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#include"DxLib.h"
#include<math.h>
#define WIDTH 800
#define HEIGHT 600
#define ENEMY 50
#define ITEM 30
#define BULLET 200

struct S_player
{
intxy; //ERE
int vx,vy; /AR J5 7] 0D 3R
int hp; //hit point
int score; /15

int size_x;//x BRI D K& S




int size_yi//y #li 57 M DORKZ S
b

IFL D struct

struct S_enemy

{
int [JUED] , [7THD] 5
int [JUED] | [7THD] 5
int hp;
int t; H1Z DEBELNTHE DT L— L ERNT D A
int size_x;
int size_y;
|5

/D struct
struct S_bullet

{

double x,y;

double vx,vy;

int [7VHLD] 5 /Mhp 780 72 S _BICIFEE LTV, 12 BFEL T
Za)

int atk;  //HOBKET)

int [7UED] ;

int [7UHED]
|5

7 AT LD struct

struct S_item

{

int [7OED], [7UED]

int [7OED], [7UHED]

int [/UD] ; IThp 73 0 72 S _EICFEEL TRV, 1 2RLIFEL T
5




int [7UED]
int [/CH®D]

/75 2D struct

struct S_background

{
int [7XED] , [7HD]
int vy;
int size_x;
int size_y;
5

/E{E D struct

struct S_image

{
int img_player; 118 B DB - KA
int img_enemys; Vi DIETRE
int img_bullet; 1B D Ej {5
int img_item; Hr A
int img_gameover; /|7 — LA — 3 —H[H]
int img_title; 2 A NIVIE
int img_background; /75 &
13

enum e_flag

{3 enum = 2 CIE
title, /title=0
gameplay, //gameplay=1

gameover, //gameover=2

| HDEBEER L TNDHEEZD
[/XHiD]  players IIBBED struct A1 > A X > 24k
[/XHD]  enemy[ENEMY]; LD struct %
[/ 8] playerbullet[BULLETI; 115D struct % H O A IZ




[/ ] enemybullet[ENEMYI[BULLETI; /3@ struct Z @O A IC

[/u#sD]  item[ITEMI; T AT 5D struct &

[7#D]  background; 115 5D struct %

[/ ] imglist; /BB D struct &

[R#H D] flag lle_flag B o> 28 F (f & 3
title,gameplay,gameover ® 3 D2 L7172 & 720 A0
char key[256]; % —AR—RDOANTRIE RN DT DDA
%

int black = GetColor(1,0,0);

void load O /{5 5t A 7

imglist.img_player = LoadGraph("img/player.png"); ASE::
imglist.img_enemy = LoadGraph("img/enemy.png"); /i

imglist.img bullet = LoadGraph("img/bullet.png"); 1178
imglist.img_item = LoadGraph("img/item.png"); Ve A
imglist.img_gameover = LoadGraph("img/gameover.png"); I =bt=n" =B i
imglist.img_title = LoadGraph("img/title.png"); 1134 MViE] i

imglist.img _background = LoadGraph("img/background.png"); /i 5t

int initialize(){

IIplayer O fJHAAL.

player.hp=200;

player.score=0;

player.nokori=200;

player.size_x=50;

player.size_y=50;

player.x=(WIDTH - player.size_x) / 2;
player.y=HEIGHT - player.size_y;
player.vx=17;

player.vy=17;




/Iplayerbullet D #JHi{l,
for(int i=0;i<BULLET;i++){
playerbullet[i].hp=0;
playerbullet[i].vx=0;
playerbullet[i].vy=-10;
playerbullet[i].atk=10;
playerbullet[i].size_x=10;
[i]

playerbulletlil.size_y=10;

/lenemy & enemybullet D #JHi{L

for(int i=0si< [/CHED] i+
enemy/[i].hp=0;
enemyli].size_x=50;

enemylil.size_y=50;

for(int j=0j< [/ D] 5j+01
enemybullet[il[j]l.hp=0;

enemybullet[il[j].atk=5;
enemybullet[i][j].size_x=10;
enemybullet[il[j].size_y=10;
}
}
Ilitem DOYIHL

for(int i=0;i< [/NHD] i+
item[i].hp=0;
item/[i].size_x=40;
item[i].size_y=40;

H

Ilbackground O#IHL

background.x= [7UHD] ;

background.y= [7UH®D] ;

background.size_x=800;

background.size_y=600;




background.vy=10;

return 1;

void move_player()

HF—R—RNEDATNT I BHEO RS % B3
if(key[KEY_INPUT_ [7U#$] 1) player.x += player.vx; //45
if(key[KEY_INPUT_ [/ 8] ]) player.x -= player.vx; ///£
if(key[KEY_INPUT_ [/ 8] ]) player.y += player.vy; /' F
if(key[KEY_INPUT_ [/ 8] ]) player.y -= player.vy;  // E

1B BEDSEIE 2 & 720y 9 IR
if(player.x<15) player.x=15;
if(player.x + player.size.x> WIDTH-15) playerx = WIDTH

player.size_x-15;

if(player.y<15) player.y=15;
if(player.y + player.size_y> HEIGHT-15) playery = HEIGHT

player.size_y-15;

}

12 B3 BE R

void move_enemy()

{

113X T Dit(enemy[0] ~enemy[ENEMY-1(=49)])
for(int i=0i< [/CHID] sit++)
{

/HP 723 0 TiX72W, DEDFELTVNDHTE




iflenemylil. [7CH®] 1=0)

{
1%,y 7510 DR FE Z BUREAFIZ AN 2. %
enemylil.x += enemylil.vx;
enemylil.y += enemylil.vy;
Iy FECTHEENSWRLS RoT-b, 17
iflenemylil.y> [/ ] )
{
enemyli]. [7CHD] =0;
}
§
H
§
118 ¥ D % B 5>~ B %L
/*void move_playerbullet()
{

1173 ~_T DO (playerbullet[0] ~playerbullet[BULLET-1(=199)])
for(int i=05i< [/CHLD] 5it+)
{
Ihp!=0. F72bbEE L TOIUE
if(playerbullet[i].hp==1)
{
11%,y 7710 DR FE % BUEAEIZ N 2.5
playerbullet[i]l. [7¢#®] +=playerbulletli]. [/ D] ;
playerbullet[i]l. [7¢#®] += playerbulletli]. [/ D] ;

Ny JFIECREE B WRL ot b, WY
if(playerbulletlil.y < -playerbulletlil.size_y)

{
playerbullet[i]. [7¢#D] =0;




if(playerbullet[i]l.y < -playerbullet[i].size_y)

{
playerbullet[i]. [/UES] =0;
}
if(playerbullet[i].x < -playerbullet[i].size_x)
{
playerbullet[i]. [/CE®] =0;
H
§
¥/
IR D % B >3 BE %K
/*void move_enemybullet()
{
13T DORLD
for(int i=0si< [/XHE®D] 5i+4)
{
I T D
for(int j=0;j< [/XHE®D] 5j++)
{
IFAE L TR
if(enemybulletlil[jl.hp)
{
I1x,y J3 16 DL 2 BRI N 2 %
enemybullet[il[jl. [/X#®] += enemybullet[il[j].
[7ED]
enemybullet[il[jl. [/X#®] += enemybullet[il[j].
[7ED]

MBS W< IpoTe b, HT
if( enemybullet[i][j].x > WIDTH &&
enemybulletli][j].x <
-enemybullet[i][j].size_x&&
enemybullet[i][jl.y > HEIGHT &&




enemybullet[il[jl.y
-enemybulletli][j].size_y )

{
enemybullet[i][j]. [7CH®H] =0;
H
H
H
H
§*/
7 A7 XZ&EhH3 B
void move_item()
{
T _XTOT AT A
for(int i=0;i< [/NHD] i++)
{
IHEAE LTV
ifGtem[i].hp)
{

I,y 75 18] DR FE % BERI N A %
item[i].x += item[i].vx;
iteml[il.y += item[il.vy;
Iy & 1 H8° L T
item[il.vy++;
INy D35 LD REL B2V E DI
ifGteml[i]l.vy>5)
{
item[i].vy=5;
H
Iy 5 CHmE»N B W el hole b, {HT
ifitem[il.y > [7UED] )
{
item[i].hp=0;




1175 5 2 BT BAS
void move_background()

{
1,y FFT DML 2 BB 2 B RORKREITL—T D
background.y = (background.y + background.vy) % background.size_y;

void create_enemy /il & /£ 2 BE%L

{
110~30 DEILTOIZ-72 5
if(GetRand(30)==0)
{
T TO S
for(int i=1;i< [/XHED] 5i++)
{
IHP 73 0EAFEL TV RV EZRE L, Bix{ESHP 25
2 %)
if(enemyl[i].hp==0)
{
enemylil.hp=3;
enemy[i].t=0; //EUDME DLW & t=0 & 3%
enemylil.x = WIDTH/4+GetRand(WIDTH/2); //fik
D BN E Z2 S TRD 5

enemylil.y = -enemylil.size_y;
if(enemylil.x < WIDTH/2)
{
BB L REEEZ D
enemylil.vx = GetRand(5);

10




else

enemyli].vx = -GetRand(5);
}
enemylil.vy=5+GetRand(5);

I 7L —ALT 1RLIMED 2L 20T, 1 IKE-7256

break T\T %
break;
}
§
H

§
1B D% E 2 B
/*void create_playerbullet()
{

static int t=0; //X 23EHE TASIEN T2 7 L — L5 & K, static 722025 #]

E7Z b s T, T b T o LEIFRFF SN D

X BATEN TN S
if(key[KEY_INPUT_X])
{
IFEFE AT 7 L— 2R 1 H#EN
t++;
371 —hZ ki
if(t%3==1)
{

T _RTOEDF D

for(int i=0si< [/CHE®D] i++)

{
IMFELTWRNWEDEZ SN L, #ElED
if(playerbullet[i].hp==0)

{
M e % 52 %
playerbullet[i].hp=1;

11




NBBEDIEHIZHEZ DL 5
playerbullet[i].x = player.x +
(player.size_x - playerbullet[i].size_x)/2;

playerbulletl[il.y player.y
playerbulletl[i].size_y;
7L —AT1IREFELIOT,1%#ES

7= 5 break THkiT 5

break;
§
H
H
b
§*/
IR 5 %A % PR
/Ivoid create_enemybullet()
I
I double ang; //E & & LD A E A AT 5 288K
I T TOHCT
" for(int i=0si< [/CHD] 5i++)
" {
I IFAEL TV AHRD
I if(enemyl[il.hp!=0)
" {
Il 1172 DEBMES VTN A7 L— AN EFGH L T D 2%
1HMEE2
I enemy[i].t++;
1/ 2 DEHBELN TG 16 7 L— AR T LI
1 if(enemylil.t%15==0)
I {
1/ 1% DELDFHT
1 for(int j=0;j< [/ ] 5j++)
I {
" IMFAEL TV Wb D AR L A S< D

12




/] if(enemybullet[il[jl.hp==0)

" {

i/ M E% 5.2, (hp!=0 123 %)

I enemybullet[il[jl.hp=1;

1 D IEHEIZ iz AED

1 enemybullet[il[jl.x = enemyli].x
+ enemylil].size_x / 2;

1 enemybullet[i][jl.y = enemyli].y
+ enemyli].size_y;

1

1 ITE BN L THT2

1 llang \Z A &R E DA E A
nb

1 /lang=atan2( (double) ( (player.y

+ player.size_y/2) -(enemylil.y + enemylil.size_y) ) , (double)( (playerx +

player.size_x/2) - (enemylil.x + enemylil.size_x/ 2) ) );

1 /lenemybullet[i] [j1.vx

cos(ang)*8;

1 /lenemybullet[i][j].vy
sin(ang)*8;

I

" N 71L—A57T1H8LIMED =<
2NDT, 1H#E-7- 6 break THiT %

1 break;

" }

" }

" }

" }

" H

11}

Hr A7 LzaVE5EE
void create_item(int x,int y,int size_x,int size_y)

{
I _COTAF KT

13




for(int i=0i< [7VHLD] si++)
{
IFAEL TV b Dp==0)& L. 74 7 L%&1ES(hp!=0 (27 %)
ifGtem[i].hp==0)
{
item[i]l.hp=1;
item[i]l.x = x + (size_x - iteml[il.size_x); //ff| STLTZ LD E A
& I & L CRGE
iteml[il.y = y + (size_y - itemlil.size_y);
item[i].vx=0;

item[il.vy = -10;

M EIX SN0 T ULMEY 72K 20T, LfEfE-> 7=
5 break THIT 5
break;

void update( //EAE ) 7 551 & 3 % BI%K
{
1126 — 7R — N AT PRI 2 HUAS:
GetHitKeyStateAll(key);

Iflag OHFIA 3 & D TR EZZE 2 5

switch(flag)
{
case title: //title D &
[[Enter 25 AJ] S V72 5
if(key[KEY_INPUT_RETURN])
{

flag=gameplay; //flag ®H & % gameplay (25
initialize(; /LRI S A FEOVH 9

14




break;
case gameplay: //gameplay @ & X
118 D BIEK
move_player();
[SUED]
I 7] 5
//move_enemybullet();
move_item();
move_background();
INNBND EAED BIEL
(7]
/lcreate_playerbullet();
/lcreate_enemybullet();
IHEFED hp 28 01272 o725
if( [/XHED] ==0)

{
flag=gameover; //flag ®H & % gameover (T4 X
%a)
H
break;
case gameover: //gameover O & X
X BT Snl-b
if(key[KEY_INPUT_ [/3#3] 1)
{
flag=title; //flag DH & % title IZZE 2 5
h
break;
b
b

void draw()

{
BTN STV D b D Z2HT

ClearDrawScreen();

15




Iflag DHNAR D & 5 I TR EZ R 5
switch(flag)
{
case title: //title ® & =
DrawGraph(0,0,imglist.img_title, FALSE); //title Hj{% D%

break;

case gameplay: //gameplay D & &
1175 S DR, — 2 BL72 D T — & AN T

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

11 8% 0D

DrawGraph(player.x,player.y,imglist.img_player, TRUE);

DrawFormatString(0,580,black,"HP:%d",player.hp);

DrawFormatString(650,50,black," A |
7 %d",player.score);

I1E VB 0D B D H H]

[for(inti=0si< [/THD] sit+)

{
IHFAE L T % b D (hp!=0) 12D\ T
if(playerbullet[i]l.hp)
{

IS %
DrawGraph( (int)playerbullet[i] x, (int)playerbullet[il.y, imglist.img_bullet , TRUE);

b

y*/

IR & T oD T D ]

for(int i=0i< [7CHEWD] 5it+)

{

16




IFAEL TS HDIZHONT
if(enemyl[il.hp!=0)
{

BT %

DrawGraph(enemylil x,(int)enemylil.y,imglist.img_enemy, TRUE);
H
/*for(int j=05;j<BULLET;j++)
{
IHFEL TV HDIZDONT
if(enemybullet[il[j].hp)
{
VG TEThe s

DrawGraph((int)enemybullet[il[j].x,(int)enemybullet[il jl.y,imglist.img_bull
et, FALSE);

1%/

7 A7 L OHEHE
for(int i=0;i<ITEM;i++)
{
HFAEL TV 5 b D Mp==1IZ DO T
ifGtem[i].hp)
{
IS %

DrawGraph(item[i].x,item[i].y,imglist.img_item,FALSE);
b
b
break;

case gameover: //gameover D & X

DrawGraph(0,0,imglist.img_gameover,FALSE);

17




/lIgameover (5| f O ]
break;
H
BB TR L 72 b 0D % 2% 18 1 1 Sk
ScreenFlip();

//main BH%k
int WINAPI WinMain( HINSTANCE hlInstance, HINSTANCE hPrevInstance,
LPSTR
lpCmdLine, int nShowCmd )
&R %a T 4 RUE— RICRIE
ChangeWindowMode(TRUE);
N4> FUDRES, BT —Ey MIERE
SetGraphMode( WIDTH, HEIGHT, 32 );
IDx 7477 U O KL HHT
if(DxLib_Init()!=0) return 0;

S T A T e R
SetDrawScreen( DX_SCREEN_BACK );
BB O 7 — R
load();
flag DA Z Z TIT 9
flag=title;
TN — 2 0= BRAG TN
while(ProcessMessage()==0)1
IIEscape S AJ] S #17= & while # kT %
if(key[KEY_INPUT_ESCAPE]) break;
AR 72 LR % LT e
update();
I8 24T 9

draw();

18




T N v & S
DxLib_End();

return 0;
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