R S (xxx. png) Al — A~ F AR A AR S0 (xxx.

N . N ‘ \ 314899977

fno) . ot SCPFAELSE T XA 8944 57 (B R L ‘ 731814291093
53309 KXW Y

TR A ZE L H WA B’ R SRR B yeumHesh

Unicode %5 . 5 7 75 & F b i A 7, 55 A1 5 46 15 PhEseanie

Boo FARSCH T AT L TR e T B RIAE, I e —
Glyph Designer. Hiero fil BMFont o NS = font-issuel1343-hd.fnt  font-issuel343-hd.png
b B AT A {529 BMFon

SR ARSI 3-29 FR
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1. display 8 BMFont #£0

BMFont XA #r%Z5{#i F display. newBMFontlLabel (params) # &, H 1, S % params
I table KR, A IS,

(1) text: ZRIRHIICAR,

(2) font: FERIAF4 .

(3) align: SCFY AKX 55 7 (AT 36D

(4) maxLineWidth: f KA7% (A[3E) .

(5) offsetX: EMEH X W& (i),

(6) offsetY: KIMEHY Y e (AT L) ,

(7) x: x AR (AT BE) |

(8) y: yAFR(ATIE)

A7 display. newBMFontLabel SCARFRZ R FICAS T T,

local labelbmf = display.newBMFontLabel({

text = "Hello",
font = "helvetica - 32.fnt",

1)

2. cc i BMFont #0

cc JZ2 BMFont XA FRE G & b EU N ce. Label: createWithBMFont (font, text, halign,
maxLineWidth,imageOffset) ,

SR

(1) font: fnt FIRSCAFEEAE

(2) text: ZRIRMA,

(3) halign: SCFRKEXE 5507 (T ) .

(4) maxLineWidth: fKATTE (L),

(5) imageOffset: cc. pOZEA, KGR XY L& (AT L) |

B4 cc. Label: createWithBMFont X ARMRZ R HIACIL T,

cc. Label :createWithBMFont ("helvetica — 32. fnt", "cc.Label bmfont",
cc. TEXT_ALIGNMENT LEFT, 0, cc.p(0, 0))
:addTo(self)
:pos(display. cx, display.cy + 100)
3. ccui 1 H BMFont # 0
ccui. TextBMFont 5 Cocos Studio 4% #% 1 i BitmapLabel #4%F [ . & 7E cc. Label
L TR YR,
ccui J2 BMFont CAFRZ B KA N ccui. TextBMFont: create(text,font),
ZHRULIIINT
(D) text: ZRIRMCA,
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(2) font: FERIC4 .
B2 ccui. TextBMFont: create SCARRZE /R B UNT .
ccui. TextBMFont :create("ccui. TextBMFont", "helvetica — 32. fnt")

:addTo(self)
:pos(display. cx, display.cy — 150)

3.6.3 PRk

B T TTF Hl BMFont SCANRAE . 51 88 ik S35 — b fi] 509 P4 SCA AR 28 T 86 SO A
e — AR T B L — sk R X
s g ason s a0 (0) ) G BS©) ¥ &Y
Fis .
PRI SO 530 R 0~ 0 LA 930 Atlastabel
TE R X% T H R SR IR A A
1. cc FBEIEXRIRE
cc H 1Y B £E ST AR A 45 4] 7 R B A ce. Label: createWithCharMap ( charMapFile,
itemWidth,itemHeight, startCharMap) ,
SR
(1) charMapFile: EI%EE R 1Y,
(2) itemWidth: —A>5FF & 7 19 58
(3) itemHeight: —/NF/4 B R )5
(4) startCharMap: &% M5 —A>F4F ) ASCIT 4,
B1% cc. Label: createWithCharMap B8 XA PR R FCIS U0 T ,
local labelCM = cc.Label:createWithCharMap("number. png", 19, 35,
string. byte(0))
:addTo(self)
.pos(display. cx, display.cy + 50)
A O a2 OOR SR AE BN BR SCAR S8, I 75 2258 1 setString O 3% B 7 2 B R 1Y
A,
labelCM:setString("9876543210")

E R AN ALALEBE AL,

2. ccui HHYEI R X AIRE

ccui. TextAtlas 5 Cocos Studio Zm%E#s H7 i) AtlasLabel $&4: X%} N , &7 cc. Label i
Lk

ccui Y BB SCA bR % B 2 BB B A ccui. TextAtlas: create (text, charMapFile,
itemWidth,itemHeight,startChar),
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ZHEULIIINE

(1) text: % WIRHICA,

(2) charMapFile: FEI4E R M,

(3) itemWidth: — M F4FE R 1Y 5 .

(4) itemHeight: —/~F4FF & H 95 .

(5) startChar: KIEWH —DF5K.

A3 ccui. TextAtlas: create &8 UARFRZE R GRS T,
ccui. TextAtlas:create("9898964345", "number.png", 19, 35, "0")

:addTo(self)
:pos(display. cx, display.cy — 200)

3.6.4 Mac [{EH Glyph Designer {57

Glyph Designer f& — 3 Mac i Bl & A&l T H, EREER RS M TrueType, 4 i
Cocos2d-Lua S FEH fnt A2 FARM R, B M3 N https: //71squared. com/ glyphdesigner,

AL RN

(1) J& 3 Glyph Designer, 1 £§ File>New 72, 7E A5 _F 018 R AE i A T B0 F k&
2 (X B helvetica) ,

(2) BEEBFER TN 32, BRIV M T , Glyph Designer [ 38 %8 = & K 4 R ~F oy i /NAT
AE A LA BC i A 0] BE 1Y R .

(3) A Glyph Fill B A%k £ 20 {4, ,

(4) 7F Included Glyphs B8 NEHE %40, 2R 5 76 X 38k P9 5 A T2 2 1) 7245

(5) i Export #2415 H S0,

(6) BEFE T SO,

IR P fi n1E] 3-31 J7w

3.6.5 Windows F{¥i l BMFont il {{ 7 {4

1€ Windows H . 5 FH 09 2 18 T4 il /E T B & BMFont, B J5 M54 http://www.
angelcode. com/products/bmfont/,

T2 0F

(1) #T9F DMFont £, S i 18] 3-32 FiR 4730 19 51 322 TR

(2) 7 Windows H#r i —A txt SCAR £ B AT B2/ LT,

E: —RBHRAH UTF-8 X, & N HAF L ERF,

(3) 1£ Edit SE B % #% Selects chars from file 52 AR A B &1 txt X, &k
NI A % A 4578 BMFont H 2 28 gk

(1) 7£ Options 3¢ B H 3% #% Font Setting iy 2, W & F &, HiX & H # 49 Font fl
Charset (ERIAH) Unicode BIR , WA 3-33 Fizs .
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eoe Untitled

i Helvetica v A GiyphFil

' Fill Glyph &

® Helvetica CY Fill Type (_ Gradient :
Roughness [0 |3

- [30 (%

x Helvetica Neue = F_ Y

» /A Giyph Outline
» B Glyph Shadow

v FF included Glyphs

ABCDEFGHIKLMNOPQRSTUVWXY
Zabcdefghijkimnoparstuvwxyz12
345678901 7.,;:0[}{}<>|/@\AS-
Kokt &

_ASCIl ) (_NEHE Update

HR4

Regular

(a) AERFARAF

ve As: | BMFont j I [Z]
Tags: | 7\

) = m (=) (@ @ )

FAVORITES oute-guide [ res " BMFont.fnt
#\ Applications prtem > B zh.md £ BMFont.png
_— { o = |abelatlas.png
(=] Desk » = labelttf.png
[ Documents | "

o Downloads ‘ "

Exporttype:  nt (Cocosza tes < [

Export Kerning info: (¥ HR6
Outline PNG: ]

| New Folder Cancelu @
(b) PRAE X1

Images

BMFont.png

= [abelatlas.png
= labelttf.png

Other
(o) TR
[l 3-31  Glyph Designer il £ 5% 14 9 {5 JH 25 3§
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B Bitmap font generator
Options  Edit

A @)=

@ © =
w O B
™ C M

o
O
=N

6 f

selected characters: 159/38917

y b ¥

N gRAE 777k

[ ooozs0
[ oooze0
[~ oooaoo
[ ooo37o
[~ ooo400
[ ooos3o
[ ooosso
[~ ooosoo
[ ooogoo
[ ooogso
[~ oooaoo
[ oooaso
[ oooBoo

-. [ onosso
[ooocoo
.. [ ooocan
7
|

[ ooo100

-I_ 000180
/
Z
0O

= [ oooboo
[ oooEco
[ oooEso
[ oooFoo
[Too10a0
[Toot100
I InniFnn

[
P B
i)

(5000000 Latin + Latin Supplement |

Latin Extended A

Latin Extended &

IPA Extensions

Spacing Modifier Letters
Combining Diacritical Marks
Greek and Coptic
Cyrillic

Armenian

Hebrew

Arabic

Devanagari

Bengali

Gurmukhi

Gujarati

QOriya

Tamil

Telugu

Kannada

Malayalam

Thai

Lao

Tibetan

Georgian

Hangul Jamo

1 atin Fvtandad additional

L

|Latin + Latin Supplement

[t1:8

| NI

BMFont 3= % i

Fort araphic:

Font:

Add font fe: |

Ch;rselz @ Unicode

Size [px]: E

€ OEM |GB2312

[~ Match char height

|

Height % [100 5: [T Bold T Italic
l [ Output invalid char glyph
[T Do not include keming pairs
—— Rasterization ——
| [~ Render from TrueType outline

¥ TrueType hinting

¥ ClearType

level IG

V¥ Forit smoothing
[T Super sampling
-— Effects

Outline thickness: ID 3:
0K I

Cancel |

€l 3-33 Font Settings



#3& Cocos-Lua®Zi |p 57

(5) £ BMFont F#3] Options 3¢ 8., 9R J5 1 $& Export options g2, A T ik Cocos2d-
Lua 5, T B3 IR 3-34 FrRidt ik &,

o Opiors T

[ —— Layout —
I Padding ln_' Spacing [ A
o -
[o e e

™ Equalize the cell heights
™ Force offsets to zero

Textue

!Width: [4038 Height: [4095 n

Bit depth: ' § 32

[~ Pack chars in multiple chanhels

Chnl  Walue Invert
A Ioutline EI 1
R: |gbph - -
G: Iglyph LI O
B: Iglyph ;I ||
Presets: ICustom Zl
——  File format ——

Font descriptor; (% Text ®ML € Binary

Textures: Ipng - Portable Netwoark Graphit;l
Compression: IDefIale ;I

oK I Cancel I

Kl 3-34 T H I

O Width #1 Height F{E 4096 B2 RBUHE , A AT A8 i %15 .
@ Bit depth, X BLyE R 8 i (AR, W nl LI FRHF alpha MWIE ) 32 17 (A3,

(6)7F BMFont [k %] Options 3¢ ., 8k J5 #E £ Save bitmap font as iy %, 2 &K MR AT
HRET 2T —4 Int CHM—> png X4,

3.7 &4

AN T SCARDRZ: R HL2 R s S50 P i s bl i e S il R . e e I P A g
W BRI I i A 1T

3.7.1 ccui. Button

ccui. Button 5 Cocos Studio 4 8 #% 7 i Button ¥4 X} i
LRS- E — R EH M TF 2R ER,

o B AR U 2 AT o
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AR BR BN ceul. Button: create(normallmage, selectedImage, disableImage, text Type ) ,
SR IT .

(1) normallmage: HEHRE T BARE F (AT#E) ,

(2) selectedlmage: ¥ NWRETF Wx WK A (i) .

(3) disableImage: ZEFPRE T BRI R (Al k) ,

(4) textType: BRI, 0 NI, T POKE R MiZE A7 (R 3D
QRN SO AR W4 O 4 DS B AE .,

B SCA F R AR AR

local btn = ccui.Button:create()
btn:setTitleText (' LA ")
btn:setTitleFontSize(24)
btn:setTitleColor(cc.c3b(0, 255, 0))
btn:addTo(self)
btn:pos(display. cx, display.cy + 400)
btn:addTouchEventListener(function(ref, eventType)
if cc. EventCode. BEGAN == eventType then
print("began")

elseif cc.EventCode. MOVED == eventType then
print("move")

elseif cc.EventCode. ENDED == eventType then
print("end")

elseif cc. EventCode. CANCELLED == eventType then
print("cancel™)

end

end)

Button N # & 3£ 55 — 4~ Label, i i B 571 28 38 setTitleText, setTitleFontSize Hl
setTitleColor 1 B # 4l L SCARPRZE N ZS IR K/ g6,

T ceui AR IR 4 H 3£ 28 ccul. Widget, ‘& 1A A 3 [5] /Y fil 35 35 44 W W 3 0 ok %%
addTouchEventListener, il # . Wi U7 pR £ JE — > BE 24 REL. S50 rel J2 fih & = 1R X 4,
event Type J& fil 5 55 {4 2 Al |

B g 1 3 s AR R

—— B R

local btn = ccui.Button:create("button/btn n.png", "button/btn p.png", "button/btn d.png", 0)

btn:addTo(self)

btn:pos(display.cx, display.cy + 300)

—— btn:setEnabled(false)

btn:addTouchEventListener(function(ref, eventType)

if cc. EventCode. BEGAN == eventType then
print("began")
elseif cc.EventCode. MOVED == eventType then

print("move")
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elseif cc.EventCode. ENDED == eventType then
print("end")
elseif cc.EventCode. CANCELLED == eventType then
print("cancel™)
end
end)

SCAS R AN R F B ASCR AN B 3-35 B .
3.7.2 ccui. CheckBox

ccui. CheckBox 5 Cocos Studio i & #% H' 1Y) CheckBox & {4 X}
B o B TAE B BT KT T 56 f iy — W U — UOR S
F 4 B & pK BN ccui. CheckBox: create ( backGround, backGroundSelected, cross.,
backGroundDisabled, frontCrossDisabled, textType) .
SRV T
(1) backGround: Bl R RET Bampy i 5 E R (I,
(2) backGroundSelected: #& FIRAET B/R 9T B F (AliE) .
(3) cross: A EE KRR AT,
(4) backGroundDisabled: &8 FIRE T BR 97 s & F (Al k) .
(5) frontCrossDisabled: 2% & F 28 HIARZA (R ) .
(6) textType: BRI, 0 MICHF, 1 MKE RIS A7 (A 38 .
BIVEETF R H s BIACRS an T .

[€l 3-35  ccui. Button

local btnCB = ccui. CheckBox: create ( " button/btn n. png", "button/btn p. png", " button/
checkbox_on. png", "button/btn_d.png", "button/checkbox off.png", 0)

:addTo(self)

:pos(display. cx, display.cy + 100)

btnCB: setSelected(true)
—— set after setSelected(), make checkbox off.png show correctly
—— btnCB:setEnabled(false)
btnCB:addEventListener(function(sender, eventType)
if eventType == ccui.CheckBoxEventType. selected then
print("change to selected")
elseif eventType == ccui.CheckBoxEventType. unselected then
print("change to unselected")
end
end)

o # 1) N FRIR S ZE L i addEventListener MW, i8 175K
K 3-36 Fros, €] 3-36  ccui. CheckBox
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3.8 Ip=ihin

3.8.1 M2

TEIERIAE SN G I T R o1 3 e i Bl — DX AT RE A 240 % B A
AR A H B — D502 THOE RS

Cocos2d-Lua itk FL1H0 LA 37 5 o0 8L, 50> 37 5 58 UK E 1Y 22 B DD RE L %5 1 W) Zh BE Y
Yy s AL TN WERR . — B b R AR R [ 3 s 22 [ U A, S T3k e 3 S b 4
I, B BT F AT AR 7 ZEAE VI I A — 7 1 o A e R

FEEEAE & h A4 T display. replaceScene 35t Ul APTH 2 R 17— 28, S br
XA APT 52 4 DS R TR 3 S50 5 5 FR R RO G

display. replaceScene FJIRFS AN T .

function display. replaceScene(newScene, transitionType, time, more)
if sharedDirector:getRunningScene() then
if transitionType then
newScene = display. wrapSceneWithTransition ( newScene, transitionType, time,
more)
end
sharedDirector:replaceScene(newScene)
else
sharedDirector: runWithScene(newScene)
end

end

Banfe AT transitionType 250, B4 N ¥ 8 A display. wrapSceneWithTransition
S — A B 5 88 )5 TV ] sharedDirector: replaceScene #1747 5t Ul e, 3 5 &% ¥ g
RSB, SEBR B H AR 5 A B — A e R RO B S S O

3.8.2 Wikt

display. wrapSceneWithTransition(scene, transitionType, time, more) f§ 4 2%, A

RAER T,

1. scene
Hirdgst,

2. transitionType

€ Y s U5 ) 3l ORI DL R EAF R

(1) crossFade, ¥ i Y Hii 37 5 0 [F] IR AR — N3 55

(2) fade, ¥R 11 2 HT 7 5 246 € B BOABIEAN cc. ¢3b(0,0,0) . A more Z4{ i &
BB,
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(3) fadeBL, N2 T MAFFIRIR 1 5% .

(4) fadeDown, MMEFBFF IR H 7 5 .

(5) fade TR, \NAT I M FF IR IR 1 5% .

(6) fadeUp, NTRFSIF 4G IR & 5t .

(7) flipAngular, § Fii & S RHG B T — A3 5 BN ZE 30 JF 16 8 #%  #  more
ST LB MU 775 . more ATIESEUNT .

@D cc. TRANSITION_ORIENTATION_LEFT_OVER M7 i1 744 ;

@ ce. TRANSITION_ORIENTATION_RIGHT_OVER M4 LI

@ cc. TRANSITION_ORIENTATION_UP_OVER M T #8744 ;

@ ce. TRANSITION_ORIENTATION_DOWN_OVER MJE#IF4h .

e XAMEERER S FAFHALE R, B A cc. TRANSITION_ORIENTATION
LEFT_OVER 5 cc. TRANSITION _ ORIENTATION _UP_OVER # 14 # 4 0x0, cc.
TRANSITION_ ORIENTATION _DOWN_OVER 5 cc. TRANSITION _ ORIENTATION _
RIGHT OVER #1845 % 0x1,

F Ak BB AE Player SE4ULER 1 A 1> Bug. BI446 & DL AR B R E M= %0, HE
BB 1T 25 A2 —FE IR AR T AR S5 Z 25 . AL (i Xcode
%) 10S Simulator) BEAEIE % TR .

(8) flipX, /K Vw55  BROIA 2248 A7 B , T By B =2 0e) 1.

(9 flipY , 3 FL B , SR A1 T BRES o7 A B =400 1.

(10) zoomFlipAngular . il &% B %% i) [5] F A, w1 A9 BRI 2 2508] I

(11) zoomFlipX, 7K - &#l %% A4 [F] i e A<, ] FH RO it in =450 I,

(12) zoomFlipY , 3t T #H % (4 [R] ) 0 w] FH A B I = 4] 1.

(13) jumpZoom , Bk IR AL K VI #edg 5 .

(14) movelnB, Hr7 5 WNETBIEA LA S5t R A A TERIR H

(15) movelnL, i 47 5 WZE M i A AT 55 [F] B A SR

(16) moveInR . #7375 W AT MIHE A, LA 3 5¢ [l Bk A Z2 AR i

(17) movelnT, #15t NTHERHE A , LA 5 5 [7] B IR HR IR H .

(18) pageTurn, B GURLI , 4n 2R 48 2 B S ER true, W 7m I ZEMNAE A7 B0 0T,

(19) rotoZoom, BEFE LR VI i7 5% .

(20) shrinkGrow , W 4s 38 X V375 .

(2D slideInB. B3 5 WK EBEA . B G WA Y 5.

(22) slideInL, ¥ 5 NZE M A HHEE R A G 5

(23) slideInR,#r g 5e WA A, B S5 0A Y5 .

(24) slideInT, H 7T NTREBHEA , HEE SN A T 5.

(25) splitCols, 73 W Z N UI e A ¥ 5% .

(26) splitRows, 78 BTV A B 5, R A 5,
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(27) turnOffTiles, 1/ 5% 4 AP, B ¥ 8 4 5%
3. time

5 Y7 gy i Y R o (]

4. more

SR 2 W RET BN S L.

3.8.3 Yyntiifiontl

BHE AT E IR A display. wrapSceneWithTransition 42 B{%% ¥ scene, W] DL B 52 F 3 2%
A9 display. replaceScene 58 AR FERITIGE . 4701,

display. replaceScene(nextScene, "fade", 0.5, cc.c3b(255, 0, 0))

T A AR (2T € 8 A A e S U s L fade FRRLAT USRI AP S8 56 4 S8
more HIR B EHTZ A,

R 37 75 B 25 5 8 1 Fr 2% /) Lable, Button ZE411H . &8 #5416 T 72 ) MainScene
i ctor ERECHNT -

function MainScene:ctor()
local btn = ccui.Button:create()
btn:setTitleText('Click to Second Scene')
btn:setTitleFontSize(24)
btn:setTitleColor(cc.c3b(0, 255, 0))
btn:addTo(self)
btn:pos(display. cx, display.cy)
btn:addTouchEventListener(function(ref, eventType)
if cc.EventCode. ENDED == eventType then
local secondScene = import("app.scenes.SecondScene") :new( )
display. replaceScene(secondScene, "fade", 0.5, cc.c3b(255, 0, 0))
end
end)

end
XEAET — A B 2 5 U 3) SecondScene, SecondScene. lua BIACIS AT »

local SecondScene = class("SecondScene", function()
return display. newScene( " SecondScene" )
end)

function SecondScene:ctor()
local label = display.newTTFLabel( {
text = "This is Second Scene",
font =
size = 30,
align = cc.TEXT ALIGNMENT CENTER,

x = display.cx,

nn
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y = display.cy + 400
)

label:center() :addTo(self)

end

function SecondScene:onEnter()

end

function SecondScene:onExit()

end

return SecondScene

SecondScene i HLA 4 — 4 Lable, i# 3 Label %78 325 19 A [6) 56 G 4 W7 37 5 © &4
e, W] I display. replaceScene #AY transitionType Z: MR A [6] B9 5 354555 .

3.9 F}E

15 Z B B35 T B 24 41 T Ak 9 3 55t T8 TIORE 53S5 A i X T A BEAS TT R Y
ABE A o L0 Rk AN AL e 25 T T A ol ) o B 22 94 R0 3 X 2 Bl S ORI Xt 2 Rk
W7 B R D DA s PR E — Tl R 5 | B e R Y T PR T X gl A R gl i 52
PR,

Cocos2d-Lua 1, Bl 02 FH R A0 3 i X 1w A7 D BLYE 19 — A28, 51 B SR AR 2 ah R
T Action IR A SIfER RS BRI — DX REER D3 E. S EEMT Node.
Pt B3 A SRR 22t Node X RIAT EAR T I AR —DRETESF#h BRI X4 .

Cocos2d-Lua 515 i (1 Bl 73 Dy S i 20 45 Rl i S s AR PR DS . SRR 20 1 40 35 I I 2l 4
FIA BRI ) SR P2 . T sl VR o 526 a5 28 s Bl A AT 2 78 6 il 3 1 L 25 78
(AT I

3.9.1 Bk ghff:

Jo 4% JEL SC 1k BV 2 48 B8 7 20 58 LAY B AR L 3 e IR) S 7 A AT A6 gl im0 . B I
Ub s X RS AE T — W2 57 20 $0AT I 58 BUA S A, s s o B e 4 A

XL B AR A AT LLGE A 17 5 6 Node B 58 B, (24 B AT 3 2 A iR 5 . mT Ly (i
b 5 A B A B A .

1. Place

AR TR SOHCE B A E LB MBS setPosition AR, HIX BB E— 4>
e BWRE B AR GahfEh . kT .

local place = cc.Place:create(cc.p(10, 10))
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2. FlipX 5 FlipY

XA E R GEAEH T Sprite, B 143 5144 Sprite iy X Fhak Y #li % W, HAEH 5
setFlippedX 5 setFlippedY #H[F] K AL s MR &0 T T 5 s fE Tl & . ik
mr.

local flipxAction = cc.FlipX:create(true)

SRR true WIBFL . S HON false WIARHIE: .

3. Show 5 Hide

X WA B AE 53 i T s A SO s AR S set Visible AHF] . FHIEWT .

local hideAction = cc.Hide:create()

4. RemoveSelf
ZBIERAT BB 8 H AT s BB R, Bl H AR P AT R & i E M s
—ASE, DS BURR R e e B Bh RS R A

local removeAction = cc.RemoveSelf:create()

5. CallFunc
PRELSIE CallFunc IRA M, B0 LI ZEE G S 4F B B A S 4F 2 B AT 45 0, SR s
Jash g, HEmT .

local callback = cc.CallFunc:create(function() print("hello world") end)

3.9.2 ARt

B S EATE L SETR SR D 1 AN ik 58 il .

1. MoveTo 5§ MoveBy

T SR A bR S A HER B s B Hbr . HRW T .
local moveTo = cc.MoveTo:create(2, cc.p(0, 0))

(1 % 1. B8,

(2) 240 2. moveTo & HARZ &, moveBy f& A X £ 7] .
2. JumpTo 5 JumpBy

Y 8 DA — 2 B0 5] MUk BR B 48 7 & . LR .
local jumpTo = cc.JumpTo:create(2, cc.p(10, 0), 50, 2)

(D S8 1. BBk,

(2) Z%4 2: JumpTo J& BFZ 1, JumpBy J& A X # ) &t .
(3) B8 3. BhBRE .

(4) ZH0 4. BRBRIKEL,



#3% Cocos-Lua®tnl |p 65

3. BezierTo 5 BezierBy P71
(ol 5 i DL 28R i Zeaz gl . g 4% DL 2E K il y
LA E — DA -, TRl
A RN T A AL — A A A T
B i A E L ARAE P 2. ) AP E Tl 2R
BT AR L A0 5 A R AR R P A 2 8, ] 3-37

controlPoint_1

P2
PR . . . .
y controlPoint_2 L2 g
HEIE endPosition

3-37 DI ZE/R Lk

local action = cc. BezierTo:create(2, {cc.p

(display. right, display. top), cc. p (200,

200), cc.p(50, 100)})

(1) 281 88 BB,

(2) %0 2. W& WIERMEEAE W table RIKIE

@ M1 AR

@ A 2 BAR AR

@ BezierTo J& H AR &5, BezierBy & M X W % [v] &

4. ScaleTo 5 ScaleBy

i S T R B T [ AR A . AR .

local action = cc.ScaleTo:create(2, 0.5)

(1) %0 1. FrEent(a),

(2) 230 2. ScaleTo A R EL, ScaleBy & A X 4 it R %K.

5. RotateTo 5 RotateBy

i o5 R R Al i R . PR ANE .

local action = cc.RotateTo:create(2, 180)

(1) 2801 FpLenfii],

(2) 28 2. RotateTo &M E . RotateBy EAHXT e M & .,

6. Fadeln.FadeOut #1 FateTo

Fadeln ¥R A , i W B 28 fL Y0 o 0~255, FadeOut ¥R i, 3% B 28 L J5 B oy 255~0,
M.

local action = cc.Fadeln:create(2)

S8 FRET]

FateTo M7 fi Y B AL BH e B HE . HEWT .

local action = cc.FateTo:create(2,110)
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(1) B8, Fpekmtm,
(2) 2% 2. HbpdW B,
7. TintTo § TintBy

i aiEm, kT,

local action = cc.TintTo:create(1, 0, 255, 0)

(1) B8 1. Fgemtn,

(2) 2% 2. TintTo KN H#F red {8, TintBy HAHXF red 284615 .

(3) 2% 3. TintTo N HAFR green {H, TintBy A%t green 254K 1{H .

(4) B3 4. TintTo N HF5 blue fi, TintBy X blue Z5{L1H .

8. Blink

il S DN R L YRR 15 B A A O 0 B 255 SRSCBUNMRSCR . LI .

local action = cc.Blink:create(l, 2)

(1) B8, Frekmtm,

(2) B8 2. INFRIREL,

9. Animation

J 5] ot 2 i A1 1Y % 9T 5 i ( Frame By Frame) , 78 i 8] 5l 9 & it _E 28 i 2 41 K 18 /9
2% A SRR TN RS i, 5 WS I I B R AR A A, IR .

display. addSpriteFrames("grossini — aliases.plist", "grossini — aliases.png")

local frames = display.newFrames("grossini dance % 02d.png", 1, 14)
local animation = display.newAnimation(frames, 0.2)

local animate = cc.Animate:create(animation)

local spritel = display.newSprite(" # grossini dance 01.png")
:center()
:addTo(self. backgroundLayer)

:runAction(animate)

3.9.3 HAHGE

Cocos2d-Lua &4t 7 —EZhER & G HLH]  RVFLLE & AR S, 77 A 50 52 2 F
R BIERCR

BAMERE—FFER M S E ., it B W R 20T Node [ runAction 77 kAT, ME M
FRIR Z AT T AR NS A e . 28 s ET B Z aifEdl & il — D E 22 mahfE. Nk,
WM SRR A S E  FHESIMERL AT i AT . EEIMET4 R0, X
Je l T A EA B2 shE , Dt ] RAAE y — A8 1 S R i B 1 Al 525 sh b
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1. DelayTime

DelayTime & —*“t 2 8 B S VE ST SR h AR IR A5 R R sl 1 e 51 B
— B P AR T AR R R S B R A R, BT WM ETE
Sequence FHAEF T AL T 2EBF B 0], iR shVE RO PRAT R 12 T ok A E TR AL AL, ik
NI ATk

DelayTime A8 5 A REE G IME AHR T RAMIER GIEP A A AN E L, Uity
)52 5 sV bR T

cc. DelayTime:create(delay)

ZH delay R 7 22 GE I (1 I [A]

2. Repeat 5 RepeatForever

ARG OLT SR U BT — R HE S B — A S R AT B AL W T8
LW EE, AT LAiE it Repeat 5§ RepeatForever iX WA J7 20 5 & #0047

cc. Repeat:create(action, times)

cc. RepeatForever:create(action)

RepeatForever J& JG fR # & #4173 1E . Repeat T & 04T times IR BI1E .

Repeat ZIVEARNRE#I A A G 30 1E N, © 02 R ANZ 3 1E . i A=A E G 3
fE& FEONREIE# 2 o 1E.

3. Spawn

ffi— A~ Node [F] B $1 17 — It 2l 1. If 51 3h F & % )2 fig % [5) B 047 JF 4k 7« A
FiniteTimeAction MIZI1E . &I Z J5 » S AE AT 58 B ] 44 JE S5 KA — 4> 30 A S04 7 i [l 3
. Spawn ZIYEM I LT .

cc. Spawn:create(actionl, ...)

4. Sequence

Bk T Lk S R B 9 0 PAT . B I E) A 1 LS T BT — R P 81 . Sequence $E4E T
— N EAEBNF, B 2 AT — R P s {E. Sequence [E FEJK 4= B Actionlnterval, 5
Spawn —#f, Sequence B & LU T .

cc. Sequence:create(actionl, ...)

5. Follow

Follow s —>35 ki BUBE 73 — D3 M 3. Follow MG 7 a0F
cc. Follow:create(followedNode, rect)

P2 B — A~ BR B A9 Bl £
(D 2401 W HER.
(2) 202 BREGEIE R 2 T i B LA 14 BB
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Follow &8 FIk % & Layer B F#H Sprite, A ASE BRI B G HLIR AR R, T2
Cocos2d-Lua Ffi | Follow )M flj— 5] 1.

function MainScene:ctor()
self. backgroundlLayer = display.newColorLayer(cc.c4f(128,128,128,255))
self. backgroundLayer :addTo(self)

local spritel = display.newSprite("1.png")

spritel :center()

local move right = cc.MoveBy:create(1.5, cc.p(display.width / 2, 0))
local move left = cc.MoveBy:create(3, cc.p( — display.width, 0))
local seq = cc.Sequence:create(move right, move left, move right)
local rep = cc.RepeatForever:create(seq)

spritel :runAction(rep)

spritel :addTo(self. backgroundLayer)

self. backgroundLayer:runAction(cc. Follow:create(spritel))

end
ZBACHS S TR R AE M A B B, M R IR A RS B (RS R AT AR S A AR A S
IV

3.9.4 Wik

HiJ T A 28 1) Sl AR R B 32 Bl 19 o H A 75 B AR AR Sl 1 DR 4 20 i 1

1. Speed

A R S AE Speed AN — AN ST B ShAE W] LU B B AR O 2 0 H ET S 8
7 2 XA LU, 5T DL SE B Bl AR AR R B S8R 8 Speed R b AR U5 A
Speed HIRIEE TR .

cc. Speed:create(action, speed)

VER 2 ik B AR s iz 47 3 B s .

(1) Z%801. BirahiE,

(2) B4 2. fhd,

2. ActionEase

Speed MR REM L S AF A B2 L H 2 HRE 2 LU 0 B 28 AR sl A B0 3 1 L 2 2R 22 52 0 gl 4
F PR 300 8 | T [ 2 ) 8 TS B T BN B U B speed JR A RE S L, AKX
E—MRBBI . R4 6 ActionEase 51 3h 1 18 52 £ F 9 B 1 2 Fh [ 3h 8 B AR
PR A ok — )L, AL 5 Rin gl . FR S b, Sine 22 b 5P 52 v | B BR 22 o A1 1]
R, BRIEHMWAT In,Out M InOut 3 A2, H S LANF .

(1) In: RRSERST SR,
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(2) Out: TRIPEPATIIGE .
(3) InOut: TR NEMITIZ-P-12 .

ActionEase BUZE B2 NS 1E B9 AT R GE R IR
WA B AT B B WO T AT B EEED . AT A & 3-38
FR L B R oR B A RN IS

X BARBA — A3 1E . 4s HE (200, 200) A 1 5 R AT
MoveBy # 3l . I8 4 i1 4 O B 32 78 19 5 2 I 3 2% 1) A2 A 1
B AT VR B R AR A S R T 1 B A .

IAENH FH EaseSineln 036 8% , X ol fE, 0 °F .

cc. FaseSineln: create (cc. MoveBy: create (4, cc. p (200,

200)))

K 3-38 ActionEase

BRI R I 1] OC 220748 R 3-38 TR th 2@, AT
VL, B e AR Sy sl R T /Y, 5B 5 . JF H L 8 rTLUF L ActionEase R 51 )
VE S FE B MR B AS R[] AH 2 U8 T Sl VR i T 3R 38 A AT 2 S AR ST PAT .

49 ActionEase R 20 F B/ HIZCR &l 3-39 frs

FE g

EaseExpoln EaseExpoOut EaseExpolnOut

Sine&z i

EaseSineln EaseSineOut EaseSinelnOut

PR

EaseElasticln EaseElasticOut  EaseElasticInOut

(a) ActionEase 1

3-39  4#P ActionEase £ % 3 1E i)V B 5R
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BRERZE ol

EaseBounceln EaseBounceOut  EaseBouncelnOut

AR LR 0

EaseBackIn EaseBackOut EaseBackInOut
(b) ActionEase 2

&l 3-39 (&%)
3.9.5 Vs SahfeMserfzn
BT A28 T 4P Action BORIEE , S 400 Action J& 1 3 AR ST A9, LA O I F

node: runAction(action)

USRS S 2 A runAction i A7 ANE B SR IR A X B3 1 2 R aE 17 ORI
BESRA i 74 1B A A 1 1k g 1

node: stopAllActions() —— 1= LT A s e
node: stopAction(action) ——1Z 1 FEAIEE M action X4
node: stopActionByTag(tag) —— = 1EF A tag Y action X} 4

I Action 25t & M Node 2K K AY, T A Action tLAEIX & tag B .

node: setTag(tag) —— Node 1% B tag &%\
action:setTag(tag) —— Action X # tag NI

Jr AL BE H tag SR 3R B s 52 1k — >3 fE .

node : getActionByTag(tag)
node : stopActionByTag(tag)

3.10 F3WizhiE

J37 470 My 0 i ) S 8 0 1 LT i R s ) - A9 S 8l o £ A — ot R A S )
PRAF , SRR THOX e WO T Shim . H ULEY GIF gl st 2 12 i gl im
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2 T B 1Y) 4 iR 5 K] 3-40 B /Y B 3l 3% 2 i i
— k.

AR 8 SR 2 Wit 2y ) p T iR 2 R AR R A
fitt o i AN A7 25 (B TH FE R . (BB A S B a7 5, 508 n 4805 Y
£ SR G A8 B 49 R A — TR 78 S PR B im, Pt DA AE L R
Rz W H

Cocos2d-Lua % /741 Wi 2y i 3#F 47 17 3 2%, 45 51 6 ARG R
F L (SpriteSheet) 1 # i 2y i i) 3 2 2E 47 T 08 4k L £ FH A R
R, e WA HE Cocos2d-Lua H #& i it 3 imi 22 /i , 5c K 3-40 FHP
R T fRAT A JRNE R B, DL RS R s an el 4

3.10.1 K{RFMR

K Rl — TR ARt 22K R SO T L — A X IO ) A5 3R S 201 R S sk
R R LU R A b B AL X,

FH— 5K KR AR ARG R B SCHA IR =5 T i SFAL -

(1) WA AT S 18] b . — sk R AT DLosi /b B R 46 5 e OB KB A AR Y
i RSB 35 R R AT LABIGHE — 20 e 4 1 LAl D SRR R

(2) WHNAFZEEGE . BT OpenGL ES 78I S0 () W6 75 200 58 = A2 2 " (11
Fr HEAT LA, BT LAAE — 5K K A it 2 A S A R0 N AE S TR o

(30 CPU JF . gk — I hE R R FAE— Pk i 8 22 7k SCBL B 2 )5 0 S0 B
[7) #LE A A7 T R AT A B BRSO 2 O A, TR I TE P R A R A I R O e
SEML. TEGIEE S, B A] DU AT b B4R A R 2 KR A A,

KT HRER, TexturePacker B I7 A P E S BB 41, 3T IF 1 10 09 B 42 Hb 4k a] DA
AEMM . https://v. youku. com/v_show/id XNDEOOTUS5MDEzNg, https://v. youku.
com/v_show/id_ XNDEOOTU5N;g5Mg,

R EZERNHETREH TexturePacker T E 3 52 Wi, B ™ # 4k 4 https://www.
codeandweb. com/texturepacker,

TexturePacker AJ L4 2% & 2 fdt A L (B J2 56 % D) e 55 2245 2% . an SR A5F 2%, 6 46 i ol 1)
WRF A F L S W] BE S B R e A . AR — AR R A TR
TexturePacker M4 I AN JRAR & . AR AE WO 28 HT L 330 5 A B8 507, (5 76 45 2% 90 1] 1Y
WA, B license 1 15 W RE A H .

TexturePacker 1Y% 3 AR &7 8L, N I 3 2 40K R R LAY HIE

(D) ATIFEAF . Bty New $24H .

(2) i B SO B A A Sprites A2

(3) ##% Data Format, BRINJE cocos2d, Wt /& Cocos2d RN 51 L Fimyig X, Hds
TH M, 7] AFEF B A cocos2d-0. 99. 4 F1 cocos2d-original B~ #% 2, & 1] &
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Cocos2d GI R I RUA L% . HHETAYZ Cocos2d-Lua 5%, & H] cocos2d k3,

(4) & # Data file #§42, BI plist SCEFAF B AR . X T E 25 [ BSAE T Texture file
SO B F TR A

(5) JEF#E Texture format ¥z, #EFE M zlib compr. PVR JE46 7%,

(6) %EHE Image format, ZRIk N RGBASSSS, fx i IR B & , 0 SR 75 Bk — 45 JR 4 S 4
PRFRL AT L $E RGB565 A58 X,

(7) P#-FF TexturePacker J H 3CHF, 778 DL 36 0k & A 08 i 4, 558 A ilor R R

(8) i Publish %4, FF Uf AF BKE R 2R 5, A= B AY. pyr. cez RGN Y. plist ST AL
TEL B (DO BLE T .

B A 20 TR N AL G5 AN K] 3-41 i

. @ [
ﬁ x [
E = 8
Op-n >lvu Mds;:rlht Add Folder Delete Publish PVR Viewer...
TextureSettings o) p— ]
——— v| & stars
& starOl.png
3 =) ((ataFormat | cocos2d E & star02.png
M star03.png
‘ * Data file |Users/uu0/Desktop/stars/stars.plist | B ‘ star04., 52
5 ma (Texture format | ziib compr. PVR (pvr.ccz, Ver.2) @ ¥ star05.p/5
# star06.png
4 * (Tenure file ers/uOu0/Desktop/stars/stars.pvr.ccz a ¢ star07.png
Premultiply alpha | i :::ng:g
Flip PVR at -
6 = (Image format | rcmassss B
Dithering = NearestNeighbour <
Aucoso ||
Content protection @
+ Geometry

%] 3-41 TexturePacker

s A0 R (4D 1R B ARG SO R stars B4 4 B KSR 36 BAXT 4 stars., pvr. cez I
stars. plist PHAN 304,

3.10.2  FRIBOF i)

TE T Houi 5 i 7RG R RS HIE Z J5 AT LADD 48 817 AR, 4 35 4 M I A= 1l i) 6 72 3R
BRI BN e A b O RE S m, WR—UIIR] KR B - U s R A

R HORT 7 3% 507 51 it 2l A 2D BRANE

(1) HBSH B stars. pvr. cez 1 stars. plist SCHEHI BT E K res HE T,

(2) POKG R R Bt B 5 AOKE R W03 51 % 00 W28 A7 O S22 A7 19 RS Ze 55 3 4 2
4,

Cocos2d-Lua H{# F display. addSpriteFrames ( plistFilename, image, handler) J5 3 M
H 7 SpriteSheet 7 ARG R MW, = NS HAEH T .

D plistFilename: string 288, & 25088 SCH4 . plist BAHXT B4,

@ image: string 88, BRI SCIF | pvr. cez BFAXT AR
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@ handler: function 288, J2 AT L 240, & 1 handler M 514 5 H] 5 20 40 = 2005 2
FHLIEAE NS A 121 handler,

(3) HERUT ) MUECLH A R 3 5 b R SR T DL R A8l 1 R DU R R R 4G
BTG R 75 EE P L 75 L0 W e REUD B ) 15 T8O 20 B — A~ 77 9 i g 4

Cocos2d-Lua F{#i i] display. newFrames(pattern, begin,length,isReversed) J ¥ 2 i
Fr TR ZH . B AT ER DT AR X, AT A rh R SRR I 44 B 1 T, SR S I 3 £l 2l
. ZEAEMWT,

@ pattern: string &8, F4F R VT FCAAR .

@ begin: integer 58I, iR IE KT,

@ length: integer KA, F/RMIFHI A K E . I ET KBRS,

@ isReversed: boolean Z&7, ERIA i 34 HE )7, AR B BN true, W IHHET .

(4) 4 A Animation, Animation f&— & Wizl | 1) % 4 ,

Cocos2d-Lua F{#i ] display. newAnimation(frames, time) 77 ¥ ] @ Animation X%,
ZHANT .

@ frames: table 288Y, b — D BRA B F 5 TR .

@ time: number ZE7, AH LR P it 2 (8] B A [ 16 B

(5) R R BN . Animation XF 5 AN B8 BB 1 401 runAction . A EAE —
A~ Action XT 2, 5 Z i [l cc. Animate: create Canimation) 3 Bl # — > Animate 74 §& #%
runAction . Animate $£R 2 R 1% M T LUNTER & 3h1Erh.

52 B 1) o 2y i Bl s AR A

display. addSpriteFrames("stars. plist", "stars. pvr.ccz")
local frames = display.newFrames("star % 02d.png", 1, 9)
local animation = display.newAnimation(frames, 0.2)

local animate = cc.Animate:create(animation)

—= F TR MK R WG A T AR B S EREUR, WiRE AT DA SR B Bl im , 1 n] DA ok A iR R
local spritel = display.newSprite(" # star0l.png")

:center()

:addTo(self. backgroundLayer)

:runAction(animate)

3.10.3 ZhmZAf

W HR BT 6 T — AN A WSl A B I R N ARG S W, e I N in E B
A 2 i 1 2 L kR — AN R R BB A T S R L X R R o R i A G A T
PAAG 5 A A R B T #E

1. BEE

R T AR S 2 i i A B Sl i 28 A7
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display. setAnimationCache(name, animation)

Hrh,name N string K, H T35 & 3 H 44 B ; animation S8 Animation 3 Il X} 4 .
£ £ A0 %2 Animation, R Animate,

2. RBMEGFHWIE

{0 T A9 77 12 R A o S 144 BR A0 S iR 52

animation = display.getAnimationCache(name)

Hrif,name S 3l m 4 , 20 5 3 2 X 0 A4 3w, 3R [\ nil,
3. MBREFHBE X &
0 AR R I B AR e NS R DL 0 R vk s B B W R A

display. removeAnimationCache(name)

Hrp name by string 88, 35 2 M BR 19 2l im0 X 52 19 44 95
4. HEZFERRG
S5 T T A ARG 22 3R B ) S A it ) T, 0 B Bl G2 AF R 44 R stars , S5 (8 oA
B sprite: runActionORIEALshE , RIBATF .

function MainScene:ctor()
self. backgroundLayer = display.newColorLayer(cc.c4£(128,128,128,255))
self. backgroundLayer :addTo(self)

—— preload frames to cache
display.addSpriteFrames("stars.plist", "stars.pvr.ccz")

local sprite = display.newSprite(" # star01. png")
:center()
:addTo(self. backgroundLayer)

local frames = display.newFrames("star % 02d.png", 1, 9)
local animation = display.newAnimation(frames, 0.1)

—— %3 cache
display. setAnimationCache("stars", animation)
—— M cache FTHUH
animation = display.getAnimationCache("stars")
—— T Bk 2l i 8 A7
display. removeRnimationCache("stars")
sprite:runAction(cc. Sequence:create(

cc. Animate:create(animation),

cc. CallFunc:create(function()

print("animate play done")

end)

))

end
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3.11 HE=s

Cocos2d-Lua 75| 5 H i) 3 B i J2 o Sl S0 R A7 A pR 303 1sf 00T RE A e Bl . D g
FEARL T Ik A A% EE S iR R A
Cocos2d-Lua H I B & 73 Sy WA R4 Joy 98] J3E 40 A1 500 2 2%

3.11.1 AR iApE s

TR P 28 5 2L R J 1 Ak B 55, O L3k S0 g 55 O 2 PRI O RS Y 1 BB T IR
TH o 91 Q7 2 i 1 1) 0 280 Bk A, sl i 6 4 Jy 20k ) )BT o 4 ) 8] R e P R A 2R 3 2 [ L

4 Ry H B 2842 Cocos2d-Lua 7E Cocos2d-x WYLt |2 H ki, & & F schedule #1473
%1k Lua Al DU 51 0l FH O B2 %

Cocos2d-Lua HEZEBRIAA NN 2K 42 Jr) 1 FE # B B, 75 22 T3l 4%

local scheduler = require(cc.PACKAGE NAME .. ".scheduler")

4 Jy VR BE AR AL H A T AR = b B AN LA L A5 R TR K

(1) &R ES . scheduleUpdateGlobal(listener) ,

(2) &7 A E XFELR . scheduleGlobal(listener,interval) ,

(3) &R E 28 . performWithDelayGlobal(listener, time)

T 8 B 28 04 A= i o) B 5 T 2l A5 B, 4 R A B R R R s AE ML S B B H A 2
AL T #5842 AT AR, SIS Bt T — A 1 B M 2% 19 4% O scheduler. unscheduleGlobal
(handle) ,

1. £ B B R

Joi 4 JEC S, 4 Jmy WU FEE g 2 i A 18— T 2 Mok i 1 R R A o S P T A A A ) A g —
WICER S S . 4 Ry WU s AN AR AT T 375 ¢, PRI AT AT R A i X T P S AR
FAE B 4R TR

4 Jey TR BE 2% R AR an

local scheduler = require(cc.PACKAGE NAME .. ".scheduler")
local function onlnterval(dt)
print("update")
end
scheduler. scheduleUpdateGlobal (onInterval)

B8 R %% onlnterval B9S850 dt 2 W YR R 22 [a) 79 st [a) 1] B .
BT R SRS G AMEREE DR E R .

cocos2d: update
cocos2d: update
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2. £ RBEXAESS

4 Jry Mot i8] A 4 Jry G SO R A B ARG o L E SOV BE g T LA A 1A B IR R] L SRt
Y 235 1

BT 5 B8 BE ML . B SCHRE ] [a] B a0 250 SR T 19 it %) [ o, 5 DU) 79 i A9 14 22 O 0] ) 25
B A IR — R L B DL A 2 R R E) B R AE 1/60s DA b (51 2R RN AP Il HT 60 WD)

4 Jay B SCIH BE 2 1Y s BARAD T

local scheduler = require(cc.PACKAGE NAME .. ".scheduler")

local function onTnterval(dt)

print("Custon")

end
scheduler. scheduleGlobal (onInterval, 0.5)

FEF 0. 5s #Hl B LR EE

cocos2d: Custom

cocos2d: Custom

3. e /EREAESE

A TE Ui A B 2 g, FUAR S — A PR SE R R X0 B AE OR R B A
scheduler. performWithDelayGlobal O 2 7 55 15 48 % B [H] 5 P47 — Wk 181 9 pR £, SR )5 H BT
1% scheduler,

42 JRy HE B 9 BE 2% 1 s AR RS AT

local scheduler = require(cc.PACKAGE NAME .. ".scheduler")

local function onInterval(dt)

print("once")

end
scheduler. performWithDelayGlobal (onInterval, 0.5)

FEREH G R A — P

cocos2d: Once

3.11.2  TimiEs

Node & Cocos2d-Lua 5| sy FemiZs , B TR Z R F kS B, H A H st
/& Node #t19 77k Z — . Node H A £ 2% HBEYE Node W ffi ], Node 1 57 8 FH 4 £ 45 1Y
A A, Y Node 858 MR . 23 A 2 45 5 554 N R A T8 B2 4% .

A3 A8 B FRATTT T A 8 R L SRR BE A R A b e it Xk 3 S, TR 2 0
i 1 Az i S B A L

A B A IR R R AL T =

(1) 745 5 T I8 B2 2%, 35 W B 28 7E Cocos2d-Lua 2 HZE 335 S Wi 1F, 5 = %
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3.12 77,

(2) 95 5 A & MR

(3) 77 KA I 9 B2 40

TR A A 29 PR

1. THEEXAES

T 51 S 8 B AL e SCHS (] 1] B b 250 K T 19 ot 174 ] B8 5 U 79 ot | 114 22 U0 Y 23
PG IE YR T T DL g SO (R] [E] R W AE 1/60s LA F (513 BN R R BT 60 D)

T A SO BE R R AR I

local action = node:schedule(function ()

print("schedule")
end, 1.0)

F 92 I schedule pRECAHRIE FISHAE RGEAK SCBUAY . AR5 240 452 Lk 1Y 5 0 B % T
LU AR 3 1 i 07 s B AU an T

node: stopAction(action)

2. TEEREERS
7 A5 AE S B 2% A 1 4 E B ]S AT — R I R, R RS R
node : performWithDelay(function ()

print("performWithDelay")
end, 1.0)

P A5 L1 A5 R TR B 5 9 J7 AR SR JE ] stopActionO)

3.12 EHH R

Cocos2d-Lua H' Quick HE4L Y F 44> K HLl 5 Cocos2d-x A, EELE A Lua i 5
R T A T

Quick HE 42 [y =5 4 4% B 2y g T H 3% 528

(D 45 1k,

(2) Wi,

(3) HR/FEM,

(4) fms =,

(5) fuli = F

2ROk E VR — T Quick HEHE rp 25 Fh i 2 oAb 28 5 1% .

3.12.1  TisE
A S R — A Node F 42k A IR 5 5 0 fil % . 0140, i A — A 2 5% i i
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Node #9528 i, BEAE T3S AU IR H I35 0 — S8 80808 3 R 79 A, 77 LU 5 x> =
PEARFRAE
AL RS SORGORUE, MR G D). ER B RO R M T T

node : addNodeEventListener(cc. NODE_EVENT, function(event)
print(event. name)
end)
= Ja T A

node: setNodeEventEnabled(true)

¥ . display. newScene O 4| 7 EKIAF BT HV EFH, wRAA LT L. FH £
# 8 A setNodeEventEnabled 7 & % & F4 % v,

280 event A name JEME (HWT

(1) enter: fN#F 5.

(2) exit: IR G5,

(3) enterTransitionFinish: #3744,

(4) exitTransitionStart: #3530 T 16 .

(5) cleanup: 350 5E 418 FR I N AN 55

B0, 8RR A A E] MainScene 1Y ctor ) BRI .

local function createTestScene(name)
local scene = display.newScene(name)
scene:addNodeEventListener(cc. NODE_EVENT, function(event)
printf("node in scene [ $ s] NODE_EVENT: % s",name, event.name)
end)
return scene

end

—— SFfF L. os AIEEE — Al 5
self:performWithDelay(function()
local scenel = createTestScene("scenel")

display. replaceScene(scenel)

-— AEfF 1. 0s AELEE A B
scenel : performWithDelay(function()
print(" ———————- ")
local scene2 = createTestScene("scene2")
display. replaceScene(scene2)
end, 1.0)
end, 1.0)

s A7 e AT LA BT 6 A R

cocos2d: node in scene [ scenel] NODE_EVENT: enter

cocos2d: node in scene [ scenel] NODE EVENT: enterTransitionFinish
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cocos2d: ————————

cocos2d: node in scene [scenel] NODE_EVENT: exitTransitionStart
NODE_EVENT: exit

[ ]

[ scenel]
cocos2d: node in scene [ scenel] NODE_EVENT: cleanup

[ 1

[ ]

cocos2d: node in scene

cocos2d: node in scene [ scene2] NODE_EVENT: enter

cocos2d: node in scene [ scene2] NODE_EVENT: enterTransitionFinish

TE ) 0 37 s i A SR B A i FH AR A8, I8 A S s BRI 4n L
B0 5 85 ) 32 A8 52 display. replaceScene (scene2) 18 Bt & display. replaceScene (scene2,
"random" , 1. 0) , FF i BRI 25748 1, .

cocos2d: node in scene [ scenel] NODE_EVENT: enter

cocos2d: node in scene [ scenel] NODE EVENT: enterTransitionFinish
cocos2d: ————————
cocos2d: node in scene [ scenel] NODE EVENT: exitTransitionStart
NODE EVENT: enter

[ ]

[ scene2]
cocos2d: node in scene [scenel] NODE_EVENT: exit

[ 1

[ 1

cocos2d: node in scene

cocos2d: node in scene [ scene2] NODE_EVENT: enterTransitionFinish

cocos2d: node in scene [ scenel] NODE_EVENT: cleanup

T X DX 1 i PR SE 2 3 S D) 48 R S8R TS ] 2 [ Y e S 3 55 BT LA A I
AL ATLLE RS A0 enter FAMIE BN RA exit FHEA .

PRI o 7E A 1 S R I AN I 32 A A o S Y o T R 0 4 S = AR IR 2 1Y
b PR i

W E R .

(1) enter: X B ] DU —LL 37 5 W1 46 46 T4 .

(2) exit: QR FIHAE A T R R, v DA IX B (137 55 b i — 26 5y i, sk A U 8 37
SRR BT T

(3) cleanup: & & MUK B TAE,

3.12.2 ik

TE Cocos2d-x v, C++ H A DLl 33 T 4% update BREAE 5 WU 5 09 BH A $RAT B O 55 B 10
—SEERAE . 7E Quick HEZE Hb 3T S5 0 A O ot S5 478 3 SEL R g ot ) iy Pof 08 2 A T 1 S 4
4 4n , 3R 1 FACES S 2] MainScene Y ctor O BRETH .

local node = display.newNode()

self:addChild(node)

- HEME

node : addNodeEventListener(cc. NODE_ENTER FRAME, EVENT, function(dt)
print(dt)

end)

- Ja i ik

node: scheduleUpdate()
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—— 0.5s )5, & 1L Wi gk 14
node : performWithDelay(function()

—— A i1
node : unscheduleUpdate( )
print("STOP")

—— T4§ 0.5s, TH g HIMi
node : performWithDelay(function()
= WA A
node: scheduleUpdate( )
end, 0.5)
end, 0.5)

BATEE, R b2 AN W b — WU R — T2z R] A R ] () B GELCE  1/60s) , IFAE S —
A~ 0.5 B — T .

HATEW M scheduleUpdate O J5 , WU 4 A 25 il . Wi 40 1 101 9 R B S 80 R A —
A dts B FH SR i B ) Ta) B A9 o ot 07 7 i X v 2 D o 5 i Xk v P i . 48] o AR
— S o T R A9 3 ek T R TR ik Y R AR B AR S

3.12.3 Bk
W I e 4 9 7 SR I

self: setKeypadEnabled(true)

self:addNodeEventListener(cc. KEYPAD EVENT, function(event)
print("TestKeypadEvent = " .. event.key)

end)

event & table, UL TR PE(E .

(1) code, BB . e FEXF 1 1Y) i B

(2) key , FFEf . HEHEXT N 945 5

Android ¥ £ ] LA K, Menu 1 Back &8 FiF, XTRi Y key (HA1F -
@ menu, 3¢ H4E,

@ back, & [,

(3) type. FAFH . FRHERRRAL,

@ Pressed, & e f e T FH4F.

@ Released , i #4255 = 14

EOSEEERAREFH,

3.12.4 vk

BUAE R F-HLARBC & 1 s v, T 00 38 i L 520 A2 Bl BT 32 B B4 8 5 1l
IR A RS S BTl R SRR XY R Z 3 ATy 1) 80 R RN, BT L X
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By =1y s i, AE SR n  ay DU 3 AT 1 Y ) BE K/ SR TSR T LSRR Bk
Jila) o AE Quick HHE AN J7 ¥ W W s A

—— TSN Ay
self:addNodeEventListener(cc. ACCELEROMETER EVENT, function (event)
print("AccelerateData:", event.x, event.y, event.z, event.timestamp)

end)

self:setAccelerometerEnabled(true)
event JETEUW T,

(1) event. x,event. y,event. z: WTE x.y.z Wl L MAE,
(2) event. timestamp: |32 {5 5 H T [E]

3.12.5 fihpidft:

Cocos2d-x3. x B BLE 1443 K AL #E Cocos2d-x 2. x L#bAT T KR ekt B 7 HiE
layer We W fi 45 = 4 ) B ] A o A6 P 72 TP AR AR A 22 09T 8 . Quick HE 2R 7 1 KLl | AT
T WGBSR A TR IR T DR E . AR IR 4T Quick Ml R s

1. B RES

TE Cocos2d-x B, B Jig Xk 17 ) 11 2 1 — & 7 1) Node,Scene, Layer 1 Sprite & X % 44
LR o T T A I 2L X AR S A Node 3X /> 28 4k 7k
Mk, AL Node F) R 5k 7 19 84 — 4> i 4 i [

AR VE 22 WoR T U B — BRAR G 8] 3-42 FR

(619 312 AR Node JFAD T £ (7 B AL N"Iig’de | [ oo |
TN ERZH, B E Node, H i 7R 2 95l Bk
e AN B8 E ok, T MY Node & 5t, L1

i) Node 235 I8 A H S 2P E — T 755 @,a E’E

T e X AR Bl 2 A T R WoRTE B A

76 % SR 1T A 45 L 69 76 2 P T F T 07 o |
R ATE LI 0 R 2 SO LA T

_ . [%] 3-42 Node Tree
TCE M.

2. fREXE

1t Cocos2d-x [ 2. x A, LA Layer X R A BEHEZ b 5 F 4, T Layer &LJ2 i [
A Tt 0 TR PN 0 S 5 3 SR T & A S B A B RS L A — 2D AL

BN A7 — A~ 5 3K S AE Be 5 il B Bf w1 O BeEt, N M et — A~ sh e I Al
Layer #2003 fild 555 04 J5 , F & 38 75 22 FL AT HI B b 85007 B 02 A TR Z . bt AE LA TR
2 IRV L N DU AR A B R P A T AR AR AR A 2% T . T LA Cocos2d-x 3. x FLiFIF &
FHAT AT — 4 Node #2232 fil 114, Wi AR R T Layer. Jf H il 0 9 FF AR 28 R 2 31
73X A Node [ il 458 [X 38k P
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JIT I8 A5 X8, 35—~ Node S H A F Node /R A i R #F 25 0], B
S XA RRR A AL TR T R E MR Ay . AN 3-43 BT R B T AR Sprite XS, E B il 5
DX AL 5 1 3 W Xk A A M

i 55 = 0 7 3o Dy A — R B B S ) — b 2

2 A ARBLHE
3. B RAMEEY _
s 1l 45T — A 22 L — A A Sprite

1t setTouchMode % # Node H fil 81 W 7 455 =X, 4K )5 @
74 addNodeEventListener ¥ B fih 58 25 {4 W Wy [ % R 2%,

—= M UG X —A], B Ky B il g 3-43  Touch Area
node: setTouchMode(cc. TOUCH_MODE_ONE_BY ONE)
node : addNodeEventListener(cc. NODE TOUCH EVENT, function(event)

printf("sprite: %$s x,y: %0.2f, %0.2f",

event. name, event.x, event.y)

if event.name == "began" then
return true
end
end)

BRAN T A5UIE AN ] 7 it 45 7 o 5 2 R T T A 42 0 S Y A A ik S
node: setTouchEnabled(true)

i£: setTouchEnabled % £ addNodeEventListener Z J& i A ,

b4 node BB L [0 1] event {7 B .

event j&—> table, RMAF BT .

(1) event. name: FH4ZEH

@ began: FHIF LA MILSEHE . 7E began SR AT, U A 22 4% 28 42 0% fil 458 = 10 9 IR 28
AL s A Ak B R B TR ] true,

@ moved: FIRIERH LB,

@ ended: FHEE I %,

@ cancelled: PA g HAth J5t PAUIBCTE i B 4524 . 3% 5 A0 T » cancelled 1 ended J2& A [A] 1
b B

(2) event. x: fili$= 5 « Ah5,

(3) event.y: A v AR5,

4. & Efhis

Ve E LSS E ALY

node: setTouchMode(cc. TOUCH MODE ALL AT ONCE)
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SR NI i A58 2 7F: 1] 3] R K
—— E M g A

node : addNodeEventListener(cc. NODE TOUCH EVENT, function(event)
—— event. name J& il BT} 1IRZS © began,moved, ended,cancelled
—— event. points f & A fil 45 &5
-— M events.point[id] = {x = ?, y = ?} MLHHAHN
for id, point in pairs(event. points) do
printf("event [ $s] %$s = %0.2f, %$0.2f",
event. name, id, point.x, point.y)

end

if event.name == "began" then
return true
end
end)

[F AL 753 7F addNodeEventListener Z 5 ¥ FF Touch IhEE.
node: setTouchEnabled(true)

TE 22 R BT, F AR 0 & SR BT X)L B an R

(1) began: T4 MH bS5 75 . A [F) T 5 g fil 452, RS AT Bl ik e 20Kk, B — AR R
— AN TR IR R

(2) moved: T Z sl B AT g J AT #8485 0088 31, BT UL ES event. points H H AL
A AR A i BB R

(3) ended: H—A ok Z Al 5 I8 Kk (P48 BT 7 B I HH B ended RZS . B
event. points H1 AL 55 M 53k i ik 452 2 5008

(4) cancelled: P4 H )i N S B G H (FRRA—E & HF T RB) . W
event. points "L HUH 04 Al S EE . Sl H DL T . cancelled FT ended J2 A [A] 9 4b #3245

. 2 EME P, TIA AL event. points ) key £ — 1D, EEABERS T TR
P A ID R R BB EL AT KREKE,

5. iR HFIR

AINELL T, Node 7600 7 fil 5 5 (78 began AR IR [ true Fe7m B0 B ) , w2 B 1k
FAF AR B A% 328 25 Node ARG (R J2 [ Node) , X FR Hy fi 455 2 1 75 1

Node: setTouchSwallowEnabled O) A] DA AZ X AN 170 . BRIA N true HWEF4F. Wi
WE A false, W] Node M 1 fi 452 55 474 5 475 SR 2 o A Ak 2 4% 36 25 5015 A

3.13 ZHPHRIEN

Bt A RE UL A 1 K L 25 B RUSH M B R IR Sh B a6 2 IR NG5 o O 1 (8 30 X 4
b3 R A5 4 BERR WD U T & AR, Cocos2d-x T T — BB MEZ P RER T E.
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i1 F Cocos2d-Lua & FTF Cocos2d-x Z R EAELE, & 4 FH K IK & Cocos2d-x HY
ZO PRI TSR . REEH LN Cocos2d-x 12 7 BERE BB, ¥ ) APT DL C++ 1y
B O R B, 9% 5 dEAT g B SR X Cocos2d-Lua /A3 O A0S Bl B 7R

3.13.1 Cocos2d-x 24y PGl

1. RBRh®

FANTHTE Cocos2d-x /=M Cocos2d-iPhone IR 4= H 2 14337, Fr LI W 8 Cocos2d-x ) B
e 3d A8 #9 J& A Cocos2d-iPhone —#£ Y J5 %8, Tl Cocos2d-iPhone WY& At J7 52 38 1 >4 i
10S N HIIT % B9 Bt 5 B 07 58

MY Cocos2d-iPhone N T %% Retina iPhone %45 . [ 7 -hd 28 )5 2% 3k X 4y iPhone
il Retina iPhone B &R BF i, 7RI 0 %, i point A5 & L M 9E H IE 1Y pixel 42
PR X — S RTE 10S native W HIFF & 42 H 19 point M8 — 20, B & 2 A, 5t fig
TE 640960 Y & [is 17 Z A 320 X480 HYFE Y, HURIE A & B & ABM . — B A @2x
JE KRG .10S Asim#k @2x BE R, L HX Retina iPhone Y32 HE,

point A AR R 7E — 28 I B 4 RE i U 2 43 HER S RF R )8, {HJE Y4 iPhone 5.iPad 3 i}
KLUG 108 75 TRk il 1943 FE 234 2] 5 4>, iPhone 6 [ A& A B MR T 33 Fb 1 40 200 2R 24—
AN universal )RR F, &2 FH 2490 1 . B4l AT point A8 AR £ I A E 58 4 M ok 8] B, I H
Android &% R RGN AL EIRG £,

BT EN AR E R HE RS, N Cocos2d-x 2. 0. 4 FF4fi . Cocos2d-x 2 T H & #Y
ERMFRLZITFFEJEF T ZHTH retina AHEC R EZ D, R E T design resolution Y HE
&, design resolution J& M point 445 R FE AL i ok B HE &, B I Bt il B A 3 BER R R Ak
FREBAE design resolution LA Jay, (HZESLELIX A H AR H A & i, Cocos2d-x $EA4E T — 41 #H &
B H2 1R 5 o o3 BT 228 30 TE SR W, 2 T IRl 5 W A J2 i B R Y L T TR — — 2EA T 40T

Cocos2d-x H 5 FERMKA CH+EE DT .

Director: :getInstance() — > getOpenGLView() — > setDesignResolutionSize() //¥& it PR M
Director: :getInstance() — > setContentScaleFactor () [/ N 48T A T

FileUtils: :getInstance() — > setSearchPaths() /1 R KA

Director: :getInstance() — > getOpenGLView() — > getFrameSize() /1555 W

Director: :getInstance() — > getWinSize() /1By PR

Director: :getInstance() —> getVisibleSize() /7T 43 3R AT AL X3 R /)
Director: :getInstance() — > getVisibleOrigin() /BT 43 3R AT A X R

2. EREM

Cocos2d-x H & i /R B 564 T P~ 2 ok 7

(1) FIEA R BT R,

(2) BeitorPEA R B R4

WK 3-44 s,

AT E@mAGB B P F L) AR A Ly A A A a5 B AnchorPoint
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768 320 640

1024
480 960

setContentScaleFactor()
setSearchPaths()

background image design reSOlUﬁO“l::>' screen resolution
resolution

3-44 Ay PR IE AT

setDesignResolutionSize()

(0.5,0.5) ,position & B3 & & &,

#:0 setContentScaleFactor ( ) Fll setSearchPaths () ¥ & % — M F e g 2, M
setDesignResolutionSize O # Hil 55 —ANid &, WA R LS A7 —& i &0 R CR .

N T T A TR LT RS

(1) Resources width LT i 5 5 RW,Resources height LI F &5 & RH,

(2) Design width LA F &5 & DW,Design height UL F &5 5 DH,

(3) Screen width YA T i 5 5 SW,Screen height LA F &5 & SH,

3. NRIEDWERFIT P E

setSearchPaths O 5 B MR 45 24 B J5f 5 20 P Ok 8 i 5 18 B9 98 8 S0/ 18 R 1
Cocos2d-x FRtF— MR & ZE B 5, AT R A R 20 B3R N 1 1, B85 A) D ik
P65 B 45 53 PR 3 A VT I 09 181 R B 50k S 7o o DT 9820 ] 44 00 4 TP D 4 1 5,

setContentScaleFactor OHRE T Kl R 7R B3 i 70 B R 00 45 i K . Cocos2d-x 5] % ki
B W R TT K 8 B 25 O B R /0N BT Ak A DR W 95 0 Tl 1580 00 9 24 9 sl o s vy L st
Sy #EAGE B RH/DH 8 RW/DW , PR AN [8] (9 PR 7~ e 455 AN ] 09 4 750 T S il 3-45 Fiw

background image design resolution
resolution

320
RH/DH=1024/480=2.13
768/2.13=360 > 480
768

1024 360
RW/DW=768/320=2.4 320
1024/2.4=427 —

480 47

Pl 3-45  BEURSN BEAR BB R R
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WNE 3-45 HhRIZRFR 93 7« 768X1024 BT 518 Ao SR FHAS [W] 09 46 750 IR 7R 320 X480
BT PR LA AR G C R,

(1) F e BELOAE R A AR50 IR - ORUE T B8 U 1Y 3 B 5 1) 78 BT 40 B 5630 1L ) 4 3
R,

2) H
R,

4. MBI D BERIRETRE

i

& JE LUARE N 4 R 1 ARAIE T B8 IR K O 1) 7R BT 23 SR R P Y 4

=

setDesignResolutionSize(DW, DH, resolutionPolicy)

B EABEC B ERTE BT PR A PR . F A AR A B L A A
Ay RS B E SR [, Cocos2d-x HILAg 5 Rl mg kit

1) ResolutionPolicy: : SHOW_ALL

A F 8 MIN(SW/DW,SH/DH) . #R3F T3 3 XK & B 2 f % LA g4
HEB.

2) ResolutionPolicy: : EXACT_FIT

SW/DW £k X J7 0 B4 i K7 . SH/DH 1R Y 718 B 48 i IR 7. AR3E T 3% 3 IX sk
SE G B (R AT RE 4 RS R

3) ResolutionPolicy: :NO_BORDER

AT MAX(SW/DW,SH/DH) . $RIUE T 33 DX SR B8 — A~ J7 1] LBl 1 B¢ 4%, 1
Ty — N7 T — P2 R B DX

4) ResolutionPolicy: : FIXED _HEIGHT

PRAFAL A BB o3 B BEANAS  HRUE Bf 45 o0 JE R0 IE BT 0 B i 9 B . (R IE R I
o3 PR REANAR T i G 3 5 5

5) ResolutionPolicy: : FIXED WIDTH

PREFAL A B TT 20 B3 56 AN AR AR Bf 58 0 WE R B IE i B R = . RE
G PR R BEAN AL T W I 2 5

ResolutionPolicy: : EXACT _ FIT. ResolutionPolicy:: NO _ BORDER. ResolutionPolicy: :
SHOW_ALL % = S W& (1 5173 FE R AR IS AL AME, WA B 1E . H R R an 5] 3-46 (a) Jir
IR H A R 4r KR 320 X480 R T 43 HE AR W B AN 5] 5 45 43 HERR A X 1 O AR

ResolutionPolicy: : NO_BORDER J& 2Z A B J7 # #5 f Fl 19 5 €, & & A S A R, 8] B
TE—ANJ7 ] E 3 T e H 2 Cocos2d-x 2. 1. 3 7 HILA B4 W Fh 4% -4 4 3y ResolutionPolicy: -
NO_BORDER F) #1437 ,

ResolutionPolicy:: FIXED = HEIGHT #1 ResolutionPolicy:: FIXED WIDTH &
Cocos2d-x 2. 1.3 LUJE # AR SRmEASE =, & AR 23 78 N A 1E A% A 3143 B 3, DL ARIIE
St 45 43 HE A BN BT o BE AR TC R A s B e . LR BN &T 3-46 (b)) i s o H b A2 B 02 T4y
PEFR 270 F1 568 S IEJE HIME .
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setDesignResolutionSize()

design resolution |:> screen resolution

640

ResolutionPolicy::SGIW_ALL ——— —

320 scaleX=scaleY=MIN(SW/DW,SH/DH)

1136 960

480

640

ResolutionPolicy=EXACT_FIT |:’|>

scaleX=SW/DW

scaleY=SH/DH 1136

640

ResolutionPolicy=NO_BORDER [—— __——

scaleX=scaleY=MAX(SH/DH,SW/DW) 1136

755
(@

270 ResolutionPolicy::FIXED HEIGHT 640

scaleX=scaleY=SH/DH :>

DW=ceilf(SW/scaleX);

< 1136

480

320 640
ResolutionPolicy::FIXED WIDTH

scaleY=scaleX=SH/DH :>

DH=ceilf(SH/scaleY); 1136

<

568

(b)
Bl 3-46 4 ¥ 2R L OR 0k
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5. AW TEE

B FEA IR OB A B 5 RO, B 1o Ml RERY DT R G . A e
B A C AR I &

it FAE PR S A RO S R AP T 0 R DX

X BB PR — AT [ B s DA ) 6 SR I T A ok AR L O AR BT L R
o AR R T T8 J7 ) ) DA, EE S X A B 2 ORI A o AR R AR 9 5 [n)
I

(D) #—id % setContentScaleFactor(RH/DH)

(2) B BAE WA EEE: ResolutionPolicy: : NO_BORDER 8 ResolutionPolicy:
FIXED_HEIGHT,

KT B NO_BORDER 5 FIXED HEIGHT ) X %I, 55 % 45 4 visibleOrigin #l
visibleSize ., WK 3-47 f~ .

contentScaleFactor=RH/DH 360 background image visible width
320
ResolutionPolicy::NO_BORDER
270.423
designiSize > VisibleSize
480 visible

VisibleOrigin(24.7887, —1.52588e-05)
360 background image visible size

271

ResolutionPolicy::FIXED_HEIGHT

visible

designSize=visibleSize

VisibleOrigin (0,0)
3-47 NO_BORDER 5 FIXED_HEIGHT ¥ X Il

(1) ResolutionPolicy::NO_BORDER 8. F . %2 PR 70 B 3 A4 2 0] I X 3, i
Ja ks RFETARYE VisibleOrigin F1 VisibleSize i) i &b 3
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(2) ResolutionPolicy: : FIXED_HEIGHT W A [d] . 5 31 73 B 3 3 Bl gk & AT 0l X4k
VisibleOrigin BJ& (0,0), getVisibleSize () = getWinSize (), ResolutionPolicy: : FIXED _
HEIGHT 53] 1 [RIAE 9 H i EE 2 AL 71,

ResolutionPolicy:: FIXED HEIGHT #1 ResolutionPolicy:: FIXED WIDTH &
ResolutionPolicy: : NO_BORDER B #EL . 751 H r 8 S7 BT i il ik w7y =X

6. /NG

setContentScaleFactor OB E T B A &7~ B 143 FER 00 45 B T, Cocos2d-x 5] 4%
B W RT3 B4 22 QTR R A R/, B DL AN B 7 98 UL 908 LU 8 0 9 30 ol o O oy L i
4y PR E L W RH/DH 8 RW/DW , S [ (9 4 54 A 7 B9 4 7R H

1) ResolutionPolicy: : FIXED HEIGHT

WA T BB, S8 In) Al #OUE A U Xk, 45 & setContentScaleFactor (RH/DH)
i,

2) ResolutionPolicy: : FIXED_WIDTH

AT ) T LA = O 1) AT ER A U Ak, 45 & setContentScaleFactor (RW/DW)
i,

3.13.2 Cocos2d-Lua W11 2 4 Pe % il

HI T 28T T Cocos2d-x A 243 #2236 Be BRIS SLhil, - HA 40 T A Cr+32 00, X 8k
B O 7 Cocos2d-Lua A XT A HY Lua 870N EL .,
(1) PP HERBN G PR,

cc.FileUtils:getInstance( ) :addSearchPath() — KERFEERER
cc. Director:getInstance() : setContentScaleFactor() -—— A4 HE T

(2) W43 e 3 53 7 PEF, AE Cocos2d-Lua 1, B3 20 B A 56 1% 8 2 i sre/
config. lua SCHH BYAH 2 5 &R L B 56 L1 .

—— WA PHERN I

CONFIG_SCREEN WIDTH = 320

CONFIG_SCREEN HEIGHT = 480

—— JERCARZL : "FIXED HEIGHT","FIXED WIDTH"&Y "FILL, ALL"
CONFIG_SCREEN AUTOSCALE = "FIXED WIDTH"

BB 5 2 — A 2 B T AR A Uik S8R B 4R 6 T iPhone 5 43 FEF ) 640 X 1136
BT VR L AR AN I R T 4 ART R AT 0 R O S A DG I

(D #Frid—14 Cocos2d-Lua T H, 2 A s B AL, $THF sre/config. lua, & Bk
PR mr .

CONFIG SCREEN WIDTH = 320
CONFIG SCREEN HEIGHT = 480



90 | Cocos2d—xis & ——FEFHIRLuaiE = NWRE T X

CONFIG_SCREEN AUTOSCALE = "FIXED WIDTH"

% 14745 JF Cocos2d-Lua 513, itk B BE Y. 28 3 7 £ FIXED_WIDTH if fic £
XLk X Wi meE e B nERA L,
(2) ¥THF src/app/MyApp. lua, fE enterScene [ JIIA T IR I8 2R B4 AN 400 R T

cc.FileUtils:getInstance( ) :addSearchPath("res/")
cc. Director:getInstance( ) : setContentScaleFactor (640 / CONFIG SCREEN WIDTH)

E AR TFARAALL CERBEASESMHFENTREFRT, BFALEBE-—A LR
W) 5 #E &, de 1334 X 750, contentScaleFactor 4L & 40 15 2,

M T HAT R — B IR AE SR n e L, BT DA BT IR SO0 B 4 B TE res HSER L 0
FJE B ] LUEMCN res/ w640 1XAE T B A9 SCF e 44 7K .

M T 7 FIXED_WIDTH i B, Br LN &4 1 /2 RW/DW,

Zat LR E ST SR T BB T & (R & AR AR [ 38 1Y A o B
AR T A 8 T BEEAE R Y U

(1) BFUR 43 HE R A5 L 0T g b A 55 T 38 UL ATL 7Y 9 o5 K 9 s L, H AT 0 FHLAB 2 9. 16
M43 PR T LLIERE T 640 X 1136 AR AMEARTGE IR . X FELE 51 A7 40 B4 B 3 C 1Y 2K 57
P AR, RETRE TR IGK T2, H 2] i — 28R FBok
it Bl FIXED_WIDTH £iC T, 1E 75 5 & 1 F 3 207 248 5 58, X A B gl 4% 55 o
To b KA

(2) JiF R e 8 st K] B LLBR 4% Hh s R 12 position,

(3) HAbKS ROTER BYALE A br . B LT 70 R B 9 sAR RS A b 0y ZEMER FEAT A6 )R .
TETC R B A8 T 1 S AL bR B oS s B 15 L R 0 5 G R 0 AR B

Quick HEZLHY display BEHAR ML 1 9 AL bR (B FESE SR B 20, DL S HA 5 73 9 35 i
FHIR A H BANE .

(1) display. widthInPixels ., 5 %=/ 3 R 0 5 .

(2) display. heightInPixels, 5 %0 ¥R A & .

(3) display. contentScaleFactor, & 1143 B3 51| bt % 73 HE 5 (0 46 5 K+, A [F]F N 25 46
AT,

(4) display. width, &I # R 5% .

(5) display. height, il B X0 & .

(6) display. ex, W HER PR « A FR,

(7) display. ey Bt r By y A b,

(8) display. left, ¥ 114> ¥ Ffe 22 AL

(9) display. top, & it PR & L AEFR,

(10) display. right. B+ #E R A7 245

(11) display. bottom, & 143 # K& F AL PR,
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454 display BLAR LR H &, 9 AL bR A R AN 3-48 TR .

player

°
O (@) 9

& 3-48 9 AABFR

E: AR AARRERN TR EARITSHEFRGT ERE,



