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/*****************************************************************************************
collision.cpp HIZDHE

****************************************************************>I<************************/

!/l A>0)L—R

fdefine _USE_MATH_DEFINES

// C SRR

finclude "math.h"

/] BYE~wS

finclude "define.h"

finclude "extern.h"

// ARTOEZEHAE
int CollisionCircleToCircle( int x_1, int y_1, int r_1, int x_2, int y_2, int r_2){
// AELTDOHEDHE, x_1. y_1. x_2. y_2 (FE& L2 DHEDHILDEEER,
/] r_1. r 2 (3B A DFEDHFR
ifC (x21-x2) % (x1-x2)+
(y1-y2)*x(y1l-y2)c«
(ro1+r22) % (ro1+r22) )4
/[l ZEBDEEKID., FHEEF I ZERDIEELVUTRT
return (1 );
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}

// FEEZERFE 0 ZRDIEEUTIRY
return( 0 );
}

// B EBROBEZEHTE
void CollisionEnemyToPlayer ( void ) {
int i;
/] BETIDIWUROEFEERDE. HIE
if( player.life > 0 ){
/]l ETCOMEHEZITD

for( i =05 i <ENEMY_MAX; i++ ){ // ERODETOEEARICIT LT
ifCenemy[ i ]J.life >0 ){ /] TOBNMFEITDES
// BROOFEFE(CIE U THIEDHEZE DL O] FE
switch( enemy[ i ].type ){
default: // SEIEETTIAIL
if( CollisionCircleToCircle(
player.pos[ 0 ], player.pos[ 1 1, 8
enemy[ i ].pos[ 0 1, enemy[ i J.pos[1 1, 16 ) ==1){
/] BETLAVT—HIEZELTNDESE,
/] TLAv7—D31T(1C0&= KA
player.life = 0;
}
break;

}

}

SEWED 1z function.h ITTO M TEE L. CollisionEnemyToP layer BAZDFEUH L%
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ST (EUfEFY) D= DI
il (x1,y1)
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EBwi Emah1 W2 ETh2

FEFZ(EM &8 S Tt EBOBEEN DD T, 2EHEZ T DRENDHDFT . LD 2 DOIERNEZE
L TWB R,

|x1_x2|<(W1+W2)+2Q|Y1_y2|<(h1+hz)+2
ERRDET, 9. 2 DO X ABICDODVLWTEREISS(ICIEMU TLINESH EIENDE T,
CCTEMUTWES, YEABICDWTEREBE(CIEMU TLBINEDIHEEND. 2 DEBEMNF
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