T 753 —fEs 11




basic.h

//@basic. h

#define GAME_RIGHT 400 [/ TLAX—DITETEDEDRA

/x4 O— N )LEE S5/
//PAEZE, arctan(1) = n/4GDT. ThEME L THREEEZXRIR
const double PI = 4 % atan(1);

1

2

3 JJ#include “DxLib.h” //DxLibfERD =&

4 #include <stdio.h> //BK

5 #include <math. h> J/=ZABE#EEONS =&

6

7 —1#ifndef _BASIC_H_ [/A D I—FKA—FDE=HOE®HEaINAIL
8 ftdefine _BASIGC_H_

9

0 /** 4 O Fxx/

1 #tdefine WINDOW _WIDTH 640 //BIEEY A4 X

2 tdefine WINDOW_HEIGHT 480 //Em#tH 4 X

3 #tdefine FONT_SIZE 32 [/ D*+ 2 bAoA X

4 #tdefine GAME_UNDER 360 [/ TLAX—PRTETESLTDORRE
5 #tdefine GAME_LEFT 80 [/ TLAX—DPRTETELEDRRE
6

7

8

9

0
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1R
56

const - - < FFFERIWIULDIAN THEZRET S 2 N TERLI RS,
ERMESITMHS,

unsigned - - - HOEEBIIFEAIELEY, EOMULIRETER
AN

(&2 1)V]
#ifdeft M - - -« ZZUBiicMA <7 1 & LTEFRIL TOIUE,
U R EAUNNALNT D,
fifndef M - - - ZZUBilIicMEVWH 2 abEdIh TR hIE,
U REAINNLNT D,
fendif - - « &EaL A NBHOKR T EAT,



CHEQ

[£ > 7NV — KH—F]
)/ —1#t1fndef BASIC H_
8 tdefine BASIC H

TRREEMa NN T 20D,
W Uy ¥ —7 7 )V EEBNA V7)) — K LIEA,.
B CHNBEDOZTT 7S ABERERBIa N VI, 2NN o7—%EZI LT
LES, ThZEphik33720iz, tifndefZ . BEBICtIndefDSM:~ 7 0%
EETDZEIZE>TERADO—MIZFNY T =T 7L NVONEEIL L)L,
To7—%f5ik3 %, ThEA V7)) —FKHF—FKERY, AN ¥ =77 )HVIZiZ
IEIEMERIZAT TH S,

[—EIHDA > 7 )V— F]
tifndef BASIC H <X EEBINTORWVWOEAELZWIZLaL XML& Nn3
#tdefine BASIC H <4~/ uzEesk

[ZRIBEEDA > 70— F]
fifndef BASIC H <3 TIREBZEINTWVWALDOFEMZEIIT. A )N
tdefine BASIC H




basic.h@

22
23
24
25
26
21
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
L
45
46

EXE: X

const unsigned int WHITE

GetColor (255, 255, 255);

const unsigned int BLACK = GetColor (0, 0, 0);
const unsigned int LIGHT_GRAY = GetColor (195, 195, 195);
const unsigned int DARK GRAY = GetColor (128, 128, 128);

/A BT E*x/
—bool InitSet() {

}

ChangeWindowMode (true) ;
SetMainWindowText (“"Study 2018 Winter™) ;
SetWindowSizeChangeEnableFlag(false) ;
SetGraphMode (WINDOW _WIDTH, WINDOW HEIGHT, 16);
SetWindowSizeExtendRate(l);
if (DxLib_Init() == -1)
return false; //DxLib_Init()A-1Z2RLF-DT. KBMOEHZMMotE S

SetOutApplicationLogVal idFlag(false);
SetDrawScreen (DX_SCREEN_BACK) ;

ChangeFontType (DX_FONTTYPE_ANTIALIASING_4X4) ;
SetFontSize (FONT_SIZE) ;

return true; //EERTODERZHES

ftend i f /) EBETINAILDRT




* main.cpp

//@main. cpp
#tinclude “basic. h”

int WINAPI WinMain(HINSTANCE hlnstance, HINSTANCE hPrevInstance,
= LPSTR IpCmdLine, int nCmdShow) {
if (IInitSet())
return -1; [/ AR ENKBLOTIS—#T

AR E E R/
int t0;

= while (ProcessMessage() == 0 && CheckHitKey (KEY INPUT_ESCAPE) == 0) {
t0 = GetNowCount () ;
ClearDrawScreen() ;

while ((GetNowCount() - t0) <= (1000 / 60)) ;
ScreenFlip();

PO — — — 1 i
SOOI WN OO~ OTEWMh —

}
DxLib_End() ;

PN NN
oo —

return 0,

e
ol
!




77 B

(DT —% DY HF)

Fl(7 LA ¥ —IiZ 1\57’;7‘—5’)

« BEER(x,y) int point_X,point_Y;

« HEL(x,y) — int vellocity_X,vellocity_Y;
« BRI (xy) — int length_X,length_Y;

- AL — double angle;

« 747 — int life;

Etc...

HEOEBIZIZT—DODE ULIMEETZIR WD, B8 %
&ﬁ “..nﬁ‘éﬁ\gi)‘fb’)ﬁ.o

I

INIGNNFGTHOHNY T H,




77 h2

[ G A ]

BEARDOELE T, —DOOBRIZHEBOEZRFTZS X
OVED MWBERTF—F e —DPHICE OB LEHNTX
Bizeh, 370 7SALRT Ko7,

struct PLAYER({
int point_X;
int point_Y;
int length_X;

'

PLAYER player;
player.point_X += player.vellocity_X;



e F 7V 7 B

(7T M

1;%5\;:_"?47]3%3 HIZHRIEIH, AN EMZ S Z & THZ R
1} T

%< st R K TE S KO TR > e BE(A TN D),

[T X B DO LREF)
* BEER(xy)

- HE(xy)

* K3 (xy)

- FRE

7 4

(BRI & A EHRALE]
72 U HI%E (new)

« BE)(new)

o ffidij(new)
REWBTED KHITKHoT,



e F 7V 7 B

HELWE LTSk E, REHEIZES> &, &
IFREERITBEBA D > T2 < H U,

KARA—Y

struct PLAYER{
int point_X;
int point_Y;
int vellocity_X;

void Move(){
point.X += vellocity.X

}
v




« 79 A

DIR e ATV NOERET IR ATV 22 MATHE
AEPPBBEES Lz EHT 5,

AVUNRER - - A7z FTHYER., 74— FE339,
AVUNBER . - 707 MNTHSEE, AV Y REBIRETNS,

[V AT VT V]
class 7 7 A 44

};
XTI ABDN—)IVIIEB LB EF T
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« 753 ZAMDET
vz b > FHLWHHEHDEM
!

N =77 )R L. [class def.hl & 4HijZz4t
T TEMERY

//@class_def. h

#include “basic. h”

I

2

3

4

5 —1#ifndef GLASS DEF H [/A O )L—KH—F
6 fidefine _CLASS DEF _H_

-

8 —iclass PLAYER { //PLAYERD S A DEE
9
10 } i
11
12 fendif




« RN BDE LN

suvzZ b > BFOIHHOEMN

gﬂiﬁ L7z [SecondVector.hl %R L TEMES >
blasic.thfZ@J

#linclude “SecondVector.h” 7%tk

|
SecondVectorhZz7uay 7 bOF 4 L7 NVIZAND

!
SDVEIQIRITENR Y MINVEDBROIMZ D K HITH D,




» SDVA!

SDVEY . . . ommeRZ MVEL, XEESr LY R O E KT
%o

[TXBZ 2]

SDV A,B;

[[—F A
A.Set(3,5);
B.Set(-8,2);

/R LRERZH
A+B=(-57)
A-B=(11,3)

/e LREARABI ZHARA
A+=B— A=(-57);
A—=B— A=(11,3);

H LT THE, /THEEPHPHDLAKST



« 75 ZDIER

M) — — b ik i —d —d —d —
OO O WMN— 0O OOl &P —

Mo o O
o P —

//@class_def. h
#include “basic. h”

S#ifndef _CLASS_DEF_H_ /)L o L— KH— K
#define _CLASS_DEF_H_

—-lclass PLAYER {
private:
[/ A INTEE
SDV point; [/ EEFE
SDV vellocity; //3&EE (2 L—LA&EIZpointiZiZ TLVL {E)
SDV length; [/ BRETS 749 0DKESDES)
double angle; //AE

public:
/AR T2 (B TiREA)
= PLAYER() {
point. Set (100, GAME UNDER / 2);
vellocity. Set (0, 0):
length. Set (20, 48) ;
angle = 0;




« 75 ZDIER

25
26
21
28
29
30
31
32
33
34
39
36
37
38
39
40
41
42
43
44
45
46

void Move ) |

i f (CheckHitKey (KEY_INPUT_LEFT))
vellocity. X = -6;
[/ —F—hEHEIN-OTEEDXKTZ-6ICLTEICEINT
else if (CheckHitKey (KEY_INPUT_RIGHT))
vellocity. X = 6;
[/=F—DHENT-ODTEEDXKSZ6ICL THIZEMNT
else
vellocity. X = 0,
[/EBLEREINTWELD TEEDXRSZF0ZL TXARIZITE A, 4L

i f (CheckHitKey (KEY_INPUT_UP))
vellocity.Y = -6,
[/ T F—DBEN-OTEEDYRASZ-6ICLTLEIZEINT

else if (CheckHitKey (KEY_INPUT_DOWN))
vellocity.Y = 6;

I [/ F—DBEN-OTEEDYRS Z6IZL TTFIZEINT

else
vellocity.Y = 0,
[/EBEBLEBEINTWWELNDTEEDYRSZ0IZL TYARIZIEE A S ALY

point += vellocity; [/ BREFEEIZIMAZ TEMNT




« 75 ZDIER

48 /I ENEEHIZIT o> T LE - -EOLIE*x/
49 If (point.Y - length.Y < 0)

o0 point.Y = length. Y,

51 If (point.Y + length.Y > GAME_UNDER)
52 point.Y = GAME_UNDER - length.Y;
53 IT (point. X < GAME_LEFT)

54 point. X = GAME_LEFT;

55 1T (point. X > GAME_RIGHT)

56 point. X = GAME_RIGHT;

57 }

58 };

59

60 fendif




c ALANTIIH

| Zh
PLAYER() {
point. Set (100, GAME_UNDER / 2); [/ R TE
vellocity. Set (0, 0); [/ R ERTE
length. Set (20, 48) [/ BEDETE
angle = 0; // AR EDETE
}

AVARNGZH o o e FTVH  EESULERT S L XIZ,
BN SN B LB, B2 A L AEBROMEIEONEETT S,
75 A% LE CT BUIFZ 700,



A7 7 bOER

i //@main. cpp

2

3 —#include “basic.h”

4 ftinclude “class_def. h” [/ S ADERDEH

5

6 int WINAPI WinMain(HINSTANCE hlinstance, HINSTANCE hPrevInstance,
1 = LPSTR IpCmdLine, int nCmdShow) {

8 if (1InitSet())

9 return -1; /PR ENKBMLI-OTIS—KT

10

11 /*¥*ZE T T *x/

12 int t0;

13 |

14 [/A Tz k

15 PLAYER =player = new PLAYER() ; //playerZA T x4 FDER
16

(A7 VERT V7 L]
FTV 7 ML ATV 27 MBS =new AL A NS T H;




s new L

new ¢ ¢+ AEYD EMSIEEINTF TV MDD
PR A B ., CHIZLHER LIZEEo 7T FL A%
37, BT A3EBIIRA RNz LI HUER S0,

—newZ b lavaltE ZTo5bh b,

C+HTlE newZR LRI TEF 7TV bD
I TX A, SRR IZTnewZ > T
MR L, 727 VR T A EITT S

~.
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A
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o $fimh X 2 NBIBD

[DrawRectRotaGraph]

757 490 7 %IBE LIS TIZFE 0 #00 T, [eliiz R i)
TZX5, "YU 77 L ARIZ#EH S THWRWEE LD —D,

DrawRectRotaGraph(XPEES, YRERS, YTk DA L XEE

B U)o/ EYPERR, B, #es, PERR, AR, 75

TZAINY N, ERT T, RVET Z 7)),
[GIZENNT S & X [ZEIZENNT S & X [IEE > T3 & X]




o ffimH X L NBIE2

24 ®  void MoveO[ [ . T]

57

58 [/T5 7491\ FILIZSIETERYAD

59 - void Draw(int graph) |

60 int sizeX, sizeY; //EBOY A XEHRETS

61 const int line = 64; [/TS5 740 0DOEREGRDER
62

63 GetGraphSize (graph, &sizeX, &sizeY); // BB 4 XDEE
64

65 If (vellocity.X > 0)

66 DrawRectRotaGraphF (point. X, point.Y, 0, 0, line, sizeY,
67 1.0, angle, graph, TRUE, FALSE) ;

68 [/BIZHWNT WSO TEERDER =HEE

69 else if (vellocity. X < 0)

10 DrawRectRotaGraphF (point. X, point.Y, 0, 0, line, sizeY,
11 1.0, angle, graph, TRUE, TRUE) ;

12 [/EIZCHNWTWADTEEREOER Zi=E L. K&

13 else

14 DrawRectRotaGraphF (point. X, point.Y, line, 0, sizeX - line, sizeY,
15 1.0, angle, graph, TRUE, FALSE);

76 ! //IEE>TWVADTEBOAAZHEE

11

78 };

19

80 #endif



* A NN

14 /AT H k

15 PLAYER *player = new PLAYER() ; //playerxA T x4 FDER

16

17 //TS5 49912

18 int player_graph = LoadGraph ("DATA/graph/player.png”) .

19

20 = while (ProcessMessage() == 0 && CheckHitKey (KEY_INPUT_ESCAPE) == 0) {
21 t0 = GetNowCount () ;

22 ClearDrawScreen() ;

23

24 [*EERTAVNERHZTFUOHT & L& BEKE/

25 player->Move () ; //Move ) ZFEUHE L T. BMEDME
26 player->Draw (player_graph) ; //Draw(int graph) ZFEUH LT, HEEONIE
27 /¥ T IRA U RBLGOTT7O—EBEF+/

28

29 while ((GetNowCount() - t0) <= (1000 / 60)) ;

30 ScreenFlip();

31 }

32

33 DxLib_End() ;

34

35 return 0,

36 }

REEIRTA UNEREESEZ ERERIC. A oA T .
F 7Y 7 FEBBPERA L YRIORIT v —wE T [>]
Zffi > TS,



» private & public

class PLAYER({

private:

¢ o o 8(private X > NEERorBA%E)
public:

I §(public X > 7322 BorPA%L)

¥

public+ « « A7V MEEMPHNELEZTHLPOHEZEH S L IR
private « « « 7S ZANTLRAROHEROERD L IIBIE
Bl

class PLAYER{ @mainBI%X

private: m) PLAYER p; )

int X; p-X;




* NPCOH Rk

—)JaRPGEDTNPCOT=3bD 7 5 A %21EY .,

~J
OO~ M —

80
81
82
83
84
85
86
87
88
89
90
91

93
94
95

PLAYER & FBRICEEZX B 5,

//@class_def. h

#include “basic.h”

=4 fndef _CLASS_DEF_H_ //4 25— KH— K
#define _CLASS_DEF_H_

#class PLAYER [ . J. ]

—-lclass NPC {
private:
[/ A IINER
SDV point; //PEFE
SDV vellocity: //iEfE
SDV length; //B&
double angle; //AE

public:
[/ AVAETIA
= NPC() |
point. Set (100, GAME_UNDER / 4);
vellocity. Set (0, 0);
length. Set (20, 48) ;
angle = 0;

5 BBPLAYERERI LU A



o 75 ZDHEIK

PLAYER &NPC T 5 28 & BB U DB Z U,
FNo o —2EBENTOTIIIEFHIRLD T,
> TWABEBCRHEBEE S I-DIZHRETT9 .

HEK o o« BHZEBEZBINTOVAB 7 S5 2O BB %
BAHL, 7ulS53I 0 708E2EmDDL L,

[RERT > 7 V]
class 77 A4 : public #k1&IL 7 5 A 44 {

};




* NPC7 2 A

1 //@cTass_def. h

2

3 #include “basic. h”

4

5 —1#ifndef _CLASS DEF H_ [/A D )—KHAH—F
6 #define _CLASS_DEF _H_

;

8 +class PLAYER| { ... };
79
80 —lclass NPC : public PLAYER {
81 private:
82 int number; //NPCDE=
83 bool move; [/BIWNT HAhE M
84
85 public:
86 [/AVA NSO E
87 = NPC() |

88 point. Set (100, GAME_UNDER / 2) .
89 vellocity. Set (0, 0):

90 length. Set (20, 48) .

91 angle = 0;

92 move = false;

93 ]




« NPCZ7 5 A2

95 [/AVART TR

06 = NPC(int n) {

o @ﬂﬁ?%#ﬁ&ﬁﬁ?t&vf@%ﬁﬁ%?ié
| ﬂ _-=

99 point. Set (80, GAME_UNDER / 4)

100 else if (n==2)

101 point. Set (80, 3 * GAME_UNDER / 4);

102

103 // BT DEF

104 number = n;

105 vellocity. Set(0, 0);

106 L@qu) Set (20, 48);

107 Qn,g,vg =0;

108 move = false;

1




c ALABNI I _DHIHD

FIBOBPRBERLENE, AP A T 77 I DOTIERTDHILHTES

NPC() { NPC(int n) {
point. Set (100, GAME_UNDER / 2) //BIETRYAAEZEFICE >THHEBEEEZZEZX S
vellocity. Set (0, 0); if (n==1)
Jength. Set (20, 48) ; point. Set (80, GAME_UNDER / 4):
angle = 0 else if (n==2)
} move = false; point. Set (80, 3 * GAME UNDER / 4);
/| &S DE
number = n;
vellocity. Set (0, 0):
length. Set (20, 48) ;
angle = 0.
| move = false;

Ll ALA M7 ZITRSTEAR S R, GIBORPEEPRIL 1D
BB DOBRIB R NIX, [ CAROBERZNWSDOTHLEERTEZ S,
COXSIZH CAHOBEBZEBERT DI L2FHEEPT —/"\—0—F
LIS,



* NPCOENETH

- AP L

@ @

@

Playerﬁ§4ﬁ®ﬂﬁﬁﬁ%ﬁﬂ % (4Bl 160pix)

@ PlayerziBW\\2» 5B T PlaverZ3 ikF > TWAIREET
yer D
NPCHE)H 9 ﬁ NPCAS—5E D Bl (60pix)

@ & EOVEBNPCHILDS.
Ij “J

fa
-




* NPCOENETF 2

- AP L o
e

o %

l ——)

Playerﬁ§4ﬁ®ﬂﬁﬁﬁ%ﬁﬂ % (4Bl 120pix)

® PlayerZiB» ) 5T PlayerdS 1 E - TV BIREET
NPCH B9 h NPCh3player®D % A (60pix)iZ
®

_ ow_eNPcesjhabz,o

ﬁ |




« NPCZ7 5 ZA(B)

- void Move (SDV player_point) {

// 7T LA X—hNPCk Y 160541 7= 5NPCH Bf <

if (player point.X > point. X + 160)
vellocity. X = 6.

/INPCAAT LA ¥ —IZ60L YiadLf=n1kéh b

if (vellocity. X > 0 && point. X > player_point. X - 60)
vellogity. X = 0:

// 38 0 3% b

if (player point. X < point. X - 120)
vellocity. X = -6

i f (vellogcity. X < 0 && point. X < player point.X - 60)
vellocity. X = 0

[/BINTWEHhDITZTET

if (vellocity.X > 0 || (player point.X >= GAME_RIGHT
&& CheckHitKey (KEY _INPUT_RIGHT) == 1))
move = true;

else
move = false;

point += yellogity:

— ek ek ek ok ek ek ek ek ek ek ek el ek ek el ek ek sk sk s—)

COCOAMPIMNMN MMM MMM A — — 0 0 1l =
— O OO0 O CWUMRN —= O OO JC O Q)M —




« NPCZ 5 ZA@

132 /*F% BN ER B 4 D AL EE*x/

133 if (point.Y - length.Y < 0)

134 point.Y = length. Y;

135 if (point.Y + length.Y > GAME_UNDER)
136 point. Y = GAME_UNDER - Jength.Y:
137 if (point.X - length. X < 0)

138 point. X = length. X;

139 if (point. X + length. X > GAME_RIGHT)
140 point. X = GAME_RIGHT - J|ength. X:
|




« NPCZ7 5 A5

149
150
151
152
153
154
155
156
157
158
159
160
161
162
163
164
165
166
167
168
169
170
171

void Draw(int graph) {

};
#endif

int sizeX, sizeY; //BHBDY A XEFET S
const int line = 64; [/ TS5 749 DEREFRDER

GetGraphSize (graph, &sizeX, &sizeY): //E{EY 14 XDEE

If (vellocity.X < 0)
DrawRectRotaGraphF (point. X, point. Y, 0, 0, line, sizeY, 1.0,
angle, graph, TRUE, TRUE);
[/ EICBEHT 5D TERAZURWNTRETEE
else if (move)
DrawRectRotaGraphF (point. X, point.Y, 0, 0, line, sizeY, 1.0,
angle, graph, TRUE, FALSE);
q%@757ﬁE?TU5®TEM§WﬁUTEE
else
DrawRectRotaGraphF (point. X, point.Y, 64, 0, sizeX - line, sizeY,
angle, graph, TRUE, FALSE);
//IEE>TWADTHAIZURWTlaE

1.0,




* protected

PLAYERY T 2 Z iR LIl 37201, BRI 7 —HH 5
NI e

privateD 2%, BABUIHER TZ W,
LESTSH?

PLAYER” 5 A DprivateZ protectediZZEH T 5,

protected « « « #RIND K S5ITA8 > FeprivateZBR BI

8 —class PLAYER { 8 —lclass PLAYER |{

9 private: 9 protected:

10 [/ A INEE }(IJ g;D”{;i :_z,_f{%‘“-i&

11 SDV point; point;

12 SDV vellocity; - 12 SDV vellocity:
13 SDV length; 13 SDV length;
14 double angle: 14 double angle;




7L A ¥ —0DPEEEER A

NPCOMoveBIB DB player_point(7 L A ¥ —DHEED) D3 D 5 B3,
ProtectediZEMPN TS 2. BTN,

l

JiE 1@1@0)1 72R 3 A BB ZPLAYER Y 5 AT %

—lclass PLAYER {
9 protected:
10 [/ A INEEE
11 SDV point; [/ EEAE
12 SDV vellocity: //3EE(ZL—LEIZpointiZinz TL L {B)
13 SDV length; [/ BETST7499DKEZDES)
14 double angle; //AE
15
16 public:
17 lm  PLAYERO[T 1]
23
24 //EEFEEF
25 - SDV getPoint () |
26 return point;
27 }
28
29 + void Move Q)| [ ... | |
62
63 [/ T4 v\ FILIZSI#TERYAD
64 +} void Draw(int graph)[ [ .. ]
83 ;

CNT, FEEEOHSH Al e
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. NPCO)%ME(&H L)

AY 73
A RINPCOEII2 N THE
| //@basic. h
2
3 #tinclude ... |
:
8 -1#i1fndef BASIC H [/A T IL—FH—FDEOOEHEa N1 L
9 #define BASIG H_
10
E 3k 5 O Bvk/
12 #tdefine WINDOW WIDTH 640 //EEEY A X
13 #define WINDOW HEIGHT 480 //EEHtT A4 X
14 #define FONT _SIZE 32 //7_71':/ 2 4
15 #define GAME_UNDER 360 //7['114’ Y—HAITEHTETATORR
16 #define GAME_LEFT 80 //7'_'1/4' NY—DITETEAEDER
17 #define GAME_RIGHT 400 [/ TAX—DNITENTEL558DER
18
19 #tdefine NPC_NUM 2 //NPCD A%




e NPCOH k3

PLAYER *player = new PLAYER() ;
NPC sknpc = new NPCx[NPC_NUM];

RN S NS W W W G —

npcl[i] = new NPC(i + 1);

for (int i = 0; i < NPC_NUM; i++)

//playerx 749 FOER
//npcA T xH FDEFHES

//npcA T FPDERL

1 //@main. cpp

2

3 H#include . .. [/ ADERD=&

5

6 int WINAPI WinMain(HINSTANCE hlnstance, HINSTANCE hPrevInstance,
] = LPSTR IpCmdLine, int nCmdShow) {

8 If (IInitSet())

9 return -1; [/ MBARENRBLI-OTIS—¥T
0

1 /**EBE S Hx/

2 int t0;

3 n

4 /AT k

5

6

)

8

s newZ oA 7T 7 M

i

—

I=
=

4 *EeH 44 = new BUA[HEFERL;
THRAVAROBHBPR LD TR LV YDERA L AEY




« NPCOH I3

19
20
21
22
23
24
25
26
217
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43

//@main. cpp ‘
/17349712l

int player_graph = LoadGraph ("DATA/graph/player. png”) ;
int npc_graph = LoadGraph ("DATA/graph/npc. png”) ;

while (ProcessMessage() == 0 && CheckHitKey (KEY INPUT_ESCAPE) == 0) {

t0 = GetNowCount () ;
ClearDrawScreen () ;

player-—>Move () ;
for (int i =0; i < NPC_NUM;

npcli]l->Move (player->getPoint());

player->Draw (player_graph) ;
for (int i =0; i < NPC_NUM;
npc[i]->Draw (npc_graph) ;

| ++)

|++)

//Move () ZFEUMHE L T, BI{EDONE
//Move (SDV) ZFE UM L T, EEDNIE
//Draw(int) ZFFUHH L T, #

HIE DM
//Draw(int) ZFFUNH L T, EBEONE

while ((GetNowCount() - t0) <= (1000 / 60)) ;

| ScreenFlip();

DxLib_End() ;

return 0;
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