怪物大血条功能
[bookmark: 1. 素材]1. 素材
· 
素材路径：\res\private\main\main_monster_ui
· 
· 
头像素材补充：怪物大血条.zip
· 
boss一套为默认素材，客户端中已有。elite一套为补充素材，需要自己放到dev里
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[bookmark: 2. 配置怪物头像模板]2. 配置怪物头像模板
· 
配置文件：data_config\cfg_monster_target.json data_config\cfg_monster_target-win32.json
· 
· 
例：
· 
{"bigboss_1": {
  "Node_boss": { "isChange": 1, "offsetX": 0, "offsetY": 0, "positionType": 2, "name": "整个目标界面的根节点" },
  "Image_frame": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "boss_bg.png", "name": "底图" },
  "Image_icon": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "monster/1.png", "name": "怪物头像" },
  "Text_lv": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物等级" },
  "Text_name": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物名字" },
  "LoadingBar_hp_bg": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "下一管血条坐标" },
  "LoadingBar_hp": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "boss_hp.png", "name": "血条" },
  "Effect": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "特效" },
  "Text_hp": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物血条百分比文字" },
  "Text_count": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物血条数量文字" },
  "ListView_buff": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "怪物buff显示" },
  "Button_close": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "close1.png", "name": "取消按钮" }
},"bigboss_2": {
  "Node_boss": { "isChange": 1, "offsetX": 0, "offsetY": 0, "positionType": 2, "name": "整个目标界面的根节点" },
  "Image_frame": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "elite_bg.png", "name": "底图" },
  "Image_icon": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "monster/1.png", "name": "怪物头像" },
  "Text_lv": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物等级" },
  "Text_name": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物名字" },
  "LoadingBar_hp_bg": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "下一管血条坐标" },
  "LoadingBar_hp": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "elite_hp.png", "name": "血条" },
  "Effect": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "特效" },
  "Text_count": { "isChange": 1, "offsetX": 0, "offsetY": 0, "fontSize": 16, "name": "怪物血条数量文字" },
  "ListView_buff": { "isChange": 1, "offsetX": 0, "offsetY": 0, "name": "怪物buff显示" },
  "Button_close": { "isChange": 1, "offsetX": 0, "offsetY": 0, "res": "close2.png", "name": "取消按钮" }
}
}
· 
· 
参数详解：
· 
positionType：初始坐标点，1~9，类似与sendui的9个点isChange：是否生效，不填为不生效
· 
[bookmark: 3. 调用怪物头像模板]3. 调用怪物头像模板
· 
配置文件：data_config\cfg_monster_hp.json
· 
· 
格式：
· 
{"通天教主": {  -- 怪物名
  "targettype": "bigboss_1",  --调用的模板
  "monster_icon": "monster/5.png",  --调用的模板
  "loop_count": 10,  --血条素材循环数
  "hp_count": 1822,  --血条数
  "hp_effect": 701  --血条特效
}
}
· 
· 
参数详解：
· 
"loop_count": 10,  --例如：模板中配置血条素材为boss_hp.png，loop_count=10，则血条在 boss_hp、boss_hp_1~boss_hp_9这十张素材中循环显示"hp_count": 1822,  --刷出来的怪物显示的血条数量"hp_effect": 701  --loop_count=10，则特效在701~710中循环显示
· 
· 
例：
· 
{"通天教主": {
  "targettype": "bigboss_1",
  "monster_icon": "monster/5.png",
  "loop_count": 10,
  "hp_count": 1822,
  "hp_effect": 701
},"练功师": {
  "targettype": "bigboss_2",
  "monster_icon": "monster/1.png",
  "loop_count": 10,
  "hp_count": 1377,
  "hp_effect": 701
}
}
· 
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