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Resource/chicken.png



設定 変更



設定 変更

               

       絵 対  頂点
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Resource/pe/chicken.plist 保存

pe/chicken.pes 保存
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下準備

Resource/pe       xcode  認識        
登録      



#include "PEShapeCache_X3_0.hpp" // Make sure you include it N.Hosaka 9/23

MainGameScene.cpp 修正

   感 

Scene* MainGame::createScene()
{
    // N.Hosaka 9/23
    PEShapeCache::getInstance()->addBodysWithFile("pe/chicken.plist");

    //////////////////////////////
    //       
    auto* character = Sprite::create("chicken.png");
    character->setPosition(Point(winSize.width / 5 , winSize.height / 2));
    
    auto spriteBody = PEShapeCache::getInstance()-
>getPhysicsBodyByName("chicken");
    spriteBody->setContactTestBitmask(true);
    spriteBody->setAngularDamping(1.0);
    character->setPhysicsBody(spriteBody);
    character->setTag(CHAR_OBJTAG);
    this->addChild(character);

提供         追加

PEShapeCache_X3_0.cpp
PEShapeCache_X3_0.hpp
 http://monolizm.com/sab/src/AngryChicken25/          

提供元 https://github.com/jslim89/Cocos2d-x-PhysicsEditor-demo
3.0 古         若干保坂 方 修正済  
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