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® define.h
v aERNTD T A

#idefine WIDTH 640
#define HEIGHT 480
#define ENEMY 20
#idefine ITEM 30
#define BULLET 200

® struct.h
BERDOES NI 57 74 L

#include”define. h”
struct S_player |
int x,y;
int vx, vy;
int hp;
int score;
int size_x;
int size_y;
b
struct S_enemy {
int x,v;
int vx, vy;
int hp;
int t;
int size_x;
int size_y;
b
struct S_bullet{
double x,v;
double vx, vy;
int hp;
int atk;

int size_x;

int size_y;
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)
struct S_item{
int x,v;
int vx, vy;
int hp;
int size_x;
int size_y;
)
struct S_background {
int x,y;
int vy;
int size_x;
int size_y;
}
struct S_image{
int img_player;
int img_enemy;
int img_bullet;
int img_item;
int img_gameover;
int img_title;
int img_background;
}
enum e_flag]
int item;
int tokuten_tama;
int haikei;
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® grobalh
T a—rNIVERDEREHMNT L7 7 AL

#include”struct. h”
#include”DxLib. h”

S_player player;

S_enemy enemy [ENEMY] ;

S_bullet playerbul let[BULLET];
S_bullet enemybul et [ENEMY] [BULLET];
S_item item[ITEM];

S_background background;

S_image imglist;

e_flag flag;

char key[256];

int white=GetColor (255, 255, 255) ;

® extern.h
ra— N VERODESEHRMNT L7 7 AL

#include”struct. h”

extern S_player player;

extern S_enemy enemy[ENEMY] ;

extern S_bullet playerbul let[BULLET];
extern S_bullet enemybul |et [ENEMY] [BULLET];
extern S_item item[ITEM];

extern S_background background;

extern S_image imglist;

extern e_flag flag;

extern char key[256];

extern int white;

® function.h
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int initialize();

void load();

void move_player () ;

void move_enemy () ;

void move_playerbullet();

void move_enemybul let () ;

void move_item() ;

void move_background () ;

void create_enemy () ;

void create_playerbullet();

void create_enemybullet () ;

void create_item(int x, int vy, int size_x, int size_y);
void judge playerbullet to_enemy () ;
void judge_enemybullet_to_player () ;
void judge player_to_enemy();

void judge_player_to_item();

void update() ;

void draw() ;

& JV—RAT7AILHNE

® main.cpp
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#include”DxLib. h”
#include”global. h”

#include”function. h”

nShowCmd ) {
ChangeWindowMode (TRUE) ;
SetGraphMode ( WIDTH, HEIGHT, 32 );
if(DxLib_Init(!=0) return O;
SetDrawScreen ( DX_SCREEN_BACK ) ;
load() ;
while (ProcessMessage () ==0) {
i f (key[KEY_INPUT_ESCAPE]) break;
update () ;

int WINAPI WinMain ( HINSTANCE hlnstance, HINSTANCE hPrevInstance, LPSTR IpCmdLine, int
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draw() ;
}
DxLib_End() ;
return 0;
}
® init.cpp
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#include “extern.h”

#include “function.h”
//BABBETELDTHEFIERTHE LTS,
int initialize( {

® Load.cpp
B DO — RO EKNT 57 71 v

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

void load() {

® draw.cpp
B OBz AN T D 7 7 A v

#include “DxLib.h”
#include “extern.h”
#include “function.h”
void draw() {
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® judge.cpp
M2 VHEIZERD & DB Z AT 27 7 A v

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

void judge_playerbul let_to_enemy () {

J

void judge enemybul let_to player () {

J

void judge player_to_enemy () {

J

void judge_player_to_item() {

® move.cpp
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#include “DxLib. h”
#include “extern.h”
#include “function.h”

void move_player () {

}

void move_enemy () {

}

void move_playerbullet () {

}

void move_enemybul let () {
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}

void move_item() {

}

void move_background () {

® update.cpp
BUER) 72 0 2+ H BB &N T 2 7 7 A L

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

void update () {

® create.cpp
WANWA AT HREBAERKNT D7 7 AL

#include “DxLib.h”
#include “extern.h”
#include “function.h”
#include <math.h>

void create_enemy () {

}
void create playerbullet() {

}

void create_enemybul let () {

}

void create_item(int x, int vy, int size_x, int size_y) {

}

PLETY, BENECTLE, TX720 Debug TEIK Z L A2MERLEL X 9,
B RKFT L7 b e =27 A9
Y7 hEIB
-10.



