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WITHDOBENZ DN TTT, TIRTIEOLNTWDL LI R a—T 4 T —LD
OB E FITEMETT A, ARENITEMERTE 2 8T, THMIC - EOHRS CHEH S F
T Eo. BOSHEEIMIH T 5 EORUCET 2B 2T hE RV I IC L TWE £ T,
HEE L TUITRCOBONHE LGS EL &, B> TLEINLTT,
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> math.h (b L< I emath) DA > 27 b— K BREGETRHTIEN]

IS, VIOEEZHTTOIL, FEHRERD HIEHET A7 F VAL sqrt 2V ET,
ZDT=OIWE g~y X7 7 AL Tmath.h] (6 L<iX Temath) )& A 7 L— RFLET,
#include “DxLib.h”® FiZ,

#include <math.h>

H L <,

#include <cmath>

DELLPEFTIR L TLIEEN, (EHE5THRWTT A, CHAYIZIE ecmath D ARV K
5TY, LIV T FEEET, )

>~ 7 uOiBEi

H_ETTE W =H#Hdefine = 2oD%RIZ, LLRZBEIML TL &V,

¥ AR - HORBE */

Il B A X
#define PLAYER_SIZE 32

Il W DY A X
#define ENEMY_SIZE 32

/‘k*******‘k**** #deflne : : i *’G\*************/

> BT o b A TES PRUGETRCEN

SENZ 2 OO TR E BEE L £3., 26O E EDOMEIZENTHWWE DT,
70 b TESETOET, 70 M TESHEOBIIZEI AF 6 HESRLTL
7 EW,

void movePlayer( void );

void moveEnemy( void );
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struct SPlayer{
int x, v
int velocity; // BHED x, y il EF—AR— RIZL > TREDLDT, K& XD,
int life, maxLife;

int score;

I

117K

struct SEnemyt{
int x, y;
int vx, vy;
int life, maxLife;

I

ZIZTW) TEE] L3 17 L—A(F =2 —T 1A)TEHL BT e o Z & T,

TN TIE, Z9OWNIIRARHDLLENIZELMNES L TWARNVWO T, #E LD
5T, EBROMAEMRALET. WinMain BISEMOTILEHNC . MHEIT S 28 L <
<TZEWN,

11 Bk

player.x = 240;

player.y = 240;
player.velocity = 4;
player.life = player.maxLife;

player.score = 0;

enemy.x = 120;
enemy.y = 50;
enemy.vx = 0;
enemy.vy = 2;
enemy.maxLife = 5;

enemy.life = enemy.maxLife;
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>  GetHitKeyStateAll B & char fUfii%1 keyState DE S [P ETHHC L ]
KIZ, ZREFNOXF—R— KR ENTWE0NE I OB HREH 2 T bk,
GetHitKeyStateAll Bz LI F DO X 512, =2 —TFD—F LIZENTIZIN,

Il % —DES
GetHitKeyStateAll( keyState );

515D keyState NWE S SN TRWVWE, EHTLKH5DT, 5 LET, keyState |X. char
T 256 HFEDOELY| T, FERICKF—DBIHINTNDEI0E I DOEHRNAY £3, LLTFTOH
HITRLETE DO LI, Ta—r\WVEBEOBEEDO—FLOH/TIZAN T ZE,

X T 20 RIIMEERDER
[*7a— VBB DOES *
char keyState[ 256 |;
struct SImglList imgList;
struct SPlayer player;

struct SEnemy enemy;
% | Z @ FiX WinMain BE%k

F—NHENTWNENE I NOHIEICHOWTIE, FiEFH L7 [CheckHitKey| FA%¥T
HARETT A, ZOBIIRIRNEL 55803 H 50T, HiEX(ESC F—CTFr —2/L—
TERTIDEEEBRVOFERLEEA, GELWERBIZX., BEEREOBEORFIZT, )

T, R EEWE L,

B Bz B

LFONED Y — A% main.cpp DERBIZENTL 7ZEV, (WinMain B3 044)

/*B3% movePlayer*/
void movePlayer( void ){
7 VA Y —NZD7 L—ATHEIK x EEO

int vx = 0;
N7V A= D7 L—LTEI y FEEO PR
int vy = 0;

[FAENTWAF =D, 207 L—ATOBBIRRE Y, y iR OWRE */
if( keyStatel KEY_INPUT_LEFT ] }{
vx -= player.velocity;
TR—T~fie<)
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if( keyStatel KEY_INPUT_DOWN ] ){
vy += player.velocity;

H

if( keyState[ KEY_INPUT UP] ){
vy -= player.velocity;

H

if( keyStatel KEY_INPUT_RIGHT ] ){
vx += player.velocity;

H

if(vx && vyl
vx = (int ) (vx /sqrt( 2.0) );
vy = (int) (vy /sqrt( 2.0));

[* HEh */
player.x += vx;

player.y += vy;

% BE A OEL L */

if( player.x < - PLAYER_SIZE / 2 )1
player.x = - PLAYER_SIZE / 2;

H

if( player.y < - PLAYER_SIZE / 2 ){
player.y = - PLAYER_SIZE / 2;

H

if( player.x > WINDOW_WIDTH - SIDEBAR_WIDTH - PLAYER_SIZE / 2 ){
player.x = WINDOW_WIDTH - SIDEBAR_WIDTH - PLAYER SIZE / 2;

}

if( player.y > WINDOW_HEIGHT - PLAYER_SIZE / 2 }{
player.y = WINDOW_HEIGHT - PLAYER_SIZE / 2;

(R—T~fe <)
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/*B3% moveEnemy*/
void moveEnemy( void ){
if(enemy.life == O){ return; }
enemy.x += enemy.vx;
enemy.y += enemy.vy;
Il B FERITI M 72 B, FEda,
if(enemyx < - ENEMY_SIZE | |
enemy.x > WINDOW_WIDTH - SIDEBAR_WIDTH + ENEMY_SIZE | |
enemy.y > WINDOW_HEIGHT + ENEMY_SIZE
N

enemy.life = 0;

movePlayer BA#iL, ¥ —ANORUEZ W L T LA v —2BEIxEET, FOOK
e 585608, BEEEHAE IVZICLET,

moveEnemy B3IE, BRD T A 7280 TRWE XZDH, A BEI S £, BT
WBE LTS8, 94 7201CLT0ET,

B2, TO3% WinMain D 7 — 20— 7O FIcENTL 2 &V, HEFB IS cEtk
L7z, GetHitKeyStateAll ® FiZ, #ENTH A2 BINT 52 L1220 £,

1% — DEAF
GetHitKeyStateAll( keyState );

7 v A ¥ —DBH)
movePlayer();
17" VA X —DOERGHEI T &
Il DR H
moveEnemy();
IR DTS FHEINT E
#Z DT, ClearDrawScreen

ARIDOZEH JIFLL ETT,
KUCERTOEEFTIE, ESC = SN2 56 Ol & keyState (ZA HF H1E¥¢ 21772 -
TWE LA, FHEZROT, dRTRHCHIFRL £ L7z,
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GetHitKeyStateAll B%

int GetHitKeyStateAll( char *KeyStateBuf)

AilEl, FFEDF =N SN TNDENE I EHET 572012, CheckHitKey &V 9 Bi%K
ERALELE, LML, A7 L —ANT 2 BILLERUEXF—0REELZ RS & X
CheckHitKey % 2 [RIFEON LTV D K 95 TIIEhEREBENTT,

% Z T, GetHitKeyStateAll BA¥t D 5455 T4, Z OBHUL, 513 char B, Z3E%k 256
BORFI(ERED & ZAHITRA 27D TER, ZZTEES & LTRIDERET L. £
DEINDOFKEFRIT, ST D F—DATPREE STV 0, S TS DMRIA S
NET,

B 21%. char keyState[ 256 |; &\ ) ES N H DHRFIC, F—DIREE TSI DIRFITIE,

GetHitKeyStateAll( keyState );

LEEXET, TORT, ZF—DWINTWVDLNE D &AL,

if( keyState] KEY_INPUT_Z] ){
IFR ST B IRFOALEE

telsel
IR S TUN 7R W EROD JLER

§

EWVW ) EICEX ET,

% KEY_INPUT~ &9 @)% DxLib.h TEZEINTWHERT, KX —DASRIEL B H#
T HESNORT-OFETT, HlziX, ZxF—2FEHT HIRTOF T KEY_INPUT_Z OfE
T, 10 T 4416 % T 0x2C) TT,

% KEY_INPUT~ & EEEO ¥ —AR— R & OxflilIAiFEIO CheckHitKey & [ U T9, HilF
@ CheckHitKey Ot % R T 7230,

AN, 22 Ko T Ese =0 SRR V—7 280 5] E % while LOHT

Il Esc BRI ENTH2 6855
if( keyState[KEY_INPUT_ESCAPE] ){ break; }

LEW=D T, while CHEICH B o

while( ProcessMessage() == 0 && CheckHitKey(KEY_INPUT_ESCAPE) == 0){

DN, CheckHitKey D7 OZMIIAEIZ /2 - 72728, ProcessMessage DA H % L
L7,
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