ANninnnnnnnana

#include "Enemy.h"
#include "./Stage.h"
#include "globals.h"
#include "Player.h"
#include <map>
#include <queue>
#include "Imgui/lmgui.h"

#include "BombFire.h"

namespace

{

[const Point nDir[4] = { {0,-1},{0,1},{-1,0},{1,0} };

[Jconst float SPEED = 0.0f;

[const int NEIGHBOURS = 9;

[const Point nineNeibor[NEIGHBOURS] = { {0,0}, {1,0}, {0,1}, {1,1}, {-1,0}, {O,-1}, {-1,-1%}, {1,-1}, {-1,1} };

[const float ANIM_INTERVAL = 0.3f;
[const float DEATH_ANIM_FRAME = 3.0f;
[const int frameNum[4] ={0,1,2,1 };
(const int yTerm[5]1={3,0,1,2,0};

[const Pointf INIT_POS{ 5, 5 };

(const DIR INIT_DIR = UP;

[bool isGraphic = true;

[enum ENEMY_TYPE

0{

[TIOTAKU,

[TINEKO,

[TIKABOCHA,

[TIOBAKE,

[TENEMY_TYPE_MAX

0}

(std::string enemylmagePlace[ENEMY_TYPE_MAX] = { "Assets/otaku.png”,
M "Assets/neko.png",

mN "Assets/kabocha.png",



(IITTITTIIITIT] "Assets/obakeb.png” };
[std::string GetEnemylmage(ENEMY_TYPE type)

0{

[return enemylmagePlace[type];
0

}

Enemy::Enemy()

[:pos_({ 0,0 }), isAlive_(true), nextPos_({ 0,0 }),
OanimFrame_(0),animTimer_(0),enemylmage_(-1),isHitWall_(false),speed_(SPEED)
{

QU]

flint rx = 0O;

Ofintry = 0O;

O/while (rx % 2 ==0||ry % 2 == 0)

04

0/0rx = GetRand(STAGE_WIDTH - 1);

U/0ry = GetRand(STAGE_HEIGHT - 1);

07}

OenemyState = ENEMY_STATE::ENEMY_ALIVE;
[(timeToDeath_ = DEATH_ANIM_FRAME;

QAT
gos_ = { (float)INIT_POS.x * CHA WIDTH, (float)INIT_POS.y * CHA HEIGHT };

O

forward_ = INIT_DIR;

a

{if (isGraphic) {

[TIstd::string enemylmage = GetEnemylmage(KABOCHA);
[[lenemylmage_ = LoadGraph(enemylmage.c_str());

0}

}

Enemy::~Enemy()

{
[DeleteGraph(enemylmage_);
[DestroyMe();

}



void Enemy::UpdateEnemyAlive()

{
[EnemyVSBombFire();

[static bool stop = false;

{if (!stop) {

(WATIIT]

Fgint move = { nDir[forward_].x, nDir[forward_].y };

WA

Adintf npos = { pos_.x + speed_* move.x * Time::DeltaTime() , pos_.y + speed_* move.y * Time::DeltaTime() };
AT

Adint nposl = { (int)npos.x, (int)npos.y };

[[Rect nRec = { nposl, CHA_WIDTH, CHA_HEIGHT };

[Mif (YisHitWall(nRec) AT
Gl
TisHitWall_ = false;

[ITlpos_ = npos;

ik

Telse

K

(ITlisHitWall_ = true;
ik

it prgssx = (int)pos_.x % (CHA_WIDTH);
[Mint prgssy = (int)pos_.y % (CHA_HEIGHT);
[[int cx = ((int)pos_.x / (CHA_WIDTH)) % 2;
[Mint cy = ((int)pos_.y / (CHA_HEIGHT)) % 2;
[IIstatic int count = 0;

[if (prgssx == 0 && prgssy == 0 && cx && cy)
X
ITif (isHitwall_) {




0}

O

gnimTimer_ += Time::DeltaTime();

Oif (animTimer_ > 0.3f)

0f

[MTanimFrame_ = (animFrame_+ 1) % 4;
[TanimTimer_ = animTimer_ - ANIM_INTERVAL;
0}

}

void Enemy::UpdateEnemyDeadReady()
{

[float ANIM_INTERVAL = 0.2f;

[(float FLY _SPEED = 800.0f;

{
[(timeToDeath_-= Time::DeltaTime();

Of (timeToDeath_ < 0) {

MtimeToDeath = DEATH_ANIM_FRAME;
[IISceneManager::ChangeScene("CLEAR");
0

void Enemy::UpdateEnemyDead()
{
}

void Enemy::Update()
{

[Oswitch (enemyState_)

[

[case ENEMY_STATE::ENEMY_ALIVE:
[[UpdateEnemyAlive();

[Tbreak;

[case ENEMY_STATE::ENEMY_DEAD_READY:



[[UpdateEnemyDeadReady();
[[break;

[Jcase ENEMY_STATE::ENEMY_DEAD:
[[lUpdateEnemyDead();

Tbreak;

[default:

(Tbreak;

0

}

//turnRight(),turnLeft()
//reverse(),forward()[TT11T]
//Point GetXYDistance();

/I

void Enemy::TurnRight()

{

i

Oif(forward_ == UP)
[[fforward_ = NONE;

Celse if (forward_ == RIGHT)
[[fforward_ = NONE;

Celse if (forward_ == DOWN)
[[forward_ = NONE;

[else if (forward_ == LEFT)
[[forward_ = NONE;

a

}

/I

void Enemy::TurnLeft()

{

(if(forward_ == UP)
[[forward_ = NONE;

Celse if (forward_ == LEFT)
[Tforward_ = NONE;

Celse if (forward_ == DOWN)
[[forward_ = NONE;



Celse if (forward_ == RIGHT)
[([forward_ = NONE;
}

void Enemy::Trurn180()

{

{if (forward_ == UP)
[[fforward_ = NONE;

Celse if (forward_ == LEFT)
[Tforward_ = NONE;

Celse if (forward_ == DOWN)
[[forward_ = NONE;

Celse if (forward_ == RIGHT)
[[forward_ = NONE;

Pointf Enemy::GetPlayerDist()

{

[(Player* p = FindGameObject<Player>();
[Pointf dist;

[dist.x = fabs(p->GetPos().x - pos_.x);
[dist.y = fabs(p->GetPos().y - pos_.y);
(return dist;

}

/YT

void Enemy::YCloserMove()

{

[Player* player = (Player*)FindGameObject<Player>();
D/*

[if (pos_.y > [ITI1T] y )

H

[[forward_ = NONE;

0

[else if (pos_.y <{TTTTT] yld )
H

[([fforward_ = NONE;
0



0/

void Enemy::XCloserMove()

{

[V*

[Player* player = (Player*)FindGameObject<Player>();
Oif (OO )

0{

[Tforward_ = NONE;

0}

Oelse if (ITTTITIIITIIIIT] )
0

[Mforward_ = NONE;

0}

¥/

}

void Enemy::XYCloserMove()

{

O

Blayer* player = (Player*)FindGameObject<Player>();
[J/pos_.x, pos_.JITT1T]

[Iplayer->GetPos()TTITTITIIIT]

iht xdis = abs(pos_.x - player->GetPos().x);//xI11]

iht ydis = abs(pos_.y - player->GetPos().y);//y[I11]

if (xdis > ydis) {
OMATTIITTITTITTITTTTTIT

if{pos_.x > player->GetPos().x)

0K

(ITforward_ = LEFT;

il

[Tlelse if (pos_.x < player->GetPos().x)
K

[Tiforward_ = RIGHT;

ik

0}

[else



o

(DY
if{pos_.y > player->GetPos().y)
K

(ITfforward_ = UP;

i

[Tlelse if (pos_.y < player->GetPos().y)
0K

[Ifforward_ = DOWN;

[}

0}

}

1

void Enemy::XYCloserMoveRandom()

{

0 I

300 20T

Blayer* player = (Player*)FindGameObject<Player>();

fint xdis = abs(pos_.x - player->GetPos().x);

fint ydis = abs(pos_.y - player->GetPos().y);

(int rnum = GetRand(2);

0if (rnum == 0)
[IXYCloserMove();

(else

0f

[[forward_ = (DIR)GetRand(3);
0}

}

void Enemy::Draw()

{
[if (isGraphic)
o



[IIPrawRectExtendGraph((int)pos_.x, (int)pos_.y, (int)pos_.x + CHA_WIDTH, (int)pos_.y + CHA_HEIGHT,
frameNum[animFrame_] * 32, yTerm[forward_]*32, 32, 32, enemylmage_, TRUE);

0}

[else {

[TPoint p = { (int)pos_.x, (int)pos_.y };

(IIPrawBox(p.x, p.y, p.x + CHA_WIDTH, p.y + CHA_HEIGHT,

[ITiGetColor(80, 89, 10), TRUE);

[TPoint tp[4][3] = {

OT{{pos_.x + CHA_WIDTH / 2, pos_.y}, {pos_.x, pos_.y + CHA HEIGHT / 2}, {pos_.x + CHA WIDTH, pos_.y +
CHA HEIGHT / 2}},

OIH {pos_.x + CHA_WIDTH / 2, pos_.y + CHA HEIGHT}, {pos_.x, pos_.y + CHA HEIGHT / 2}, {pos_.x + CHA_WIDT]
pos_.y + CHA HEIGHT / 2}},

OTK {pos_.x , pos_.y + CHA HEIGHT / 2}, {pos_.x + CHA WIDTH / 2, pos_.y}, {pos_.x + CHA WIDTH / 2,
pos_.y + CHA_HEIGHT}},

OT{{pos_.x + CHA_WIDTH, pos_.y + CHA HEIGHT / 2}, {pos_.x + CHA _WIDTH / 2, pos_.y}, {pos_.x + CHA_WIDTF
2, pos_.y + CHA HEIGHT}}

s

[IDrawTriangle(tp[forward_][0].x, tp[forward_][0].y, tp[forward_1[1].x, tp[forward_][1].y, tp[forward_][2].x,
tp[forward_][2].y, GetColor(255, 255, 255), TRUE);

0}

}

bool Enemy::CheckHit(const Rect& me, const Rect& other)
{

0if (me.x < other.x + other.w &&

[Mme.x + me.w > other.x &&

[Ime.y < other.y + other.h &&

[Ime.y + me.h > other.y)

H

[Mreturn true;

0

(return false;

}

bool Enemy::isHitWall(const Rect& me)

{
[Stage* stage = (Stage*)FindGameObject<Stage>();



(for (inti = 0; i < NEIGHBOURS; i++) {

[([int x = me.x / CHA_WIDTH + nineNeibor[i].x;
[[int y = me.y / CHA_HEIGHT + nineNeibor[il.y;
[[ICheckBoundary(x, y);IATITIIT

HiageObj& tmp = stage->GetStageGrid()[y1[x];
[if (tmp.type == STAGE_OBJ::EMPTY)

(ITkcontinue;

[Lif (CheckHit(me, tmp.rect))

K

[ITIif (tmp.type == STAGE_OB]J::BRICK || tmp.type == WALL || tmp.type == BOMB)
HEN

(II0return true;

17}

ik

0}

(return false;

}

void Enemy::EnemyVSBombFire()

{
[const float COLLISION_DIST = 0.6f;

Ostd::list<BombFire*> bflList = FindGameObjects<BombFire>();

[Ofor (auto& itr : bfList)

H

[[std::vector<BomRect>& bRects = itr->GetBomRectList();

[Ifor (auto& itrRec : bRects)

K

[ITPoint fc = itrRec.rect.GetCenter();

[ITRect eRect = { (int)pos_.x, (int)pos_.y, CHA WIDTH, CHA HEIGHT };

[ITPoint eCenter = eRect.GetCenter();

[I1V/float dist = (float)((fc.x - eCenter.x) * (fc.x - eCenter.x) + (fc.y - eCenter.y) * (fc.y - eCenter.y));
[IIfloat dist = CalcDistance(fc, eCenter);

[ITIif (dist < COLLISION_DIST * CHA_WIDTH)

OTH

(WA



geibrawBlendMode(DX_BLENDMODE_ALPHA, 128);

[IITDrawBox((int)pos_.x, (int)pos_.y, (int)pos_.x + CHA_WIDTH, (int)pos_.y + CHA HEIGHT, GetColor(0, 200, 200),
TRUE);

[ITSetDrawBlendMode(DX_BLENDMODE_NOBLEND, 0);

MITenemyState = ENEMY_STATE::ENEMY_DEAD_READY;

[I11J/SceneManager::ChangeScene("CLEAR");

(0}

ik

0

}

1

//void Enemy::RightHandMove()

1

/IIDIR myRight[4] = { RIGHT, LEFT, UP, DOWN };

/IDIR myLeft[4] = { LEFT, RIGHT, DOWN, UP };

/IPoint nposF = { pos_.x + nDir[forward_].x, pos_.y + nDir[forward_l.y };
//0Point nposR = { pos_.x + nDirflmyRight[forward_]1].x, pos_.y + nDirlmyRight[forward _11.y };
/IIRect myRectF{ nposF.x, nposF.y, CHA WIDTH, CHA_HEIGHT };
//IRect myRectR{ nposR.x, nposR.y, CHA_WIDTH, CHA_HEIGHT };
//Stage* stage = (Stage*)FindGameObject<Stage>();

//0bool isRightOpen = true;

/Ibool isForwardOpen = true;

//lJ/for (auto& obj : stage->GetStageRects()) {

//Ofor (inty = 0; y < STAGE_HEIGHT; y++)

1K

/ITffor (int x = 0; x < STAGE_WIDTH; x++)

7l

/I0TRect tmp = stage->GetStageGrid()[y]l[x].rect;

//OTf (CheckHit(myRectF, tmp)) {

//I1TlisForwardOpen = false;

Zjunnl;

/II1Tif (CheckHit(myRectR, tmp)) {

/II1TlisRightOpen = false;

jZjnnnl;

JZan;



/I (isRightOpen)

7l

/IOTforward_ = myRight[forward_]J;

110}

//Telse if (isRightOpen == false && isForwardOpen == false)
/MK

[/ITfforward_ = myLeft[forward_];

Jnnjy

110}

11}

//void Enemy::Dijkstra(Point sp, Point gp)

1

//Jusing Mdat = std::pair<int, Point>;

1

//dist[sp.y][sp.x] = 0;

//Ostd::priority_queue<Mdat, std::vector<Mdat>, std::greater<Mdat>> pq;
//0pg.push(Mdat(0, { sp.x, sp.y }));

//Ovector<vector<StageObj>> stageData = ((Stage*)FindGameObject<Stage>())->GetStageGrid();
1

//Owhile (*pg.empty())

1

/[MMdat p = pg.top();

//MPpg.pop();

1

/IIIY/Rect{ (int)p.second.x * STAGE_WIDTH, (int)p.second.y * BLOCK SIZE.y, BLOCK SIZE }.draw(Palette::Red);
/IMY/getchar();

//[Tint c = p.first;

//TPoint v = p.second;

/]

//[Tfor (inti=0;i<4;i++)

7l

//ITPoint np = { v.x + (int)nDirlil.x, v.y + (int)nDir[il.y };

/IOf (np.x < 0 || np.y < 0 || np.x >= STAGE_WIDTH || np.y >= STAGE_HEIGHT) continue;
/I[1THif (stageData[np.yl[np.x].obj == STAGE_OB]J::WALL) continue;

JITif (dist[np.yllnp.x] <= stageData[np.y][np.x].weight + c) continue;
//Idistinp.yllnp.x] = stageData[np.yllnp.x].weight + c;

/dprelnp.ylnp.x] = Point({ v.x, v.y });

//ITpg.push(Mdat(dist[np.yllnp.x1, np));

JZan;



Zin;
11}

(LITITTITITIITT
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