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COCOS2D-JS Eorm

Powerful toolchain and minimalist workflow
One code base, run everywhere

Hot update for assets and scripts

Latest Spine Support
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Cocos2d-JS Games

GCocos2d-JS API

SceneGraph Renderer Actions
| JS VM (SpiderMonkey) JavaScript Bindings

Animation | Event Manager

Resources Physics Editors
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Why JavaScript

Flux Architecture
COCOSCNS

COCOS



& JS XIS API

var sprite = cc.Sprite(‘hero.png’);
sprite.atir({

X : 100,

y : 200,

scale : 0.5

1

sprite. = 180;

var action = cc (0.5, 90)
)
(0.9);

sprite.runAction(action);
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- R o) <3 Q D Elements Network | Sources | Timeline Profiles Resources Audits Console
SCOTrei697/,
Sou... |Con... Snip... 1K1 CClLoaders.js CClnputManager.js CCEventManager.js Enemy.js Gamelayer.js X | »

» © (no domain) ‘22 ) }

13 ’
v (J localhost:3000 197 checkIsCollide: function () {

» ] frameworks/cocos| 198 var selChild, bulletChild;

v les /is— | 199 // check collide

—/ Samples/jS-moony >gq var i, locShip =this._ship;
v| _Jsrc 201 for (1 = @; i < MW.CONTAINER.ENEMIES. length; i++) {

» (" config 202 selChild = MW.CONTAINER.ENEMIES[i];

— 203 if (!selChild.active)

| AboutLayer.js | 204 continue;

; | 205
J Background.js | 5q¢ for (var j = @; j < MW.CONTAINER.PLAYER_BULLETS.length; j++) {

Bullet.js 207 bulletChild = MW.CONTAINER.PLAYER_BULLETS[]j];

Effect.js 208 if (bulletChild.active && this.collide(selChild, bulletChild)) {
. ) | 208 bulletChild.hurt();
- Enemy.js 210 selChild.hurt();

Explosion.js 213 } }

GameControlM 213 if (this.collide(selChild, locShip)) {

GameControlle 214 if (locShip.active) {

) selChild.hurt();

| Gamelayer.js |"37¢ locShip.hurt();

GameOver.js | 217 }
-| HitEffect.js 21 - }

| evelManaaer.i {} Line 209, Column 1

[“3" ~n ¥ H '/‘ 11 Scope Variables | Watch Expressions
Pause On Caught Exceptions
v Call Stack L Async

selChild.x: 178.22610807977652
selChild.y: 470.1821189187467
locShip.x: 203.24022346368713

) . locShip.y: 189.72067039106145
cc.Layer.extend.update Camelayer.js:190

cc.Scheduler.cc.Class.extend.update CCScheduler.js:353
cc.Director.cc.Class.extend.drawScene CCDirector.js:220
CCDirector.js:869
Console | Search Emulation Rendering
© W <topframe>
Cocos2d-JS v3.@ Final
cocos2d: CCSpriteBatchNode: resizing TextureAtlas capacity from 29 to 40.

cocos2d: CCSpriteBatchNode: resizing TextureAtlas capacity from 4@ to 54.
cocos2d: CCSpriteBatchNode: resizing TextureAtlas capacity from 8 to 12.
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SceneGraph Renderer Actions

Animation Event Manager

Resources Physics Editors
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cc.LabelTTF

cc.Node cc.Sprite
WebGLRenderCmd

- [ WebGLRenderCmd WebGLRenderCmd
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Before

After

Summary

e

Shallow Size

Constructor
» Class

» Object

» (number)
» (array)

» Array

» (compiled code)

Constructor

» (compiled co...

> (array)

» Class

» Array

» Object

» (number)

Dista... | Objects Count
2514
35196
93032
2 646
2514
66

Distance Objects Count
204
246
25
13
38
92

fmm

Shallow Size

Selected size: 2.6 MB

20.00s 25.00 s|

I lIIIIIIhL

Retained Size
120672 1% 2624952
874 872 % 1900584
1116384 12% 1116384
516692 6% 516692
40224 40224
14624 0% 29104

Selected size: 37.3 KB

20.00s 25.00 sl

|l

Retained Size
31692
8076
4884
3568
1812
1104



WebGL - 10S & Android 5
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Test: Iterations( 876094831), SIMD( 981ms), Non-SIMD( 970ms), Speedup(0.99)
kmMat4Multiply: Iterations( 15863480), SIMD( 258ms), Non-SIMD( 1006ms), Speedup(3.90)
kmMat4Assign: Iterations( 77528725), SIMD( 262ms), Non-SIMD( 1002ms), Speedup(3.82)
kmMat4AreEqual: Iterations( 21687198), SIMD( 171ms), Non-SIMD( 1001ms), Speedup(5.85)
kmMatdinverse: Iterations( 635039), SIMD( 180ms), Non-SIMD( 1000ms), Speedup(5.56)
kmMatd4lsldentity: Iterations( 116185707), SIMD( 206ms), Non-SIMD( 1004ms), Speedup(4.87)
kmMat4 Transpose: Iterations( 111254749), SIMD( 522ms), Non-SIMD( 1000ms), Speedup(1.92)
kmMat4LookAt: Iterations( 3458365), SIMD( 150ms), Non-SIMD( 979ms), Speedup(6.53)
kmVec3TransformCoord: Ilterations( 16723701), SIMD( 261ms), Non-SIMD( 999ms), Speedup(3.83)
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2.4 Gocos Workflow & Toolchain
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One Cocos

archer {3 X-123.56 Y:10.00 M6 000 @A X:100.00% Y:100.00% s

Supports C++, Lua and JavaScript
Be able to select different versions of frameworks

Can copy-paste across different projects

C £ < X

Nested animations
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ANYSDK

One click to package for
over 60 stores. Easily
write your own plugin to
meet new requirements.
Enterprise solution for
complete privacy.

FRAMEWORK

Industry leading
performance with lite
footprint, while loaded
with complete and
powerful 2D & 3D
features

COCOS

Runtime & Play

New distribution channel,
distributed into browsers,
super APPs, with native
quality contents

CODE IDE

Make your games come to
life with scripts in either
JavaScript or Lua. Easily
write code with complete
code hinting and
comprehensive debugging

EDITOR

Allows artists to create
game assets and
designers to make
prototypes with all-in-
one WYSIWYG editor.



Cocos Studio v2.2

CocosProject3 - Cocos Studio

(] Android(WVGA)800 * 480) ¢ = W » 2 ¢ KX RunonMac ¢ oo
Objects o x Scene3D.csd *  Scene3Dl.cs *  Layer.csd *  Scene.csd *  Scenel.csd * " Properties Q%
~ 3D Objects . e T Base Advanced
: T_> i Al iih sk Name dragon
I &K &
Node Parstli)cle Model ' Model Type Sprite3DObject
g(] ¥ General
Visible
Camera
Tag 60
Position 56.911 -0.360 -70.438
X Y z
Scale 2.921 2.921 2.921
X Y z
Rotation 4.332 87.563 0.000
X Y z
Resources o x
Opacity 100
< ™ CocosProject3
b [ model Color [ #FFFFFF -
> [ particle3d
E Layer.csd Camera Mask All v
[ia] performance-spritemesh.jpg
Scene.csd
=] Play Animation
Scene1.csd Y
I Scene3D.csd
7 Scene3D1.csd Animation © *  Output
.+ Automatic frame recording Image Reference Front 0 Frame Back O Frame Add Current Frame | 2 Custom Curve Default
M <« » » » O 60 s 2 5 10 15 20 25 30 35
v & +
. g T A O O O I O
dragon
UserCamera_1
knight
blackHole x1 0.00 y1 0.00
+ O mp_torch x2 0.00 y2 0.00

dragon  Position X:56.911 Y:-0.360 Z:-70.438 Rotate X:4.332 Y:87.563 Z:0.000 Scale X:2.921 Y:2.921 Z:2.921
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| NON main.js - HelloIDEA - [~/IdeaProjects/HellolDEA]
' HelloIDEA ) » main.js ) L Bt HellolDEA ~ | > & »2

-

El- Project v € = ¥~ < | s .cocos-projectjson X %.project X sov config.json % 5 main.js % )5 app.js X JsoN project.json X

v &z HellolDEA (~/IdeaProjects/HellolDEA) !

> .idea */

> .settings

» [B1frameworks cc.game.onStart = function(){ _ -

> if(!cc.sys.isNative && document.getElementById("cocosLoading")) //If referenced loading.js, please re
res document.body. removeChild(document.getElementById("cocosLoading"));

> runtime

v

Src // Pass true to enable retina display, disabled by default to improve performance
i app.js cc.view.enableRetina(false);
. // Adjust viewport meta
= resource.js cc.view.adjustViewPort(true);
s .cocos-project.json // Setup the resolution policy and design resolution size
S .project cc.view.setDesignResolutionSize(800, 450, cc.ResolutionPolicy.SHOW_ALL);
B config.json // The game will be resized when browser size change
— ) cc.view.resizeWithBrowserSize(true);
2| HellolDEA.iml //1load resources
i index.html cc.LoaderScene.preload(g_resources, function () {
% main.js cc.director.runScene(new HelloWorldScene());

=| manifest.webapp ), }, this);

! project.json cc.game.run();
Ill1 External Libraries

Debug (- HelloIDEA £~ L | |EventLog

:48:
148:
:48:
:48:
148:
148:
148:
:48:
:48:
:48:
148:
148:
:48:
:48:
148:

-

22332333 IIIIIFI2:

LULUDLAUr A \.UIIIP.L tCcu_wai Lll_pl VI LLCHT 1aLvocC
gl.max_texture_size: 16384
gl.supports_ETC1: false
gl.supports_BGRA8888: false
cocos2d.x.build_type: DEBUG
.supports_discard_framebuffer: false
.supports_NPOT: true
.supports_S3TC: true
.version: 2.1 NVIDIA-10.2.7 310.41.25f01
.supports_ATITC: false
.max_texture_units: 16
cocos2d.x.compiled_with_gl_state_cache: true
}
cocos2d: fullPathForFilename: No file found at script/jsb_boot
debug server : client connected
JS: asynclListen....

S

Debugger | [£] Console +*| b= = = - o5

[ Frames -»" Variables »* [/ Watches " |Q

— — ’ : E@
3 Y this 29

— > scope cc.game.onStart
.
- === > global
%] jsb_boot.js:1 No watches
jsb_boot.js:1
%] jsb_boot.js:5
jsb_boot.js:5
<] jsb_boot.js:1
%] jsb_boot.js:1
main.js:67

(Ve Ve I Ve I Ve I Vo J Vo I Ve I Ve I Vo I Ve I Ve I Ve I Vo Ve Ve 1|

| 55:1 |LFs |UTF-8: | &
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Projects C Tools Plugin Widget Source Others Searching

Tutorial B: ! Cocos 2015FAREXR (FF)
Cocos Store 1 @ f ON& L ur)
game on.

Featured More>

Download

COCOS

Feedback

. Cocos Code IDE v1.2.0
Tools

. Android NDK

Tools

Cocos2d-x v3.5 Cocos Framework  AnySDK Android SDK Android NDK
. Cocos3d samples

Source

. Android SDK

Tools

FantasyWarrior EarthWarriorBD Cocos3d sample Zwoptex Particle Designer Tiled Cocos Code IDE . Cocos2d-js v3.3
Others

. Tiled

Tools

. JDK
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FH: 1800
AnySDK v15 &3ki  QQ: 25@NN
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| € C' & https://developers.google.com/mobile-ads-sdk/docs/games
| :=* WA (] personal (] tech [Jwork (]temp [ Cocos Devtools v...

<) Google Developers

AdMob 1§/
DFP M &EEBRHKER
Ad Exchange 188

SDK T #;
K 205 BA

ZHMUK

Q (comesirasn @)
Cocos2d-x

WNFEARFEREATH) Cocos2d-x i5RES1ZE, MO LLEERL AnySDK AEZRHMERHINA MBFER &5
45, MIIEIT Android #1i0S FFRFHF| .

FIEEEN 43417 Cocos2d-x Rz H) AnySDK SR RS, {EiXEHLEMIER TE > Cocos2d-x 5|EEH .

s Cocos2d-x BIEFTiRA
o AnySDKFEZE v1.2.3 ShE SR
« AnySDK#ZFBTHR

1% AnySDK S A\ Fi|jEx% &

AnySDK H2 ) | THSRIEAIASE T AITEE C++ F0 Android ZBRIS A AnySDK, TBEEE 2SR T 4248
Z{Z8.
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Cocos Play & Runtime

Just a Moment

COCOS



Workflow

Talk is cheap

DEMO

COCOS



3D Roadmap

‘ ‘ V3.6 » Navigation Mesh

e 3D Path findi
. Skybox ath finding

V3.5

' . ) e 3D Physics
= V3.3 3D Particles ferrain
v3.0 . 3D Animation ° Frustum Culling
- 3D Lights » Render Queue
e 3D Objects
e 3D Action > Lt
e Bill Board
e 3D Collision

COCOS



3D Roadmap for Editor

©» &l

v 3D models: 3D lights ® 3D Physics
¥ character Skybox ® Navigation Mesh
Bl sconc Terrain and Path Finding

v animation Convert FBX to C3B
v 3D cameras automatically
v 3D Particles

v 3D Node for Hierarchy
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3D Performance

- Cocos | Competitor

Nexus4

iIPhone 4s

Xiaomi3

Hongmi Note

HUAWEI G610
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3D Demo - Editor
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3D Demo - Food of Gods
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JavasScript
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Why Runtime
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What’s Runtime
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Cocos Runtime
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What’s Runtime

100% Native Performance!

y/ -
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Android
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RuntimefEZ&
BENH Runtime Core
RFEEIERE
BmEMNA
[RIEThRE
Cocos2D-
JS Game
Cocos2d-JS
3rd SDK f
Runtime Runtime Bridge Ar??(%DK
SDK » =
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Runtime Core

RIEEIBERE B AIEE
Cocos2d-JS

Runtime Bridge
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Runtime Performance
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This slave has only started reporting since Nov 2014. To see older datapoints, please look at the old slave: http://arewefastyet.com/#machine=11

kraken time

(2]
o
o

Execution Time (ms)
[*2)
o
o

0

Nov Jan 2015
2014

B Chrome (v8)
I Firefox (Ion)

Machines »
Breakdown »
About »

250

Execution Time (ms)

sunspider time

Wmmw%owofoow
gy =220000000000000000000000000000X

Jan 2015

octane score

Jan 2015




Cocos2d-JS Games

Auto Bindings Manual Bindings JS Wrappers

JavaScript VM (SpiderMonkey)
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HTML5 Games HTML5 Games

Bindings / Bridge Bindings / Bridge

JavaScript VM JavaScript VM

Native Framework Native Framework
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v3.5 Web v3.5 Native v3.3 Web v3.3 Native

1400

1050

700

350

0
iPhone6+(WebGL) 2T ’XNote(Canvas) Nexus9(Canvas)
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3.3 Cocos Runtime W 1¥ #4118
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3.4 Cocos Runtime x Cocos Play
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Runtime & Play
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RuntimeiZ \ R 15

WHRIBER:

=777 /Users/james/Project/cocos-runtime/tools/package-creator/out/org.cocos2dx.moonwarriors.v3/3

|
res_engine/dialog_bg.png
res_engine/dialog_cancel_normal.png
res_engine/dialog_cancel_press.png
res_engine/dialog_confirm_normal.png
res_engine/dialog_confirm_press.png
res_engine/preload_bg.jpg ‘
res_engine/preload_logo.png ’
res_engine/preload_title.png
res_engine/progress_bar.png
res_engine/progress_bg.png
res_engine/progress_light.png
res_engine/progress_shadow.png
res/dialog_bg.png

COCOS

/Users/james/Project/cocos-runtime/tools/package-creator/moon-warriors-v2

Music

arial-14.GlyphProject

dialog_cancel_normal.png
dialog_cancel_press.png
dialog_confirm_normal.png

dialog_confirm_press.png
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THANK YOU !

BEXEZ A
QQ: 263131438

Mail . jianyun.bao@chukong-inc.com
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