Chimera Games Engine Tutorials Tazi Mehdi

Tutorial 2 : Management Resources

Welcome to Chimera 2D Games Engine!

The Party will explain how to manage external resources such as images, music, fonts, effects....

1) Using the content pipeline

It's easy!
1 - Start by creating a new project Chimera
2 - Right click on content bitter you have a choice between adding a new element (if you want to

Create your own resource), or add an existing element if you want to import

Ajouter un element existant - Content

Regarder dans : i[ﬁ SpaceCute PMG Iﬂ @ - ¥ T B v ooutis -
= =0 ™) qirlz
[ £ ™) | =] qirl3
Bureau LI e Egirldr
=3 =] qirls
o ()4 healtl‘nhear‘t
:I_;J ™5 i[amiru_ls
Mes Proiets | | ™16 =] actopus
)7 IL;i']plannezt
b |5 Eplus
: it Brncketship
Poste de bravail E background E skar
E beetleship
E collisioncircle
E faces-sample
a girl1
Mom de fichier : | M [m
Types de fichiers | | Cantert: Pipeline Files E B




Assuming that it will import an image (2nd choice)
3-Assign a resource name (key).

That is the name that you will use later to load the resource
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L‘QExplDrateur de solut... B8} Affichage de classes

Propriétés

Caonktent Imparter Texture - XNA Framewi
Zontent Processor Texture - ZNA Framewn

Copier dans le répertc Me pas copier

Mom de Fichier healthheatt, png

Asset Name

The name that will be used to reference this
conkent at runkime,

A Noted that it is entirely possible to load a resource fair with the code just by using

Chimera.Helpers.TextureManager (see next Tutorials)



