Y7 hEIB 2]

AL & 5 E)

¢ FUBHIT

AEIOYIFE 2 BTy 2 —T 1 7 OFERETH 2 g HER 3 X OVH SR D B & 24
BLTWEEL X9, F2, BEOEREZERETED LI =2 —TH 0 bIE-> T
xE,

¢ HEB LWz — FO%fE

FT. T2 EL TS ME T, TTOTHERICHEREBR E Y —ZXa— %

B LE T,

1. img77ANVEY—Aa—FRKOT7F A main.txt ZEALET, £9 img 7 7 A VI
[background.png] [bullet.png] lenemy.png] gameover.png] [item.png | [ player.png]
ltitle.png] @D 7 ODEHEIN A TWNWDH Z & MR L T IEEV,

2. HIEOH 1 ETLsLITH LT rY ey REERLTLZE N, 7rY 27 k

£ 1% shooting 72 EAZICONDRTWNEHDIZTHELWTL X 9,
3. ETORENKD-T=HEAM L7z main.txt ODINE % 22— L T, main.cpp (2850 7
TLEEN,

INTHHTE T TT, ENTIET—AEREZ L THEL & 9,

& SHED

SEEHE LT TR 22 ERT D3 LWTL X 9, Z2D7DIZFr—A1ED
WZIET — bR BZ b ME L > TEE T, £ THREITTUED A THMZ RO TV &
%£7, main.cpp TIFH 2AITHUERE ZAZHFLE Lz, SEDOEXITRT TR L £
TN, BB GO WGEIISNTIHES O Y 7 MBI TF 2T CTHW TS Z SN, £
TIXICHLEL X 9,

IBERFT L7 b a =7 AWSER
Y7 MEIB
-1-



#include"DxLib.h"
#include<math.h>
#define WIDTH 640
#define HEIGHT 480
#define ENEMY 20
#define ITEM 30
#define BULLET 200
1A D struct

struct S_player{

b

int x,y; //JEFE

int vx,vy; //JHEAZE 5 1R] D 3
int hp; //hit point

int score; //15

int size_xi//x W7 M DOKE S
int size_y;//y i 5 M DO KX S

1D struct

struct S_enemyt{

b

int [7CED] | [FUED]

int [7UED] | [FUED]

int hp;

int t; //Z DBDBMESNTIHD DT L— LB Z T 5 A N
int [JUED] ;

int [JUED] ;

/[BD struct
struct S_bullet{

I
/

double [/CH®D] , [/ ®D] ;

double [/CH®D] , [/ ®D] ;

int hp; //hp 28 0 72 B[ FICFEL TV, 1 RBFEL TS
int atk; /OB EET)

int [7UHD]

int [7UHD]

@ struct

struct S_background{
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int [7UHD] | [WHED]

nt vy;

int size_x;

int size_y;

5

I D struct
struct S_imaget
int img_player; // A # O {4 % A
int img_enemy; /MO E[{%
int img_bullet; /3 D {4
int img_gameover; /7 — 7 —/N—H[[f
int img_title; // % A kLIl

int img_background; /3% 5

b

enum e_flagl /#Z# enum = Z Tl

title, //title=0

gameplay, //gameplay=1

gameover, //gameover=2
BHDEREERLTNDLEEZXD

7 a— R IVEBDOES

(e:ito)
(e:ito)
(e:ito)
(e:ito)
(e:ito)
[/ ]
[/ ]

player; //BfD struct Z A1 > A% Ak

enemy[ENEMY]; //#{® struct %

playerbullet[BULLET]; //#® struct % HE&D A IC
enemybullet[ENEMY][BULLETI; //3#® struct % @O HIC
item[ITEM]; //7 A 7 A ® struct %

background; /15 5 @ struct %

imglist; /B4 D struct %

e_flag flag; /le_flag B D ZE 4 (FF B 73 title,gameplay,gameover @ 3 D2 LH7g 57V
char key[256]; //5—HR— RO AJPRIE K0T 5 72 D DS
int white=GetColor(255,255,255); //[ T |2 3~ § 2 SCFO 4, % ki

1191 I B %k

int initialize({

lIplayer DALl

IBERFT L7 b a =7 AWSER
Y7 MEIB
-3-




player.hp=100;

player.score=0;

player.size_x=50;

player.size_y=50;

player.x=(WIDTH - player.size_x) / 2;
player.y=HEIGHT - player.size_y;
player.vx=10;

player.vy=10;

/lplayerbullet ®#JHi4L,
for(int i=0;i<BULLET;i++){
playerbullet[i]. hp=0;
playerbullet[i].vx=0;
playerbullet[i].vy=-10;
playerbullet[i].atk=1;
playerbullet[i].size_x=10;
[i]

playerbulletlil.size_y=10;

/lenemy & enemybullet D)L
for(int i=0;i<ENEMY;i+H)1
enemy/[i].hp=0;
enemyli].size_x=50;
enemyli].size_y=50;
for(int j=0;j<BULLET;j++){
enemybullet[il[j]l.hp=0;
enemybullet[il[jl.atk=1;
enemybullet[i][j].size_x=10;
enemybullet[il[j].size_y=10;

§

Ilbackground D)L,
background.x= [7VH®D] ;
background.y= [7VHL®D]
background.size_x=1280;
background.size_y=720;
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background.vy=10;

return 1;
}
gD v — K %42 BA%
void loadO{

imglist.img_player = LoadGraph("img/player.png"); // B 1%
imglist.img_enemy = LoadGraph("img/enemy.png"); //#
imglist.img_bullet = LoadGraph("img/bullet.png"); /5
imglist.img_gameover = LoadGraph("img/gameover.png"); /7" —hi—n" —[Hi[f]
imglist.img_title = LoadGraph("img/title.png"); /34 MV fi

H.
PN

imglist.img_background = LoadGraph("img/background.png"); /34

A% 2 B0 7~3 B %

void move_player(Ot

1% —R— R 6 DA X0 AOPEREZ B3

if(key[KEY_INPUT_ [7X#®] ]) player.x += player.vx; //47
if(key[KEY_INPUT_ [7¢# 8] ]) player.x -= player.vx; ///¢
if(key[KEY_INPUT_ [7XH#®] ]) player.y += player.vy; // T
if(key[KEY_INPUT_ [7¢# 8] ]) player.y -= player.vy; // E

MBS 7> O H 7 K9 (IR

if(player.x<0) player.x=0;

if(player.x + player.size_x > WIDTH) player.x = WIDTH - player.size_x;
if(player.y<0) player.y=0;

if(player.y + player.size_y > HEIGHT) player.y = HEIGHT - player.size_y;

1% B 3 BE%L
void move_enemy({
13T DL
for(int i=0si< [7UH®] 5i++){
Ip0 TRV, DEVFHELTNDHTE
if( [7C#D] 1=01
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1%,y J5 10 D A BRI N 2 5
enemyli].x += enemyli].vx;

enemylil.y += enemylil.vy;

Iy JFT CEEN DWW otz b, 1HT
ifenemylil.y> [/VHlD] N
[ ] =0;

1175 s 2 3 BEEK

void move_background({
1%,y J7 10 DL 2 BUEAE I M Z D RE S TA—7SHED
background.y = (background.y + background.vy) % background.size_y;

1 7% 1 % B %L
void create_enemyO1{
110~30 DEFLTOZ~T2b
if(GetRand(30)==0){
3T O G
for(int i=1;i< [7CED] 5i+H)i
HFEL TV RWbDOEEL, BElED
if(enemyli].hp==0){
enemyli].hp=3;
enemy|i].t=0; //EME BB 2 t=0 & 3%
enemyli].x = WIDTH/4+GetRand(WIDTH/2);
IR0 BN %
enemylil.y = -enemylil.size_y;
IIELE TR D %
enemylil.y = -enemylil.size_y;
iflenemyl[il.x < WIDTH/2){ //HEBILEIZ & 0 &HE %

RS

enemylil.vx = GetRand(5);
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telsed
enemylil.vx = -GetRand(5);
H
enemylil.vy=5+GetRand(5);
N7 —=ALTLRLNMED 72< 220D T, 1IES72 5 break T %
break;

BB 70 BT 23 % B
void updateO{
1176 — 7R — N AT PRI 2 BAS:
GetHitKeyStateAll(key);

Iflag OHRIA D38 2 DT ZZE 2 5
switch(flag){
case title: //title ® & =
[lEnter 25 A S 72 5
if(key[KEY_INPUT_RETURN]{
flag=gameplay; //flag O H & % gameplay |25 H
initialize(; /AL BICA POV
}
break;

case gameplay: //gameplay D & &

11780 D B%Kk

(/D] 5 118 ¥ % B 23 B %L
[FUEn] 1% B9~ BE%L
[FUEn] 1175 55 & B3 Bk
IANABNA EED B

[FUEn] I 7% 1 % B %

HBEED hp 230272 ->7-5
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}
I8 21T 5 BEEK
void draw({

if( [0 ] ==0)

flag=gameover; //flag ®H & % gameover |24 2 %
}
break;

case gameover: //gameover D & X

X ISANTTE NI

if(key[KEY_INPUT_ [/ ®] ]) flag=title;
Iiflag D E % title I X %

break;

B HE S TWD b D AT

ClearDrawScreen();

Iflag OHRIA D38 2 DNTUBLZZE 2 5
switch(flag){

case title: //title D & &
DrawGraph(0,0,imglist.img_title, FALSE); //title E[{§ D /R
break;

case gameplay: //gameplay D & &

RS FOHE, —FRRD TR HIE
DrawGraph(background.x,background.y,

imglist.img background, FALSE);
DrawGraph(background.x,background.y -
background.size_y,imglist.img background,FALSE);

IMhp & score D]
DrawFormatString(540,50,white,"HP %d",player.hp);
DrawFormatString(540,70,white,"Score %d",player.score);
ASET 1% T
DrawGraph(player.x,player.y,imglist.img_player, FALSE);
118 ¥ D 5 0D

for(int i=0i< [7UED] i++H1
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IFEELTWD HDIZDNT
if(playerbullet[i].hp){

Ei T

DrawGraph( playerbullet[i] x,

playerbullet[i].y,imglist.img_bullet,FALSE);

H
h
1 & B D SR D ]
for(int i=0si< [7CHED] 5i+H)i
IMFEL TV D HDIZDONT
ifenemyl[i].hp!=0){
TS 2
DrawGraph(enemylil.x,enemylil.y,
imglist.img_enemy, FALSE);
}
for(int j=05j<BULLET:j++)1{
IMFELTWAD HDIZDONT
if(enemybullet[il [jl.hp)t
IS 2
DrawGraph((int)enemybullet[i][j].x,
(int)enemybullet[il[j].y,imglist.img_bullet, FALSE);
}
}
H

case gameover: //gameover D & X

DrawGraph(0,0,imglist.img_gameover,FALSE); //gameover [&[fi i

break;
§
TS T AR L7 b 0D 2 FRE 1 |2 Sk
ScreenFlip();
§
/Imain B%K

]

int WINAPI WinMain( HINSTANCE hInstance, HINSTANCE hPrevInstance, LPSTR

lpCmdLine, int nShowCmd ){
IMx 7477 YOI, KL= 68T
if(DxLib_Init(!=0) return 0;
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IFRR%E T 4 RUE— RICERE
ChangeWindowMode(TRUE);

N4> RUDREE, AT7—Ey MIERE
SetGraphMode( WIDTH, HEIGHT, 32 );

/2R T T A T e R RE
SetDrawScreen( DX_SCREEN BACK );
/BB — K

[rD] B> 7 — R %47 5 BI%
/flag DU Z Z 2 TI1T 5
flag=title;

W 27— 2 00— BRG]
while(ProcessMessage()==0){
/IEscape 7° A7) &7 & while 23k %
if(key[KEY_INPUT_ [7X#®] 1) break;
IBAERY 7200 A LT D
update();
/T8 24T 9
draw();
H
I A N s S
DxLib_End0;

return 0;
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