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/* e/

/] TUA Y =D D R KEK
#define PLAYER_SHOT_MAX 256
/] BRHYEE o - B D 5 KEK

#define ENEMY_SHOT_MAX 1024
/] HDY A X

#define BULLET_SIZE 16

/* 3 — P/
//¥ay hRER Y
#define SHOT BUTTON KEY_INPUT Z
BiMEN%. #define THH - SOOI 1 XOB|ELZ L L7z, ZD#define ZFDTHZh Iz THE
WTL7ZEW, 22Tl WX FETELRAE, Yay bRXVEEHZELTWET,

vay bARX YO KEY INPUT Z 3Bz DX 94 75V DOFRTEHRINTWEIHTTM, 20k
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ARV EEBIZEHETEE T,
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void movePlayer( void );

void setPlayerShot( void );
void movePlayerShots( void );
void moveEnemy( void );
void setEnemyShot( void );

void moveEnemyShots( void );

JKETED DR UG ZEMLTLZE WV, SETOTU RIS TEHEDL ZAIZANTLEZE
W, BB, (C++7207T)58D Ao void IdE#E LT, void setPlayerShot();d &5 IZEELTH
OK 7,

HBEL

YLK

/] T—=LT—R&
struct SGame{
[T LA Y=/
int dPlayerX, dPlayerY; //T 7 # )V s D 7 L A Y — &
int dPlayerLife; /|T7ANVMDT LAY =517
int dPlayerVelocity; //T 74V DT VLA ¥ —DHE

/ e/
int dEnemyLife; IS DAY AV
int dEnemyVX, dEnemyVY; //F 7 4 )V ks OB DEE (x B4, v B4)

[*TLA Y — D
int dPlayerShotLife; //T 7 AV DT LA Y — DD 5 1 7
int dPlayerShotVX, dPlayerShotVY; //T 7 # )V b D 7L A ¥ — DD EE (x B 457, v BK4T)

[ LD/
int dEnemyShotLife; //7 7 4V s DEIOHD T 1 7
int dEnemyShotVX, dEnemyShotVY; //7 7 # )V kb Dt DD HE (x K57, v 557)

ERDO LS L wiEdlk, [SGame] 2535 LT 23V, ZOMEKRIE. 7F—AZETL2H5
WaIEREMEL 9, MERPESINTVEIMRPDO—FLTESLTLEZIW,
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SimgList #&3& &

SimgList &R ( HARACEGRDO —E )12, HL WA N

int playerShot;
int enemyShot;

ZEIUTLZEI WV, (BB - BB S R S N2 OGO E S 2N T 528 Td, )

TV Y —O# RS BER
Hr7- etk [SPlayerShot) %

/] 71 ¥ —Dh
struct SPlayerShot{
int x, y;

int VX, vy;

int life;
I8
DEHIZEMLTLZE W, Btk SPlayer 2* SEnemy ® FH 720 AEELWTLU & 5,

D2 & S RER

EiZR < TSEnemyShot] %,

/D5

struct SEnemyShot{
int x, y;
int vx, vy;
int life;

|5
DEIITEMLUTLZEW, HArlk, SPlayerShot ., SEnemy ® F&H7-0»EELWTL & 5,
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FCREELET — AT — R R EEITKINT 2RSSR E EH L ET,

struct SGame game;
BT 25 LTk, fho 7'm— L2 (char keyState[ 256 |;%. struct SPlayer player;
BREVREESNTVWEHZOHNLELVTL &3,

L

struct SPlayerShot playerShot] PLAYER_SHOT_MAX |;
int playerShotNum;

struct SEnemyShot enemyShot] ENEMY_SHOT_MAX |;
int enemyShotNum;

BOFERE, HMOMEBERAL X, P, OO —NVEEDRH2H-DIZES LTS
W,

N—THERDES <<M7T TEN>>
ZZr 5. WinMain IO NEHAZELTH E £ 7.

int i;
forxoON—T TS N—TEHTT, C++7DT, for XOWBLPTEES L TCHMEITH L THA
., CEIZEVNTWASD T, WinMain 8 o—& FTEELTLEE W,

HIRIHE

HiIER S 5 ¥

DIFIZHIBRL TS 723 W,

player.x = 240;

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

player.score = 0;
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INDBEERE T 2D T

B, T=LT—ARHTHET2DOTHIRLE T, 7—LAT —ZDBERINPSRLTVWEET,

BN 580 D1

Rwtd, BHELEL &S,

/] IEAE D E
game.dPlayerX = 240;
game.dPlayerY = 240;
game.dPlayerLife = 100;
game.dPlayerVelocity = 4;

game.dEnemyLife = b;
game.dEnemyVX = 0;
game.dEnemyVY = 2;

game.dPlayerShotLife = 1;
game.dPlayerShotVX = 0;
game.dPlayerShotVY = -15;

game.dEnemyShotLife = 1;
game.dEnemyShotVX = 0;
game.dEnemyShotVY = 15;

// #I1L

player.x = game.dPlayerX;

player.y = game.dPlayerY;
player.maxLife = game.dPlayerLife;
player.life = player.maxLife;
player.velocity = game.dPlayerVelocity;
player.score = 0;

enemy.x = 120;
enemy.y = 50;
enemy.vx = game.dEnemyVX;
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enemy.vy = game.dEnemyVY;
enemy.maxLife = game.dEnemylLife;

enemy.life = enemy.maxLife;

playerShotNum = 0;
enemyShotNum = 0;

for(i = 0; i < PLAYER_SHOT_MAX; i++){
playerShot| i ].life = 0;

}

for(i = 0; i < ENEMY_SHOT_MAX; i++){
enemyShot| i ].life = 0;

}

X5 XYIRLUAZMIZZNEENTLEI N,

JKETE > 7=, WOGIH Xy FBEEOMEAMIZ 7 — L F — R IZEDERATUR, B, BETHE
BAEDEE T VA LIREBETSANSTT, Lo T, SIEKAEOHMIEEOREOE EIZLTH

WTL 7230,

BT 5¥Hy £D2

// Hifgoo— R

imgList.player = LoadGraph( "img/player.png" );
imgList.playerShot = LoadGraph( "img/playerShot.png" );
imgList.enemy = LoadGraph( "img/enemy.png" );
imgList.enemyShot = LoadGraph( "img/enemyShot.png" );
imgList.sidebar = LoadGraph( "img/sidebar.png" );

JKETRUAFZEMU T I,

-z, MOBEBEO—-RT5L5120FF, b, #id ko define TEEBLZZHVUSLDIES

T, Zogrh@EvIzfEb e 1 6[px] * 16[px|&b 9,

XA > DILEE

E 50> S D5 st
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LT, Z2Z2IZFEVTLEI WV, BW0WEAIZIE, movePlayer()Dmd 72z 0 iz WTL 230,

setPlayerShot();
movePlayerShots();

WS H S DR D Feht

HL., HIEETDOY =2 T//HOHRIEMTFE] EFENTHNE, TOIAVMZEHELT, £
ZIZFEVWTLZE WV, B0EEIZE. moveEnemy()DkH 7z D IZENTL X0,

setEnemyShot();
moveEnemyShots();

B 5 OB DR HE
ik, HEEOHiE (DrawGraph( player.x,~ & 2\ 5 »2)DIX T,

// BF&OD B F
for(i=0;i < PLAYER_SHOT _MAX; i++ ){

if( playerShot] i ].life == 0 ){ continue; }

DrawGraph( playerShot| i |.x,playerShot[ i .y, imgList.playerShot, TRUE );
}
Bz BD>5, 4 780 UNDOEDZHE L £7,

R S DB DHEE

LA, Elg o Him (DrawGraph( enemy.x,~ & 22\ 5 2 2)DIR T,

/] D5 o fif
for(i=0;i< ENEMY_SHOT_MAX; i++ ){
if( enemyShot][ i |.life == 0 ){ continue; }
DrawGraph( enemyShot][ i |.x, enemyShot][ i ].y, imgList.enemyShot, TRUE );

}
B

AT 2 EERICENTWE T, BINTAEMITY —ADKRERE, TNELZEWTT,

void setPlayerShot( void ){

inti;

B-04 t&- 7/14
BAKZEILY FOZH) AHEER



<<KPEHETh>>

if( keyState] SHOT_BUTTON | && playerShotNum < PLAYER_SHOT_MAX ){

/] RAEHDRT % R

for(i=0;i< PLAYER_SHOT _MAX; i++ ){
if( playerShot|[ i ].life == 0 ){ break; }

}

playerShot| i

playerShot| i |.y = player.y;

life = 1;

.vx = game.dPlayerShotVX;

playerShot| i

T W—

playerShot| i
playerShot| i |.vy = game.dPlayerShotVY;
playerShotNum ++;

}
}

void movePlayerShots( void ){
int i;
for (i=0;1< PLAYER_SHOT_MAX; i++ ){
[ /BEATEBE, R OMITHE & B2\,
if( playerShot|[ i ].life == 0 ){ continue; }

[/ EERE TS5,
playerShot| i |.x += playerShot[ i |.vx;
playerShot|[ i |.y += playerShot| i ].vy;

/] BEDSSEA I EEAMT 72 5, Z DBEIZIE A,
if( playerShot[ i .y < - BULLET_SIZE ){
playerShot| i ].life = O;
playerShotNum--;
}
}
}

void setEnemyShot( void ){

inti;

x = player.x + PLAYER_SIZE / 4;
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/] RAEFHDOURT % B
for(i= 0; i < ENEMY_SHOT_MAX; i++ ) {

if( enemyShot]| i |.life == 0 ){ break; }
}
enemyShot[ i |.x = enemy.x + ENEMY_SIZE / 4;
enemyShot[ i |.y = enemy.y + ENEMY_SIZE - enemy.vy;
enemyShot| i |.life = 1;
enemyShot[ i |.vx = game.dEnemyShotVX;
enemyShot[ i |.vy = game.dEnemyShotVY;
enemyShotNum ++;

void moveEnemyShots( void ){
int i;
for (i=0;i< ENEMY_SHOT_MAX; i++ ){
[ /BEA TR, RAHOMITHE) & B2\,
if( enemyShot]| i ].life == 0 ){ continue; }

[/ EERZFTTDHS
enemyShot[ i |.x += enemyShot[ i ].vx;
enemyShot[ i |.y += enemyShot| i |.vy;

/] BEASE R IZ AN - S, Z OBITIES,
if( enemyShot| i |.y > WINDOW_HEIGHT + BULLET_SIZE ){
enemyShot] i ].life = 0;
enemyShotNum --;
}
}
}

EERZT-O0BMEHRLTAZ L LD, ZF—THIPIRHFTEE LD TWT, D2 E S
TL B &> TVWIERIITT,
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B & GBI 5 &P

BRI, RIS T BIEEAIEE A Y TT,

v 2 O(#define) <<KFT TEHI>>

/] D TRKE

#define ENEMY MAX 256

%. #define ENEMY_SIZE & F &7 0 285 LT £ &\, ENEMY_MAX 3, —IZ{#ET
5, MO ERLET,

7o rEA TEHE <<H;FTTEN>>

void setEnemy( void );

. 70 RA TEHSOMSITEML TLZE W, Hitld void moveEnemy( void ); D Edb 7z b »3
ZaRPTVERVET,

BEH

ReER Tstruct SGame] 128 LW A VN,

int enemyTime; //#i% 9 flfE[frame]
ZEMLUTL7ZEIW,

2’ —NIVE

ORI

struct SEnemy enemy;

%

struct SEnemy enemy[ ENEMY_MAX |;

WWEAEBELTLZI, BHOMERTH - 72z, BERDEFICTSZLIZE T, HBHFHETES
ko1 LEd, ERIFEREEHLZ TENEMY_MAX(=256)) ©9, #H, ZZ%2EBETS L, i
FNZ72 5728, enemy IZIRFED RV ZRDMIKEDOT I =R HELET, Tho 2 I 6EL
TWwWEET,
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int enemyNum;

int enemyTrigger;

., 70—V EKE UTESLTLEEV, enemyNum i&, oz EH L, enemyTrigger
X, WOREMEE AT N LUET, HBATE LTI, S EIFCESMEL - enemy DEED FH72 D

NEF LWL EVWET,
ARG

£ - HlkR

T =0T — X DY,

game.enemyTime = 50;
game.dEnemylLife = 5;
game.dEnemyVX = 0;
game.dEnemyVY = 1;
JREDLZEIML TL7ZE W,

F7-.

enemy.x = 120;

enemy.y = 50;

enemy.vx = game.dEnemyVX;
enemy.vy = game.dEnemyVY;
enemy.maxLife = game.dEnemylLife;
enemy.life = enemy.maxLife;

Z, HIRL T 23, (B—OEIId 28T A — &R 720D T)

B <JBETTEMD>>

Z oft, playerShotNum = 0;0 Eiz,

enemyNum = 0;

enemylrigger = game.enemyTime;

ZEMLUTLSZI W,
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playerShot ®#J#i{t for 3¢ & enemyShot O #JH4L for XDz,

for(i = 0; i < ENEMY_MAX; i++){
enemy| i ].life = O;

}

ZEMLUTLSZI W,

XA > DILFE
FIB% - B o T o #E D E £ (move PlayerShots(); k) iz

/" MUA=NO0ROHERE O TRVWARLIY Y b EEST Y/
enemy’lrigger—;
if( enemyTrigger <= 0 ){

setEnemy();

enemylrigger = game.enemyTime;

}
ZBMLTL AT, (MERET 50H),

B — D SR e e

DrawGraph( enemy.x , enemy.y , imgList.enemy , TRUE );
% O R

for(i=0;1i< ENEMY_MAX; i++ ){
if( enemy]( i ].life == 0 ){ continue; }
DrawGraph( enemy| i |.x, enemy] i |.y, imgList.enemy, TRUE );

}
CEELTLEE W,

B

setEnemy BI#X

UTOAAR%EE -7z setEnemy B ZH 72 IZ/EE L T Z3 W, BHtid moveEnemy B D &
HizBEAPTVERNET,

void setEnemy ( void ){
int 1;
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/ /BB MAX DR, Bl L
if(enemyNum == ENEMY_MAX){ return; }
[IXPERES v B LA EICEE I E, o Z 1 ¥ AMTIEEE L7232,
int x = GetRand(WINDOW_WIDTH - SIDEBAR_WIDTH - ENEMY_SIZE * 2) + ENEMY_SIZE;
inty = - ENEMY_SIZE;
/] RIEHDORT % R
for(i = 0; i < ENEMY_MAX; i++){
if(enemy]( i ].life == 0){ break; }

}

enemy|[ i |.x = x;

enemy[ iy =y;

enemy| i |.life = game.dEnemyLife;
]

enemy| i |.vx = game.dEnemyVX;
enemy| i |.vy = game.dEnemyVY;
enemyNum+-+;

}

moveEnemy BI#
PFD & 5ol L3,

void moveEnemy( void ){// &k &%, enemy — enemy]| i |

Int i;
for(i = 0; i < ENEMY_MAX; i++){
if(enemy| i ].life == 0){ continue; }

enemy| i |.x += enemy]| i |.vx;
enemy] i .y += enemy]| i |.vy;
/] BASEAI EEAMC 2 5. F DBIIIESR,
if( enemy[ i ].x < - ENEMY_SIZE ||
enemy| i |.x > WINDOW_WIDTH - SIDEBAR_WIDTH + ENEMY_SIZE ||
enemy| i .y > WINDOW_HEIGHT + ENEMY_SIZE
i
enemy| i ].life = 0;
enemyNum --;
}
}
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}
JKETE - 7 il 1< for XZEML T, §XTDenemy % enemy[ i I[TEE#ZTIZZ W,

setEnemyShot BE%
DFDESiciEL £9,
void setEnemyShot( void ){// &z #ift. enemy — enemy]| i |
int i, j;
for(i=0;i< ENEMY_MAX; i++ ){
if( enemy] i ].life == 0 ){ continue; }
/] REEFHDOURT % B
for(j = 0; j < ENEMY_SHOT_MAX; j++ ) {
if( enemyShot| j ].life = ){ break; }
}
enemyShot[ j |.x = enemy[ i |.x + ENEMY_SIZE / 4;
enemyShot[ j |.y = enemy[ i |.y + ENEMY_SIZE;
enemyShot| j |.vx = game.dEnemyShotVX;
enemyShot|[ j |.vy = game.dEnemyShotVY;
enemyShot| j |.life = 1;
enemyShotNum ++;
}
}

for XAV & DM Z £, AMID for Xk, V=T ATV AN JITEFIZ/L 572D T,
HERIFEES I T ZX 0,

i“\@
s
of

LETKRDLOTYT, DO 0% U HTLIUEEIITT, RV HINIE, WEFRFNIELL 13
VIRMEREEWHELUTCAIDIZTOLMNTL &S,

INTHEDOIFDIIMRT T, BENKETLU -,
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