Change Log

2.0.5
Fixed collider ‘Material’ and ‘IsTrigger’ editor updating code.
Fixed warnings appearing in Unity 5.3+.
Added ‘Car Damage’ demo scene back in.
Added D2dCollisionHandler.
Removed collision handling code from D2dCollider.

2.04

Fixed split colliders reverting to the default layer.
Added DamageMask to D2dCollider so you can filter impact damage.

2.0.3

Made it so split destructibles retain the previous parent.
Made it so FixtureGroup only calls OnAllFixturesRemoved once.
Added ‘Compound Spaceship’ demo scene.

2.0.2

Fixed D2dCollider.DamageOnlmpact doing nothing.

2.0.1

Fixed errors when making destructible objects from scripts.

Added collider-less raycasting code for D2dDestructibles.

Moved D2dDestroyer class so D2D can be used without the examples.
Added ‘Huge Map’ demo scene.

Fixed D2dDestructible.AlphaToWorldMatrix calculation.

2.0.0

Complete rewrite.



