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if(A & B 8 HE72 > T D HIET 2 &k

{

(WLFET 5 NEY)

I 21X, player.hp-=bullet.atk;7g &£
}
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Ax <B.x+ B.size x &&

Ax+Asize x>Bx &&

A.y < By + B.size_y &&

A.y +Asize_y > B.y
ORISR LZAHFTEITHLHPALET N, BOTERHIZEZ THDL LS HICH
FEDRE 2 & W ET,

(A AN A (A.x +A.size_x , Ay)
(B.x, B.y) {(B.x + B.size_x , B.y)
(Ax, Ay + Asize_y) (Ax + Asize x, Ay + A.size_v)

(Bx , B.y + B.size_y) (B.x + B.size_x , B.y + B.size_y)
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void judge_player_to_enemy()

{
11T T DD
for(int i=0si< [7CHES 1] s5i+4)
{
IFFAEL TV D B DN
if(enemyl[i].hp!=0)
{
B L B> TN hH
if( enemylilx < [/ 2] &&
enemyli]l.x + enemyli].size_x > player.x &&
enemylil.y < player.y + player.size_y &&
[/csd 3] > player.y)
{
player.hp -= enemylil.hp; /B hp 7> 5D hp 5376
5LT
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if(player.hp<0) player.hp=0; //HIED hp 23~ 1 F A
BRI HIT
enemy|il.hp=0; //ift® hp % 0 12§ %
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void judge_playerbullet_to_enemy()

{
T XTOET
for(int i=0;i<ENEMY;i++)
{
ITFELTNDED L
if(enemyli].hp!=0)
{
IIBEEDT X TOHT
for(int j=0;j<BULLET;j++)
{
IFEEL TS B O
if( [/ 4] )
{
x> T2 h
if( playerbullet[jl.x < enemylil.x +
enemyli].size_x &&
[/ 5] > enemylil x &&
playerbullet[jl.y < enemylil.y +
enemylil.size_y &&
[/# 6] )
{

playerbullet[jl.hp=0; //FDIFIE % ¥
L
enemylil.hp -= playerbullet[jl.atk; //

D hp 225D atk 4396 LT
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if(enemylil.hp<0) enemylil.hp=0; //
ML hp A~ A F AR B0 K DI

if(enemyli].hp==0)
create_item( enemyli].x,enemyl[il.y,enemylil.size_x,enemyl[il.size_y ); /i Z B L7 57 A
T LD
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void judge_enemybullet_to_player()
{
I3~ T DD
for(int i=0;i<ENEMY;i++)
{
IIF_XTOHET
for(int j=0;j<BULLET;j++)
{
IFEL TS B O
if(enemybullet[il[j].hp)
{
/llenemybullet | % 2 RITESNIC 72> TWD Z LIZHERE L
TLIZENY,
B E B2 > TV b
if( [/ 7] < player.x + player.size_x &&

[/ 8] > player.x &&
[/ ©@] < playery + player.size_y &&
[/C# 10] > player.y )

enemybullet[il[j].hp=0; /DO IFAEE T L
player.hp -= enemybulletlil[j].atk; // H #»
hp 75D atk 73085 LT
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if(player.hp<0)

{
player.hp=0;//B#D hp 8~ A F A
NN S
H
H
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void judge_player_to_item()
{
T_XTDT AT LT
for(int i=0;i<ITEM;i++)
{
IFFAEL TV D B DN
ifGtem[i]l.hp!=0)
{
NV HEDRMELZHF TTNTENTHEL & 9,
B E B> TV b
if( [ 11] )
{

player.score +=100;//45 5. % I
player.hp+=3;//{K /1A
if(player.hp>200)
{

player.hp=200;
§
item[il.hp=0; //7 A T L% T
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}
[*A AT EFED 4 SDOBBINBIMEI =D T, Lonh EAEAE1T 9 X 912 update
FTFLR L TR MERH Y £,

*/

void update()

{
1% — A — N AR 2 B
GetHitKeyStateAll(key);

Iiflag DO HFINADN D 2 TR AL X D

switch(flag)
{
case title: //title ® & =
[lEnter 25 A S 72 5
if(key[KEY_INPUT_RETURN])
{

flag=gameplay; //flag O+ & % gameplay (ZZH
initializeQ; //F1BIE A FEON 5

H

break;

case gameplay: //gameplay @ & X
1178 o> BA%L
move_player();
move_enemy();
move_playerbullet();
move_enemybullet();
move_item();
move_background();
INNBNA EAED B
create_enemy();

create_playerbullet();
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create_enemybullet();
1* B 2 3 < MEFITMEAR R T/
[ 12]
[/ 13]
[ 14]
[/ 15]
HAED hp 2301272 -T2
if(player.hp==0)
{
flag=gameover; //flag D+ & % gameover |ZE 2 5
}
break;

case gameover: //gameover D & X
XA Sz b
if(key[KEY_INPUT_X])
{
flag=title; /flag D H & % title I 2 5
H
break;

——
]
| —



