iR %
fRELIIE>TH BT ETERTA. HTEROTWZLLTHT BT T AREIE S
ATHUTES D EEA.

- NHLDARE

JHEE 1 player.vy >= 0
7 — KT, y BFASRE FRER+THHZ EICERTT. 7 ry 2l Ehbson
D7, FIBLSONDL N TUBN R Y 9.

JHE® 2 player.dire = 1
player.dire (X EAADME 2L TEY, 0 THNITAH, 1 THIUIEEZELET. Z0m
TS TENMT D2 HDIERATHLDN, BEXTHTIEIN.

JED 3
(enemyx < playerx + HERO_SIZE && player.x < enemy.x + enemy.size_x)
&&(enemy.y < player.y + HERO_SIZE && player.y < enemy.y + enemy.size_y)
FARELHWOHT-VHETT. HEVHEICOWTE Y a—TFT 4 v V7 —LTHHLEL
7.

JHEY 4 WINDOW_HEIGHT
FANAREEIMIETLE Y (FiZ%H5) &I, EARD y EENBEHEORmS (TR
+THHZLITER) LV HRERDHEFTT.

7Y 5 : enemy.life =0
MDD AELFIRDLIL enemylife THEEINTWET. 0 THIURE, TSN LAGFTT.

7L 6 : enemy.dire = 0
JCHE® 7 : enemy.dire = 1
S 8 : player.attack

TAANKER D L &, playerattack 1 112720 £3. FDO72d, EAARKENLS if
LOHRENFEITSIET.



JHD 9

player.dire == 0 && (enemy.x < player.x + HERO_SIZE + ATTACK_SIZE &&
player.x + ATTACK_SIZE < enemy.x + enemy.size_x) &&(enemy.y < player.y
+ HERO_SIZE && player.y < enemy.y + enemy.size_y)

FEARBEZERNTND E XD, EARNOKBELEOSHT- 0 HETT. EAABLEEFEL
TWBEELE DPLEIYORDLNMDETTLLI D BEXHFIEETOHT-VHELE
LoD T, MERWZT T

LD 10 : keyState[KEY_INPUT_Z]
keyState 1Z1E, —D—2DF —ZONTHINTNLNE S MPOEBA>THET.
INTWUE L, S TwRiFHiE 0 T3, KEY_INPUT ZiZDX 7477 UDHT

~7nub LTERSNTWET.

~7ubix
#define 4 A HfE

EVIOUCERSHTVET. HIXE,
#define BLOCK 32

LlgoTno e, 7r7 7505 IBLOCK) L9 & ZANRTRT 32 LEN
THHDOLFTITRY £,



