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cocos2d-xF— /2%

B4 (hata keisuke Z%)
*

Ayt —IFROEZE|CEIR: BEE

Hi cocos2d-x dev team,
| have a question about LGPL license source code( ccutf8.cpp ) in cocos2d-x.

You know, CCLabel.cpp uses ccutf8 method in the class.
Because of that, application by using cocos2d-x is applied LGPL license entirely and allows reverse engineering.

The reason to ask this question, my company( Square Enix ) uses cocos2d-x.
But our products can't to allow disassemble or debugging our application by end user after publish from market.

As a result, we made original source code instead of ccutf8.cpp.

If we send this source code cocos2d-x repository(github) as pull request, would you consider to apply to cocos2d
BTW, we are happy to release DRAGON QUEST SUPER LIGHT powered by cocos2d-x in Japan.

Best,

Keisuke Hata

Square Enix Co., Ltd. = m v
Manager / Technical Director EU[US 1)

cocos2d-xRFHGoogleGroupl2 T
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v3.x% v3.11B%

v2.Xx% v2.2.4?7 1%

LOCO5CNER

HLUVEDEH

v2.x https://github.com/cocos2d/cocos2d-x/pull/6643
v3.x https://github.com/cocos2d/cocos2d-x/pull/6635
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