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® define.h
~ 7 AN TELL 774 LTT,

#tdefine ENEMY_BURRET 256
#define PLAYER_BURRET 256
#idefine ENEMY 10

#idefine HEIGHT 480
#idefine WIDTH 640

® struct.h
BEROESE AN TEBL 774 LT,

#include “define. h”

struct Player

{ double x,y;
double vx, vy;
int life;
double size_x, size_y;

)

struct Enemy

{ double x,y;
double vx, vy;
int life;

int size_x, size_y;
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)
struct Tama
{ double x,y;
double vx, vy;
double life;
double size_x,size_y;
)
struct Item
{ double x,v;
double vx, vy;
double life;
double size_x, size_y;

int type;

}

struct Img

{
int player;
int enemy[10];
int player_tama;
int enemy_tama;
int gameover;
int title;
int item;
int tokuten_tama;

int haikei;

® grobal.h
Ta—NVEBDERE AN TEL 774/ TT,

#include “struct.h”

struct Player player;

struct Enemy enemy[ENEMY];

struct Tama player_tama[PLAYER BURRET];
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struct Tama enemy_tama[ENEMY] [ENEMY_BURRET];
struct Item item[ENEMY];
struct [tem tokuten_tama[ENEMY] [ENEMY_BURRET];
struct Img imglist;
struct Item haikei;
int time;
int tokuten;
char keystate[256];

® cxtern.h
Ia— I\ VEROESE AN TE 7744V TT,

#include “struct.h”

extern struct Player player;

extern struct Enemy enemy[ENEMY];

extern struct Tama player_tama[PLAYER_BURRET];
extern struct Tama enemy_tama[ENEMY] [ENEMY_BURRET];
extern struct Item item[ENEMY];

extern struct Item tokuten_tama[ENEMY] [ENEMY_BURRET];
extern struct Img imglist;

extern struct Item haikei;

extern int time;

extern int tokuten;

extern char keystate[256];

® function.h
o7 e A TEEEANTEL 774/ TT,

int init(void);

void time_progress(void) ;
void create_enemy (void) ;

void move_enemy (void) ;

void enemy_shot (void) ;

void move _enemy_burret (void) ;

void move_player (void) ;
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void player_shot (void);

void move player_burret(void) ;
void load(void);

void move_haikei (void);

void to_enemy (void);

void to_player (void);

void player_enemy (void) ;

void draw(void) ;

I—AT7 7 A NVRHENE

® main. cpp

Y= LOHAHEENTHEL 774 L TT,

#include “"Dxlib.h”
#include <math.h>
#include “global.h”
#include “function.h”
int WINAPT WinMain ( HINSTANCE hInstance, HINSTANCE hPrevInstance, LPSTR
IpCmdLine, int nShowCmd ) {
ChangeWindowMode ( TRUE ) ;
SetGraphMode ( WIDTH, HEIGHT, 32 );
init(Q;
load () ;
if(init(Q)==1) {return-1;}
while (ProcessMessage ()==0) {
GetHitKeyStateAll (keystate) ;
ClearDrawScreen () ;
i f (keystate[KEY_INPUT_ESCAPE]) {break:}
DrawGraph (0,0, imglist. title, TRUE) ;
i f (keystate [KEY_INPUT_RETURN])
{
while (ProcessMessage ()==0) {
i f (keystate [KEY_INPUT_ESCAPE]) {break:}

time_progress() ;
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to_enemy () ;

to_player O ;

player_enemy () ;

ClearDrawScreen() ;

draw() ;

if (player. |ife<=0)

{

if (keystate[KEY_INPUT X]) {

initQ;
break;

}
ScreenFlip();

}
DxLib_End () ;
return 0;

}

® init.cpp
7'v 77 AOMYHEEROBEEAE AN TEL 774 /LT,

#include “DxLib.h"

#include “extern.h”

#include “function.h”
//EBEETEDTEREENTL S,
int init(void) {

}
void load(void) {
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® draw.h
B BR OB 2 AN TBL 77 A L TT,

#include “DxLib.h”
#include “extern.h”
#include “function.h”
void draw() {

® shot.h
BRI & BBV A HIEH 3 2 B E AT 7 7 A L TT,

#tinclude “"DxLib. h”
#tinclude “extern.h”
#tinclude “function.h”

void enemyshot (void) {

}

void move_enemy_burret (void)

{

}
void player_shot (void)
{

}

void move_player_burret (void)

{
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® atari.cpp
B HEICEROH 5 AZ AN TR 77 AL TT,

#include “"DxLib. h”
#include “extern.h”
#include “function.h”

void to_enemy (void)

{

}
void to_player (void)
{

}
void player_enemy (void)

{
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