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EnemyManager;

-»init();
->setPlayerMemoryAddress(_player);
= RND->getFromIntTo(3,6)
for ( =8; 1< 3 1++)

switch (RND->getInt(4))
{
case B:
_em->setSnake(RND->getFromIntTo(WINSIZE_X/2-2060,WINSIZE_X/2+280),
RND->getFromIntTo(WINSIZE_Y / 2 -158, WINSIZE_Y / 2 + 158));
break;
case 1:

_em->setMushMam(RND- >getFromIntTo(WINSIZE X / 2 - 280, WINSIZE X / 2 + 280),

RND->getFromIntTo(WINSIZE Y / 2 - 150, WINSIZE Y / 2 + 158));
break;
case 2:
_em->setSlime(RND->getFromIntTo(WINSIZE X / 2 - 280, WINSIZE X / 2 + 200),
RND->getFromIntTo(WINSIZE_Y / 2 - 150, WINSIZE_Y / 2 + 158));
break;
case 3:
_em->setFlime(RND->getFromIntTo(WINSIZE X / 2 - 200, WINSIZE X / 2 + 2080),
RND->getFromIntTo(WINSIZE Y / 2 - 150, WINSIZE Y / 2 + 158));
break;
default:
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Enemy.h =45} LA If*' =i A Of| Al

enemyAnimDirection;

enemyState;

_slimeAttackSound;

HRESULT init(
release(
update(
render(

T init
T imit
draw )

d2 1render| )
stateUpdate();

animation();

release
update(
render
d2drender|
bulletCountFire();
stateUpdate( -
dﬁ?w 7 5lime(5tate
animation| \

bulletCountFire
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EnemyManager

= MY_UTIL

->init ("=

_vSlime.push_back
vSnake:
viSnake:

v5lime:

getAngle(

vislime:
vFlime;
viFlime:

_vMushMam;

_viMushMam;
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Manager
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EnemyManager - Z{&3}

Enemyl\/lanagerﬁlﬁ
xjo| = Fhast A|H KO

W
- *ge

etAnimDirectionfing
AnimDirectionA

)-»setAnimDirection(LEFT);

}->getAnimDirectionAngle() >
»getAnimDirectionAngle(

) ->setAnimDirection(DOWN) ;
)->getAnimDirectionAngle() >

ionAngle(
ctionAngle()

ZEROE QS e cE A
: :rangeInPlayer(\

.begin(};

_player->getRect().left + (_player Rect().right _player->ge
= player-»>getRect().top + (_player->getRect().bottom - _player-

if (getDistance((* )->getCenterPos().x, (* }->getCenterPos

< 480.f)

getAngle((*® )-»getCenterPos().x, (* ) ->getCenterPos().y,

= FSTLANEIE

yBulletFire(

1-rqetCanAttack
gPtFlPEAHgleInlt()

) ->getCenterpPos () .x;|

)->getCenterPos().y;
player—>getPoq1t10n().xJ
_player->getPosition().y;

)->setThornPos (PointMake(_ player->getPosition().x,
_player->getPosition() ;

-»setFireAngle(getAngle(

->setFireaAngleInit( )2

o =2[0[019] K|S RO}

:enemyPositionTracking
:iterator )

deft +

right - _player->getRect

;getﬁectuj.bottom - _player->getRect

}->»setSafeDistance(

else if (getDistance((*

_player—;getHectkf.

}->setSafeDistance(

=di[0]0f P X[z=% A

otRect().left +
getRect().left) / 2,
»getRect( ) .bottom -



3
switch (_state) I
1 resetTdleCount();
case IDLE: resetRndIdleFrame();

if (_idleFrameCount < 3)

_fireAngleInit = H
if (_attackCount == 2)

= 508; ,
] setState(ATTACK);
L
J
lse if ( attackCount == 1)
_frameCount = GetTickCount6d(); ? R .

(LR 2 s setState(ATTACK2);

if (_image->getMaxFrameX() < _currentFrameX)

_currentFrameX = 9;

setState(ATTACK);
_ddleFrameCount++;

_attackCount = 2;
),
I

_image->setFrameX(_ currentFrameX):;
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case ATTACK:

if (_attackCount == 2

386 ;

+ frameCount <= GetTickCount64())

_frameCount = GetTickCount®d();
_currentFrameX++;
if image-»getMaxFrameX() < _currentFrameX)

_attackCount--;

_poisonBullet->fire(_x,

_currentFrameX = 0;

image- »setFrameX(_currentFrameX);

setState(IDLE);

A 2
ots ohs Ut i OiCE o= B0 =71 dljoF 7H
J}SLICHL 22 HEH = Asdhe e B
DRIRHL X #2271 71 28802k FHERY O]
2 AIE 7oi5r7| @{ot N8Ik BO| =0 25242
2 F0] AAAS 2 AIE o1 ASLIC



HAZXQ THE

Etal e - A 5HAd S—
03 Zscree| Elat ojis
Z712}0|3 Etat AEEH= A2l Z20 R0 L ' BubbleO| AF2tX|= E}O|2I0f| EF2HO| RIGIO 2 AHA

L— —1 1T ()

E[0{OF SH= Z=ery ol THES oot | 2| of

std::functiont BCHA S 2626 callbackg S Tt

S0 AU S

H7t S2re| Efet I
tAlQ] 24, U el 2

USLICH XEAMeE 1o LHE

Ce[ZELCt

std::functiont ZICHA! - st AF2Zteh
Bullet2 Z2HAE =N vectorz &t
push_back=|H Z[CH AFEAHE|E B0

rlo
O
o
ol
M
o

Of
=
o
fs

Hivt S2tie] EH ofE2
Z2)/0]0fo] SIXIS AR THAI} & 3¢
MSELICE QRRSt Ri2|e) fIXIE 2t IhA
AS0iCHZRLICE

|2 o

= B2{sl= 20| ofLd XISHO= ol
S YARSHE Ef2lg MaeiLich O S 4o
97| A= Zeijojoiel 2|7t FpRCiet
HOIX| 1 LR HCIF ChA| 719X of
£ S40] YLich



FnemyBullet: : fire(

vBullet; if (_bulletMax <= wBullet.size()) return;
titerator _wiBullet;
tagEnemyBullet
ZeroMemory (& , (tagEnemyBullet));
bulletRemovedCallback; -

.img DZDMﬂHﬂEEH—zflndImageL_1mage”ame};
.angle =

range; .
3

_movelype; .count = 8 3

.initialAngle

Enemy

.currentAngle

i c‘Ji’-rir-F-nd-::r--

Manager

P e o S . - .fireX
irel( \ N N E

- .fireY ;
Soap st ihs .rc = RectMakeCenter( X, Y,

D2DMANAGER - »TfindImage( imageName) - >width,

B

; D2DMANAGER - >findImage(_imageName) - *height) ;
3 e let> ueTﬁull: (wvo { return _vBullet; ._ )
5 € ullnﬂ?rmn.f dCallback(std: : function<void(f )
EnemyBullet - vBullet.push_ back( )3

~EnemyBullet() {} . - - ’
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llet> wBullet;
: 31 r _wviBullet;

ng _imageName;
bulletMax;

)»> bulletRemovedCallback;

t::setBulletRemovedCallback(std: : fu

_bulletRemovedCallback

o EnemyBullet 2220 bubbleO| Al2tX|= AIEE 7|45t

7| I8 H7HH 42 std:fundtion2 0| &3H callback&t+~2
AH%%

EnemyBullet.cpp

EnemyBullet: :move(

for (_wviBullet = _vBullet.begin(); _wiBullet != wvBullet.end();)
{
_wviBullet-»>x += cos( viBullet->angle) ¥ viBullet->speed;
_wviBullet->»y += -sinf(_viBullet->angle) * wviBullet->speed;

_wviBullet->rc = RectMakeCenter( wiBullet->x, wiBullet->y,
_wviBullet->img->width,
_wviBullet->img->height);

if (_range <= getDistance(_viBullet->fireX, _wiBullet->fireY,
_viBullet-»x, wiBullet->y))
_viBullet->x;
= _viBullet->y;

_viBullet = vBullet.erase( viBullet);
if ( bulletRemovedCallback)

_bulletRemovedCallback(

++ _viBullet;
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KingSlime2| initgt

_bubble = EnemyBi
_bubble->init("H|=
_bubbleBullet =
_bubbleBullet->init("==5rE

-> bubbleBullet->fire(X, ,-

=-» bubble->setBulletRemovedCallback(

e KingSlime2| 7|3} 2t LWRO|M ZHet+5 =Y
AlOE MM

o DIH7HHSZ XYELZ B0 1 XA A] fire 2=

e setBulletRemovedCallbackol| ZCAS eS| A
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BubbleBullet

C: .move

= @.83f;

(_viBullet = vBullet.begin(); _wviBullet != _wvBullet.end
_viBullet->reverse

viBullet->angle +=
_wviBullet-: cos( viBullet dnglL * wiBullet->speed;
viBullet->y #= -sinf({_viBullet->angle) * _wviBullet->speed;

viBullet->angle -= r
_wiBullet->x ( viBullet->angle) * wiBullet
viBullet-»>y -= -sinf(_viBullet->angle) * viBullet->

_viBullet->rc = RectMakeCenter(_wviBullet->x, _wviBullet->y,
viBullet->3i width,
viBullet->img->height);

:(_viBullet->fireX, _viBullet->fireY,

if (_range < getD
_wiBullet->x,

_wiBullet->reverse

if( 1@ > getDistance( wiBullet-:>fireX, wiBullet->fireY,
_wviBullet e RE
viBullet->reverse)

_wviBullet = wBullet.erase(_viBullet);

¢ viBullet;
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“thorn->init ("7}
_poisonBullet =
_poisonBullet->init("=&
_smallBullet =

_smallBullet->inmit("==%2/E", 300, 300, 0);

o JtAl= E7tO| previeTime2 718 &= MM EILICE,
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(_thornCount
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nemyBullet: :move2(

= B.83f;

for ( wviBullet = vBullet.begin(); wiBullet != wBullet.end();)

_viBullet->currentAngle +=

= _wviBullet->speed *
(_viBullet->currentAngle / ):
_viBullet->x += cos(_viBullet->initialAngle +
_wviBullet->currentAngle) * { * 1.2F);
_viBullet->y sin( viBullet-»initialAngle +
_viBullet-»>currentAngle + @.3f) * ( * 1.2f);
_viBullet->rc = RectMakeCenter(_wiBullet-»>x, _wiBullet->»y,
_viBullet->img->width,
_viBullet-»>img->height);

if (_range <= getDistance(_ viBullet->fireX, _wviBullet->fireY,

_viBullet-»x, _wviBullet-»y))

_wviBullet = wBullet.erase( wiBullet);

++_viBullet;

1. moveTypeE 1= GAHF move2 &= £

2. 2™ SEE FOlo oixl A0l o[ FEEE el
3. 5899 0|5 E= Altt

4, L M= xy=HE Altt = f/X] Hlo|E
5.cos,sin 22 0|80 Hd G=E M2 Ols




H|7t=et

¥

LT YA

if { thornCount == 3)

_smallBullet->fire(_x, vy,

f (_thornCount == 2)

_smallBullet->fire{ x, v,
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_thorn->fire(_thornPos.x
_thornPos.y + sin|

+ cos(

_thorn->fire({ thornPos.x,

=83

_thorn->fire(_thornPos

_thornPos.y + sin|

_thornPos.y, 64);

X+ cos(
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Mushmam

t _vMiniTurret;
ret _viMiniTurret;
‘et _vGreenTurret;
viGreenTurret;
t _vPurpleTurret;
t _viPurpleTurret;
=t _vMintTurret;

ret _viMintTurret;

o 20 44 Z8|

_espBullet =
_espBullet->init("
_greenEspBullet =

_poisonBullet = Poicont
_poisonBullet->init("S&

_bigBullet->init("2EEIE"

Turrete| SefA Xk

Turret

_greenEspBullet->init("FX=E",
_bigBullet = EnemyBullet;
100, 400, 0),;

, 8060);

160, 50);

POINT _center;

_fireTime;
_bulletFireCount;
_fireCount;
_hp;
_lastFire;
_die;

HRESULT imit(

bulletCountFire();
draw( };

e Turret 222 SEE
PY _7_74_/.55, AE = HElO

O 711

of 2 A0 M %

o

HRESULT MiniGreenTurret::-init(

eTurret: :init(

return 5

PurpleTurret: :bulletCountFire()

if (_fireTime + _bulletFireCount <= TIMEMANAGER->getWorldTime())
1

_bulletFireCount = TIMEMANAGER->getWorldTime();
_fireTime = 8.f;
return

return

* imageName, POINT position

getFromFloatTo|

GER-»petWorldTime()




MushmamBoss.cpp Mushmam&®| TurretBulletFire

MushMamBoss : : removeMin iTuriret{ for (_viMiniTurret = _vMiniTurret.begin(); _viMiniTurret != _vMiniTurret.end(); ++_viMiniTurret)
{
if ((*_viMiniTurret)->bulletCountFire())
{

Turret* = MiniGreenTurret; SAFE_DELETE( wMiniTurret[ 1;
sipnit("EEEZE", PointMake(x, v));
_vMiniTurret.push_back( );

RECT = (*_viMiniTurret)->getRect();
_espBullet->fire(rc.left + (rc.right - Jdeft) /2,
.bottom + (rc.top - .bottom) / 2,
getAngle(rc.left + (rc.right - deft) /2,
.bottom + (rc.top - .bottom) / 2,
_player->getPosition().x,
_player->getPosition().y), 3.f);

_vMiniTurret.erase(_vMiniTurret.begin() +

MushMamBoss: : setGreenTurret( MushMamBoss: :removeGreenTurret(

1
J

SAFE_DELETE( wvGreenTurret] );

Turret* = GreenTurret;

init("=E==EXEE", PointMake(x,

_vGareenTurret.push_back( );

. o e if ((*_viMiniTurret)->getlLastFire())
_vGreenTurret.erase(_ vGreenTurret.begin() o AL VR THrreR mogettastAret .

"

RECT = (*_viMiniTurret)->getRect();

s: :setPurpleTurret( MushMamBoss: :removePurpleTurret(

_bigBullet->fire(rc.left + (rc.right + -rc.left) / 2,
.bottom + (rc.top - rc.bottom) / 2 + 38,

furret e = new PurpleTurret; SAFE_DELETE(_vPurpleTurret[ s
>init("2EZEE", PointMake(x, v));

i F & - ase( i i .D in() +
_vPurpleTurret. push back( y _vPurpleTurret.erase( vPurpleTurret.begin()

(* viMiniTurret

(*_viMiniTurret)->s

MushMamBoss: : setMintTurret( MushMamBoss: : removeMintTurret(
Turret¥* = MintTurret;

->init ("2 EEE", PointMake(x,
_vMintTurret.push_back(

SAFE_DELETE( vMintTurret|[ 1);

_vMintTurret.erase(_vMintTurret.begin() +

b
O
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et: :move(

for (_wviBullet =

if ( wiBullet->isMoving)
_wviBullet-»x += co

_wviBullet->y += -s

_wiBullet->re

riBullet->img-

e viBullet->fireX,

_wiBullet - vBullet.erasel

+ viBullet;

_vBullet.begin(); _wvib

et-angle) *

RectMakeCenter( v

= _wvBullet.end();)

viBullet _wiBullet-*x, wiBullet->y))

->FireY

rangle) * _wiBullet->
_wiBullet

_viBullet->y | v

iBullet->x iBullet-»img- >width

viBullet->fireY, wviBullet-»x, wiBullet-3y))

wiBullet);

o HIE|H S2[0]0f ?|X[Z2 HALE|Ct DelayTimes 7+

e DelayTimes?2t Z20[019] 2|X| =& =4
o ZIT = HAISH= SoF £oto| A2l & S| 3|+

ESPBullet

t::updateAngle(

for (_viBullet

if (! _wiBullet

_viBullet->

_espBullet
_espBullet-
_greenEspBullet
_greenEspBullet-

o 2UCO|E &=

_vBullet.begin();

>updateAngle(

_viBullet !

>isMoving)

angle = getAngle( viBullet->x,

>update();

_player->getPosition().x, _player-

>update();
>updateAngle(

_player->getPosition().x,

22l Playere] @IXE 4

ESPBullet°| draw@t$=

:draw(

for ( viBullet = vB

D2DMANAGER->rota

ullet.begin(); wviBullet !=

(_viBullet->angle) * (180 / PI);

_viBullet->

teRender(_imageName, rc.left,

o AE|0|E Bt TS BiZIO2 BtBi0) ALY

_vBullet.end(

_player

_vBullet.end(); ++

_viBullet-

);++ viBullet)

_wviBullet->y,

>getPosition().y);

viBullet)

>rc.top,

->getPosition().

22t0] Aol 9| Bf2S

S49 bullete 2 X|£XH 2




R4

10}

xﬂaqlzl

|

g

04 0

B0j|A O[HE

= 3}
L

j

ol E
Ll
|
=

of

x{ol 2]
=P

D2D12t0|E2q{2|

AL AR
&}

JtR2HA Aot | He

Al A
24 S DL M= ARSI T

OJ0fx]

o

——
(o)

|Z0] 2R

104




O[H E Xz

frameRender(string

alphaRender{string

alphaRender(st

D2D OL|X]
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2: rrender

PatBlt(getMemDC(), 8, @, WINSIZE X, WINSIZE Y, - (323fT1€3PJ()(jEE

GER->render

y - i '5T":"E.:EIEFE'?" VE F1)) TIMEMANAGER -r‘E‘I'ldEr" E."Et.r'!'?m[][: £yy-

rgetBackBuffer rrender ( getHD(

MainGame

| &2 GameCorel| 22| Xt 22fA 21 MainGame?)
rendergfs=0fl D2DO]| CHot RIEHE 2| E 2 TIRsH =
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