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for(int j=0; j<HEIGHT_SIZE; j++)! Iy 10
for(int i = (player.x / BLOCK) -9 ;i < (player.x / BLOCK) + 12; i++){
if( < WIDTH_SIZE && i >= 0){
switch(maplil G]{
case 0:
case 3: break;
case 1: DrawGraphG* -player.x+CENTER,j* ,img.yuka, TRUE);break;
case 2: DrawGraph(G* -player.x+CENTER,j* ,img kabe, TRUE);break;
case 4: DrawGraph(* -player.x+CENTER,j* ,img.goal, TRUE);break;
default:DrawGraphG* -player.x+CENTER,j* ,img.null, TRUE);break;

h
else if( == 14){




DrawGraph(G* -player.x+CENTER,j* ,img.yuka,TRUE);
b
}

for(int i = (player.x / BLOCK) -9 ; i < (player.x / BLOCK) + 12; i++)
(player.x / BLOCK) 9 12

player.x+CENTER X

if(player.dire == 0){

DrawGraph( ,player.y,img.migi, TRUE);
}
else{

DrawGraph( ,player.y,img.hidari, TRUE);
}

player.attack
E
B



else if(keyState[KEY_INPUT_RIGHT{
if(player.attack == 0){
if(player.kabejr == 0 && player.x <= WINDOW_WIDTH-HERO_SIZE ){
player.x += 4;
}
player.dire = 0;

playerx ~ WINDOW_WIDTH-HERO_SIZE
BLOCK * WIDTH_SIZE

#define WIDTH_SIZE

define

attack.cpp
draw.cpp
Init.cpp
judge.cpp
load.cpp
main.cpp
map.cpp

move.cpp
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define.h
extern.h
function.h
global.h
struct.h
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define.h

#define WINDOW_WIDTH 640 //
#define WINDOW_HEIGHT 480 //

#define GRA 1 1

#define MAXSPEEDY 20 1

#define BLOCK 32 1! [px]
#define CENTER 288 1

#define HERO_SIZE 32 1

#define ATTACK_SIZE 32 1

#define WIDTH_SIZE 50 1

#define HEIGHT_SIZE 15 1

extern.h

#include"struct.h"

extern SImg img;

extern SPlayer player;

extern Enemy enemy;

extern int map[WIDTH_SIZE][HEIGHT_SIZE];
extern char keyState[256];

function.h
void Map(void); //map.cpp
void image(void); /Noad.cpp
void init(void); //init.cpp

void title(void); //draw.cpp
void gameover(void);

void clear(void);




void draw(void);

void judgel(int blx,int bly); /ljudge.cpp
void judge2(int blx,int bly);

void attack(void); /lattack.cpp

void move(void); //move.cpp

void enemymove(void);

global.h

#include"struct.h"

SImg img;

SPlayer player;

Enemy enemy;

int map(WIDTH_SIZE|[HEIGHT_SIZE[;
char keyState[256];

struct.h

#include"define.h"

struct SImgt [ ¥ ¥
struct SPlayer{ [x ¥ ¥
struct Enemy! * */ }

attack.cpp

B

#include"DxLib.h"
#include"extern.h"

#include"function.h"

void attack(void){ I* */ }

draw.cpp
&

5

#include"DxLib.h"
#include"extern.h"

#include"function.h"




void title(void){ /%
void gameover(void){ *
void clear(void){ *

void draw(void){ [*

init.cpp

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

void init(void){ /*

*/ }

judge.cpp

#include"DxLib.h"
#include"extern.h"

#include"function.h"

void judgel(int blx,int bly) {
void judge2(int blx,int bly) {

* */
* */

load.cpp

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

void image(void) { /*

*/ }

map.cpp

#include"DxLib.h"
#include"extern.h"
#include"function.h"
void Map(void) { *

*/ }




move.cpp

#include"DxLib.h"
#include"extern.h"

#include"function.h"

void move(void) { /* */ }
void enemymove(void) { /* */
main.cpp

#include"function.h"

#include"global.h"
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