R — HIE R

— WERME A
AAE R ER 23 [ T FR Drid R I« HH 50 K7 X i e k. HEl, st &ATA a2k
TRE. RENTEA T CHH 5 AT X RIVHEARR, R)5 SRR IES — 5 —

DHAT T, ARSI TR R T A1 e T A AR 3 R S R

—. LHEN

LREIE ] Corr KL AU R RIRIT A/ NIF K -

=\ ERAE

E—Fdkn L, iERBHIET, JH KR, kg fOy H e i SRy . Rk
BAHEm T

L VAR — R DU, a0 N . B b s NS B 6 X A B S 3 T I B X

Je L AARTR Y (=26, -22) , AN AAAAR N (26, 22) o HIHTEIE BN BZ X IR S, 1H

2« TMEERIT RN, DrREHIH s LR, mERIE, At
3. WU HMEE), WG 2 AR FOr I, BRI 3 BRI R T
4y BOTHTORERG 5 BRI, W LT A P A =AM BARIKEDL

5+ BTSN KB By S A BB i AN T AN/ 30 FPIJIHeE, T ekl



B | 1B5EAhR

el -

iioS SAR

HBEN AL




V0. AR RARHELR

( CSprite .
Class

&

| ccweapenlList % |

1\,

Class

public “r

[ eweapon ¥ WeapontStruct %
Class Struct
+ CSprite
public public public
- - - —. —.
CTankEnemy ¥ | cBullet ¥ CTankPlayer ¥l
Class Class Class
+ CWeapon * CWeapon + CWeapon
. A b r - o

fi. ERIRES
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77T FunCode, QIEE—FHTIN CHIIH . & BUH BRI IESCNE Y, HARE

e “IH 7 - R AMEBR 7, WRHEHE I A4 FON TankWar BB . S

e, ST



R FLE
LEEY

fidan-s 2ok ]

LI — WXRITh

(i)

1. WAL R AR
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L Pk FunCode IR AT, FAIRG 2R B CSprite JEAXT RKAG FIARR B A, S8 )5 14 A
K R SSHIAH L bR BOHE AT A o

R R B N E, RSV CSystem: :OnKeyDown bR H5HE 4T 16 I . 1% B8 $ 1
M CGameMain: :OnKeyDown PR %o PRIEFATA] LLLE CGameMain JEH) OnKeyDown &%y 5¢ SR AH M
.

RS, TEARNRITIRE, WERMRIFRIE AT aIRAS . R AR &

m_iGameState FRFRIAFARIRE

(EXHEEE]D
1. C+REFIIPAT A2 F B FunCode I B A FR M WinMain, S7E Main.cpp
XHRkH . CSystem::SetWindowTitle & WAL A2 T IaE T M ARl R AL, ABocun R
CSystem::SetWindowTitle("1H 7 K fi%");
2. FunCode & /7 iz B I, H KA L T FEAM, By — 77 miH I AT

CSystem: : OnKeyDown PR%L, #R)5H CSystem: :OnKeyDown PR %CH FH 4T



1\

2\

3\

CGameMain: :OnKeyDown PR %[ . e, B AR S B N AR RS 3R AT AE
CGameMain: :OnKeyDown PR3+ 4% 5 Bl w]

FATE R RIS Rs R &, eI AR A2 splash Al start. 3RAT 7 2260 2

> CSprite XX R 51X MK REP5E o

7E CGameMain 281 7 BB AN CSprite* S84, KR 0 R R ME B, ot A e
HIUG TRIAL R B2 72 private. fUHS N 45 LessonX.h SCHERH

CSprite* m_pSplash;

CSprite* m_pStart;

£ CGameMain MG IE R HH, Xf BT AL B AT R Aa 10 i I CSprite
MRS RS, KR RARE 15 R Y8 EfE— i

m_pSplash= new CSprite("splash");

m_pStart= new CSprite("start");

e, BATAE CGameMain: :OnKeyDown B %5 b fif v 25 A& B4% N F4t.

if( 0 ==GetGameState() )

if(iKey ==KEY_SPACE)
{

m_iGameState = 1;

}



KEY_SPACE #& i %% 7% & KeyCodes M it It , # ik 2 #% % . KeyCodes & S TE
CommonClass.h LR . ML B X T AMEEE. T DK
m_iGameState PN 1. 24 GameMainLoop B&EUEHAFATHS, HHE m_iGameState
FAME I FH AT Gamelnit BEL,  ERIEANTFIEIRES
HENE R I ARSI, 1 B CSprite 2HY SetSpriteVisible B&HCKAE R B W37 WA AT
.
£ Gamelnit BRI AR AR :
m_pSplash->SetSpriteVisible(false);
m_pStart->SetSpriteVisible(false);
4, FEJFIAT5E CGameMain::Gamelnit IS, 4T CGameMain:: SetGameState(2), 14
m_iGameState FIE UK 2, WERIENIZEIRE .
5. £ CGameMain ZKRIHTH R AT delete ASLIGAIRIHREI X R, LLREBMIRHIN A7«

CGameMain::~CGameMain()

delete m_pSplash;

delete m_pStart;

6. ZiIFIFEERY, W TR, BHREERCR,

LW HWIEF)

CLARESD!

1. )@ #H 73 CTankPlayer;
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WS R, ERERARLEH CMRITIRE, FlanEd B ez, A,
PEIRATAT LB — Rl HI3E CTankPlayer 2§, FFil'E4k/K CSprite 2.

L WASD B, Pl SOHOH NI A RSS2 NN, 45 SR ST AH N T 1)
W shid ;s FAJTI, RZ07 I sy 0, Rikfs1bizzg).

e bd AR R A X SO B S S B X, e B ARER A (=26, -22) , AT AAk

PR (26, 22) « HIHIIEENFNZIX IR T, H A REGR LI HE .

(@45EEED
1. JEiE A A CTankPlayer 25, H4kK T CSprite 25, UL VC++ 6.0 Sfi:

Fob. Rl AN - CHTESRT.

ile As Text...

E

F . AE “New Class” XEHEH I AL ALK A .
rNewCIass m

Class type IGeneric Class | OK |
—Class information Cancel |

Name: ICTankPIayer

File name: rTankF‘Iayel.cpp

Base class[es]:

Derived From As
CSprite * public




=P, mii “Change” #4241, TEHTAHEHE &L CTankPlayer 2EHSL SCHRAN cpp
HRINIE AR o B Sk SCHRORAT I H SCHR JEHI\SourceCode\Header SCkJ 1, 4 cpp SCHR{RAFF

T H SCHER 32 R F\SourceCode\Src SCHkSeH,

X

=8

New Class

Class type |Generic Class ]| OK
Class information Cancel

Name: |CTankPIayer

File name: TankPlayer.cpp

ChangB"[
A
Change Files l ? ﬁ]

Header file:

|:nur[:ECudE\Header\TankF‘IayEr.h Browse...

Implementation file:

|’\Snur[:ECude\Src‘\TankPlayer.cpp Browse...
OK | Cancel ‘

CSprite

X B FERANERIR B SCARII RS, FTA F.h SkCERR 7T H SOk
\SourceCode\Header 1, BT & HJ.cop ¥ SC#R L =5 J& 72 0 H X Wk & T 1Y
\SourceCode\Src SCERRH* . IXFERATE ttinclude FIBHE R BES CRAMAT LT .
BRI SR T, BESHMNER.

1. mir ok, LT, AHEE, & “BUE”.



New Class ? PS

Class type |Generic Class j 0K
Class information Cancel

Name: |uFo1

P -3 |

The New Class Wizard could not find the appropriate header

l % file(s) to include for the base class(es) CSprite. If you choose to
derive from the class(es) anyway, you may need to manually
add the appropriate header file(s) to
DAMWC+ +\UFO\SourceCode\Header\UFC.h.

BE | g

2. XEHT, BRATEIENIZRER T CSprite 25, {H 2 VA XA 2EH 7 B SCHER include
HEK o IR IR L TR, i N ERAE:
ttinclude "CommonClass.h"

3. PR, KRBT AREE:

error C2512: 'CSprite’ : no appropriate default constructor available

$TFF CommonClass.h Sk, K| CSprite ZEHYE X, 7 LUK BZISE A 48 141 R
H, HAMar 28NS R 8L Ik, fFNeEr T3, Wigm BB niin 24,
TG SR BAA 502K, HOi R B P A Bk T

CTankPlayer(const char* szName);

CTankPlayer::CTankPlayer(const char* szName):CSprite(szName)

—

4. A CTankPlayer Z5¥5 /I m_iDir,m_fSpeedX,m_fSpeedY, m_iHp DU/ M a2 & (AR A8
o FSRRIAITEAE X AN Y Bh7 1a) s B DL G B I 1), FE HAEMIE ek B

WIthtk A 0. X EBE, m_iDir BEN O 1. 2. 3, ARIFEL E AL T .



i 4 BR B P BN SE AR, Vi AR AT A, TSRS —, T OO 4ks:

'

i

) IRFRIEIBEN T XY B UL A . AR SOREE i 44 SR A T A
WAYE, m_RIARR AR, | RIEHM, fRIE float Y, sz RIEFHHEEE, g &
B AR,

[F] 2 7 B AE public BLFR N & SCER AN B ALK L8 A8 1Y) Get AT Set 5 fiti, W #£

LessonX.h SCHEk A 52 EE

//set fiiitt
void SetHp(int hp) {m_iHp = hp;}
void SetDir(int dir) {m_iDir = dir;}

void SetSpeedX(float speedX) {m_fSpeedX = speedX;}

void SetSpeedY(float speedY) {m_fSpeedY = speedY;}

//get T it

int GetHp() {return m_iHp;}
int GetDir() {return m_iDir;}
float GetSpeedX() {return m_fSpeedX;}
float GetSpeedY() {return m_fSpeedY;}

5. fE CTankPlayer ZEHH4id pR £ 56 B8 b 1 DU A 1 51 28 BRI a6 4k

CTankPlayer::CTankPlayer(const char* szName):CSprite(szName) //% #4 3¢ bR Bk 17 52 31

m_iDir=0;
m_fSpeedX=0.f;
m_fSpeedY=0.f;

m_iHp=2;



TR ROV, B ISR iE s g AR

pis's

B . MRS SEBA B
WALIE R EL, 7 2R HHL 3 bR B 25 St s R FH S SR I AE) & BR B . CTankPlayer #4)1 B 4
W CSprite KM K%L, KB EL szName HUEAL LA T, MG LKA szName
ks R K F 5 CTankPlayer X & 4052k .

6. N CTankPlayer SRR Init BAL, 1208 B0 2 AR 58 B BN AR TR . IX B, %%
W setHp fE it & . S8 S5 1 H SCJSHY SetSpritePosition BRI £ tH 5w b R 1557
TEREREH J2(0,0) ik o 42 T SR 45 3H S K R BE LIS A SRR /D, 5tk il S if Je A
AN WORLD_LIMIT_NULL, FRikkE R 5t 5 Fnif 1 B e 52 fr AR s B, [R)25 5007
S o A X A 26 A A RS2 A A

void CTankPlayer::Init()

{
SetHp(2);
SetSpritePosition(0.f,0.f);
SetSpriteWorldLimit(WORLD_LIMIT_NULL, -26, -22, 26, 22);
SetSpriteCollisionActive(1,1);//¢ 37 A W] LA 52 Fll A= filf 4
SetSpriteVisible(true);

}

7. 56 HE CTankPlayer 28 F R E X J5, 7E CGameMain 2K K —Fp FAH 1% i 28 &
m_pTankplayer, 2% CTankPlayer*.
F B 1E LessonX.h ¥ 1Sk SCHk

#tinclude"TankPlayer.h"



R, TP AL T HA R R, K m_iGameState FIE XN 1,
PR HENTFHIRZS (W SE—) o B FF FHA AT CGameMain::GameMainLoop B %,
R4 m_iGameState HY{E I F I 34T CGameMain::Gamelnit %, Kk, B LAEZ%
SRR BT, A CTankPlayer:Init 80K 58 B iZ S0 S WIIR 1L T4
m_pTankPlayer=new CTankPlayer("myPlayer");//# i —F1 % F /& myPlayer H3 77 3H 5 %}
£

m_pTankPlayer->CloneSprite("player");//3 77 3 5 wi £ #£ funcode AR 1 A7EFE R4 7N
player F3E 3, FIAHTENIH TN R4 H ATk R 1T 8 14

m_pTankPlayer->Init();

« B2 NK, FATA CTankPlayer 287501 OnMove PR3, 241 iKey. bPress 7}l # ik T4 N
WAL A B S0 T . — T A BZ R, V7 AR Y public:

void OnMove(int iKey, bool bPress);

. B, 5E5 OnMove Hijiti .

void CTankPlayer::OnMove(int iKey, bool bPress)

if(bPress)

switch (iKey)

case KEY_W:

SetDir(0);

SetSpeedX(0);

SetSpeedY(-8);



break;






case KEY_D:
SetDir(1);
SetSpeedX(8);
SetSpeedY(0);
break;

case KEY_S:
SetDir(2);
SetSpeedX(0);
SetSpeedY(8);
break;

case KEY_A:
SetDir(3);
SetSpeedX(-8);
SetSpeedY(0);

break;

SetSpriteRotation(float(90*GetDir())); //H 75 HEL 3 T 90 153 kG R Jiie i F %k

SetSpriteLinearVelocity(GetSpeedX(),GetSpeedY());

else

if(iKey == KEY_W | | iKey == KEY_D || iKey == KEY_S || iKey == KEY_A)



10.

11.

12,

SetSpeedX(0);
SetSpeedY(0);

SetSpriteLinearVelocity(GetSpeedX(),GetSpeedY());

}

HIZ %4 bPress KFIWTHE AL S 4% Rk /2. iU bPress 7y false, FIAHEALHIE,
FLE ) B /2 WASD BRI, B2 IHva iy X Bl Y FhFe s BE R 0. B4 bPress A
true, FILEAIZ T, WAL T, 4 m_iDir,m_fSpeedX,m_fSpeedY I 7~ AH N1
{li. SetSpriteRotation FlI SetSpriteLinearVelocity £R%H Sk 15E S7 4G 7 A #7028tk ik
&, BEARE LM CommonClass.h SCHK.

£ CGameMain 251" OnKeyDown pF %, i it i | CTankPlayer 281 OnMove it ,
MR NHRE, P SR e T 102 8. RAAWEREE N TR, A H 2.
TER: OnMove Z¥ bPress I'J{E A true. £ OnKeyDown B&E P RIS G0 T

if(m_iGameState == 2)

m_pTankPlayer->OnMove(iKey, true);

WIS ERET . WSKEITIS, % WASD 8, Hiw 2 mER T s, Hi
ARG, Hedksmgt, ATk,

7£ CGameMain::OnKeyUp E{ %+ i ] CTankPlayer ] OnMove & Jiti, 2% bPress [
fHH falseo

void CGameMain::OnKeyUp(const int iKey)



if(m_iGameState == 2)
{

m_pTankPlayer->OnMove(iKey, false);

}

13, ZMiEJFIZEREY, T WASD 8, HTiaE; PO, HigfEilk. BTk, &
ARSI 5038 8 B 8 X il FH5 1 BB B AR .«

14, HIETOR R BRI A, R RIE BN 0, FRIFILEs. —Jrim, HAIH
LG ZRGE RABESL I S SRR . W RAZE CTankPlayer::Gamelnit() 158 H.

15 FI A e fi vk R R steste() R W7 A 21 1HE 532 Fr ks R 5 75 9307 H 58 o 4 RE 2 it 57
A GRS R 44 b BA " player” IR, strstr 23R o] —FhAE 2B . BRAAS 0T

void CGameMain::OnSpriteColWorldLimit( const char *szName, const int iColSide )

{
if(strstr(szName,"myPlayer") 1= NULL) // Wil 21 tH 532 513 50 5 45y 07 3 58
{

m_pTankPlayer->SetSpriteLinearVelocity(0,0);

}

}

L= HWHMA
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1. AIEE-F5 CBullet;

2. GRS ) EEHIE T



[segiiz B R ]

o EF Tr Aat .| =),

[R50 ]

BT, ARG FIHNEs M. REAE . X R v S R, H
HHIE Bl 7 T AR GG 7 B 3H 5 R [ RO B R

M F A I T R, R IEAE CGameMain 211 OnKeyDown $£ it F S ELZ 75 3K
BB AT CTankPlayer SN INA S T3 it OnFire. 4% N J 825, $HIWRSS T3, 7£
OnFire f i, FATIF E 5 VRF 37 I AIIAG 0L B . QI8 F 3R ATH CGameMain 25k
. RXRERD TR ARG .
[s2504851]

1. @K FEIE CBullet 38, JLAEK T CSprite 28, AMAHAS RS0 —;

2.} CBullet Z8%3 0 m_iDir,m_fSpeedX,m_fSpeedY,m_iHp, m_iOwner FL M1, 435l
WBTTIE . XA Y BB, P LR SRR e, 0 Rk, 1%
BT, FES RIS I AR R get A set 5.

3. N CBullet ZRIR A4 B S AIMT M bR 2. S RRSEIG —, A0S R 3Pl T A8 ik AT

FIHaAE o



N CBullet ZR¥¥ I OnMove $4 i, ZR iDir RIX FIHIZE) T M .
5E5E OnMove F& it HR4E 75 7] m_iDir, — 5T AL m_fSpeedX,m_fSpeedY F{H, %4
Ja LAY 5 M BESL T A, B Ja WL BN IS B B

void CBullet::OnMove(int iDir)

SetDir(iDir);

switch(GetDir())

case 0:
SetSpeedX(0);
SetSpeedY(-10);
break;

case 1:
SetSpeedX(10);
SetSpeedY(0);
break;

case 2:
SetSpeedX(0);
SetSpeedY(10);
break;

case 3:
SetSpeedX(-10);

SetSpeedY(0);



break;

SetSpriteRotation(90*GetDir());

SetSpriteLinearVelocity(GetSpeedX(),GetSpeedY());

3. fE CGameMain Z8H 8 Ik 1545 H H % 01 45 & m_iBulletNum(FEE LA 1E A 0).
SRIGEN N AddBullet i 574 iDir. fPosX. fPosY. iOwner P02 %43 Hil ik
TR T RAAIAG AT B X Al Y B ARKR DUR T R b . T B A
TR, IR TR B X AMEN, SR JE B R FA .

void CGameMain::AddBullet( int iDir,float fPosX,float fPosY ,int iOwner)

char* szName = CSystem::MakeSpriteName("bullet",m_iBulletNum);//E1| 2 H 77,42 7
CBullet* pBullet = new CBullet(szName);

pBullet->CloneSprite("bullet");
pBullet->SetSpriteWorldLimit(WORLD_LIMIT_NULL,-26, -22, 26, 22); //¥ 7. it 51 5
pBullet->SetSpritePosition(fPosX,fPosY);

pBullet->SetSpriteCollisionSend(true); // ¥ 3712 52 filf 1%

pBullet->OnMove(iDir);

m_iBulletNum++; //F #4000 1

if(iOwner == 1)

pBullet->SetOwner(1);//1 ik 730 78 K 51 158



else

pBullet->SetOwner(0); //0 ik 77 tH 7 & B B 154

ER: XEHPT cBullet X%, FIHEZE include HNHISLICHR
4, J}y CTankPlayer Z5M4+: OnFire i, SEHLK S TN IIRE . TEARYE H SCE 3R,
B FRRA R B G, 8L AddBullet 54 ita /E WXk I K — K T3,

void CTankPlayer::OnFire()

float x,y;
x = GetSpritePositionX();
y = GetSpritePositionY();

switch(GetDir())

case 0:
y=y-GetSpriteHeight()/2-1;
break;
case 1:
x=x+GetSpriteWidth()/2+1;
break;
case 2:

y=y+GetSpriteHeight()/2+1;



break;
case 3:
x=x-GetSpriteWidth()/2-1;
break;
}
g_GameMain.AddBullet(GetDir(),x,y,1);
}
T H 2| g_GameMain XN R4, [KILT EAE CTankPlayer.cpp H 75 B Sk SCiik :
#include”LessonX.h”
5. 1% ) g R8T F9 . £ CGameMain 21 OnKeyDown &4 if(m_iGameState == 2) N8l
if(iKey == KEY_J)//FIWrZ T 4208y ) B
{

m_pTankPlayer->OnFire();

LIV EOTIETE

[5e5em2]
1. A% CTankEnemy 2%;
2. GIgE—PFhECT T, S N b5 A A =AM B BRI
3. SCHUHBERE 2 7, BN —Fh 71 .
4, SEPITORG 5 PR SS—K T

5. HIETCS AL AR, AT 1A

[seitiaE R b
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