Chapter

1
e Android SDK Manager
SDK Path:
Packages
|ﬁl Mame AP Rev. Status
> [ Tools

» [2 Android 5.0.1 (API 21)
| » [ Android 4.4W.2 (API 20)
» [ Android 4.4.2 (API 19)
» [ Android 4.3.1 (API 18)
» [ Android 4.2.2 (API 17)
» [2 Android 4.1.2 (API 16)
» [2 Android 4.0.3 (API 15)
» [ Android 4.0 (API 14)
» [ Android 3.2 (API 13)
» [ Android 3.1 (API 12)
» [ Android 3.0 (API 11)
| »[ Android 2.2 (API B)
» [ Android 2.1 (API 7)

e ey Ko d_ 20 N AP AN

Show: [ Updates/New [ Installed Select New or Updates

| Obsolete Deselect All Delete 19 packages...

O o>

Daone loading packages.




Packages

v/

Android SDK License

Android SDK Tools, revision 24.
+" Android SDK Platform-tools, rev
+" Documentation for Android SDk
+" SDK Platform Android 5.0.1, API
+" SDK Platform Android 4.4W.2, A
+' Bamples for SDK API 21, revisio
+" Android TV ARM EABI v7a Syste
+" Android TV Intel x86 Atom Syst
+" Android Wear ARM EABI v7a Sys
+' Android Wear Intel xB6 Atom Sy
+' ARM EABI v7a System Image, A
+" Intel xB6 Atomn_B4 System Imag
+" Intel xB6 Atom System Image, /
+' Google APls ARM EABI v7a Syst
+' Google APIs Intel xB6 Atom_64
+" Gooale APIs Intel xB6 Atom Svs

[*] Semething depends on this package

Choose Packages to Install

Package Description & License

Package Description
Android SDK Tools, revision 24.0.2

This update will replace revision 23.0.2 with revision 24.0.2.

Archive Description

Archive for MacOS X

Size: 83.2 MiB

SHA1: d394dal306d461337e8277cd6d3dfass8eb172d5a

License
To get started with the Android SDK, you must agree to the
following terms and conditions.

This is the Android SDK License Agreement (the "License
Agreement").

© Accept ( |Reject  Copytoclipboard | Print () Accept License

Install

Cancel

T ———"

Done

loading packages.
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000 3y syuhari — bash — 80x24 |

syuhari ~% java -version

java version "1.6.8_B5"
JavalTM) SE Runtime Environment (build 1.6.0_65-bl4-466.1-11M4716)

Java HotSpot(TM) 64-Bit Server YM (build 20.65-b@4-466.1, mixed mode)

syuhari ~%




| NN [ cocos2d-x-3.4 — bash — 80x24

syuhari cocos2d-x-3.4% source ~/.bash_profile
syuhari cocos2d-x-3.4% cocos

fUsers/syuharifcocos2d-x-3.4/tools/cocos2d-console/bin/cocos.py 1.5 - cocos cons
ole: A command line tool for cocosZd-x

Available commands:

run Compiles & deploy project and then rumns it on the target
luacompile minifies and/or compiles lua fTiles

deploy Deploy a project to the target

package Do a package operation

compile Compiles the current project to binary

framework Do a framework operation

new Creates a new project

jscompile minifies and/or compiles js files

Available arguments:
-h, —help Show this help information
-v, ——version Show the wversion of this command tool

Example:
fUsers/syuhari/cocos2d-x-3.4/tools/cocos2d-console/bin/cocos.py new ——he

lp
fUsers/syuharifcocos2d-x-3.4/tools/cocos2d-consolefbinfcocos.py run ——he



e0ce [ cocos2d-x-3.4 — bash — 80x24 |
syuhari cocos2d-x-3.4% cocos new MyGame -p jp.syuhari.mygame -1 cpp -d ~/Documen
ts/

Running command: new

= Copy template into /Users/syuharifDocuments/MyGame

» Copying cocos2d-x files...

> Rename project name from 'HelloCpp' to 'MyGame'

> Replace the project name from 'HelleCpp' to 'MyGame’

> Replace the project package name from 'org.cocos2dx.hellocpp' to 'jp.syuhari.m
ygame'

> Replace the mac bundle id from 'org.cocos2dx.hellocpp' to 'jp.syuhari.mygame'
> Replace the ios bundle id from 'org.cocos2dx.hellocpp' to 'jp.syuhari.mygame'
syuhari cocosZd-x-3.4%




| NN [ cocos2d-x-3.4 — bash — 80x24

Touch /Users/syuharifDocuments/MyGame/bin/debug/ios/MyGame’ i05.app

cd JfUsers/syuhari/Documents/MyGame/proj.ios_mac

export PATH="/Applications/Xcode.app/Contents/Developer/Platforms/iPhoneSimu
lator.platform/Developerfusr/bin: fApplications/Xcode.app/Contents/Developerfusr/
bin:/usr/local/Cellarfant/1.9.2/libexec/bin: fUsers/syuharifadt-bundle-mac-xB6_64
—-20148702/sdk/tools: fUsers/syuharifadt-bundle-mac-xB6_64-20140702/sdk/platform-t
cols:/Users/syuhari/adi-bundle-mac-xB6_64-20148702/sdk: fUsers/syuharifandroid-nd
k-rl@c:/Users/syuharifcocos2d-x-3.4/templates: fUsers/syuhari/fcocos2d-x-3.4/tools
fcocos2d-consolesbin: fusr/local/bin: fusr/bin: fbin: fusr/sbin: fsbin”

fusr/bin/touch —-c fUsers/syuhari/Documents/MyGame/bin/debug/ios/MyGamey 1i05.

app
#*# BUILD SUCCEEDED =

build succeeded.

Bunning command: deploy

Deploying mode: debug

Bunning command: run

starting application

running: 'JUsers/syuharifcocos2d-x-3.4/tools/cocos2d-console/plugins/project_run
fbin/ios—-sim-xcodeb launch "/Users/syuhari/Documents/MyGame/bin/debug/ios/MyGame
i0S.app" &'

syuhari cocos2d-x-3.4% I




iOS Simulator - iPhone 4s - iPhone 4s /iOS 8.1 (12B411)

Hello World

COCOSCNE3




e0e »
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B R aao
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=) 2 targets, murtiple platforms
¥ [V Classes

(- AppDelegate.cpp

h AppDelegate.h

lloWVar

h HelloWorldScene.h

» [ | Resources

» [ oc0s2d.libs.xcodaproj
=l 2 targets, multiple platforms

I ¢ MyGame i0S ) i Phone &

B8

Indexing | Processing files
[E) MyGame ) [7] Classes » . HelloWorldScene.cpp » No Selection
#include "HelloWorldscene. A
USING_NS_CC;

createscene()

Scenex HelloWorl
1{

// ‘'scene' is an autorelease object
auto scene = Scene::createl);

/¢ "\ayer' is an autorelease object
auto layer = HelloWorld::create();

// add layer as a child to scene
scene->addChild(layer);

Q@ &= O
0@

Identity and Type
Name | HelloWorldScene.cpp
Type | Defauit - G++ Source <]
Location | Relative to Group B

HelloWorldScene.cpp -
Full Path /Users/syuhari/Documents/

MyGame/Classes/

HelloWorldScene.cpp ©

Target Membership

» [0 Frameworks
» [ios // return the scene -/ MyGame i0S
» [ mac return scene; -,i\MyGama Mac
» [ Products
// on "init" you need to initialize your instance
bool HelloWorld::init() Satestingy
Text Encoding | Unicode (UTF-8) a
JIILTEE R FEFHELELEIRET 1T
/7 1. super init firs Line Endings Default - OS X / Unix (LF) B
if ( fLayer:zzinit() )
{ Indent Using _Spaces B
return false; = =
Widths
Indent
Size visibleSize = Director::getInstance()->getVisibleSize(); Wrap lines
Vec2 origin = Director::getInstance()—>getVisibleOrigin(};
TIITTIEFTERELELERE P ] Sauaeiusetnl
// 2. add a menu item with "X" image, which is clicked to quit the program .
1" you may modify it. Repositary
Type --
// add a “"close" icon to exit the progress. it's an autorelease object Current Braneh --
auto closeltem = MenuItenImage::create(
“CloseNormal.png" Version --
“CloseSelacted. png”,
CC_CALLBACK_1(HelloWorld: imenuCloseCallback, this)); Status No changes
Location
closeltem->setPosition(Vec2(origin.x + visibleSize.width - closeItem->getContentSize().width/2 ,
origin.y + closeltem—>getContentSize().height/2));
// create menu, it's an autorelease object
auto menu = Menu::create(closeTtem, NULL);
menu->setPosition(Vec2: :ZERD);
this->addChild(menu, 1);
TILILLTE LT ELELEREE L o e
// 3. add your codes below...
// add a label shows “Hello World" £ § Cocoa Touch Class - A Cocoa
// create and initialize a label = Touch class
auto label = Label::createWithTTF("Hello World", "fonts/Marker Felt.ttf", 24);
// position the label on the center of the screen ﬁ' Test Case Class - A class
label->setPosition(Vec2{origin.x + visibleSize.width/2, C;H implementing a unit test
origin.y + visibleSize.height - label->getContentSize().height)); —
// add the label as a child to this layer
this->addChild(label, 1); Playground - A Playground
// add "HelloWorld" splash screen"
auto sprite = Sprite::create("HelloWorld.png");
+I0H|® Ble®
tina tn s . £ i
o0 @ Preferences
o Environment v -
» General
» Android Environment variables to set
VC/Cas E
Appearance Variable Value
¥ Build Select...
Build Variables
Conscle
Logging
Make Targets
b Makefile Editor
Settings
Code Analysis
¥ Code Style
b Debug
P Editer
File Types
Indexer
Language Mappings
P MNew CDT Project Wizard
P Property Pages Settings
Task Tags
Template Default Values
P Help
P Install/Update
b Java
F Run/Debug
P Team
XML
° Append variables to native environment
! Replace native envirenment with specified one
Restore Defaults Apply




@ Mew variable

MName: NDK_ROOT

Value: fUsers/syuhari/android-ndk-r10c Variables
Cancel Ok

@0 Import

Select

Select an import source:

= General
¥ = Android

Existing Android Code Into Workspace
P = C/C++
F = Git
b = Install
b = Run/Debug
b = Team
P = XML

= Back

Gancel

Finish




Import Projects

Select a directory to search for existing Andreid projects

Root Directory: | /Users/syuhari/Documents/MyGames/proj.android w
Projects:
Project to Import Mew Project Mame Salact All
fUsers/syuhari/Documents/MyGamelproj... MyGame
Deselect All
Refresh
["] Copy projects into workspace
Working sets
[ Add project to working sets
Working sets: - Select...

® < Back MNext = Cancel




Import Projects

Select a directory to search for existing Android projects

Root Directory: | /Users/syuhari/Documents/MyGamelcocos2d/cocos/platformsar Browse...
Projects:
Project to Import Mew Project Name Salact All
fUsers/syuhari/Documents/MyGamelcoc... libcocos2dx
Deszelect All
Refresh

|| Copy projects into workspace
Working sets

[ | Add project to working sets

L

Working sets:

@ < Back Cancel



Run As

Select a way to run 'MyGame':
Jii Android JUnit Test

=) Java Applet

[7] Java Application

JurJUnit Test

[c |Local C/C++ Application

Description

Runs an Android Application

T
|

) Cancel Lol

Hello World

@)

C0C0S2NEA




iOS Simulator - iPhone 5 - iPhone 5 /i0S 8.1 (12B411)

34.2 / 0.018




o0 e p 7 MyGame iOS ) i iPhone 5 (8.1)
B = A M © 2 o B |B|L & My
v @ MyGame _
2 targets, multiple platforms
¥ [T Classes
_.;; AppDelegate.cpp
h AppDelegate.h
_.;;, HelloWorldScene.cpp
h HelloWerldScene.h
v |='_—| Resources
> ! fonts
[ ! res
B CloseMormal.png
B CloseSelected.png
E HelloWorld.png
> |—E] cocos2d_libs.xcodeproj
=l 2 targets, multiple platforms
b [ Frameworks
» [l ios
» (9 mac
» | | Products
| _NON 7 MyGame
< 22 =i =mY #- O
Favorites I_:l MyGame Lo D bin "
. [ workspace » [0 Classes >
£ All My Files Y CMakeLists.txt
™Y iCloud Drive [ cocos2d >
@) ArD [ proj.android >
@) AirDrop [ proj.ios_mac »
#%; Applications
59 Desktop
[ Documents
€ Downloads [ Resources r
‘m‘ syuhari
Deavices
Remote Disc
Shared

D AirMac Time Capsule
c8760a000000



@ 7 MyGame

< g2 =i = % A O Q Search
Favorites il MyGame » [ bin »
. [ workspace » 19 Classes >
© All My Files 5 GMakeLists.txt
Y iCloud Drive [ cocos2d >
® AIrD [171 proj.android >
O rurop ™9 proj.ios_mac >
#3: Applications [ Resources g
= Desktop
|3 Documents
0 Downloads
‘m syuhari
Devices
Remote Disc
Shared
ﬁ AirMac Time Capsule
c8760a000000
Chapter 2
e0® b B An _Indexing | Processing files = @ o2 OO
B 2 a A © == o B |9 < »|[E MyGame ) [ 7] Resources [ res » = run_01.png » No Selection <

MyGame
Y El 2 targets, multiple platforms

> E] cocos2d_libs.xcodeproj
= 2 targets, multiple platforms

v I_:| Classes
o AppDelegate.cpp
b AppDelegate.h
@ HelloWorldScene.cpp
h| HelloWerldScene.h
v I_:| Resources
» [ fonts
v Ml res
|_L| .gitkeep
E3[run_01p
» [ | Frameworks
» [ ios
» B8 mac

> r:] Products

+10E(®




i0S Simulator - iPhone 5 - iPhone 5 /i0S 8.1 (12B411)

GL verts:
GL calls:
60.1 /7 0.008

Anchor Position

setAnchrPoint(0.5f, 0.5f) setAnchrPoint(0.0f, 0.0f) setAnchrPoint(1.0f, 0.0f) setAnchrPoint(0.0f, 1.0f) setAnchrPoint(0.0f, 1.0f)







F|F | F & & F
Bt 2 el I "L -
Sequence Action

First Second
Action ‘::> Action
Spawn Action
First
Action
Spawn 5]
Action
g\;l Second

Action

Third
Action




Combine Sequence Action and Spawn Action

First
Action

Z

First
Action

Spawn

N

Second
Action

N

Third
Action

Z




Easeln EaseOut EaselnOut
e
T—FaBackin EaseBackOut ~~FasBackInOut
™
EaseBounceln / EQTeBounceOut EaseBounﬁanut
PN —~.
\V4
JA N
EaseElasticOut EaseEjasticanut

Ease\Eﬂastic!Q/







e sl |'g1 MyGame | | Resources ! | | res ! run_animation.plist * No Selection
. CCString.h |

Key Type Value
¥ Root Dictionary (2 items)
¥ animations Dictionary {1 item)
¥ run Dictionary {4 items)
delayPerUnit Mumber 0.1
restorecriginalFrame Boclean YES
locps Mumber -1
¥ frames Array (B items)
¥ltem O Dictionary {3 items)
spriteframe String run_01.png
delayUnits Mumber 1
¥ notification Dictionary {1 itemn)
firstframe Boolean YES
¥ ltem 1 Dictionary (2 items)
spriteframe String run_02.png
delayUnits Mumber 1
¥ ltem 2 Dictionary (2 items)
spriteframe String run_03.png
delayUnits Mumber 1
¥ltem 3 Dictionary (2 itams)
spriteframe String run_04.png
delayUnits Mumkber 1
¥ltem 4 Dictionary (2 itams)
spriteframe String run_05.png
delayUnits Mumber 1
¥item S Dictionary (2 items)
spriteframe String run_06.png
delayUnits Mumber 1
¥ ltem & Dictionary (2 items)
spriteframe String run_07.png
delayUnits Mumber 1
¥ ltem 7 Dictionary (3 itams)
spriteframe String run_0B.png
delayUnits Mumkber 1
¥ notification Dictionary {1 item)
lastframe Boolean YES
¥ properties Dictionary (2 items)
¥ spritesheets Array {1 item)
Iltem 0 String running.plist
format Mumber 2



i0S Simulator - iPhone 5 - iPhone 5/ i0S 8.1 (12B411)
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i0S Simulator - iPhone 5 - iPhone 5 /iOS 8.1 (12B411)

GL verts: 6531
GL calls: 1
52.0 / 0.011




Rect

T

size.height

origin(x,y)



rect.containsPoint(Vec2 point)

® Rect Rect
T Vec2 —1— @
Vec?2
false true

rect.intersectsRect(Rect rect)

Rect
Rect Rect
Rect
false true
rect.unionWithRect(Rect rect)
getMax |}
Rect Rect Rect
getmay Rect :>
gethMin'()
getMinX() getMidx() getMaxxi)




59.9 / 0.008

i0S Simulator - iPhone & - iPhone 5/ 10S 8.1 (12B411)

GL verts: 20
GL calls: 2
60.2 / 0.008




GL verts: 520
GL calls:
59.9 / 0.010

i0S Simulator - iPhone & - iPhone 5/ 10S 8.1 (12B411)

GL verts:
GL calls:
59.8 /7 0.008




i0S Simulator - iPhone 5 - iPhone 5 /i0S 8.1 (12B411)

GL verts: 14
GL calls: 2
60.1 /7 0.010

i0S Simulator - iPhone 5 - iPhone 5 /i0S 8.1 (12B411)

GL verts: 48
GL calls: 1
60.0 /7 0.010




59.8 / 0.009

Chapter 3

iOS Simulator - iPhone 6 - iPhone 6 / iOS 8.2 (12D508)

Cocos2d-x

59.8 / 0.010



Hello
Cocos2d-x

59.9 / 0.012

Hello
Cocos2d-x

59.9 / 0.011




True Type Font

60.3 / 0.010

Bitmap Font

GL verts: 66
GL calls: 1
60.2 / 0.009




&itmap Font

59.9 / 0.010

Jroprsnanow,



iOS Simulator - iPhone 6 - iPhone 6 / iOS 8.2 (12D508)

GL verts:
GL (_'dll'b:
Sl oy 4 0,0

iOS Simulator - iPhone 6 - iPhone 6 / iOS 8.2 (12D508)

Verts:
GAlaliSE
o



iOS Simulator - iPhone 6 - iPhone 6 / iOS 8.2 (12D508)

Shadow

Shadowe%0u'tlin'e

GL verts: 26
GIN & MBIESE: 5
30.0 /0 0.024

Chapter 4

v B e
=l 2 targets, multiple platforms

h| AppDelegate.h

& HelloWorldScene.cpp
h| HelloWorldScene.h
@ TitleScene.cpp

h TitleScene.h



i0S Simulator - iPhone 6 - iPhone 6 / i0S 8.2 (12D508)

TitleScene

GL verts:
GL calls:
60.0 /7 0.010

Chapter 5

MENUITEM 1



I0S Simulator - iPhone 6 - iPhone 6 / I0S 8.3 (12F69)

MENUITEM 1

GL verts:
GL calls:
60.1 / 0.007

i0S Simulator - iPhone 6 - iPhone 6 / i0S B.3 (12F69)

MENUITEM 1

MENUITEM 2

MENUITEM 3

GL verts:
GL calls:
60.0 7 0.007




v

i0S Simulator - iPhone 6 - iPhone 6 / i0S 8.3 (12F69)

GL verts:
GL call
59.6 / 0.008




I0S Simulator - iPhone 6 - iPhone 6 / I0S 8.3 (12F69)

GL verts:
GL calls:
59.9 / 0.007

I0S Simulator - iPhone 6 - iPhone 6 / I0S 8.3 (12F69)

GL verts:
GL calls:
59.9 / 0.008




I0S Simulator - iPhone 6 - iPhone 6 / I0S 8.3 (12F69)

GL verts: 18
GL calls: 3
60.0 / 0.010

i0S Simulator - iPhone 6 - iPhone 6 / i0S B.3 (12F69)

Enter your name

@ 123 space return




I0S Simulator - iPhone 6 - iPhone 6 / I0S 8.3 (12F69)

kkkkkkkk

/ Q W E R T Y U I O P <

& 123 space return

iOS Simulator - iPhone 6 - iPhone 6 / iOS 8.3 (12F69)




I0S Simulator - iPhone 6 - iPhone 6 / 10S 8.3 (12F69)

listitem O
list item 1

list item 2
list item 3
list item 4
list item 5
list item 6
list item 7
list item 8
list item 9

list item 10
GL verts: 168 list item 11

GL calls: . .
59.6 / 0.014 list item 12

Chapter 6

Link Binary With Libraries (13 items)

= MediaFlayer.frameawork Required

=3 AVFoundation. framewerk Required

Security. framework Required J

¥l libcocos2d iD5.a Required 2
CoreMotion.framework Required £
@ Foundation.framework Required J
UIKit. framewaork Required J
@ CoreGraphics. framework Required 2
OpenGLES.framework Required £
lipz.dylib Required J
@ QuartzCore.framework Required J
@ OpenAl.framework Required 2
<

<

@AudicToolbnx.framcwnrk Required
+ —

Chapter 7



¥ || Resources
- | CloseNormal.png
| CloseSelected.png
» [ fonts
¥ B ipad
= HelloWorld.png
¥ [7 iphone
= HelloWerld.png

b [0 res

v |='_—| Classes
¥ [ sqlite
¢ sglited.c
h sqglited.h
_.;; AppDelegate.cpp

: AppDelegate.h
HelloWorldScene.cpp
HelloWorldScene.h

EAEES

Chapter 8
b |E=T| g?aﬁ::sl:smultiplﬂ platforms

¥ [ 7| Classes

o AppDelegate.cpp

AppDelegate.h
HelloWerldScene.cpp
HelloWorldScene.h
B Platform.cpp

h
[

=

By Platform.h
h Platform.mm

[

¥ Compile Sources (6 items)
Mame
o AppDelegate.cpp ...in ./Classes
o HelloWorldScene.cpp ...in ./Classes
m AppContreller.mm ...in los
m RootViewControllermm _in jos
m Platferm.mm ...in ./Classes
m

main.m ...in ios

Chapter 9



i0OS Simulator - iPhone 6 - iPhone 6 / i0S 8.4 (12H141)

GL verts: 180
GL calls: p
59.8 / 0.011

i0S Simulator - iPhone 6 - iPhone 6/ i0S B.4 (12H141)

_ Toggle debug
Joints

- VN -

GL verts: 2790
GL calls: 19
36.3 / 0.018




Device Orientation || Portrait
7] Upside Down
|| Landscape Lefi
Landscape Right

Chapter 10

= H

Texture format | PNG (.png)4a
Texture file | =

Png Opt Level s nionE
oPl 72 <
Premultiply alpha |

Image format | RGBA8SSS <

<

Dithering

AutosD | o] |

NearestNeighbour

Content protection ‘E‘
el

v Geometry

Max size W: 2048 B

B
Fixed size W: ' H: B

Size constraints | POT (Power of 2)

Force squared |
Force word aligned |

Scale 1

Scale mode = Smooth

v Layout

Algorithm

MaxRects

New Open Save Savedefauts  AddSprites AddFolder Delete
(5] TextureSettings
v Output
Data Format  cocos2d B
Data filename i

H 5 d s

Publish

PVR Viewer

Drag your ma e folders
hzfg fﬁﬁdure 'acker vill scan
the folder for s and
add dl of them.

You can dso add png, jpg
or bmp images
Addtonal

complete
(suf)

can add
movies

BFE

ENG! PG |BMP

Texture Packer

elle sl e

-ty

F

r &« L] - -~ L)
~ ~

"t el J|m ™ " et
e e e



= B =

MNew Open Save Save defaulis Add Sprites Add Folder
@ TextureSettings
v Output
Data Format | cocos2d
Data filename
Texture format | PNG (.png)
Texture file
Png Opt Level - none
DRl 72 :
Premultiply alpha
Image format = RCBASEEE
Dithering = MearestNeighbour }+
AutosD | ¥
Content protection a
v Geometry
Mav ciza - 040 n u: nao n

dl o

Delete  Publish

5

PVR Viewer

(5]

w Sprites

run_01.png
run_02.png
run_03.png
run_04.png
run_05.png
run_0B.png
run_07.png
run_08.png

Sprite:



v Qutput

Data Format | cocos2d B

Data filename

Texture format | PNG (.png) B
Texture file :
Prg Optlevel © "7 AutoSD-Settings
DPl 72 Presets cocos2d hdlsd ' B Apply
Premultiply alpha | Main extension

Image format RGBA.:

Dithering  Neare ! Empty list - \
AutosD ¥ \ ;
Content protection ﬂ !\
v Geometry | '
e
Max size W: 20% ;‘
Fixed size W | Force identical layout Commeon factor: 1 @
i

=

Ki78 constraints F'GT{I.:'CIWEFDFE] —-....-...--..-..-..-..u....-



AutoSD-Settings

Presets cocos2d-x HDR/HD/SD L  Apply

Main extension |/HDR/

| Scale 0.5 -+

Extension Mo

Max. Texture Size W: 2048 H: 2048

Identical layout | accept fractional values

L A

Scale 0.25 =)+

| Force identical layout Common factor: 4



Select a data file name

00e
Save As: Untitled.plist A
Tags: | |
< 2B m i =  mmpublish 5 Q Search

Favorites | Name Date Modified ~ Size Kind
- ¥ 0l HDR Today, 06:38 == Folder
Shared
Tags

Files of type: | Cocos2d plist {*.plist)

. New Folder | . Cancel I

v @ HD

= running.plist
| running.png

v [ HDR

running.plist
running.png

v BB sD

running.plist
| running.png



@O New Map

Map

Orientation: - Orthogonal

Tile layer format: = Base&4 (zlib compressed)

ool

Tile render order: | Right Down

Map size Tile size
00ties o] width: [32px |
Height: 100ties 3| Height: 32px |

3200 x 3200 pixels

Width

cancel | (T

[ JON untitled.tmx - Tiled

LB & 9¢ B P &daBS OO v B8 A”RDOOQA T @
006 Properties o6 Layers
Property WValue Opacity
¥ Size 50 x 50 || [ Tile Layer 1
Width 50
Height 50
v Tile Size 32x32
Width 32
Height 32
Orientation Orthogenal
Tile Side Length (Hex) |0 ®
Stagger Axis Y E" * ¥ ﬁ: =
Stagger Index Odd Mini-map  Objects
Tile Layer Format XML o0 inanis
Tile Render Order Right Down
v Background Color 0 (128, 128, ...
Red 128
Green 128
Blue 128
Alpha 255
[« 5 a @ E »Ho0x B
* = 7

Terrains il e

Current layer: Tile Layer 1 ”




@ New Tileset

Tileset

Name: tmw_desert_spacing|

Type: |_ Based on Tileset Image

Image

Source: 'tmw_desert_spacing.png = Browse... |

| Use transparent color: [
Tilewidth: 32px |2/ Margin: 1px ||
Tile height: |i| Spacing: |é|

Carcel | (EN




B untitled.tmx - Tiled

- B N G &
R & 9% ¢ B,P & L o 1 » B 2 @ WHE &
o6 Properties @ *untitled tmx Q6 Layers
Property Value Opacity:
v
¥ Size 50 x 50 | EH Tile Layer 1
Width 50
Height 50
v Tile Size 32x32
Width a2
Height 32
Orientation Orthogonal
Tile Side Length (Hex) |0
Stagger Axis Y
Stagger Index Odd
Tile Layer Format XML
Tile Render Order Right Down [ & & =
Back d Col 128, 128, ... . .
L t:Rg;oun Sl Eﬂ L Mini-map  Objects  Layers
e
Green 128 00 Tesets
Blue 128 desert_spacing v
Alpha 255 A
v
L £] @ @ ﬁ @ F = 100% v
t =7 Terrains  Tilesets
Current layer: Tile Layer 1 100 % ~
eo0e untitled.tmx - Tiled
= & 5 @ & : . 0 02 W& &
00 e L0 s T © © e
= ile Opm“y :
D [29 w w w w w w w w "~ Tile Layer 1
Probability | 1.000 E E E E E E E E
v

[+ & =

Mini-map  Objects
o6 Tilesets
: desert_spacing

e
==~ L
i e

[ B E @ B 4+ =[100% B

* =7 . . . . . . . . Terrains Tilasels
5, 3 [empty) Current layer: Tile Layer 1




eoe untitled.tmx - Tiled

LB& 9 ¢ B HFeaBL oz =/ OO

(x]s] Properties

Property Value

D 14

Probability | 1.000 =

: Opacity:

~H Tile Layer 1

 Cesma =

Mini-map  Objects
Tilesets

+ = 7/

= = Y
g

. GO BE8E+ -[wx 3

Terrains Tilssels

Current layer: Tile Layer 1

v ! Classes
@ AppDelegate.cpp

h| AppDelegate.h
. HelloWerldScene.cpp

h| HelloWerldScene.h
¥ [ 7| Resources
» [ fonts
v [ res

E desart.tmx

B tmw_desert_spacing.png
@ CloseMormal.png
% CloseSelected.png
% HelloWorld.png

o




Custom Properties




N =

New project Open project Save project

e R

Add sprites Remove sprites Clone sprites

Publish

- &

Show tutorial Send feedback

Shapes

filter

L

[O][o]A]

Exporter

Exporter  AndEngine Exporter (XML)

Download loader code

Image

Filename | /Users/akihiro/D: n

Size 112 /114

Body

Is Dynamic a2

Fixture

Is Sensor

Density 0.00 2
Restitution 0.00 | 2
Friction 0.00 | C

Group 0 <

Bit's name Cat.
bit_0 v

bit_1
bit_2
bit_3
bit_4
bit_6
bit_6
bit_7
bit 8

i

< & &R R R R R

eCe®

Zoom:

87 %

Tolerance

Vertexes

1o T
Trace mode @ Straight a

Transparency threshold El I\:'I

o1 Fit |

cwncer | (D




0D 8 = O

T &

New project Open project Save project Add sprites Remove sprites Clone sprites Publish Show tutorial Send feedback
Shapes - Exporter
Bk
Exporter  AndEngine Exporter (XML)
L
Download loader code
Image
Filename | /Users/akiniro/D [
Size 112 /114
Body
|s Dynamic
Fixture
Is Sensor (]
Density 2,00
Restitution 0.00 °
Friction 0.00 °
Group 0
Bit's name Cat. Mask
bit_0
bit_1 O
bit_2 O
bit_3 O
bit_4 O
bit_5 O]
bit_6 O
bit_7 O
bit 8 ]

Zoom: i 430 % - + 11 Fit

Exporter

Exporter Cocos2d-x

et
W

Download loader code

Image

Filename ﬂJsersfakihirofD.

Size 112 fo114

Anchor point:
Pixel BB |2/

Relative 0.500 3/

®

©

57

0.500

- |—E] ChapteriQ
= 2 targets, multiple platforms

Tﬁclassas
. AppDelegate.cpp
h AppDelegate.h
E HelloWerldScene.cpp
h HelloWorldScene.h

B PhysiceShapeCache.cpp
By PhysicsShapeCache.h
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eoe Untitled
. - 5
By O O
Save Save As Load Font Preview Share Export
i Glyphinfo
B Texture Atlas
Al Bayan
Auto Size
Powerof Two @
Al Nile s
Height
X Color
Al Tarikh
Spacing 2 o
Anti-Allas @
American Typewriter Show all bounds
Glyph Padding 0 S
Adjust Metrics
Andale Mono j
Fixed Width
ARCADE A GiyphFil
INTERLACED
Fill (/]
Roughness 0 2
¢ hrel Color Type Gradient
- A 270
48 )
Regular

x: 79 y: 424



;:F Included Glyphs

ASCII MEHE Update

MES%E () +,-./
0123456789:;===>7
@ABCDEFGHIJKLMNOPQRST
UVWXYZ[\"_abedefghijklmnopg
rstuvwiyz{l}~

Substitute Missing Glyphs
Show Substituted Glyphs

Manual substitution
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GL verts: 54
GL calls: 1
60.0 / 0.010




eoe Untitled

HE D @

Save Save As Load Font Texture

| Q Search | 0123456 ply b v Font Metrics Adjustment S |

ARCADE
INTERLACED

® Arial

Glyph Info
Show Guides: [ xAdvance: | 0 | (]| v B Texture Atlas

Al Bayan Rotation: 90 | ok xOffset: | o | [Z]
yOffset: | o | [l Auto Size
Power of Two
AlNile 480x320 °| | Center Text | Export PNG Width
Height
o Color

Al Tarikh

Spacing
Anti-Alias
American Typewriter Show o bounds
Glyph Padding

Andale Mono & E =, Eé 5 E Adjust Metrics
= : E L == 3 ) Fixed Width

v A GiyphFil

Fill

Roughness

Color Type

o g

Share Export

64

64
—]

2 S

0 &
4 S

0 <
| Gradient T |

AD 2 B

Add sprites Remove sprites Clone sprites

— OO ] >
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v Output

Data Format  cocos2d

Data filename

Texture format | zlib o

Texture file
Premultiply alpha 2
Flip PVR

Image format RCEA/

Dithering Neére

AutoSD ﬂ]

Content protection ﬂ]

v Geometry |

Max size W 20¢
Fixed size W:

Size constraints PDT {l

Force squared

Force word aligned

Scale 1

ContentProtection

TexturePacker can partially encrypt your sprite sheets, making them useless to
anybody stealing your images without owning the key.

Benefits:
* Easy to implement (replace 2 files in your cocos2d folder)
* Very fast decryption
* Secure (using XXTEA with 128 bit keys)
* No additional memory usage

For details how to enable ContentProtection with your game see How to enable
ContentProtection

Encrypticn key (128bit), as 32 hex digits

5f2c492e635eaalB8ebadead 932{felcf

Create new key Clear / Disable Save as global key Use global key

v @ Chapteril

2 targets, multiple platforms

v I_:| Classes

o AppDelegate.cpp
AppDelegate.h

h
o HelloWorldScene.cpp

=

| HelloWerldScene.h
v I_:| Resources

> E fonts

v [l res

| -Qitkeep

. encrypted.plist
ancrypted.pvr.ccz

= CloseNormal.png
5| CloseSelected.png
HelloWerld.png

[



Failed to decrypt protected image.
Please enter the valid 128 bit decryption key:

Idcd29e9c3b93b48253 1883d5fd7ad4dB

[ Classes » || AUTHORS i pn; T . SIC 0 ¢ codecc
|| GMakeLists.txt [ build * B poly2tri . h codec.h
[ cocos2d » | CHANGELOG B recast N ¢ codecext.c
[ proj.android » [0 cmake * B sqite3 » l¢ extensionfunctions.c
[ proj.android-studio » | CMakeLlists.txt o it N l¢) riindael.c
[ proj.ios_mac » [ cocos * B tinyxmi2 . | riindael.h
[ proj.linux » [ docs * B unzip N ¢ sha2.c
[ proj.wing.1-universal » || download-deps.py @ version.json 'h sha2.h
[ proj.win10 » [ extensions * B webp » ¢ shell.c
[ proj.winaz » [ external ® BB websockets . ¢ sqlited.c
7] Resources » [ licenses * B win10-specific . B sqlite3.def
— plugin * B win32-specific N h sqlite3.h
|| README.cmake [ winrt_8.1-specific N | sqlite3ext.h
[y README.md B winrt-specific . ¢ sglite3secure.c
[ tools " [ wp_8.1-specific >
[ wxsqlite >
- Chapterii
2 targets, multiple platforms
¥ [ 7] wxsqlite
w [l =rc
sqlite3.h
sqlite3secure.c
b [ 7| Classes
b [ | Resources
¥ Apple LLVM 6.1 - Custom Compiler Flags
Setting | P Chapter11-maobile

¥ Other C Flags
Debug -DSQLITE HAS _CODEC
Release -DNS_BLOCK _ASSERTIONS=1 -DSQLITE_HAS CODEC

<Multiple values:=



Add Custom Event

Add the event to listener Add the event to listener

Notify the event
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