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Enemy.txt iZFCiR
if( timer1 == 0 ){
for(i=1;i<=3;i=i+ 1)}
tdx = (i—2) *2;
EMissileSet( x , y , tdx , 4 );

}
timer1 = 50;

[ 2. 1% 2h e J

45°¢
| 7L—LDELE S




n A&

Sin(deg,amp) AE deg[” 1. #R1E amp @D Sin DEZEKH D
Cos(deg,amp) AE deg[” 1. #k1E amp D Cos DEZEKHD

Enemy.txt IC G0

if( timer1 == 0 ){
for(i=1;i<=8i=i+1)
tdx = Cos(45 * i, 5);
tdy = Sin(45 * i, 5);
EMissileSet( x , y , tdx , tdy );
}
timer1 = 50;
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Enemy.txt IZECiR

if( timer1 == 0 ){
tdx = Cos(45 * flag, 5);
tdy = Sin(45 * flag, 5);
EMissileSet( x , y , tdx , tdy );

flag = flag + 1;
if( flag == 8) flag = 0;
timer1 = 10;




4. B0K% num TITEN 2 1T5
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num=>0
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EnemySet (gp, num, x, v, dx, dy, life, attack, timerl, timer2) A A HEL S A
PMissileSet (gp, num, x, v, dx, dy, 1ife, attack, timerl, timer2) | HiEHA2 HHFA I 5
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Player.txt IZ 5o

if(frame==50){
EnemySet( 0,0,
EnemySet(0, 1,

frame = 0;

40,-32,0,2,1,1,
600,-32,0,2,1,1

50,0);
,50,0);




Enemy.txt ICEEiR

if(num==0){
if(y>150){
dx=2;
dy=0;
}
}
if(num==1){
if(y>240){
dx=-2;
dy=0
}
}
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Enemy.txt I 5o

dx = ShootX(x , vy , 2);
dy = ShootY(x , y , 2);
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