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/I SwapTrajectoryHistoryDrawer.hpp

/I AngryChicken

#ifndef SwapTrajectoryHistoryDrawer_hpp
#define SwapTrajectoryHistoryDrawer_hpp

#include <stdio.h>

#include "extensions/cocos-ext.h"
#include "cocostudio/cocostudio.h"
#include "ui/CocosGUL.h"

class SwapTrajectoryHistoryDrawer : public cocos2d::Node

{
public:
SwapTrajectoryHistoryDrawer();
virtual ~SwapTrajectoryHistoryDrawer();

static SwapTrajectoryHistoryDrawer* create();

void swap();
void pushDot(const Vec2 &pos, float radius, const Color4F &color);

private:
int _currentindex;

enum {
BUFF_0,
BUFF_1

h

DrawNode* _historyDraw([2];
h

#endif /* SwapTrajectoryHistoryDrawer_hpp */
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void MainGame::_commonlnit()

11 FEE
this->_touchEndedFlag = false; // 0218
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/10617
this->addChild(this->_swapTHDrawer);

M
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auto size = bg->getContentSize();
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}
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bool MainGame::init()

{

~~ e~~~

~a~ e~~~

/10617
this->_swapTHDrawer = SwapTrajectoryHistoryDrawer::create();
this->_swapTHDrawer->retain();

_commonlnit();

return true;

}
void MainGame::update(float delta)

~a~ e~~~

if ( (*(bool*)draw->getUserData()) == true )

{
auto* charSprite = (Sprite*)this-
>getChildByTag(CHAR_OBJTAG);
draw->drawDot(charSprite->getPosition(), 10,
Color4F(1.1,0.,0.f,1.));

110617
this->_swapTHDrawer->pushDot(charSprite->getPosition(), 10,
Color4F(1.,0.f,0.f,0.3f));

if ( velocity.length() < 1)
{rtevhed s,
_commonlnit();

/10617
this->_swapTHDrawer->swap();

}
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1. Drop your
sprites

New project Open project
Shapes.
filter
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Physics editorf

3. Choose
your exporter

5. Press
Publish

2. Press
Autotrace

4. Set physics
parameter

PhysicsEditor

d o

Show tutorialSend feedback

TextureSettings.
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Exporter

Exporter AndEngine Exporter (XML)

Body

Is Dynamic

Friction 0.00 ©

Fixture
Is Sensor
Density

Restitution

Group. 0 :

Bit's name Cat.
Fruit
Ground

Obstacle

Enemy

Player
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