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}
if DOWNQ X

y =y t+dy;
}
ifl LEFTO X

X = x — dx;
}
ifl RIGHTO )

X = x + dx;

if(KZ() && timer1 == 0){
for(i=1;i<=3;i=i+ 1)
tdx=i — 2;
tx=x+ 10 * (i — 2);

PMissileSet( tx , vy, tdx , =10 );

}
timer1 = 10;

if(frame==50){
EnemySet( 320 ,-32 0,2 );

frame = 0;
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Enemy.txt

X = x + dx;

y =y +dy;

if(timer1==0){
tdx=ShootX( x , vy, 4);
tdy=ShootY( x ,y, 4 );
EMissileSet( x , y , tdx , tdy );
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timerl 23 0 DI

mp tdx ITIHWEE B A x 77 [ DAER 2 A

tdy ICHWE By 77 DAER % A
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timer1=50; timerl % 50 7 L — AfFDIick v b
}
PMissile.txt
B2 R
x =X + dx; x il OfE% dx 7202 L X ¢ 2
y =y +dy; y oMz dy 723k s¢ 5
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