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Released WeChat Mini Games

Game Type Developer Engine
HuanLe DouDiZhu Chinese Spades Tencent Cocos
SiChuan MalJiang Majong Tencent Cocos
TianTian DeZhou Texas Hold-em Poker Tencent Cocos
Tencent Zhongguo XiangQi Chinese Chess Tencent Cocos
AiXiaoChu LeYuan Jewel Quest Tencent Cocos
HuanlLe TanKe DaZhan Tank Battle Tencent Cocos
HuanlLe XiaoXiaoXiao Jewel Quest Gameley Cocos
BaoHuLuoBo XunWanBan Carrot Protector Feiyu Laya
QuanMing DalLeDou P2P Duels / Adventure Quest Tencent Laya
YueDong Yinfu Music Simulation / Guitar Hero Tencent Laya
GuangDong MaJiang Majong Tencent Laya
GuiZhou Madiang Majong Tencent Laya
XingTu WeGoing SpaceShip Hopping Tencent Laya
DaJiaLaZhaoCha Wechat Version Spot the difference Tencent Phaser
QuanHuang MingYun KO BuFu Wack-a-mole Tencent Createjs
Tiao Yi Tiao Bottle Flip Tencent Three.js
JiNianBeiGu Monument Valley Tencent / UsTwo Custom (WebGL)
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WeChat Mini Game Entry Points

Have fun trying some mini games
this CNY, they will make a splash his
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WeChat Mini Game Entry Points
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WeChat Mini Game Entry Points
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WeChat Mini Games Engines

Createjs s
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Phaser
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Three.js
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WeChat Mini Games vs. HTML5 vs. Native

Entry Points
Acquisition Cost
Open / Activation Rate
Return Rate and Revenue
Performance
Local Storage

Social Gaming

Coding Languages
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Mini Games
WeChat
Low
High
TBD
Medium
Medium

Great

JavaScript, TypeScript

HTMLS
Browser, Wechat, Facebook
Low
High
Low
Low

Low

Good

JavaScript, TypeScript

Native
App Stores
High
Low
High
High
High

Poor

Many Low Level and
Scripting Languages




Mini Game Development Technologies

Low Level
HTML
<Canvas>
Chinese Game Engines International Game Engines

“

Egret Engine LAYA BOX

WeChat SDK

Q)i
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Mini Games JS Framework

JavaScript VM (V8 / JS Core)

Mini Game Code

User Acct. Graphic Media

Sharing Rendering | | Networking

Payment Hardware
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Mini Games with JS and Native Layer

JavaScript VM (V8 / JS Core)

Mini Game Code

User Acct. Graphic Media
Sharing Rendering | | Networking
Payment Hardware

WeChat SDK

‘ User H Payment H Files HMuItimedia‘

/ \

JS-Native Native JS-Native
Binding Binding

N ‘Rendering” Storage HNetworkingH AV ‘ l/
Iewagon




Mini Games - Full Framework

JavaScript VM (V8 / JS Core)

Mini Game Code 24Pl Browser Adapter

Graphic ‘DOM‘ ‘ Image ‘ ‘ WebSocket ‘
Rendering

‘Storage” Audio H XHR ‘

(WeChat API WeChat SDK

‘ User H Payment H Files HMuItimedia‘

/ \

JS-Native Native JS-Native
Binding Binding
™ ‘Rendering” Storage HNetworkingH AV ‘ l/
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Mini Games Framework with Game Engine

JavaScript VM (V8 / JS Core)

Mini Game Code

— [omes ] —

WeChat AP Engine AP
Game Engine \,
‘Drawing ‘ ‘ Physics ‘ ‘Networking‘ ‘Animation‘ |:|
WeChat SDK
/ ‘ User ‘ ‘ Payment ‘ ‘ Files ‘ ‘Multimedia‘ \
JS-Native Native JS-Native
Binding Binding
™ ‘Rendering” Storage HNetworkingH AV ‘ l/
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R EIPER
+
v Canvas
w background
bg_gradient_mask
mask
v upper
w status_rank
w icon_rank
rank
userName
w status_diamond
icon_rank
num
w status_goid
icon_rank
num
v pvp_timer
icon_fight
title_time
num_time
num_energy

i

&® menu_reset
&9 sub_fold
&% sub_pop
v I font
Bf haibao_outline
» 2 haibao_outline
Bf haibao_shadow
» *= haibao_shadow
@& home
v I prefab
I heroslot
v I scripts
BackPackUI
ButtonScaler
HeroSlot
HomeUl
PanelTransition
Su:)BmsUI
» W textures

db://assets/home.fire
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Cocos Creator - db://assets/home.fire*

Canvas / lower / main_btns / btn_raid

=Hla o) E 4R 5H 2%

All v Regex
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ieH

sl

@@ Collapse

MRS

0 'S DiemEX xR

btn_raid +
Left Right
...... - —
v| Bottom 31.00p:
Horizontal Center Vertical Center
v |v| Sprite x
Atlas  sprite-atias IS -
Sprite Frame btn_raid | sprite-frame il
Type SIMPLE v
v| Use Original Size
v |v| Button x
Target btn_raid
Interactable
Transition NONE v
v Click Events 0 -
v ButtonScaler x
Name btn_raid
Script ButtonScaler  script
Pressed Scale 0.8 -
Trans Duration 0.1 -
B MAH
cc.Node @

Fireball v0.7.0-rc9

Creator game engine editor supports common game development features.




z I @ B ez - 0@ & Toolbar ™
-
BE WWRE RS KiE FE tse LS e 10
Noxus & ~ 100% v WiF ~ + Q - f€ game.js
~ 1  feguire('libs/weapp-adapter-min');
> 3 lios 2 var Parser = require('libs/xmldom/dom-parser');
» ) res 3  window.DOMParser = Parser.DOMParser;
» (3 st 4 reguire('socket.io');
4 5 reguire('libs/wx-downloader.js');
Sucoubejé dbl daje 6  wxDownloader.REMOTE_SERVER_ROOT = ";
game.js 7 require('src/settings.30733');
() gameojson 8 reguire('main, fabof');
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File Menu Code Editor

/game.js 2678 74,710 JavaScoript

v EBements Console Sources Network Performance Memory Applicston Security Audits  Storage
Sources Content scripts  » 4 gamePagehmi WAGame. s cocos2d-s.4b1da s x ol " '/l
v Do © Source Map cetected. more never show X | » Watch
v 127.0.0.1:9973 76691 def ineMacro({"CC_BUILD", false); v Cal Stack
v game 766 defineMacro("C ['_'u’?(m'.TE»‘ME‘.‘, false);
/ 3 def ineMacro("CC_SUPPORT_JIT", false);
B dev . .
v : cc = {}; v Scope
> bs 039 ~ccsg = {};
S RIS, e 65696 require("./CCDebugger”); N
> cs/raw-assotstextures 69 cc._initDebugSetting(cc.DebugMode. INFO) ;
> src 6698 require("./DebugIinfos™); ¥ Breakpoints
. 699 require("./polyfill/string"); 2
ls gamePage himi requigals Zaolufilsaiccmi. " v
COCOos2d-js.4b14ajs requy » XHA Breakpoints
° P requs
Simulator =1 Deb o
s ugger
an.fablfjs 76704 requi g g » Global List
s0cket. 0.8 703 €Cs 7
p = » Evont Listenor Broakpoir
require("./cocos2d/shaders"};
) require("./CCBoot");
6709 require("./cocos52d");
{) né 76682, Column S
Console  What's Now p 4
N top A Filter Default levels ¥

» SUDCONTEXT CO0& NOT TOouna

Wechat Lib:develop, 2017.12.1 19:42:46
1.6.8 €0C052d-15.4b143.15:65
Create unpacker 241e40617 for JayXuOmtRIHGNEKSAJaals
LoadScene SayXuOmtRIHgNEKSAJaals: B899.2668457@3125ns
InitScene: 2.09619140625ms

AutoRelease: 0.2138671875ms

Destroy: 0.05810546875ms

Success to load scene: db://assets/StartGame.fire
AttachPersist: 0.9929296875ms C0C052
Activate: 12.65771484375ns c 5

qamevage.nImL://
WAGame, js:11
Cocos2d-j5.4bl4a, j5:26582
cocos2d-1s.4bl14a. 15:8243
C0C0520-)5.4b14a, j5:8126
cocos2d-1s.4bl1da, {5:8142
€0C0520-15.4D014a, J5:8147
main. fabdf.is:133
20-15.4b14a, §5:8164
2d-is.4blda. s:8

Basic layout of the WeChat developer tools for /J\iiExk




