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void MainGame::_createBlocks()
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Node* node = CSLoader::getInstance()->createNode("MainScene.csb");
this->addChild(node);

auto starPb = PEShapeCache::getinstance()->getPhysicsBodyByName("star");
starPb->setMass(200.0); /| ESHEITE (CINENER TRIEEHTED)
starPb->setContactTestBitmask(true);

Sprite* star = (Sprite*)node->getChildByName("star1");
star->setPhysicsBody(starPb);

auto blockPb4 = PEShapeCache: getlnstance() >getPhyS|csBodyByName( 'block2");
blockPb4->setMass(200.0); /| BESEIETE (G RIS 7E<7E5)
blockPb4->setContactTestBitmask(true);
auto block4 = (Sprite*)node->getChildByNa@ie("block2_3");
block4->setPhysicsBody(blockPb4);
*/
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