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» Unity 3/R7c. Mono & &

» Unreal Engine 3R5c. JIL=TU> N,
C++ 12 &

* pygame 2 R75. Python

» cocos2d 2 R7c. Python

» coCcos2d-x 2RJC. C++ 1R &
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cocos2d-x D=3 —T—X {

» cocos2d-x ZRAHWCHIVESNTZT — LDFRIT
* http://www.cocos2d-x.org/games
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g—ALhT>>> cocos2d TOANRZ {
 on_key press F—hREnc

. on_key release F BN

« ON_mouse_motion NI ANEN N/
 on_mouse_drag ROAD RS

* ON_MOuUSe_press NIOADNSY I ENTe
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