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RotationRender
Frinclude "o

ib, "gdiplus.lib™)
adiplus;
RotationRender :
plusStartupInput gdiplusStartupInput;
t gdiplusToken;

=* image;

REAL _angle;

YESULT init(

release(
LoadImage(

RotateRender(
rotateImage(REAL
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HRESULT RotationRender::init( } Hﬁn'iﬁu?ati:’ﬁifﬂﬂﬂ:HDtEtEREﬁdEFEL'. -

. ~ . . . B Graphics {getMemDC{ ) ) ;
Gdiplusstartup(&gdiplusToken, &gdiplusStartupInput, : skl

.SetSmoothingMode( SmoothingModeAntifAlias);
_angle = @;
return 5_0K; int = image->GetWidth() / 2;

i = image->»GetHeight() / 2;
.TranslateTransform{x, v);
.RotateTransform{_angle);

lotationRender::r easel
R e Felsens .TranslateTransform{-x, -y);

image;

GdiplusShutdown(gdiplusToken); .DrawImage(image,

ationRender::rotateImage (REAL
RotationRender: : LoadImage (

if (image !=

image;

x7[=tE Tl & = O[0[X[e] I E=5 gi=sf 0|0 O|0|XIZ 2| MAIAH 7| fl8H pivote] ZHEE £H & = 0|
X|E 2212= Lodalmage®IL|CY. O|X| 2 3| MA|AHASLICH

M| 2™ S0{7F= rotatelmage 2= HEEO| 2X| ¢4
ULSMTE O|O[X|7} 2| X3k | 2[8H isColliding Ha2 Sl

HEFASLICHL S=dsL4H2 Hds=2 AE0RE

= = =
L|CE.

| AAZL77E 2| pivotO| 0]0[X[2] 0,05t H= FE <
-

(=} L
Hok= M7t AASLILE. O| = ol Zot7| ?{oh pivote| £HH# S O[0|X[2] S ?IXZ FAH



ClElR! 2 - 53

|

ol T2 HE - KUNAI

Rigidbody

m_gravity;

m_position;

velocity;
m_acceleration;

RipidBody() : m_pravity(9.81f) {}

~RigidBody() {3}
inline float petGravity()

return m_gravity;

SetPosit (float x, float v} { m position.x = x; m position.y = v; ]
id SetVelocity(flost x, flost y) { m wvelocity.x = x; m velocity.y = v; 3}
id SetGravity(+loat x) { m |
L s | o *» 3
tPosBottom(int v) { m position.y -= v3; }
tAcceleration{float x, flo ] { m_acceleration.x = x; m acceleration.y = v3; }
ec?& GetPosition() const { return m_position; }

Ve tVelocity() const
Vec? GetAcceleration()

_welocity.x
m_velocity.y *
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ollider, &PLAYER->getATKRange(), & objl[i].rc))

play(
->setVol
play(
SOUNDMANAGER->setVolume ( 5
applyShake(_initialShakeDuration});
createBoxEF = true;
it (createBoxEF)

)->»getFromIntTo(
dEffect(

->getFromIntTo(
Effect(

D->getFromIntTo(
float = -»getFromIntTo(
_slashEffect.addEffect(

_obj[i].rc.left;
float = (_obj[i].rc.top + _obj[i].rc.bottom)
_slasheffect.addSlashEffect(

createBoxEF

.push_back(

o X7t I|AY Al O[HES 4H5IH vectorz ITHH

_obj[i].rc.left, _obj[i].rc.top };
createFragments(m_fragments, s L /

-rbegin(); .rend{); ++it)

_obj.begin() +

m_fragments)

.Update(8. 161,

e O|0|X| H=E
Z 2 vector

I

TMAGEMANAGER- >findImage (

23t OIXt 3401 EAZ7)
=2 9/l oA TIR] EHE

)}, offsetX, offsetY);
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onButtonClickl

string text;

zombleManager.createZombie(808, 608);

Button
rect.left =
rect.top =
rect.right -
rect.bottom =

_buttonwidth;
ttonHeight + 2@

N PLAYER
_buttonWidth, ;

setUsingKnife( petUsinpKnife()

_hutfﬁﬁ%ﬁlgbf

setUsingGun( ! PLAYER- >getUsingGun()};

o 7|50| =7HE Al buttonTexts2| QIEIAO| R4 =T}
AN HE Xts +48

setUsingKunai( !PLAYER->getUsingKunai())

ctor<Button> _buttons;
_buttonWidth = 2e8a;
_buttonHeight = 1ee;
anager zombieManager;
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radian = angle * (3.14159265f /

if (KEYMANAGER->isStayKeyDown('(Q"'))

islLeftFlying
createl Rope
inputQ = ;
angle = -135.06f;

input( =

isleftFlying =

isleftStuck = ;
leftAnimFinished =

o 7| S WS R E= L_pathPoints
£ clearsfif{ M M B2 E AMA|

lisRightFlying && !isRightStuck)

rc2.left += speed * cos(radian);
rc2.right + d s (radian);
radian);
rc2.bottom + 8 sin(radian);
R _pathPoints.push back(make pair( rc2.left+20,

_rc2&= FLIO| O[a|X]
O FHE LEE=R_pathPoints2 ?IXIZt2 MES s
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MoveToEx, LineTOZ &IHZ
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iCollision: :kunaiCollision(HDC

[60];

= 0; < 60;

[i] = GetGValue(GetPixel(
PLAYER->getKunai()->getleftKuniaPos().left +
PLAYER->getKunai()->getleftKuniaPos() .top +

R->getKunai()->setlLeftStuck(

WX PLAYER->getKunai() tleftKuniaPos().left +

>ge
Y PLAYER->getKunai()->getLeftKuniaPos().top + 20;
>setLeftWallCollision(

YER->getKunai()

PLAYER->getKunai()->getLeftFlying())
(PLAYER->getKunai()->getleftStuck())

>getKunai()-s>getleftWallCollision().x;
i()->getleftWallCollision().y;

= _lerpSpeed);

( * lerpSpeed);
tPathPoints(3);
< 1.f &&

RS i L Gy

! _soundL)

ay ("7
etVolume (
_soundlL =

=0t Ho| X £ targetPosZ AMZ
rpSpeedE Hollx FEE2 0|3

2f|0[02] RIX[E EWHZV|H B2Z X[¥&S
Z1F Z2[0]0fe] RIX[7t Z17He{ K| H Z210]0] ¢
nps

MH @ Of

Ragll

i1 : :eraseLeftPathPoints

L_pathPoints.size()
L_pathPoints.clear();
L pathPoints.begin|

L pathPoints.erase , L pathPoints.begin

if (!PLAYER->getKunai()->getlLeftFlying() &&
PLAYER->getKunai()->getLeftStuck())

PLAYER->setIsCanlLeftWallJump(
PLAYER->setGravity(0);
PLAYER->setIsJumping(

PLAYER->setIsCanlLeftWallJump(
PLAYER->setGravity(8);
PLAYER->setIsJumping(
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L1d
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rc.left += knockbackSpeedX;
rc.right += knockbackSpeedX;
rc.top += _knockbackSpeedY;
rc.bottom += _knockbackSpeedY;

_knockbackDistanceX += abs( knockbackSpeedX);
_knockbackDistanceY += abs{ knockbackSpeedY);

if (_knockbackDistanceX >= _maxKnockbackDistance
_knockbackDistanceY >= maxKnockbackDistance)

_knockbackSpeedX = 0.6f;
_knockbackSpeedY = 0.0f;

e Player?| updategf
o SN S5 X|OH HEIAZ|RIE LO{F0 FEEA Y

if (IntersectRect(& collider, &PLAYER->getPlayerPos(), & Fzm[i]->getPos()))

if (! _hitDelay)

PLAYER->setDmg(_Fzm[i]->getAtk());
PLAYER->setHit( );
_hitDelay =

= PLAYER->getPlayerCenter() >
_Fzm[1]->getCenter() ? _knockBackMagnitude : - knockBackMagnitude;
= 0; ;
PLAYER->setKnockback(

applyShake( _initialShakeDuration);
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[MAGEMANAGER- >render("Z

oe]: :updateShakeEffect{floath
, getMemDC(), © \shakeOffsetX, © _shakeOffsety,

JoffsetX, offsety,

o (Offset 4 I:IAE | ot 7f | t)(_initialShakeMagnitude = 2
—- = _initialshakeDuration);
e ShakeOffsetZtS 0|23t f”:' S=7|= EtF4 &7t

(rand() % (int)({_initialShakeMagnitude * 2 1) - _initialShakeMagnitude) *

sin(2 * * J/ _initialShakeDuration);
A
1 T (@) els

_initialShakeMagnitude) *

f (PLAYER->getPlayerPos(). && _offsetX < R-»getPlayerPos() .top - _offsetY > 8)

_offsetY PLAYER
slashEffect.setBottom(

it (_currentMap == mapl)

>getPla i Stagel::applyShake(Float
kﬁﬁtrliy arPos{).top);

_shakeDuration =

= 8; < Fzm.size();

]->setPosRight(8); >setPosTop( - PLAYER->getf

SORRRONN o UpdateShakeEffectel+Z O[&8H X|&HA|ZI=0F HHEo Bigto=
_Zfragments) 9|-|}”E|-7|- E ;EEI _)|\_ OI7-|| —_I-L —
SetPosTop( PLAYER->getPlayerPos().top); P ]élﬂ_él;l- A|II:‘I|O-” applySh ke _CI)I;] % §% _6H X|_)I\_A|7|_% 2 E:|_CI)_|'

_Zfragments)

.SetPosition( .GetPosition()}.x GetPosition().y);

PLAYER->setPlayerPosRight(8);

YER->setPlayerPosTop( - PLAYER->getPlayerPos().top);
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if (_currentState == ATTACK1)

if (_movementTime < maxMovementTime)

if (!_patternSoundl)

SOUNDMANAGER->play ("EALfHEH1");

o HAO|IHE 13 A
1. t= EAHEIEV SRS A&t = SE AlZHIE (0
ot 1 AO[C] 2X)

2. isLefte] AEHO]| Ct2} Startef End9 x| XA

SOUNDMANAGER - >setVolume ("2 AT|E 1", 0.2f); 3. RES MASH = CF2 Y X[ZUS AlARH MY 27t

_patternSoundl =

patternl();
_movementTime++;

_isleft = | _isleft;
_currentS5tate = IDLE;
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