PC自定义飘伤(Damage_number.xml)
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· 配置文件：xml\Damage_number.xml
示例:
<?xml version="1.0" encoding="gb2312" standalone="yes"?><Damage >
    <Diy Ver="1">
        <NumType ID ="1" Type="1" Mainx="0" MainY="0" TexIdx = "9377" TexX="0" TexY = "0" Tex1Idx="9378" Tex1X="1" Tex1Y="1" NumIdx="9380" NumX="0" NumY="0"/>
        <NumType ID ="2" Type="0" Mainx="0" MainY="0" TexIdx = "9377" TexX="0" TexY = "0" Tex1Idx="0" Tex1X="1" Tex1Y="1" NumIdx="0" NumX="0" NumY="0"/>
        <NumType ID ="3" Type="2" Mainx="0" MainY="0" TexIdx = "0" TexX="0" TexY = "0" Tex1Idx="9378" Tex1X="1" Tex1Y="1" NumIdx="9380" NumX="0" NumY="0"/>
        <NumType ID ="4" Type="0" Mainx="0" MainY="0" TexIdx = "9377" TexX="0" TexY = "0" Tex1Idx="9378" Tex1X="1" Tex1Y="1" NumIdx="0" NumX="0" NumY="0"/>
    </Diy></Damage>
· 
· 字段说明:
ID = 编号Type = 飘伤类型  0=正常飘伤  1=放大版显示  2=放大版v2显示Mainx = 主坐标XMainy = 主坐标YTexIdx = 前缀素材ID 默认图包3(暴击,破防之类)TexX = 前缀XTexY = 前缀YTex1Idx = 中间 +/- 符号图标编号Tex1X = 符号偏移Tex1Y = 符号偏移NumIdx = 数字编号0-9 开始编号(10张连续素材)NumX = 数字整体偏移XNumY = 数字整体偏移Y
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