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Hux A 407 134 7 & DOS~Microsoft Windows~BeOS~Mac OS X~ % f&#¢ Unix »
Fes R R &g B AP TE i o 2R RS b2 e AmigaOS 4 A {5k -

DEV C++

GRERT CHETHB P C A CHo A d 2 B{rbE -

%= T@iiﬁ;{é\t HIiTET Lo iﬁ:{DEVC++ ’ LE»TJ%%L; - i IDE >

B & B %3 Integrated Development Environment 73 < 5578 > 7 4 24 B AR
AR BORE o I S B A SRR o

3.2 &R

- e TR B RE 0 T B AR AR N G
CPU:
# 4§ CORE(TM) i3-2100 cpu @ 3.10GHZ 3.10GHZ

RAM:
8.00GB

&+
NVIDIA GeForce 9400 GT
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blit( title ,screen ,0, 0, 0,0, title->w \title->h );

readkey();
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BITMAP *view;

BITMAP *choose;

install_keyboard(); BN T2

choose_x =50 %% E Bt en X i 42 B
choose_y = 300; %7 EFEEDY f7dp 2§

view = load_bitmap("view.bmp" ,NULL); 3 4 5
choose = load_bitmap("choose.omp”,NULL);//{* » £ # 4% blit( view , buffer ,0,0,0,0,

view->w ,view->h) blit( choose ,buffer ,0,0 ,choose_x,choose_y ,choose->w ,choose->h );



6.2.2. HFt% i

s
riayer Ccore ; 1

Flayer HF : 188
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AR

B4R &S

BERMPE G

AFE o -FBag 2z8E o =l A R
#2 7 75 4o BITMAP *sky;
BITMAP *sea,;

EEFF print) S ke HF R

blit( sky , buffer, 0,0,0,0, sky->w, sky->h )://*c % = % % §
blit( sea , buffer, 0,0, 0,200, sea->w , sea->h )://2c & j% £ 4 &

BLAFAA 1 b5 AR ks s A
A2 NG AT

BITMAP *fish;

EEF print) SN ke HF R

blit( fish , buffer,0, 0,0, 200, fish->w , fish->h );//*c & 43 % &
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BITMAP *boat;
BITMAP *enemy_boat ,*enemy_boat2 , *enemy_boat3 , *enemy_boat4 ;

enemy_boat = load_bitmap(“enemy_boat.bmp"”,NULL);//§* » s
enemy_boat2 = load_bitmap("enemy_boat.bmp”,NULL);//§ » 4y
enemy_boat3 = load_bitmap("enemy_boat.bmp”,NULL);//§* » jc s
enemy_boat4 = load_bitmap(“enemy_boat.bmp”,NULL);//§* » s
if(choose_ x>=0  && choose_x <= 160 && key[KEY_ENTER] ){ boat =
load_bitmap("1.omp",NULL); i++;}/:E 4% 4 $ 15 R4y B 41 &k
if(choose_x >= 160 && choose_x <= 320 && key[KEY_ENTER] ){ boat =
load_bitmap("2.bmp",NULL); i++;}/iE 4% * 4 {5 pl2g4p &r ) &k

if(choose_x >= 320 && choose_x <= 480 && key[KEY_ENTER] ){ boat =
load_bitmap("3.omp",NULL); i++;}/iE 4% « 4 {s pl2g4p &r ) &k

if(choose_x >= 480 && choose_x <= 640 && key[KEY_ENTER] ){ boat =
load_bitmap("4.bmp",NULL); i++;} //iF 3% X 4+ 15 pleR4p B0 41 &
blit( boat , buffer, 0, 0, boat_x, boat y, boat->w , boat->h );//2c & /44y && § e B FF 45 X
fhv “E ¥ respondToKeyboard(); @ # #-
blit( enemy_boat , buffer, 0, 0, enemy_boat X, enemy_boat y, enemy_boat->w ,

enemy_boat->h); /3 § gy

blit( enemy_boat2 , buffer , 0, 0, enemy _boat_x2 , enemy_boat_y2 , enemy_boat2->w ,
enemy_boat2->h); //3< ¥ gcdy 2

blit( enemy_boat3 , buffer , 0, 0, enemy _boat_x3, enemy_boat_y3, enemy_boat3->w ,
enemy_boat3->h); //*< ¥ gcdy 3

blit( enemy_boat4 , buffer , 0, 0, enemy _boat x4 , enemy_boat_y4 , enemy_boat4->w ,

enemy_boatd->h); /2<% ¥4y 4
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Ik

HP = 100; i3 23 SsEpe s b &
score = 0; 33 B2 A4k 5 R
textprintf_ex( buffer, font, 75, 0, makecol(0,0,0),-1 , " Player Score : %d ",score );
textprintf_ex( buffer, font, 75, 15, makecol(0,0,0),-1, " Player HP : %d",HP );
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void move_enemy_fire() //fc 4 s ¢
{

enemy_fire_x -=0.09; //§cie #% & X $h
enemy_fire_x2 -=0.09;
enemy_fire_x3 -=0.08;
enemy_fire_x4 -=0.1;
if( enemy_fire_x <=0) enemy_fire_x =enemy hoat x; // 4o%4%:E ¥ ¥ PlHEDo L L3708
b
if(enemy_fire_x2 <= 0) enemy_fire_x2 = enemy_boat_x2; // 4r¥% 4%iE¥ % P|E& L £ 37
L B
if(enemy_fire_x3 <=0)enemy_fire x3 =enemy boat x3;// 4r¥4%:EF¥ % PlEm@ L £
T U B B
if(enemy_fire_x4 <= 0) enemy_fire_x4 = enemy_boat_x4; // -4 %:F ¥ ¥ PlFE@ L £
T U B B
if( abs(enemy_fire_x - boat_x) <= 20 && abs(enemy_fire_y - boat_y) <= 20 }{HP--;
enemy fire x =enemy_boat x;} //sc# 2|7 - £ e TN F R :fr“%r? HP @ #grig o iy
<+ 8
if( abs(enemy_fire_x2 - boat_x) <= 20 && abs(enemy_fire_y2 - boat_y) <= 20 ){HP--;
enemy fire x2 = enemy boat x2;} //sc# ¥ 7 - L sc# A3 pF ] Jo “,% HP * Bgcigou it
IR
if( abs(enemy_fire_x3 - boat_x) <= 20 && abs(enemy_fire_y3 - boat_y) <= 20 ){HP--;
enemy_fire_x3 =enemy_boat x3;} //sc ¥ | % - LA EF ] 4o " HP i T
<+ 5

e

if( abs(enemy_fire x4 - boat_x) <= 20 && abs(enemy_fire_y4 - boat_y) <= 20 }{HP--;
enemy_fire_x4 = enemy_boat_x4;} //sc# 2|7 - L5 FF|A - pF Pl do K,% HP I Mg 374
<+ 58

e

}
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void movefire() //3¢ > & L T ¥
{

fire_x+=0.5; /75 L # #

fire x2+=0.5; /[ 2 # &
fire_y2 +=0.1; /75X 2 # &

fire_x3+=0.5;// @ X 3 &
fire_x4 +=0.6; /] &% 4 % %
srand( time(NULL)); /% 1% % %
gt 5 4 %
if( fire_x-boat_x >= 500 && key[KEY_SPACE]){ fire_x = boat_x; fire_y = boat_y; }/- = 42
B FIRTEE PV LATLE G E
if( abs(fire_x - enemy_boat_x) <= 20 && abs(fire_y - enemy_boat_y) <=
30){ play_sample(bong, 255, 128, 1000, 0); V =rand() % 3+2; enemy_boat x =620;
fire_x =2700; score++}/rc# 22 - E se B D FAERE QR g Y FlA 4R T E R
FHAITLE RS E A R
if( abs(fire_x - enemy_boat x2) <= 20 && abs(fire_y - enemy_boat_y2) <=
30){ play_sample(bong, 255, 128,1000,0); V=rand()% 3+2; enemy_boat x2 =800;
fire_x =2700; score++}/rc# 22 — & se B D FAERE QR Ap v FlA AR TR
FHEAIAE  RIEEA T

if( abs(fire_x - enemy_boat x3) <= 20 && abs(fire_y - enemy_boat_y3) <=




30){ play_sample(bong, 255,128,1000,0); V=rand()% 3+2; enemy_boat x3 =800;
fire_x = 2700; score++;}//:3:§§ Hlg - r e F PR R AT DA R TR
FREAINAE RIS ELS RF

if( abs(fire_x - enemy_boat x4) <= 20 && abs(fire_y - enemy_boat_y4) <=
30){ play_sample(bong, 255,128 ,1000,0); V =rand()% 3+2; enemy_boat x4 =800;
fire_x = 2700; score++;}//:3:§§ Hlg - r e F PR R AT DA R TR
F LT L SRR

if( fire_x2-boat_x >= 500 && key[KEY_C]){ fire_x2 = boat_x; fire_y2 =boat y; }/- = 4ziF 5

B Y IR TEE T EILETE

if( abs(fire_x2 - enemy_boat_x) <= 20 && abs(fire_y2 - enemy_boat_y) <=
30){ play_sample(bong , 255, 128, 1000, 0); V =rand() % 3+2; enemy_boat x =620; fire_x2
=2700; score++ /st H| w2 - s PG [ R AET DAt T ERFE R
ATOLE RIS E A TR

if( abs(fire_x2 - enemy_boat x2) <= 20 && abs(fire_y2 - enemy_boat_y2) <=
30){ play_sample(bong , 255, 128 , 1000 , 0); V=rand() % 3+2; enemy_boat_x2 =800;
fire_x2 = 2700; score++;}/sz# ¥| 2 - & soHF DIFCAEPF W R O 4 Pl 4B TP R
FHEAFTLE RIS EFLS R R

if( abs(fire_x2 - enemy_boat_x3) <= 20 && abs(fire_y2 - enemy_boat_y3) <=
30){ play_sample(bong , 255, 128, 1000, 0); V =rand() % 3 + 2;  enemy_boat_x3 =800; fire_x2
=2700; score++ st H| w2 - s PIRAERF [ R D4R DA At T ERFE R
ATOLE RIS E A TR

if( abs(fire_x2 - enemy_boat x4) <= 20 && abs(fire_y2 - enemy_boat_y4) <=
30){ play_sample(bong , 255, 128, 1000, 0); V =rand() % 3+2; enemy_boat x4 =800;
fire_x2 = 2700; score++;}/sz# 2|2 - & soHF DIFCAEPF W R R 4 PlA A B TP R
FHEAFTLE RIBEFLS R R

if( fire_x3-boat_x >= 500 && key[KEY_A]){ fire_x3 = boat_x; fire_y3 =bhoat y; }//- L 42:F &

m o TRETRE VEITLE S E

if( abs(fire_x3 - enemy_boat_Xx) <= 20 && abs(fire_y3 - enemy_boat_y) <=
30){ play_sample(bong , 255, 128, 1000, 0); V=rand() % 3 +2; enemy_boat x =620; fire_x3
=2700; score++;}//x’z§ Hlg - P HF R QR RS T Il TSR
R REEAL TG

if( abs(fire_x3 - enemy_boat x2) <= 20 && abs(fire_y3 - enemy_boat_y2) <=
30){ play_sample(bong , 255, 128 , 1000, 0); V=rand() % 3+2; enemy_boat x2 =800;
fire_x3 = 2700; score++}/sz# 2|2 - & soHF DIFCAEPF I R R 4T PlA 4B TP R
FELFTOUE AR{E A R R

if( abs(fire_x3 - enemy_boat x3) <= 20 && abs(fire_y3 - enemy_boat_y3) <=




30){ play_sample(bong , 255, 128 , 1000, 0); V=rand() % 3+2; enemy_boat x3 =800;
fire_x3=2700; score++;}/sc# 2| % — & so ¥ FIFAERF I @ o dp i DA 48 T YR
FEELATRE RS EA R
if( abs(fire_x3 - enemy_boat_x4) <= 20 && abs(fire_y3 - enemy_boat_y4) <=
30){ play_sample(bong , 255, 128 , 1000 , 0); V=rand() % 3+2; enemy_boat x4 =800;
fire_x3=2700; score++;}/sc# 2| % — & 5o FIFAERF I @ o dp i DA 4 E T YR
FEELATRE RUEELS R

if( fire_x4-boat_x >= 500 && key[KEY_S]){ fire_x4 = boat_x; fire_y4 = boat_y; }/- = &ZiF 3%

GorEPRTEE WV EIALEIE

if( abs(fire_x4 - enemy_boat_x) <= 20 && abs(fire_y4 - enemy_boat_y) <=
30){ play_sample(bong , 255, 128 ,1000,0); V=rand() % 3 +2; enemy_boat x =620; fire_x4
=2700; score++ /st H| w2 - s PG [ R AET DAt T ERFE R
R RS E S R

if( abs(fire_x4 - enemy_boat_x2) <= 20 && abs(fire_y4 - enemy_boat_y?2) <=
30){ play_sample(bong , 255, 128 , 1000 , 0); V=rand() % 3+2; enemy_boat_x2 =800;
fire_x4 = 2700; score++;}/sz# 2|2 - & soHF DIFCAEPE W R R 4 Pl 4B TP R
S AT R A RGP

if( abs(fire_x4 - enemy_boat_x3) <= 20 && abs(fire_y4 - enemy_boat_y3) <=
30){ play_sample(bong , 255, 128 , 1000 , 0); V=rand() % 3+2; enemy_boat_x3 =800;
fire_x4 = 2700; score++;}/rz# 2|2 - & soHF DIFCAEPE W R O 4 Pl 4B TP R
S AT RS RGP

if( abs(fire_x4 - enemy_boat_x4) <= 20 && abs(fire_y4 - enemy_boat_y4) <=
30){ play_sample(bong , 255, 128 , 1000, 0); V=rand() % 3+2; enemy_boat_x4 =800;
fire_x4 = 2700; score++}/sz# 2|2 - & soHF DIFCAEPF W R R 4T PlA 4B TP R
LT RS E A RF
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if(HP<=0 ){// -~ £ 2 & @ % 0 iz >4 1 GAME OVER 31

blit( gameover , screen, 0,0,0,0, gameover -> w ,
L AR

readkey();

if( enemy_boat_ x <=0 )

blit( gameover , screen, 0,0,0,0, gameover -> w ,

readkey();

F e poig AR F F S A
if( enemy_boat x2<=0 )
{

blit( gameover , screen , 0,0,0,0, gameover -> w ,

readkey();

e PO R
if( enemy_boat x3<=0 )
{

blit( gameover , screen, 0,0,0,0, gameover -> w ,

readkey();

} e FRAAR Y TSRS R
if(enemy_boat_x4 <=0 )
{

blit( gameover , screen, 0,0,0,0, gameover -> w ,

readkey();

} 4ok FoipAz AR ¥ oS L

gameover->h); //

gameover->h); /258 & &

gameover->h); // 5% & &

gameover->h); // 5% & &

gameover->h); /5% & &

2% 41 % 1

/)

- PN A B - R EE O ApAE 0 2 AR o

if(score==30){// - = %7 4i&E30 & > %ké);’,a

DI -kEH

blit( end , screen, 0,0,0,0, end ->w ,end ->h); // i R

readkey();
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