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DaxyJIbTET BhIUuCIIITEIEHON TEXHUKA

Kadepa “Bpraucare bHast TEXHUKA™
“YTBEPXJIAIO”

3aB. Kacpe,up(?BT
POTE M.A. MUTpOXYH

« » 20°
3AJAHME
Ha KypcoBoe NpoeKTHPOBaHNe 110 Kypcy
IIporpamMMupoBaHue
Crynenry gﬁxu,axé f/uu/\}f MM} I'pymma_Z5. MN

Tema mpoexTa; PaspabomKa npozpammul CLONCHON CHpyKmypbl Memooom

HUCXO00RWEZ0 NPOZPAMMUPOSARUA.
HcxoHEle JaHABE (TeXHUIeckye TPeOOBaHN!) Ha IPOCKTUPOBAHAC
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CW o soppn %W/WW

O6s3aTe TbHbIE TPe00BaHUSA K IPOrpaMme:
1. MHOroMO Iy TbHOCTb.

2 HemoTb30BaH7E CIIOKHBIX THIIOB JaHHBIX — CTPYKTYD, CIIECKOB, (aiilos.
3. PexumM paboThl BUIEOCHCTEMBI — TEKCTOBHIHN / TpadUIeCKMA,

4. YerpoiicTBo BBOJIa MH(OPMAIMIL — KIIABHATypa, MBIIID.
5. Tlonp30BaTe hekuit HHTEp(Ec JODKEH OBITh IOCTPOSH Ha OCHOBE MEHIO 1

IIAHEIA HHCTPYMEHTOB.

6. Haymaue 3acTaBKy.
7. Onteparmonnas cucrema MS Windows.

8. ST3E1k porpammupoBarus — Cu 1 AcceMOIep.
9, Cpexa paspaborkn I10 — Microsoft Visual Studio,




06Bem paboThl 0 KypPCY
1. PacuyerHasi 4acTh

Paspa6orka mporpaMMBL

2. T'paguueckasi 4YacThb

CXeMa JaHHEIX, CXeMa PecyPCOB CHCTEMBI, CXeMa PaGoTEL CHCTEMSL,

Hepapxmdeckas CTPyKTypa IporpaMMBl, CXeMa B3aVIMO,IEACTBAS IIPOTPaAMMBL.

3. DxcnepuMeHTa/IbHAS YaCTh

Ornazxa nporpaMmeL

CpoK BbINOJIHEHUS] IPOEKTA 110 paszjiesiamMm.

B cootserctrmm ¢ rpaduxom.

|
I

D ARISIPR e = | At
~ [laraBbiraun 3apamms “_

Mt SERMBLe . - o i




CoaepxxaHue

|23 £ 1501 () & 17 (< 5
I LTl 0 S 00) 23 TR T2 D1 - L 1 6
23 8 (010) O 01S) 110532 1 PSPPI 7
Onucanue pazpabOTKU MPOTPAMMBI .....cceiiurrrrreesrannrrreessasnreeeesaasnnreeessasnneeeesansnnnees 8
OTHAIKA L TECTUPOBAHME ......vvveeeessnteeeeesannneeeeeasansnneeeesassseeeesasnneeeessansneeeesannnneeeens 9
OIUCAHUE TIPOTPAMMDBI + .. evveeteesssteeeeesansneeeeeesassse e e e e s asseeeeesasbn s e e e s s annneeeesannneeeens 9
PYKOBOZICTBO TOJTB3OBATEIIS .vvvvvvvvverrrrerereeneeeeeesseseeseeeseseseesssseseessssesesesssssseseeeeeeeees 20
K E ) ) 1101 (512 1 (S PP P PP PPPPPPPPPPPP 25
CHHCOK UCTIONB3YEMBIX MCTOUHMKOB . ...evvvreteessnitereeessasisneeessansnnneeesannneeeesannnsneeas 26
[TpunoxeHne A. JIMCTUHTH TPOTPAMMDBI ......vvvveeriirrreeesiiirreeeesasrneeeessnnnereeessannenes 27
[Tpunoxenue B. Pe3yabTaThl pAOOTHI IPOTPAMMDBI .....ccceiurrrrreeniirreeeesaannrreeeesannes 71



BBenenue

KomnbioTepHble Wrpsl SBIASIOTCS OJHMM U3 HamOoJee HarJAIHBIX |
3¢ (PEeKTUBHBIX CHOCOOOB M3yUEHHUs MPOTPAMMHUPOBAHMS, TaK KaK OOBEAUHSIOT
paboTy ¢ JaHHBIMHU, 00pPabOTKY BBOJA IMOJIL30BATEINsI, TOCTPOCHUE UHTEpdeiica u
OpraHu3alri0 HENPEPHIBHOTO UTPOBOTO LHUKIIA. Jake OTHOCUTENBHO MPOCTask Urpa
TpeOyeT TIIATENbHO NPOAYMAHHOM apXUTEKTYphl: HEOOXOAMMO YIPABIATH
COCTOSITHEM MTPOBBIX OOBEKTOB, pearupoBaTh Ha JCHCTBHUSI UTPOKA, TPOCUUTHIBATH
¢u3nKy IBUKEHHs, 00padaThIBaTh CTOJKHOBEHHS M CBOCBPEMEHHO OOHOBISTH

BH3yaJIBHBII>i BBIBO/.

B nmannoil xypcoBoit pabore paccmaTpuBaercs pa3zpaboTka rpaduyuecKoit
urpbl «1942» nHa s3pike C ¢ ucnonp3zoBanuem Oubnuorteku raylib. Urpa sBrnsetcs
COBPEMEHHOW MHTEpIIpETaIlMe KIACCHUYECKOro apKaJHOTO0 CKpOJUI-IIyTepa: UTPOK
yIPaBIIsE€T CaMOJIETOM, YHUUTOKAET BOJIHBI BParoB pazMYHbIX TUIIOB U B (UHATE
cpaxxaerca ¢ Ooccom. IIpoekT BbIOpaH Kak MpPUMEpP MPOTPaMMBI CIOKHOM
CTPYKTYpbl: B HEM NPHUCYTCTBYET TJIaBHBI MTPOBOW IUKJ, CHCTEMa aHUMAIIMH
CIpaToB, ¢u3MKa [BIKEHWS, MHOTOTHIIHAs CHCTeMa BparoB, o0paboTka

CTOJIKHOBEHHM, BeJIcHUE CUETa U TaOJIHIa PEKOPIOB.

Pazpaborannas nmporpamma Hcmojib3yer 6ubimoreky raylib mms orpucoBku
rpadKu, BOCIPOM3BEACHUS 3ByKa W OOpabOTKHM TOJIb30BAaTEIbCKOTO BBOJIA.
Hcexomnplii Ko pa3OUT Ha HECKOJIBKO MOJYJICH, KaKIbI U3 KOTOPBIX OTBEYACT 3a
CTpPOTO OmpenenéHHyr0 00JacTh (PYHKIIMOHATBHOCTH, YTO COOTBETCTBYET

MPUHIUITY HUCXOIAIIETO MPOrPaMMUPOBAHMUS.

Ilens xypcoBoit paboTel — pa3paboTath rpadudeckylo urpy «1942y,
peaNM3yIONIyI0 YIPABICHHE CaMOJIETOM HWIPOKa, HECKOJIbKO THUIIOB BparoB C
Pa3TUYHBIM MTOBEJICHUEM, CUCTEMY ITyJb, OOHAPYKEHUE CTOJKHOBEHHM, aHUMAIIHIO
cIpaiToB, ckposmupyembiii ¢on, uarepderic HUD, rmaBHoe MeHIO U Tabmuiry

PEKOPAOB C COXpaHEHHEM B (haili.



ITocTaHoBKa 3a7a4un

HeoOxonumo pa3zpabotath rpaduueckyro urpy «1942)» — BepTHKaIbHBIMI
CKpPOJUI-IIYTEP, B KOTOPOM HUIPOK YNPABISAET CAMOJIETOM M YHUYTOXKAET BOJIHBI
Bpaxkeckux camoiiétoB. [Iporpamma pomxHa obecrieynBaTh IJIABHOE JBUXKEHUE
UTPOKA, CUCTEMY CTPEJIbOBI, MOSBICHUE BParoB Mo 3apaHee 3aJJaHHOMY CLEHAPHIO

ypOBHsI, 00pabOTKY CTOJIKHOBEHUM U BEJIEHUE OYKOB.

Urposoe nosie 10KHO UMETh (PUKCUPOBaHHBIN pazmep 768%1024 nukcenei
C BEpPTUKAJIbHO CKpPOJUIUPYEMbIM (OHOM U3 TPEX CMEHSIOUXCS TEKCTYD,
cozpatouiux 3¢pdexT OecKOHEUHOro ABMXKEHHsS. Mrpok ympaBiseT caMoJIETOM,
KOTOPBIM MOXKET JIBUTaThCAd MO BCEMY JKpaHy U BECTH OTOHb W3 JBYX CTBOJIOB

OJHOBPCMCHHO.
B HUIrpc JOJIKHBI ITIPUCYTCTBOBATHL TPHU THUIIA BPAI'OB:

- KaMI/IKa,II?)e — JICTUT BHHU3 IIO CI/IHYCOI/I,ZIaJIBHOﬁ TPaCKTOPHUU, HC

CTPCIACT, YHHUUTOXKACTCA ABYMA IIOIMaJaHUAMMH,

- <DaﬁTep — 3aHUMAaET IO3UIMI0 U BEAET OrOHb I[MpsAMO BHHU3,

YHHUYTOKACTCA YCTBIPbMA ITOITaIaHUAMM,

— bocc — mosBnsgercs B (QuHase YpPOBHS, IBUIKETCSA IO

TOPU3OHTAIIN U CTPEIISIET BEEPOM TPH Iy, uMeeT 80 e IUHULL 310POBBAI.

[Iporpamma noKHAa pEanrM30BBHIBATH CHUCTEMY OYKOB: 32 YHHUYTOXKEHHE
kamukanaze Hauucisercs 100 oukoB, 3a daiitepa — 200, 3a 6occa — 5000.
Jlyumme pe3ynabTaThl ¢ UMEHEM UTPOKAa U OTMETKOM MOOEIbl/TIOPAKEHUS TOJKHBI

CoXpaHsThCs B (haitsn u oroOpaxkatbes B Tabnuie pekopaos TOP-10.

Heobxonumo peanuzoBath riaBHOE MEHIO ¢ TyHKTamu «Play», «Records» u
«Exit», skpaH OKOHYAaHHS WTPHI C BBOJOM MMEHU M OTOOpaXCHHUEM TaOJUIIBI, a

taxxke HUD ¢ texymum c4€Tom, IMOI0CKAMU )KU3HEU U TAUMEPOM.

[Iporpamma gosxHa ObITH pa30uTa HA MOJYJIM, BKIIOUATh B CE0Sl CIOXKHbBIC

THUIIBI JJAHHBIX, a TaK e acceMOJIEpHYIO BCTABKY.



Bb100p pemenus

Jlnst pemieHust 3amadu BeIOpaH s3BIK TporpamMvupoBaHusi C, Tak Kak OH
MO3BOJISIET SIBHO YIPaBIATh IaMAThIO, CTPYKTypaMH JaHHBIX. B KadecTBe
rpaduyeckoii OMOIMOTEKH HCHoib30BaHa raylib — kpoccmiargopmeHHas
oubnmoreka aJist pazpabotku urp Ha C, mpegoctasistonas GyHKIUU 151 padoThI €
OKHOM, TEKCTypaMH, 3BYKOM, KJIaBUATypoll M TaliMepoM 03 HEOOXOIUMOCTH

YCTaHABIMUBATH TSHKENBIE GPEHMBOPKHU.

B ¢ynkuun Anim_Frame ucnosb3yercs BCTpOECHHas acceMOyiepHasi BCTaBKa
JUIS. BBIUMCIICHHE CMEIIECHMS Kajpa CIIpaiTa BBIMOJHSIETCS 4Yepe3 PErucTp eax
nporeccopa ¢ nmoMouibio MHCTpykiuu imul. K mpeumyinectsaM HCHOIb30BaHUS
accemOyiepa OTHOCATCA BO3MOKHOCTbH IIOJTHOTO KOHTPOJSI HajJ PErucTpoBOM
MOJENBIO MPOIECCOPA, MUHUMAJIbHBIE HAKJIAAHBIE PACXOAbl MPU BBINOJHEHUH

OIepALUA.

B kauectBe cpenpl paspabotku Oblia BeiOpana Microsoft Visual Studio
2022, xoropas sBIAeTCS OJHOW w3 HaubOosee GyHKIMOHAIBHBIX IDE s
paspabotku mnpunoxkeHui. Cpena mojnepkuBaeT padboty c¢ mpoektamu Ha C,
obecrieurBaeT yI00HYI HAaBUTAIIMIO 10 UCXOJHOMY KOJIY M BCTPOSHHBIE Cpe/ICTBa

OTJAJKH.

BriOpanHasi COBOKYITHOCTh  SI3BIKOB ~ MPOTPAMMHUPOBAHUS U CPEIbI
pa3pabOTKH TMOJTHOCTHIO COOTBETCTBYET IOCTABIICHHBIM 3ajladyaM, OOeCIeYnBaeT
BBICOKYIO TPOU3BOJIUTEIIBHOCTD MPUIIOKEHUS, ITO3BOJISIET ITPOAEMOHCTPUPOBATH
Kak 0a30Bble, TaKk W YriayOJIEHHBIE HABBIKM NPOTPAMMHPOBAHMS, a TaKKe
MO3BOJISIET MMPOAEMOHCTPUPOBATh MIUPOKUM CIEKTP HABBIKOB ITPOTPAMMHUPOBAHUS,
BKJIFOYasi pabOTy C CUCTEMHBIMHU pecypcaMu, rpaduKoi, CTPYKTypaMu JTaHHBIX |

HHU3KOYPOBHCBBIMH MCXaHU3MaMH BBIIIOJIHCHHUA IIPOI'PAMM.



Onncanue pa3padoTKH MPOrpPaMMbl

Pa3paboTka mporpamMmbl BBIMOJHSIACH TOJTAITHO B COOTBETCTBUU C
HUCXOASAIIUM moaxonoM. CHavana ObLT CO3/1aH 3arojioBOYHBIN (aitn game.h co
BCEMH KOHCTaHTaMH, CTPYKTYPaMH U MPOTOTUIIAaMU (PYHKITUH. 3aTeM peayin3oBaHa
TOYKa BXOJla B Main.c ¢ TJIABHBIM IUKJIOM. B mocnenHioo odepenb 100aBIsITHCH

OTJI€JIbHBIE UTPOBBIC MOJICUCTEMBI.
[opsanok peanuzanuu MOAyJEH:

— game.h — O6IJ_II/I€ OOBIBIICHHS THUIIOB, KOHCTAHT U IIPOTOTUIIOB,

— anim.c — cucrema HOKa}IpOBOﬁ adHMMallnunu CHpafITOB C

acceMOJIepHOI BCTaBKOM;
— background.c — 6eckoHe4HO CKpOLUTUPYEMBIii (OH;
— player.c — ympaBieHre caMOJIETOM UIPOKa;
— bullets.c — cucrema nysb HTpoKa U Bparos;
— enemies.C — moBejieHue TPEX TUITOB BParos;
— level.c — crenapuii MosIBIICHHS BOJIH;
— collision.c — obHapyskeHue u 00pabOTKa CTOJKHOBEHUI;
— hud.c — urpoBoit uHTEpdEIiCc 1 FIKpaH OKOHIAHHUS;
— Menu.C — TJIaBHOE MEHIO;
— scoreboard.c — Ta0yHIa peKoOpIOB;
— render_utils.c — ytunura TeHEBBIX 3P (EKTOB;

— Main.c — To4kKa BXO/a, IIaBHBIA ITUKIL.

[To mopsinky peanv3zanuy MOAYJIEH BUIHO, YTO MCIOJIb30BAJICS HUCXOASIIHAMN

MOJIXOJ MPOCKTUPOBAHUA.



O1iagka U TeCTUPOBaHUE

OTtnagka mporpaMmbl MPOBOIMIIACH TIOCTIE PEAIM3alNU KaXI0T0 OCHOBHOTO
Monyis B cpene Microsoft Visual Studio 2022, kotopas oOnamaer BceMuU
CpelncTBaMH, HEOOXOMMMBIMH TIpH pPa3pabOTKe W OTJIAJAKE TMPOTPAMMBEI.
TectupoBaHne MPOBOAMIOCH BO BpeMsl pa3pabOTKM W Takke TMocie eé

3aBepIICHHSI.

CHauana mnpoBepsiiach KOPPEKTHOCTb 3alycKa NPUIIOKEHHs, 3arpy3Ku

TCKCTYP U 3BYKOB, a TAKIKC IICPEX0a U3 INIAaBHOTO MCHIO B HFpOBOﬁ PEKUM.

Cucrema mylib TECTHPOBajJacCh HAa KOPPEKTHOCTh MHTEpBaja CTPEIbOBI.
[loBegenne Kaxaoro TUIIAa BparoB MPOBEPsUIOCh oTneabHO.OOHApYyKEeHHe
CTOJIKHOBEHHI TPOBEPSIIOCH ISl BCeX TpEX cirydaeB. OTAENBHO TECTHPOBAIOCH
HAYMCIIEHUE OYKOB, TallMEp HEYSI3BUMOCTU U YCJIOBHE MOOEAbl IPU YHUUTOKECHUH

oocca.

Tabnuia pexop/loB MpoOBEpssiaCh Ha KOPPEKTHOE COXPAHEHHE WU 3arpysKy,

COpPTUPOBKY 110 YOBIBAaHUIO OYKOB U orpaHudeHue B 10 3amnucei.

Onucanue nporpamMmasl

[Iporpamma  «1942» mpencraBmsier coboil  rpadudeckoe  OKOHHOE
npuinoxxkenue. [lpu 3amycke NMpOW3BOMUTCS WHUIMAIH3AIMSA TPadUUECKOro OKHa
paspemiennem 768x1024 mukcenei, 3arpy3ka BceX TEKCTyp ((OHBI, CIPAMTHI,
WKOHKH) U 3BYKOBBIX (haitsioB. [Tocme aToro mporpamMmma npoBepsieT Hanuuue daiina
TaOMuIel  pekopaoB  scores.txt. Ecmum  ¢daitm  oTcyTcTByeT, OH co3maércs
aBTOMATHUYECKH TIPU TEPBOM COXpPAaHEHHWH pe3yJbTaTa. 3aTeM OToOpakaercs
IJIABHOE MEHIO, IJI€ MOJb30BaTeb MOXKET BbIOPATh OJMH U3 TPEX MyHKTOB: «Play»
(mauath urpy), «Records» (mpocmoTp Tabmuiel pexopnoB) wim «Exity (BeIxon).
Bo BpeMsi urpbl mosib30BaTenb YOPaBIsSET CaMOJETOM C MOMOIIbIO KIABHATYPHI.
Ha kaxnom kanpe (60 pa3 B ceKyHly) OOHOBIISIOTCS MOJIOXKEHUSI UTPOKA, MyJib U

BparoB, MPOBEPSIIOTCS CTOJKHOBEHHMS, OTOOpaXaeTcsi UrpoBasi CTATHUCTHKA (CUET,



XKU3HU, TakiMmep). [lpu AOCTHKEHUM TOCIENHETO COOBITUSI YPOBHS (TOSIBICHUE
0occa U €ro yHMYTOXKEHHUE) WM MPU TMOTEpPE BCEX KU3HEH Hrpa 3aBepliaeTtcs,
OTKPBIBAETCS DKpPaH OKOHYAHMS C MPEIJIOKEHUEM BBECTH UM JJISi COXPAHEHUS

pe3ysibTata B TaOJIMUIy PEKOPJIOB.

B Tabmune 1 mpencraBieHO ONMCaHUE B3aUMOACHCTBUS IOJIb30BATENsd C

IIPOIPAMMOHM.

Tadauna 1 - B3anmozaeiicTBue ¢ mporpaMmmon

Kaapumm / HeiicTBHue JlelicTBHE IPOrpaMMBblI
YCTPOICTBO BBOJA N0JIb30BaTeJIsl
W/ Crpenka VnepxuBanue JBmxeHue camoliéra
BBEPX KJIaBUIITH BBEpX, (hoH yckopsercs
S / Crpenka VnepxuBanue JBmxeHue camoliéra
BHU3 KJIABHILIH BHU3
A / Ctpenka VnepxuBanue JIBrmKeHue BIEBO, KPEH
BJIEBO KJIQBUIITHU caMoJ1éTa BJIEBO 00 —25°
D / Crpenka VnepxuBanue JIBmkeHue BIpaBo, KpeH
BIIPaBO KJIABUIIU camoJi€Ta BIpaBo 10 +25°
[TpoGen Haxarue BricTpen u3 1Byx
ctBoJjioB (uHTEpBai 0,15 ¢)
W /S B MeHIO Haxarue Hapurauus no nyHkram
MEHIO
Enter / IIpo6Gen Haxarue Br16op myHKTa MEHIO
B MEHIO
R (3xpan Haxxartue nocne IIepesamnyck urpoBoit
OKOHYAHU) COXpaHEHUs CecCuH
BackSpace Haxarue nocie Bo3Bpar B riaBHOE
(’KpaH OKOHYAHUS) COXpaHEHUs MEHIO
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Hauano
MHULMan13aunma
OKHa

3arpyska TekcTyp
W MKOHOK

3arpyska 3BYKOB M

QOHOBOW My3bIKKM

VIHMLMANU3aLMA
hOHa, UrPOBLIX
OOBEKTOB U
Tatnuubl peKopaos

screen =
SCREEN_MENU

float dt = Get
FrameTime()

screen ==
REEN_GAI

levelTimer =
Level Update
(enemies, dt):

Background_Update
(bgQueue, Player_Update
&bgOffset, dt) (&player,

&bgOffset, dt):
1

Hullets_Shoot(bullets
&player, &snd);

choice ==
Menu_Play

MpoucxoauT
nogroToeka AnA
Havyana urpbl 1
nepexoq Ha 3KpaH
GAME

OCTaHOBKA MY3blKH
W Nepexo Ha 3KpaH
END

choice ==
Menu_Quit

I

OTpWCOBKa
BeginDrawing():
ClearBackground

(BLACK)

fMenu_Draw(bgQueug
bgOffset, tex bg,
tex.plane,

&scoreboard);

OTpPUCOEKA UIPOBOW
CLiEHBI

CoxpaHeHne pekopaal

PecTapT Unu BeIXoq,
B MEHID

KoHel oTpHCoBKM
EndDrawing():

I

|

BhIrpy3ska scex
ainoE U 3akpeiTUe
OKHa

KOHEL|

Pucynok 1 —®@yHkius main
11



Oyuknus main() sieisercss Toukod Bxona. OHa HHUIMAIM3HPYET OKHO,
3arpy’kaeT pecypchl, CO31a€T HUrPOBbIE OOBEKTHI (MACCUBBI MYJib, Bparos,
CTPYKTYpPBhl HUIPOKAa W COCTOSHHMS WIPBI). 3aTeM BXOJUT B OCCKOHCYHBIA ITUKII,
paboTaroimuid 10 3aKpeITHS OKHA. Ha kaxkjaoW uTepanuu BerUucisgercs Bpems df,
OOHOBIIIETCS MY3BIKAJbHBIH IMOTOK, a B 3aBUCUMOCTH OT TEKYIIEro 3KpaHa
(SCREEN_MENU, SCREEN_GAME, SCREEN_END) BBI3BIBAIOTCS
COOTBETCTBYIOIIUE (PYHKIIMM OOHOBJIICHHS W OTPUCOBKH. Ilociie OTpHCOBKH Kajp

BBIBOAUTCA HA 3KPaAH. HpI/I 3aKPBITUHU OKHA PECYPCHI BBII'PYKAKOTCH.

& iz 5
KnasWwa B
HU3
Mepemelars
Taara I KOOPAMHATHI
KNaswwia B B HU3 C y4ETOM
BEPX CKOPOCTH
Tlepemellats p->y += p->speed ~ dt|
KOOPAMHATHI j
B BBEPX C YYETOM
CKOPOCTH CasuraTk (oH
p->y -= p->speed * dt *bgOffset -= 1.0f;

!

Caguratb oH
*bgOffset += 1.0f;

HET Taxara JTh
KNnasua B

BNeBo

aa HET Tarara Ih
KNasuwa B

BNpaso

MNepemelars
Mepemellyats KOOPAMHATHI
KOOPAMHATHI B BMEBO C Y4ETOM
B BNEBO C Y4ETOM CKOpOCTH

p->x _gKlg—g%%g‘E:d *dt poXA” prspeed” of

!

]

Ienaem HaknoH
[enaem HaknoH p-=rotation +=

p-=rotation = LAYER_ROT_SPEE[
LAYER_ROT_SPEEQ * dt = (p->rotation < 0
*dt * (p-=rotation 7 2.0f: 1.0f);
=07 2.0f: 1.00; —_—
BocTaHoBNeHue yma
P->5h0010‘;9|d0“’” W ero OrpaHueHua

MpoBepka rpaHHuL,
lAnim_Step(&p->ani 3KpaHa ecni BbIXOMT]
- TO BO3paLYEHHE
00parTHo Ha KpaiHue
KOOPAUHATLI

( KOHely ) l
[oroHAvILAnA TeHb

p->shadowX +=
p->X - p->
shadowX)
JKYER_SHADOW_SPHED;
p->shadowy +=
-y - p-=
shadowY’)
* PYAYER_SHADOW_SPEED

"
n)
-~

Pucynok 2—-®ynknus Player _Update
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Oynknus Player_Update() otBewaer 3a 00pabOTKy yHpaBieHUS CaMOJIETOM
UTpOKa, OOHOBJICHUE €T0 MOJIOKEHUS, YIIa KpeHa U TCHH, a TaKXKe 3a Mepe3apsaKy
opyxuss ¥ aHuMaiio. OHa BBI3BIBAETCSA Ha KaXIOM Kajpe TJIaBHOI'O HIPOBOTO
mukiaa (60 pa3 B CEeKyHAY) M MOJyYaeT TEKYIIee COCTOSHHE KIaBHATYPhI depes

dyukuun IsKeyDown().

Cuauvana ¢yHKIUs npoBepsieT HaxkaTus kinaBuil aBuxeHus (W/A/S/D wnu
ctpenku). [Ipu ABMIKEHUW BBEPX WJIM BHU3 M3MEHSETCS KOOpJWHATA Y UTPOKA U
HE3HAUYMTENIbHO cMmemaercst GoH. [Ipu JBMKEHHM BIIEBO WJIM BIPABO U3MEHSCTCS
KOOpJIMHATa X U TIJIAaBHO KOPPEKTHPYETCs yroa KpeHa (rotation) camonéra c
MaKCUMaJIbHbIM OTKJIOHEHHeM +25°. Ecnu kiaBuIlM JBWKEHUS HE HAXaThl, YTOJ
KpeHa MOCTENEeHHO Bo3Bpaiaercs K Hyito. [locie o0paboTku BBOA BBIMOIHSAIOTCS
OTpaHUYEHUs TOJOKEHUS Wrpoka B Tpeaesax dKpaHa (C yd€ToM pa3MepoB

CIIpaiTa).

3areM OOHOBISETCS TOJOXEHUE TEHW — OHA JBIDKETCS C 3aJePiKKOM
OTHOCUTEJIBHO CaMoro camoi€ra, cosfgaBas S(Q@PexT WHepHuu. YMEHbIIAeTCs
TaliMep nepe3apsaku opyXus (shootCooldown). B KOHIIE
BbI3bIBacTCs Anim_Step(), KOTopas TMEpeKIoYaeT Kaapbl aHUMAIMU 4epes

3aJaHHBbIC KHTCPBAJIbI BPCMCHH.

Takum o6pazom, Player_Update() monHOCTRIO peanm3yeT BCIO JTUHAMHKY
VIIPaBICHUSI WIPOKOM: IIABHOE IIEPEMEIICHUE, KPEH, OTpaHWuYeHUs, TCHb W

AHUMAaluo.
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o D

Rectangle frame
= Anim_Frame
(&p-=anim, 4});

!

int shadowLayers
= 4:

float shadowStep
= 2.01;

int shadowAlpha
= 25;

!

——< ioT4 po1 >—

Rectangle sd =
{p-=shadowx
+ shadowStep
*,p-=shadow
+ shadowStep
* 1,100, 100};

!

DrawShadow
(tex, frame,
sd, (Vector2)
{50,507},
p-=rotation,
shadowlLayers,
shadowStep,
shadowAlpha);

I
——

Rectangle dst =
[ p-=x, p-=y, 96, 96 }

!

DrawTexturePro
(tex, frame, dst,
(Vector2) { 50, 50 },
p-=rotation, WHITE);

1
( KOHEL] )

Pucynok 3—®ynkmus Player Draw
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Oyuknus Player_Draw() oTBeuaeT 3a BU3yalM3alMi0 camMojIETa MrpoKa Ha
skpaHe. OHa BBI3BIBAETCS IOCJIE€ 3aBEPLICHUS BCEX JIOTMYECKUX OOHOBIICHMM
(IBMXKEHUS, CTOJKHOBEHHH) M MOJy4aeT TEKYIIYI0 TEKCTYpPy caMoJi€Ta, a TakxKe

JaHHBIC O ITOJIOKCHWH, YTJIC KPCHA U TCKYIICM KaJIpC aHUMAIIUH.

B wavane  ¢ymkmum ¢ momonibro Anim_Frame() BeruncisieTcs
MPSIMOYT'OJIbHUK MCTOYHMKA (SIC) B CHPAMT-TUCTE, COOTBETCTBYIOUIUI TEKYyLIEMY
aHUMAIIMOHHOMY Kajpy (mmupuHa Kajapa 59 mnwukcened, BweicoTa 64). 3arem
co3/1aéTcsl MPSIMOYTOJIbHUK HasHaueHus (dst) ¢ pasmepamu 96x96 mnukcenew,

pacroIoKEeHHBIN B KOOpAUHATAX caMouéra (X, Y).

Jlanee B IUKJIE OTPHUCOBHIBAETCS MHOIOCIOWHAS TEHB: IS KaKIOro H3
Y4eTBIPEX CIIOEB BBIYMCISACTCS CMEIeHHe Ha | * Step mukcenell BHM3 M BIIPAaBO,
IpO3pavyHOCTh yMEHbIIAeTC € KaxapiM ciioém. Dyukuus DrawShadow() (u3
Moy render_utils.C) pucyer Kaaplii CJIOH € COOTBETCTBYIOIIUM YpPOBHEM

IPO3paYyHOCTH YEPHOTO LIBETA.

[Tocne TEHU OTPUCOBBIBAETCS cam CaMoJIET:
BeI3bIBacTCs DrawTexturePro() ¢ TekcTypoii, BEIYMCICHHBIM ()parMEeHTOM CIPanT-
JIMCTA, 1EJEBBIM MPSMOYTOJIbHUKOM, TOYKOW BpaleHus (LeHTp crpaidra, 50%50),
yriom rotation (kpen) u Oensim 1BetoM (WHITE). bnaromaps stomy camonér
OTOOpa)kaeTcsi ¢ IUJIaBHBIM TOBOPOTOM TIPH JIBIDKEHHH BIIEBO/BIPABO M C

AaHUMUPOBAHHBIMHU KajpaMu (Tiponesuiep, 3¢ exT nonéra).

Taxum o0Opazom, ¢dbynkmus Player_Draw() momHOCTBIO — peanm3yer
BU3YaJIbHOE TIPEJICTABIICHUE UTPOKA: aHUMHUPOBAHHBIA CIIPANWT, 0OBEMHYIO TEHb U

JTAHAMUYECKUN yTOJI KpeHa.

Takum o0pa3om mnpencraBieHHbIE (YHKIUUA TPEACTABISIOT €000 0asy

HUI'PbI OTPUCOBKA CaMOJICTAa U €TI0 YIIPABJIICHUC.

OCHOBHBIE MOJTYJIM ITPOTPAMMBI:
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Monyas anim.c
Monyns cogepxxkutr ¢yHkuuu Anim Step u  Anim Frame. ®yHkius

Anim_Step yMeHbIIAaeT OCTaBLIEECS BpEeMs TEKyIIero kaapa Ha dt u npu
HEOOXOIMMOCTH TEPEKIIOYaeT Ha Cleaylomuid kaap o koably. DyHkuus
Anim_Frame BbryuciisieT nNpsMOYroJIbHUK HYKHOTO Kajapa B crnpalT-nucte. Jis
BBIUMCIICHUS CMEILEHUS HCIONb3YyeTCsl BCTPOEHHAas acceMmOJepHas BCTaBKa:
MHJEKC KaJpa YMHOXXAaeTcsl Ha IUpHUHY Kajapa (59 nukcenei) yepe3 perucrp eax
npoleccopa € TMOMOIIbI0 HMHCTPYKUMH 1mul, 4YTo sBisIeTCS JIeMOHCTpaluei
HU3KOYPOBHEBBIX OMEpaliii B MPOEKTE.
Monyas background.c

Monynbs peanu3yer OECKOHEYHO CKpOJUTUpyeMbldi (GOH U3 ouepenu
cermeHToB. ®Dynkius Background Init 3amomHsier odepenp CiydyalHBIMH
WHJEKCaMu TPEX JOCTYMHBIX TeKCTyp ¢oHa. Background Update kaxnapiii xamp
yBeJIMUYMBaeT cMelienne Ha 150 nukceneil B CeKyHly ¥ TP TOCTUKEHUU TPAHUIIbI
CIABUTAET oOdYepenlb, J00aBJsAs HOBBIM ciydaliHbli cerMeHT. Background Draw
PHUCYET BCE CETMEHTHI C YUETOM TEKYIIETO CMEIICHUSI.
Monyas player.c

Mopayne ymopaBmseT camoinérom urpoka. Player Init ycTanaBimuBaeT
HavaJlbHOE TOJIOKEHHWE B HIDKHEW vacTu skpana. Player Update oGpabartbiBaer
Hakatust kinaBuin W/A/S/D u cTpenok, u3MeHseT MOJIOKEHUE U TJIaBHO MEHSET
yTroJl KpeHa MNpU JABMXKCHUH 1O TOPU3OHTaIU (MakcuMyM =25 rpaaycoB). TeHb
camonéra JBIDKETCA C 3aJlepKKoi, co3maBas sddext unepuuu. Player Draw
PUCYET MHOTOCIIONHYIO TEHb U TEKYLIUN KaJp aHUMALUK C TOBOPOTOM.
Monyas bullets.c

Mopaynbs ymopaBiasieT MyJsIMA HWIpOKa M BparoB 4Yepe3 JBa MaccHuBa
¢ukcupoBannoro pasmepa. Bullets Shoot mnpoBepser HaxkaTe mpodena wu
MHTEPBAJI Nepe3aps Ky, MOCIe Yero aKTUBUPYET ABE MyJIU — OT JIEBOTO U IIPaBOT0O
ctBosa. Bullets DrawEnemy BbIuMcCIIIET yroa MOBOpPOTa MYyJIM Bpara mo BEKTOPY

€€ CKOPOCTH JJIsl TPABUIIBHOM OPUEHTAIMU CIPAKTA.
Monyab enemies.c
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Mopynp peanusyeT INMOBEIEHHE BCeX TPEX TUMNOB BparoB. Enemy Spawn
UIIET CBOOOJHBIN CJIOT B MACCUBE U MHULMAIM3UPYET Bpara napaMmeTpaMu CBOETO
tuna. Enemies Update 0OHOBIsIET Ka)KIOro aKTUBHOTO Bpara: KaMHKaJ3€ JETHT
BHU3 MO cuHycouae; (daitep ABMXKETCS A0 UENeBOM Y -KOOPAMHATHI, 3aTeM
MOKAaYMBAETCs U cCTpeiseT; O0occ JBHXKETCS IO TOPU3OHTAIM M  BBINYCKAaeT
Tpéxmynesoil Beep. Enemies Draw pucyert tenu, cnpaiitel, nojgocku HP u HP-6ap
6occa.

Moay.s collision.c

Moayns  coaepXuT  Tpu  (QYHKUMM  TPOBEPKH  CTOJKHOBEHMIA.
Collision BulletsVsEnemies npoBepsieT momnajganue myJib UTPOKa B BparoB uepes
nomapHoe cpaBHeHue npsMoyronbHUKOB.  Collision EnemyBulletsVsPlayer
NpoBepsieT TOMaJaHue IyJib BpParoB B XHUTOOKC HUIpoKa ¢ Yy4€TroMm Tailmepa
Heysa3BumocTu. Collision_EnemiesVsPlayer oOpabaTsiBaeT npsiMmoii TapaH Bparos.
MonyJs level.c

Monynb conepxut maccuB glevel u3 ctpykryp LevelEvent, onuceiaroniuit
CIIEHApHU YPOBHS MPOJOJDKUTEIBHOCTBIO OKOJIO 5 MUHYT. YpOBEeHb pazOuUT Ha
BOJIHBI: TIEPBbIC KaMHMKaJ3€¢ TOSIBIAIOTCS Ha 3-i cekyHue, (aiitepsl — Ha 15-H,
bunanpHBIA 60cc — Ha 295-i1 cexynne. Oynkuus Level Update mpubasnser dt k
TaliMepy U MOCJIEI0BATENILHO CIIABHUT BParoB, BpeMsl KOTOPBIX YK€ HACTYIIHIIO.
Moayas hud.c

Monyns otBedaer 3a urpoBoit unrepderic. HUD Draw BeiBoguT Tekymuit
cu€T, AT WKOHOK >KM3Hed u oOpatHeii Takimep. HUD DrawEndScreen
YIOPABJIAET SKPAHOM OKOHYAHUS UIPhl: NPUHHMAET BBOJ HMEHU MWIPOKA C
KJIaBUATYphl, OTOOpa)kaeT TMOJ€ BBOJA C MMHIAIOMIMM KypcOpoM, TIepeaaér
pe3ysIbTaT B TAOIUIy PEKOPAOB U MMOKA3bIBAET 3aHATOE MECTO.

Monyabs menu.c

Monyns peainzyet riaaBHOEe MeHI0 ¢ Tpems myHkTamu: «Playy», «Records» u
«Exity. Menu Update o6pabaTbiBaeT HaBHUraluio KIJIaBUIIaMU W BO3BpallacT
BBIOpaHHBIM NYHKT Npu Haxatuu Enter wim npobena. Menu Draw pucyer

aHUMHUPOBAHHBIM (POH, 3arosoBoK «1942» ¢ 30J0TBIM IIBETOM U TEHbIO, TPHU
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KHOTIKM C TIOACBETKOW, a TaKKe MUHH-TAOJIHUIly PEKOPIOB MpPH BHIOOpE MyHKTa
«Records».
Monyasb scoreboard.c

Mopaynb ynpasiser Tabnuneid pexopaoB. Scoreboard Load cuuthiBaeT
CTPYKTYpY U3 OuHapHoro (aiina scores.txt. Scoreboard Submit BcTaBisieT HOBYIO
3aMKch Ha MPaBUJIbHYIO MO3UIIMIO 110 YObIBaHUIO 0YKOB. Scoreboard Draw pucyet
MaHelb C Ta0IHIIeH, TTOJICBEYNBAsI TOJIHKO YTO JOOABICHHYIO 3aIUCh.
MoayJas render_utils.c

Yrunutaas ¢ynkuus DrawShadow mocnoiiHO pucyetr cMelEHHbIe
MOJYTIPO3payHble KOMUU TEKCTYPhl, UMUTHUPYS OO0BEMHYIO TeHb. KommuecTBo

CJIOéB, mar CMCIICHUA U ITPO3PAYHOCTD IICPCAAOTCA KAaK ITapaMCTPhI.

[Iporpamma TpeOyeT Hamuuus OuOnMoTeku raylib u ¢aiinoB pecypcoB
(texctypsl PNG, 3Byku MP3) B paGoueit nupexropuu. Tabnuia pexopoB
XpaHUTCs B OMHApHOM (haiinie scores.txt U co37aéTcsi aBTOMATUYECKH MPU TIEPBOM

3dBCPHICHUU ITAPTHUH.

I[anee Ha PUCYHKC 4 MMpCaACTaBJICHA CXCMa BSaHMO,HGﬁCTBHH IMporpaMmal.

main.c

1 1 1 []

levelc  — collision.c buletc  |—— game.h background.c hud.c menu.c

!

enemies.c anim.c playerc scoreboard.c

!

render_utils.c

PucyHok 4—cxema B3auMOJIEUCTBUS IPOTPAMMBI

Hwuxe, Ha pucyHKe 5 mpeacraBieHa cxema JaHHbIX.
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MNonb3ogarents
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. —»  OnepauMoHHaR MosuTop |
YCTPOWCTED BBOOE CUCTEME \

'y

k4

Mporpamma

Pucynok 5—cxema qaHHBIX

Huxe IMPUBCACHA UCPAPXUICCKAA CXEMaA ITPOIrpaAMMEBIL.

main.c game.h
I I
i [] [] [] L] [] []
bullets.c level.c player.c collision.c menu.c hud.c background.c
Enemies.c anim.c
scoreboard.c

render_utils.c

Pucynox 6-uepapxuyeckas cxema mporpaMmmbl
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PykoBoacTBO mMoJIib30BaTe I

Jlist 3amycka nmporpaMmMbl HEOOXOAMMO OTKPBITh UCIIOJIHAEMbIN (haiiil Urphl.
[locne 3amycka Ha 3KpaHe MOSBISETCA TJIaBHOE MEHIO (pUCYHOK 1) ¢ Tpems

nyHkTamu: «Play», «Records» u «Exity.

Hapuranuss mo MeHI0 BblNONHAETCS KinaBumamMu W/S uim cTpeinkamu
BBEepX/BHU3. BpiOop moarBepknaerca kinaBumed Enter wunm mpobeniom.
Bb10paHHbIN MyHKT MOJCBEYMBAETCS JKENTHIM IIBETOM U 0003HAYAETCS MUTAIOIINM
mapkepoMm «>». [lpu BbIOOpe nyHkTa «Records» B HIKHEW YacTh SKpaHa

MOSIBIISICTCSI MUHU-TA0IUIA PEKOPIOB.

st Havana urpbl Heobxoaumo BbIOpaTh MyHKT «Play». Camonér urpoka

PacCIIOJIOKEH B HIDKHEH YacTH HDKpaHa. YTPaBJICHUE B UTPE ONMKUCAHO B Tabuiie 1.

Ilenb urpel — YHUYTOXKATh BPaKECKHE CaMOJIETHI M HAOWpaTh OYKH. 3a
kamukaze Hauucisiercss 100 oukos, 3a (aiitepa — 200 oukoB. OUHANBHBIA 60CC
(pUCYHOK 2) MOSBIISIETCS MPUMEPHO 4yepe3 S MUHYT U npuHocut 5000 oukoB mpH

YHUYTOKCHUMU. YHuuToKeHue 00cca o3HavaeT HO6€I[y.

B Bepxuei#t yactu skpana (pucyHok 3) oroOpaxaercs HUD: tekymuit cuér
CJIeBa, IMATh UKOHOK JKM3HEH B BUJE cepJieuek U oOpaTHBIN TakiMep cipaBa. Mrpok
HAa4YMHAaeT ¢ 5 ku3HAMHU. [Ipy monydyeHHH ypoHa 3KpaH MUTAET KPACHBIM, a UTPOK
Ha 1,5 cexyHabpl CTaHOBHUTCS HEYys3BUMBIM. [Ipu moTepe Bcex XKU3HEH HACTymaeT

IIOPAXKXCHHC.

[Ipu mnoGene wnaM TOpaKEHUM OTKPHIBACTCS DJKpaH OKOHYAHUS Wb
(pucyHok 4). HeoOxomumo BBecTM HMMs M Haxkarh Enter s coxpaHeHHUS
pesynbrata. Ilocne coxpanenus otoOpaxkaercs Tabmwma pekopaoB TOP-10 ¢
MMOJCBEYEHHON HOBOM 3amuchio. J[JIsi MOBTOPHOM Urpbl HAXMHUTE R, 111 BO3BpaTa B

MeHto — Escape.
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+ 1942 — X

1342

Battle of the planes

FHecords

Exik

PucyHnok 7/ — I'nmaBHOE MEHIO

21



+ 1942 = X

Score: HO0O0

Pucynox 8 — ®dunanbhsIil 60cc
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<+ 1942 - X

Score: O Time: 454

Pucynok 9 — Urposoii poriecc (HUD)
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Score: 100

Enter a mame:

Pucynox 10 — DxpaH OKOHUYAHUS UTPHI




3aKJI0YeHue

[Ipy  BBINOJHEHUM JAHHOM KypCcOBOM  palbOThl OBUIM  MOJIYYEHBI
HaBBIKHPA3paOOTKH MHOTOMOAYJBHBIX MporpaMM Ha si3bike C ¢ MCIOJIb30BaHUEM
oubnuorexku raylib. OcBoena pabGota ¢ rpadukoil, aHUMalME, 3BYKOM H
(aiinoBoit cucreMoi. bblTu Momy4YeHbl IPaKTUYECKUE HABBIKU CO3JJaHUSI UTPOBOIO
LMKJIa, 00pabOTKU MOJIb30BATENICKOTO BBOJA C KJIaBUATYphl, pealn3auuu (u3nuKu
JBUKEHUS U CUCTEMbI CTOJIKHOBEHUU. Takxke ObUIM 3aKperieHbl HABBIKM OTJIAJIKH
U TeCTUpOBaHUs mporpaMm B cpene Microsoft Visual Studio 2022 nHa si3pikax C u

Assembler.

B mpouecce pa3zpaboTku ObUTM TPUMEHEHBI MPUHIMIB HUCXOJSIIETO
MOJYJIBHOTO mporpamMmupoBanus. Mcxonuelid konx pasnenéH Ha 13 ¢aiinos,
KKl M3 KOTOPBIX OTBEYAET 3a KOHKPETHYIO 4acTh HporpaMmmel. B mpoekre
UCMOJIb30BaHa BCTPOEHHas acceMmOiepHas BcraBka B (yHKuuu Anim Frame s

BBIYHCIICHUA CMCIICHUA KaJlpa cnpaﬁTa qepe3 pCrucTp €ax mpoueccopa.

PaspaGoTtanHass mporpaMma  COOTBETCTBYET IIOCTABIIEHHOW  3ajade.
[lonmy4yeHHBI TPOEKT MOXKET OBITh PACUIUPEH: HANpUMEp, MOXHO J00aBHUTH
HECKOJIbKO YPOBHEH, [IOMOJHUTEIbHBIE THUIIBI OPYXKHUS, CUCTEMY OOHYCOB WIIH

MOJJICPIKKY rerMItazia.
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IIpuiio:xxenne A. JIMCTHHTH NPOTrPaMMbl

®daiin game.h

#include <raylib.h>
#include <stdbool.h>
#include <math.h>
#include <stdlib.h>
// KOHCTAHTH

#define SCREEN W 768
#define SCREEN H 1024
#define MAX BULLETS 64
#define MAX ENEMIES 32

#define MAX ENE BULLETS 64
#define BG_SEGMENTS 12
// TEPEUNCJIEHUA
typedef enum {
ENEMY KAMIKAZE = O,
ENEMY FIGHTER = 1,
ENEMY BOSS = 2,
} EnemyType;
typedef enum {
SCREEN MENU = O,
SCREEN_ GAME,
SCREEN_END,
} GameScreen;
typedef enum {
MENU PLAY = O,
MENU SCORES,
MENU QUIT,
MENU COUNT,
} Menultem;
// CTPYKTYPH
typedef struct {
int first, last, cur;
float speed, duration;

} Animation;

typedef struct {
float x, y;
float speedX, speedY¥;
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bool
} Bullet;

active;

typedef struct {

float X, Vi
float shadowX, shadowY;
float baseX;
float waveTime;
float hp, maxHp;
float speed;
bool active;
float shootTimer;
float shootInterval;
Animation anim;
EnemyType type;
float targetY;
bool reachedTarget;
float bossDir;
float bossTimer;
float deathTimer;

} Enemy;

typedef struct {
float time;
float X;
EnemyType type;

} LevelEvent;

typedef struct {
int score;
int playerHp;
float invincibleTimer;
bool gameOver;
bool wvictory;
bool bossAlive;

} GameState;

typedef struct {
float x, ys
float shadowX, shadowY;

float speed;
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float rotation;

float shootCooldown;

Animation

} Player;

Texture2D
Texture2D
Texture2D
Texture2D
Texture2D
Texture2D

anim;

typedef struct {

bg[3];
plane;
enemyA;
enemyB;
bullet;

heart;

} Textures;

typedef struct {

Music music;

Sound shoot;

Sound hitEnemy;

Sound hitPlayer;

Sound gameOver;
} Sounds;
// MOIOYJIb: animation (anim.c)
void Anim Step (Animation* a);

Rectangle Anim Frame (Animation* a, int numFrames);

// MOIOYJIb: background (background.c)
void Background Init (int queue[BG_SEGMENTS]) ;
float

void Background Update (int queue[BG SEGMENTS], float* offset,

dt);
Texture2D

void Background Draw (int queue[BG_SEGMENTS], float offset,

textures[3]);

// MOIOYJIb: player (player.c)
void Player Init (Player* p);
void Player Update (Player* p, float* bgOffset, float dt);
void Player Draw (Player* p, Texture2D tex);
// MOOYJIb: bullets

void Bullets Shoot (Bullet bullets[MAX BULLETS],

(bullets.c)
Player* p, Sounds*
snd) ;

void Bullets UpdatePlayer (Bullet bullets[MAX BULLETS], float dt);
void Bullets UpdateEnemy (Bullet bullets[MAX ENE BULLETS], float dt);
void Bullets DrawPlayer (Bullet bullets[MAX BULLETS], Texture2D tex);
void Bullets DrawEnemy (Bullet bullets[MAX ENE BULLETS], Texture2D

tex) ;
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// MOIOYJIb: enemies (enemies.c)

void Enemy Spawn (Enemy enemies[MAX ENEMIES], EnemyType type, float

void Enemies Update (Enemy enemies[MAX ENEMIES],
Bullet eneBullets[MAX ENE BULLETS],
float planeX, float planeY, float dt);

void Enemies Draw (Enemy enemies[MAX ENEMIES],
Texture2D texA, Texture2D texB);

// MOOYJIb: level (level.c)

extern LevelEvent glLevell[];

extern int gTotalEvents;

void Level Init (void);

float Level Update (Enemy enemies[MAX ENEMIES], float dt);

// MOIOYJIb: collision (collision.c)

void Collision BulletsVsEnemies (Bullet bullets[MAX BULLETS],
Enemy enemies[MAX ENEMIES],
GameState* gs, Sounds* snd);

void Collision EnemyBulletsVsPlayer (Bullet

eneBullets [MAX ENE BULLETS],

Player* p, GameState* gs, Sounds* snd);

void Collision EnemiesVsPlayer (Enemy enemies [MAX ENEMIES],
Player* p, GameState* gs, Sounds* snd);

// MOIOYJIb: scoreboard (scoreboard.c)

#define SCOREBOARD MAX 10

#define SCOREBOARD FILE "scores.txt"

#define PLAYER NAME LEN 16

typedef struct {
char name [PLAYER NAME LEN];
int score;
bool victory;

} ScoreEntry;

typedef struct {
ScoreEntry entries[SCOREBOARD MAX];
int count;

} Scoreboard;

void Scoreboard Load(Scoreboard* sb);

void Scoreboard Save (const Scoreboard* sb);
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int Scoreboard Submit (Scoreboard* sb, const char* name, int score,
bool victory);
void Scoreboard Draw(const Scoreboard* sb, int highlightIdx);

// MOIOYJb: hud (hud.c)
void HUD Draw (GameState* gs, Texture2D heartTex, float levelTimer);

bool HUD DrawEndScreen (GameState* gs, Scoreboard* sb);

void HUD ResetNameEntry(void);

//  YTWINTA: TeHb (render utils.c)

void DrawShadow (Texture2D tex, Rectangle src, Rectangle dst,
Vector2 origin, float rotation,
int layers, float step, int alpha);

int Menu Update (void) ;

void Menu Draw (int bgQueue [BG_SEGMENTS], float bgOffset, Texture2D

bgTex[3], Texture2D planeTex, const Scoreboard* sb);
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daiia main.c

finclude "game.h"

//CBPOCUTPOBOTOCOCTOSHNI

static void ResetGame (Player* player,

eneBullets|[],

false;

Enemy enemies[], GameState*

gs,

Player Init(player);

for (int 1 = 0; i < MAX BULLETS; i++) bullets[i].active
for (int i = 0; 1 < MAX ENE BULLETS; i++)
for (int i = 0; i < MAX ENEMIES; i++)
*gs = (GameState) {

.score = 0,

.playerHp = 5,

.invincibleTimer = 0.0f,

.gameOver = false,

.victory = false,

.bossAlive = false,
ti
*levelTimer = 0.0f;

Level Init();
HUD ResetNameEntry();

PlayMusicStream (snd->music) ;

int main (void) {
InitWindow(SCREENiw, SCREEN H,
SetTargetFPS (60) ;

Sounds* snd,

Bullet bullets[], Bullet

float* levelTimer)

false;

eneBullets[i] .active

enemies[i] .active = false;

"1942") ,.

//TekcTyph
Textures tex = {
.bg = { LoadTexture ("background.png"),

LoadTexture ("background2.png"),
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LoadTexture ("background3.png")
.plane = LoadTexture ("plane.png"),
.enemyA = LoadTexture ("enemy A.png"),
.enemyB = LoadTexture ("enemy B.png"),

.bullet

LoadTexture ("bullet.png"),
.heart = LoadTexture ("Heart.png"),

}i

Image icon = LoadImage ("Icon.png");

SetWindowIcon (icon) ;

UnloadImage (icon) ;

//Aynmno

InitAudioDevice () ;

Sounds snd = {
.music = LoadMusicStream("m.mp3"),
.shoot = LoadSound ("Shoot.mp3"),
.hitEnemy = LoadSound("Hit.mp3"),
.hitPlayer = LoadSound ("HP.mp3"),
.gameOver = LoadSound ("GameOver.mp3"),

}i

PlayMusicStream(snd.music) ;

//®oH

int bgQueue [BG_SEGMENTS] ;
float bgOffset = 0.0f;
Background Init (bgQueue) ;

//TabauuapekopiosB
Scoreboard scoreboard;

Scoreboard Load (&scoreboard) ;

/ /VITPOBHEE OO BEK TEI

Player player;

Bullet bullets[MAX BULLETS] = { 0 };
Bullet eneBullets[MAX ENE BULLETS] = { 0 };
Enemy enemies [MAX ENEMIES] = { 0 };
GameState gs = { 0 };

float levelTimer = 0.0f;

//HauasbHESKPaH

GameScreen screen = SCREEN MENU;
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/ / TJIABHHILIVKII
while (!WindowShouldClose()) {
float dt = GetFrameTime () ;

UpdateMusicStream(snd.music) ;

// ®OH CKPOJUIMTCsS BCeIrma (M B MEHI TOXe)

Background Update (bgQueue, &bgOffset, dt);

// — JloTUKANO3KpaHy

if (screen == SCREEN MENU) {

int choice = Menu Update();
if (choice == MENU_ PLAY) {
ResetGame (&player, bullets, eneBullets,
enemies, &gs, &snd, &levelTimer);
Background Init (bgQueue) ;
bgOffset = 0.0f;
screen = SCREEN GAME;

}

else if (choice == MENU QUIT) ({
break;
}
// MENU_ SCORES — ocTaéMcsa B MEH, TaM IOKa3HBaeTCS MMUHM—
Tabnnua
}
else if (screen == SCREEN GAME) {

levelTimer = Level Update (enemies, dt);
Player Update (&player, &bgOffset, dt);
Bullets Shoot (bullets, &player, é&snd);
Bullets UpdatePlayer (bullets, dt);
Bullets UpdateEnemy (eneBullets, dt);

Enemies Update (enemies, eneBullets, player.x, player.y,

dt);
gs.invincibleTimer -= dt;
Collision BulletsVsEnemies (bullets, enemies, &gs, &snd);
Collision EnemyBulletsVsPlayer (eneBullets, &player, &gs,
&snd) ;
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Collision EnemiesVsPlayer (enemies, &player, &gs, é&snd);

if (gs.gameOver || gs.victory) {
StopMusicStream (snd.music) ;

screen = SCREEN END;

}
else if (screen == SCREEN END) {

// BBOI MMeHM M CcOxpaHeHue oOpabaTeBanTca BHyTpu HUD DrawEndScreen

}

//OTprcoBka
BeginDrawing () ;

ClearBackground (BLACK) ;

if (screen == SCREEN MENU) {
Menu Draw (bgQueue, bgOffset, tex.bg, tex.plane,
&scoreboard) ;
}
else {
// V'pa M 2KpaH KOHLIA — PUCYEM MUITPOBYI CLEHY
Background Draw (bgQueue, bgOffset, tex.bg);
Bullets DrawPlayer (bullets, tex.bullet);
Bullets DrawEnemy (eneBullets, tex.bullet);
Enemies Draw (enemies, tex.enemyA, tex.enemyB);
Player Draw(&player, tex.plane);

HUD Draw(&gs, tex.heart, levelTimer);

if (screen == SCREEN END) {

bool saved = HUD DrawEndScreen (&gs, &scoreboard);

if (saved) {
if (IsKeyPressed(KEY R)) {
// PecTapTCHOBaBUTPY
ResetGame (&player, bullets, eneBullets,
enemies, &gs, &snd, &levelTimer);
Background Init (bgQueue) ;
bgOffset = 0.0f;
screen = SCREEN GAME;
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if (IsKeyPressed(KEY ESCAPE)) {
// BHIXOIBMEH
HUD ResetNameEntry () ;
screen = SCREEN MENU;

PlayMusicStream (snd.music) ;

EndDrawing () ;

/ /BHTpPY3Ka

if (snd.shoot.frameCount > 0) UnloadSound(snd.shoot);

if (snd.hitEnemy.frameCount > 0) UnloadSound(snd.hitEnemy) ;
if (snd.hitPlayer.frameCount > 0) UnloadSound(snd.hitPlayer);
if (snd.gameOver.frameCount > 0) UnloadSound(snd.gameOver) ;
UnloadMusicStream(snd.music) ;

CloseAudioDevice () ;

for (int i = 0; i1 < 3; 1i++) UnloadTexture (tex.bg[il]);
UnloadTexture (tex.plane);

UnloadTexture (tex.enemyA) ;

UnloadTexture (tex.enemyB) ;

UnloadTexture (tex.bullet) ;

UnloadTexture (tex.heart) ;

CloseWindow () ;

return 0;
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®aita anim.c

finclude "game.h"

void Anim Step (Animation* a) {
float dt = GetFrameTime () ;
a->duration -= dt;
if (a->duration <= 0.0f) {
a->duration = a->speed;
a->cur++;
}

if (a->cur > a->last) a->cur = a->first;

Rectangle Anim Frame (Animation* a, int numFrames) {
int x = 0;
int idx = a->cur % numFrames;
__asm {

mov eax, idx

imul eax, 59 ; x = idx * 59
mov X, eax
}
return (Rectangle) { (float)x, 0, 59.0f, 64.0f };
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daiin background.c

finclude "game.h"

void Background Init (int queue[BG_SEGMENTS]) {
for (int 1 = 0; 1 < BG_SEGMENTS; i++)

queue[i] = rand() % 3;

void Background Update (int queue[BG_SEGMENTS], float* offset, float

dt) {
*offset += 150.0f * dt;
if (*offset >= SCREEN H) ({
*offset -= SCREEN H;
for (int i = 0; i < BG_SEGMENTS - 1; i++)
queue[i] = queuel[i + 11];

queue [BG_SEGMENTS - 1] = rand() % 3;

void Background Draw (int queue[BG_SEGMENTS], float offset,
textures[3]) {
Rectangle src = { 0, O,
(float) textures[0] .width,
(float) textures[0] .height };

for (int 1 = 0; i < BG_SEGMENTS; i++) {

Texture2D cur = textures|[queuel[i]];

Texture2D

Rectangle dst = { 0, offset - SCREEN H * i, SCREEN W,

SCREEN H };

DrawTexturePro (cur, src, dst, (Vector2) { 0, 0 },
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daiia player.c

dt;

dt;

2.0f

2.0f

dt;

finclude "game.h"

#define
#define
#define

PLAYER SPEED
PLAYER MAX ROT
PLAYER ROT SPEED

#define PLAYER SHADOW SPEED

void Player Init (Player* p)

p->x = SCREEN W / 2.0f;

pP->y
p—->shadowX

P->X%;

p—->shadowY P->vy;

p->speed

p->rotation 0.0f;

p->shootCooldown

p—->anim

void Player Update (Player* p,

if (IsKeyDown (KEY W) ||

*bgOffset += 1.0f; }

PLAYER SPEED;

0.0f;

(Animation) { O,

PLAYER ROT SPEED * dt *

300.0f
25.0f
50.0f
0.2f

{

SCREEN H - 200.0f;

3, 0, 0.05%,

float* bgOffset,

IsKeyDown (KEY UP))

IsKeyDown (KEY DOWN) )

IsKeyDown (KEY LEFT))

{ p>y —=

0.1f };

float dt) {

p->speed *

{ p->y += p->speed *

{

(p—>rotation > 0 2

| | IsKeyDown (KEY RIGHT))

{

(p—>rotation < 0 ?

p->rotation += PLAYER ROT SPEED * dt *

if (IsKeyDown (KEY S) ||
*bgOffset -= 1.0£f; }
if (IsKeyDown (KEY A) ||
p->x -= p->speed * dt;
p->rotation -=
1.0f);
}
else if (IsKeyDown (KEY D)
p->x += p->speed * dt;
1.0f);
}
else {

if (p->rotation > 0)

if (p->rotation < 0)

p->rotation =

{ p->rotation -= 2 * PLAYER ROT SPEED *

0; }
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else if (p->rotation < 0) { p->rotation += 2 *
PLAYER ROT SPEED * dt; if (p->rotation > 0) p->rotation = 0; }

}
if (p->rotation > PLAYER MAX ROT) p->rotation = PLAYER MAX ROT;

if (p—->rotation < -PLAYER MAX ROT) p->rotation = -PLAYER MAX ROT;
if (p->x < 26) p->x = 26;

if (p—->x > SCREEN W - 26) p->x = SCREEN W - 26;

if (p->y < 256) p->y = 256;

if (p->y > SCREEN H

96) p->y = SCREEN H - 96;

p—->shadowX += (p->x p->shadowX) * PLAYER SHADOW SPEED;

p->shadowY += (p->y p->shadowY) * PLAYER SHADOW SPEED;
p->shootCooldown -= dt;

Anim Step (&p->anim) ;

void Player Draw(Player* p, Texture2D tex) {

Rectangle frame = Anim Frame (&p->anim, 4);

int shadowLayers = 4;
float shadowStep = 2.0f;
int shadowAlpha = 25;
for (int i1 = shadowlLayers; i >= 1; i--) {
Rectangle sd = {
p->shadowX + shadowStep * i,
p->shadowY + shadowStep * i,
100, 100
}i
DrawShadow (tex, frame, sd, (Vector2) { 50, 50 },

p->rotation, shadowlLayers, shadowStep, shadowAlpha);

Rectangle dst = { p->x, p->y, 96, 96 };
DrawTexturePro (tex, frame, dst, (Vector2) { 50, 50 }, p-
>rotation, WHITE) ;
}
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®aiia bullets.c

finclude "game.h"

#define BULLET SPEED 700.0f
#define SHOOT INTERVAL 0.15f

// BHCTpenIrpoka
void Bullets Shoot (Bullet bullets[MAX BULLETS], Player* p, Sounds*
snd) {
if (!IsKeyDown (KEY SPACE) || p->shootCooldown > 0.0f) return;

p—->shootCooldown = SHOOT INTERVAL;

if (snd->shoot.frameCount > 0) PlaySound (snd->shoot);

float offsets[] = { -47.0f, 26.0f }; // ;eBwlli M OpaBulii CTBOJI
for (int side = 0; side < 2; side++) {
for (int 1 = 0; i < MAX BULLETS; i++) {
if ('bullets[i].active) {

bullets[i] .active = true;

bullets[i].x = p->x + offsets[side];

bullets[i].y = p->y + 10.0f;
0.0f;
bullets[i] .speedY = -BULLET SPEED;

bullets[i].speedX

break;

// OBHOBJIEHMENYJIEUTPOKA
void Bullets UpdatePlayer (Bullet bullets[MAX BULLETS], float dt) {
for (int 1 = 0; i < MAX BULLETS; i++) {
if (!bullets[i].active) continue;
bullets[i].y += bullets[i].speedY * dt;
if (bullets[i].y < -32) bullets[i].active = false;
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// OBHOBJIEHUENYJILBPATOB
void Bullets UpdateEnemy (Bullet bullets[MAX ENE BULLETS], float dt)
for (int i = 0; i < MAX ENE BULLETS; i++) |
if ('bullets[i].active) continue;
bullets[i].x += bullets[i].speedX * dt;
bullets[i].y += bullets[i].speedY * dt;

if (bullets[i].y > SCREEN H + 32 || bullets[i].y < -32 ||
bullets[i].x > SCREEN W + 32 || bullets[i].x < -32)
bullets[i] .active = false;

// OTPUCOBKANYJILUIPOKA
void Bullets DrawPlayer (Bullet bullets[MAX BULLETS], Texture2D tex)
Rectangle src = { 0, 0, (float)tex.width, (float)tex.height };
for (int i = 0; i < MAX BULLETS; i++) ({
if ('bullets[i].active) continue;
Rectangle dst = { bullets[i].x, bullets[i].y, 20, 36 };
DrawShadow (tex, src, dst, (Vector2) { 0, 10 }, 0, 3, 1.5f,
40) ;

{

DrawTexturePro (tex, src, dst, (Vector2?2) { 0, 10 }, 0, WHITE);

// OTpMUCOBKAaNYyJILBPAaTOB
void Bullets DrawEnemy (Bullet bullets[MAX ENE BULLETS], Texture2D
tex) |
Rectangle src = { 0, 0, (float)tex.width, (float)tex.height };
for (int 1 = 0; i < MAX ENE BULLETS; i++) {
if (!'bullets[i].active) continue;
float angle = atan2f (bullets[i].speedX, -bullets[i].speedY)
RAD2DEG;
Rectangle dst = { bullets[i].x, bullets[i].y, 20, 36 };
DrawShadow (tex, src, dst, (Vector2) { 10, 18 }, angle, 3,

DrawTexturePro (tex, src, dst, (Vector2) { 10, 18 }, angle,
(Color) {
255, 80, 80, 255

}):
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daita enemies.c

finclude "game.h"

// CnaeH

void Enemy Spawn (Enemy enemies[MAX ENEMIES], EnemyType type,

for

(int 1 = 0; i < MAX ENEMIES; i++) ({

if (enemies[i].active) continue;

Enemy* e = &enemies[i];

e->active = true;

e->waveTime = 0.0f;
e->shadowX = Xx;
e->shadowY = -64.0f;
e->reachedTarget = false;

e->deathTimer = 0.0f;

if (x < 0) e->x = 0;

if (x > SCREEN W - 64) e->x = SCREEN W - 64;

switch (type) {

case ENEMY KAMIKAZE:
e->y = -64.0f;
e->hp = 2;

e->maxHp = 2;

e->speed = 450.0f + (float) (rand()

e->shootTimer = 9999.0f;
e->shootInterval = 9999.0f;
e->anim = (Animation){ 0, 3, O,

break;

case ENEMY FIGHTER:
e->y = -64.0f;
e->hp = 4;

4;
e->speed = 200.0f;
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e->targetY = 80.0f + (float) (rand() %

e->shootTimer = 1.0f;
e->shootInterval = 2.0f;
e->anim = (Animation){ 0, 3, 0,

break;

case ENEMY BOSS:

e->y = -140.0f;

e->hp = 80;

e->maxHp = 80;

e->speed = 120.0f;
e->targetY = 60.0f;
e->shootTimer = 0.8f;
e->shootInterval = 0.8f;

e->bossDir = 1.0f;

e->bossTimer = 2.0f;
e->anim = (Animation){ 0, 3, O,
break;

}

break;

// OBHOBJIEHMEBCEXBPATOB

0.10f,

0.06f,

void Enemies Update (Enemy enemies[MAX ENEMIES],

Bullet eneBullets[MAX ENE BULLETS],

float planeX, float planeY, float dt)

for

(int 1 = 0; i < MAX ENEMIES; i++) {

Enemy* e = &enemies[i];

// AHVMaLVSCMEPTU

if

}
if

(e=>deathTimer > 0.0f) {

e->deathTimer -= dt;

if (e->deathTimer <= 0.0f)
e->active = false;

continue;

(!e->active) continue;

Anim Step (&e->anim);
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0.10f };

0.06f };



e->waveTime += dt;

// Kammkaznse

if (e->type == ENEMY KAMIKAZE) {

e->y += e->speed * dt;

e->x = e->baseX + sinf (e->waveTime * 3.0f)
if (e->y > SCREEN_H + 64) e->active = false;
}
// ®anTep
else if (e->type == ENEMY FIGHTER) {

if (!e->reachedTarget)

{

e->y += e->speed * dt;

if (e->y >= e->targetY)

e->y = e->targetY;

{

e->reachedTarget = true;

e->baseX = e->x;

e->waveTime =

0.0f;

e->x = e->baseX + sinf (e->waveTime * 1.5f)

e->y += 20.0f * dt;

if (e->y > SCREEN H +

// Crpenbba CTPOTO BHUSI

if

e->shootTimer -= dt;

04) { e->active = false;

(e->shootTimer <= 0.0f && e->reachedTarget) ({

e->shootTimer = e->shootInterval;

for (int b = 0; b < MAX ENE BULLETS; b++)

if (eneBullets[b].active) continue;

eneBullets[b].
eneBullets[b]
eneBullets[b]
eneBullets[b]
eneBullets[b]

break;

// Bocc
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active

. speed¥

X = e—->x
Y = e—>y
. speedX

true;
+ 32;
+ 32;
0.0f;
500.0f;

{

* 20.0£;

* 120.0f£;

continue;



else if (e->type == ENEMY BOSS) {
if (!e->reachedTarget) {
e->y += e->speed * dt;
if (e->y >= e->targetY) {
e->y = e->targetY;

e->reachedTarget = true;

}
else {
e->bossTimer -= dt;
if (e->bossTimer <= 0.0f) {
e->bossDir *= -1.0f;

e->bossTimer = 1.5f + (float) (rand() % 20) /

10.0f;

}

e->x += e->bossDir * 160.0f * dt;

if (e=>x < 0) { e->x = 0; e->bossDir =
1.0f; }

if (e->x > SCREEN W - 192) { e->x = SCREEN W - 192;
e->bossDir = -1.0f; }

}

// TpéxmnyieBoiBeep
e->shootTimer -= dt;
if (e->shootTimer <= 0.0f && e->reachedTarget) {
e->shootTimer = e->shootInterval;
float angles[] = { -15.0f, 0.0f, 15.0f };
for (int a = 0; a < 3; a++) {
float ang = angles[a] * DEG2RAD;

float bs 240.0f;

float nx = sinf (ang);

float ny = cosf(ang);

for (int b = 0; b < MAX ENE BULLETS; b++) {
if (eneBullets([b].active) continue;
eneBullets([b] .active = true;
eneBullets[b].x = e->x + 96;
eneBullets[b].y = e->y + 96;
eneBullets([b] .speedX = nx * bs;
eneBullets([b] .speedY = ny * bs;

break;
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// OTPUCOBKABCEXBPATOB

void Enemies Draw (Enemy enemies[MAX ENEMIES],

Texture2D texA, Texture2D texB)

for

14,

0)

2.5f, 60);
hpFrac),
RED) ;
texA;

(int 1 = 0; i < MAX ENEMIES; i++) ({
Enemy* e = &enemies[i];

if (!e->active && e->deathTimer <= 0.0f) continue;

// MuUTaHMEeNpPUCMEPTU

if (e->deathTimer > 0.0f && (int) (e->deathTimer * 10) % ==

continue;

Rectangle frame = Anim Frame (&e->anim, 4);

if (e->type == ENEMY BOSS) {
Rectangle dst = { e->x, e->y, 192, 192 };
DrawShadow (texA, frame, dst, (Vector2) { 0, 0 }, 0, 4,
DrawTexturePro (texA, frame, dst, (Vector2) { 0, 0 }, O,
(Color) {

255, 160, 160, 255
1)

// HP-6Bap6occa

float hpFrac = e->hp / e->maxHp;

DrawRectangle (SCREEN W / 2 - 200, 20, 400, 14, DARKGRAY);
DrawRectangle (SCREEN W / 2 - 200, 20, (int) (400 *

hpFrac > 0.5f ? GREEN : hpFrac > 0.25f ? YELLOW
DrawText ("BOSS", SCREEN W / 2 - 22, 18, 14, WHITE);
}

else {

Texture2D tex = (e->type == ENEMY KAMIKAZE) ? texB
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1.5f, 40);

tint);

hpFrac),

S,

Color tint = (e->type == ENEMY FIGHTER)

? (Color) { 180, 220, 255, 255 } : WHITE;
Rectangle dst = { e->x, e->y, 64, 64 };
DrawShadow (tex, frame, dst, (Vector2) { O, 0 }, 0, 3,

DrawTexturePro (tex, frame, dst, (Vector2) { 0, O }, O,

// HP-nosiocka
float hpFrac = e->hp / e->maxHp;
DrawRectangle ((int)e->x, (int)e->y - 8, 64, 5, DARKGRAY);

DrawRectangle ( (int)e->x, (int)e->y - 8, (int) (64 *

GREEN) ;

}
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®aiia level.c

finclude "game.h"

LevelEvent gLevell[] = {

// BosyiHa 1 — BHAKOMCTBO C KaMMKal3e

{ 3.0f,

{
{

_— o~

(@ N G2 Bt

200, ENEMY KAMIKAZE },

.0f,
.5f,
.0f,
.5f,
.0f,
.0f,

// BoJsiHa

{
{
{
{

15
15

17.

17
19

21.

21

.0f,
.5f,
0f,
.5f,
.0f,
0f,
.5f,

// BoumHa

30
30
31

33.

33
35

36.

37

{ 38.0f,

.0f,
.5f,
.0f,
0f,
.5f,
.0f,
0f,
.0f,

500

// BomHa

{ 45.0f,

{
{
{
{

45
45
47
47
49

150
.3f,
.6f,
.0f,
.5f,
.0f,

4

600,
400,
150,
600,
350,
550,

2
300,
600,
150,
650,
400,
250,
500,

3 —
200,
700,
450,
100,
650,
400,
300,
600,

ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE

by
by
}y
}y
s
}y

(0-30 cex)

nepBuebanTeps (30-60 cek)

ENEMY FIGHTER
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE

cMmemaHHasg (60-100 cex)

ENEMY FIGHTER
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE

ENEMY FIGHTER 1},

4 —

[IJIOTHEIM HATUCK

, ENEMY KAMIKAZE },

400,
650,
300,
550,
200,

ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY FIGHTER
ENEMY KAMIKAZE

50

s
by
Yy
s
s
s
s

by
by
by
by
by
by
by
by

by
by
by
by
by

(100-160 cek)



50.
51.
53.
53
54.
56.

{ 57.0f,

0f,
0f,
0f,

.5f,

0f,
0f,
600,

// BoisHa

{ 65.0f,

{
{

65
66.
68.
68
68.
68.
70.
1.
2.
74
74
76.
78
79.
80

200,

.5f,

0f,
0f,

.2f,

4f,
6f,
of,
of,
0f,

.0f,
.5f,

0f,

.0f,

0f,

.0f,

700, ENEMY KAMIKAZE
450, ENEMY FIGHTER
100, ENEMY KAMIKAZE
400, ENEMY KAMIKAZE
650, ENEMY KAMIKAZE
350, ENEMY FIGHTER
ENEMY FIGHTER },

5 — OuHaNBHEI WTYPM
ENEMY FIGHTER },
400, ENEMY FIGHTER
650, ENEMY FIGHTER
100, ENEMY KAMIKAZE
300, ENEMY KAMIKAZE
500, ENEMY KAMIKAZE
600, ENEMY KAMIKAZE
250, ENEMY FIGHTER
550, ENEMY FIGHTER
400, ENEMY KAMIKAZE
200, ENEMY KAMIKAZE
650, ENEMY KAMIKAZE
350, ENEMY FIGHTER
500, ENEMY KAMIKAZE
150, ENEMY FIGHTER
650, ENEMY FIGHTER

// BpeiiknepenboccoM

{
{
{
{
{

88.
88.
90
93
96.

{100.

{103

{106.
{109.
{111.
{120.
{123.
{126.

{128

{130.

0f,
5f,

.0f,
.5f,

0f,
0f,

.2f,

4f,
6f,
0f,
0f,
0f,
0f,

.5f,

0f,

300, ENEMY KAMIKAZE
500, ENEMY KAMIKAZE
200, ENEMY FIGHTER
400, ENEMY FIGHTER
650, ENEMY FIGHTER
100, ENEMY KAMIKAZE
300, ENEMY KAMIKAZE
500, ENEMY KAMIKAZE
600, ENEMY KAMIKAZE
250, ENEMY FIGHTER
550, ENEMY FIGHTER
400, ENEMY KAMIKAZE
200, ENEMY KAMIKAZE
750, ENEMY KAMIKAZE
350, ENEMY FIGHTER

o1

y
y
y
y
by
by

nepen 6occom (160-240 cek)

}y
}y
}y
by
s
s
s
Yy
s
s
by
s
s
by
by

by
by
by
by
by
by
by
by
by
by
by
by
by
by



{133.
{136.
{139.
{142.
{144.
{1l4e6.
{148.
{154.
{156.
{160.
{1l62.
{1l64.
{1le66.
{1le68.

0f, 500,
0f, 150,
0f, 650,
0f, 200,
0f£, 200,
0f£, 200,
0f£, 200,
0f£, 200,
0f£, 200,
0f, 200,
0f, 650,
0f, 200,
0f, 200,
0f, 200,

ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY FIGHTER
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY KAMIKAZE

// BosbllagBOJIHAKAMUKAI3E

{170.
{172.
{174.
{175.
{178.
{180.
{182.
{184.
{186.
{188.
{190.
{195.
{200.
{205.
{208.
{211.
{214.
{216.
{220.
{222.
{224.
{226.
{230.
{232.
{235.
{240.

0f, 200,
0f, 250,
0f, 250,
0f, 300,
0f, 200,
0f, 500,
0f, 200,
0f, 400,
0f, 200,
0f, 100,
0f, 400,
0f, 200,
0f, 700,
0f, 400,
0f, 200,
0f, 700,
0f, 400,
0f, 200,
0f, 600,
0f, 400,
0f, 200,
0f, 700,
0f, 400,
0f, 200,
0f, 600,
0f, 400,

ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
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{242.
{245.
{250.
{252.
{255.

0f,
0f,
0f,
0f,
0f,

// BOCC

{295.

b

0f,

200,
600,
400,
200,
600,

(~295

384,

int gTotalEvents

ENEMY KAMIKAZE
ENEMY KAMIKAZE
ENEMY FIGHTER
ENEMY KAMIKAZE
ENEMY KAMIKAZE

ceK)

ENEMY BOSS

sizeof (gLevel)

// CocTosHMe Hporpecca ypOBHS

static int

sNextEvent = 0;

static float sLevelTimer = 0.0f;

void Level Init(void) {

sNextEvent =

sLevelTimer

float Level Update (Enemy enemies[MAX ENEMIES],

0;

0.0f;

sLevelTimer += dt;

while

gLevel [sNextEvent] .time)

{

y
y
y
y
by

by

/ sizeof (gLevel[0]);

float dt)

(sNextEvent < gTotalEvents &&slevelTimer >=

Enemy Spawn (enemies,

sNextEvent++;

return sLevelTimer;
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gLevel [sNextEvent] .type,
gLevel [sNextEvent] .x) ;

{



®aiia collision.c

finclude "game.h"

// NynuurpoxaBparu
void Collision BulletsVsEnemies (Bullet bullets[MAX BULLETS],
Enemy enemies[MAX ENEMIES],

GameState* gs, Sounds* snd)

for (int b = 0; b < MAX BULLETS; b++) {
if (!'bullets[b].active) continue;
for (int e = 0; e < MAX ENEMIES; e++) {
if (!'enemies[e].active) continue;

if (enemies[e].deathTimer > 0.0f) continue;

float ew = (enemies[e].type == ENEMY BOSS) ? 192.0f
04.0f;
float eh = (enemies[e].type == ENEMY BOSS) ? 192.0f
64.0f;
bool hit = bullets[b].x < enemies[e].x + ew &&
bullets([b].x + 16 > enemies|[e].x &&
bullets[b].y < enemies[e].y + eh &&
bullets[b].y + 32 > enemies[e].y;
if ('hit) continue;
bullets[b] .active = false;
enemies[e] .hp -= 1.0f;
if (snd->hitEnemy.frameCount > 0) PlaySound (snd-
>hitEnemy) ;

if (enemies|[e].hp <= 0 && enemies[e].deathTimer <= 0.0f)

enemies[e] .deathTimer = 0.5f;

if (enemies[e].type == ENEMY BOSS) {
gs—->score += 5000;
gs->bossAlive = false;

gs->victory = true;
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}
else {
gs->score += (enemies[e].type == ENEMY KAMIKAZE)
? 100 : 200;

// TyJIuBparoBUTPOK
void Collision EnemyBulletsVsPlayer (Bullet
eneBullets[MAX ENE BULLETS],

Player* p, GameState* gs, Sounds* snd)

if (gs->gameOver || gs->invincibleTimer > 0.0f) return;

Rectangle hitbox = { p->x - 20, p->y - 20, 56, 56 };

for (int b = 0; b < MAX ENE BULLETS; b++) {

if ('eneBullets[b].active) continue;

bool hit = eneBullets[b].x > hitbox.x &&
eneBullets([b].x < hitbox.x + hitbox.width &é&
eneBullets[b].y > hitbox.y &&
eneBullets[b].y < hitbox.y + hitbox.height;

if ('hit) continue;

eneBullets[b] .active = false;
gs—->playerHp—--;
gs->invincibleTimer = 1.5f;

if (snd->hitPlayer.frameCount > 0) PlaySound(snd->hitPlayer);

if (gs->playerHp <= 0) {
gs—->gameOver = true;
if (snd->gameOver.frameCount > 0) PlaySound(snd-
>gameOver) ;
}

return; // OOMH XWT 3a KazIp
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// Bparmmurpok (Tapas)

void Collision EnemiesVsPlayer (Enemy enemies [MAX ENEMIES],

Player* p, GameState* gs, Sounds* snd)

if

(gs->gameOver || gs->invincibleTimer > 0.0f) return;

Rectangle playerHitbox = { p->x - 20, p->y - 20, 56, 56 };

for

(int e = 0; e < MAX_ENEMIES; et++) |
if (!enemies[e].active) continue;

if (enemies[e].deathTimer > 0) continue;

float ew = (enemies[e].type == ENEMY BOSS) ? 192.0f : 64.0f;
float eh = (enemies[e].type == ENEMY BOSS) ? 192.0f : 64.0f;
Rectangle enemyHitbox = { enemies[e].x, enemies[e].y, ew, eh
if (!CheckCollisionRecs (playerHitbox, enemyHitbox)) continue;

gs—->playerHp—--;
gs->invincibleTimer = 1.5f;

if (snd->hitPlayer.frameCount > 0) PlaySound(snd->hitPlayer);

if (enemies[e].type == ENEMY BOSS) {
enemies[e] .hp -= 10.0f;

if (enemies[e].hp <= 0 && enemies[e].deathTimer <= 0.0f)

enemies[e] .deathTimer = 0.5f;
gs—->score += 5000;
gs->bossAlive = false;

gs—->victory = true;

}
else {
enemies[e] .hp = 0;

enemies|[e] .deathTimer = 0.5f;
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gs->score += (enemies[e].type == ENEMY KAMIKAZE) ? 100

200;
}
if (gs->playerHp <= 0) {
gs—->gameOver = true;
if (snd->gameOver.frameCount > 0) PlaySound (snd-
>gameOver) ;

}

return; // omvMH XUT 3a Kaip
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®aiin hud.c

#define CRT SECURE_NO_WARNINGS
#include "game.h"

#include <string.h>

//BHYTpPEeHHEEeCOCTOIHMEBBOIAUMEHU
static char sName[PLAYER NAME LEN] = { 0 };
static int sNameLen = 0;

static bool sSubmitted = false;

static int sRankIdx = -1; // MectToBTabiuue (-1

elmeHen3BEeCTHO)

// COpOCHpUHOBOMMUIPE

void HUD ResetNameEntry (void) {
memset (sName, 0, sizeof (sName))
sNameLen = 0;
sSubmitted = false;
sRankIdx = -1;

// OcHoBHOU HUD (BOBPEMSMIPHL)

void HUD Draw (GameState* gs, Texture2D heartTex,

// Ouxwu

DrawText (TextFormat ("Score: %d", gs->score), 10, 10,

// Cepmeuxu HP
Rectangle heartSrc = { 0, O,
(float)heartTex.width,
(float)heartTex.height };
for (int h = 0; h < 5; h++) {
Color hc = (h < gs->playerHp) ? RED
DrawTexturePro (heartTex, heartSrc,
(Rectangle) {
8 + h * 25, 40, 24, 24

(Vector?2) {

0, O
}» 0, hc);
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DARKGRAY;

float 1t) {

28,

WHITE) ;



60),

o

2 ==

40 1});
}

bool HUD DrawEndScreen (GameState* gs,

>score),

// TanmMep
int timeleft =
if

300 - (int)l

(timeLeft < 0) timeleft
DrawText (TextFormat ("Time:
SCREEN_W - 160,

10, 28,

(timeLeft < 30) ? RED

t;
- 0;
$d:%02d",

timeLeft / 60, timeleft %

WHITE) ;

// MuraHmeskpaHalpuUionalaHUn

if (gs->invincibleTimer > 0

DrawRectangle (0, O,

// BaTemHeHUE

Color overlay = gs->victory
{ 0, 0, 0, 16
0, 0, 190 };

0,

? (Color)
(Color) { O,

DrawRectangle (0,

// 3aroJyioBOK
if (gs->victory) {

DrawText ("VICTORY!",

SCREEN W / 2 - MeasureText ("VICTORY!",

120, 64, GOLD);
}

else {

DrawText ("GAME OVER",

SCREEN W / 2 - MeasureText ("GAME OVER",

120, 64, RED);

DrawText (TextFormat ("Score:

SCREEN W,

SCREEN W,

.0f && (int) (gs->invincibleTimer * 8)

SCREEN H, (Color) { 255, 0, O,

Scoreboard* sb) {

03

SCREEN _H, overlay);

e4) / 2,

e4) / 2,

%d", gs->score),

SCREEN W / 2 - MeasureText (TextFormat ("Score: %d", gs-

30) / 2,

200, 30, WHITE);

if (!sSubmitted) {

/ /BBOOVIMEHM
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)

255, 200 1);

DrawText ("Enter a name:",

SCREEN W / 2 - 120, 260, 26, LIGHTGRAY);

// ObpaboTkakJiaBuil
int key = GetCharPressed();
while (key > 0) {
if (key >= 32 && key <= 126 && sNameLen < PLAYER NAME LEN

sName [ sNameLen++] = (char)key;
sName [sNameLen] = '\0';
}
key = GetCharPressed();
}
if (IsKeyPressed(KEY BACKSPACE) && sNameLen > 0)

sName [--sNameLen] = '\0"';

// TlomeBBOIa

const char* displayName = (sNameLen == 0) ? " " : sName;
int nameW = MeasureText (displayName, 32);

SCREEN W / 2 - 160;

int boxY = 295;

int boxX

DrawRectangle (boxX, boxY, 320, 44, (Color) { 20, 20, 60, 220

DrawRectanglelines (boxX, boxY, 320, 44, (Color) { 100, 180,

DrawText (displayName, SCREEN W / 2 - nameW / 2, boxY + 8, 32,
sNameLen == 0 ? GRAY : YELLOW) ;

// MUTanmmikypcop

if ((int) (GetTime () * 2) % 2 == 0 && sNamelen <

PLAYER NAME LEN - 1)

YELLOW) ;

DrawText ("|", SCREEN W / 2 + nameW / 2 + 2, boxY + 8, 32,

// Tomckaska
if (sNameLen > 0) {
DrawText (" [ENTER] — save",
SCREEN W / 2 - MeasureText (" [ENTER] — save", 20) / 2,
350, 20, DARKGREEN) ;

else {
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DrawText (" (enter at least 1 character)",
SCREEN W / 2 - MeasureText (" (enter at least 1
character)", 18) / 2,
350, 18, DARKGRAY) ;

if (IsKeyPressed(KEY ENTER) && sNameLen > 0) {
sRankIdx = Scoreboard Submit (sb, sName, gs->score, gs-
>victory);
sSubmitted = true;

}

// Tabmuua (TOJBKO MNPOCMOTP, 0O€3 MOINCBETKM)
Scoreboard Draw (sb, -1);

return false;

else {

//Tabnuua C NONCBETKOM HOBOM SBalMcCH

const char* msg = (sRankIdx >= 0)
? TextFormat ("Your place: #%d — [R] restart", sRankIdx
+ 1)
"Not included in TOP-10 — [R] restart";

DrawText (msg,
SCREEN W / 2 - MeasureText (msg, 22) / 2,
260, 22,
sRankIdx >= 0 ? GOLD : GRAY);

Scoreboard Draw (sb, sRankIdx);

return true;
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daiiz1 menu.c

#define CRT SECURE_NO_WARNINGS
#include "game.h"

#include <math.h>

//BHYyTpeHHEee COCTOSHME

static int sCursor = 0; // BHIOPaHHBIA IYHKT
static float sBlinkTime = 0.0f; // Oja MuTaHus Kypcopa
static float sDemoPlaneX = 200.0f; // OeKOPaTUBHEIL CAMOJIET

static float sDemoPlaneY 400.0f;

static const char* sLabels[MENU COUNT] = ({
"Play",

"Records",

"Exit",

b

/ /OBHOBIIEHME

int Menu Update (void) {
float dt = GetFrameTime () ;
sBlinkTime += dt;

// IeKOPaTUBHBEII CAMOJIET JIETUT [0 CUHYCOUIE

sDemoPlaneX += 90.0f * dt;

sDemoPlaneY = 420.0f + sinf (sDemoPlaneX * 0.008f) * 60.0f;

if (sDemoPlaneX > SCREEN W + 80) sDemoPlaneX = -80.0f;

// HaBurauusa

if (IsKeyPressed(KEY DOWN) || IsKeyPressed(KEY S)) {

sCursor = (sCursor + 1) % MENU COUNT;
sBlinkTime = 0.0f;

if (IsKeyPressed(KEY UP) || IsKeyPressed(KEY W)) {

sCursor = (sCursor - 1 + MENU COUNT)
sBlinkTime = 0.0f;

// TonTBepxIeHME
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255,

if (IsKeyPressed (KEY ENTER) || IsKeyPressed(KEY SPACE))

return sCursor;

return -1;

//BcrioMoraTesibHaAa: KHOIIKa MEHI

static void DrawMenuButton (const char* label, int x, int vy,

bool selected, float blinkTime)

int fontSize = 36;
int w = MeasureText (label, fontSize):;
Color bg = selected
? (Color) { 20, 60, 120, 210 }
(Color) { 10, 20, 50, 160 };
Color border = selected
? (Color) { 100, 200, 255, 255 }
(Color) { 40, 80, 140, 180 };
Color textCol = selected ? YELLOW : (Color)

int bw 320, bh = 52;
X - bw / 2;

int by = y - bh / 2;

int bx

DrawRectangle (bx, by, bw, bh, bg);
DrawRectanglelines (bx, by, bw, bh, border);

// MurawommiMapkepcieBa
if (selected && (int) (blinkTime * 3) % 2 ==
DrawText (">", bx + 12, by + 8, fontSize,
255 1});

DrawText (label, x - w / 2, by + 8, fontSize,

//OTpucoBKa

{ 180, 220, 255,

)
(Color) { 100,

textCol);

void Menu Draw (int bgQueue[BG SEGMENTS], float bgOffset,

Texture2D bgTex[3], Texture2D planeTex,

const Scoreboard* sb)
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255,

180,

// ®on

Background Draw (bgQueue, bgOffset, bgTex);

// Tlonynpo3pauHLIioBepJIen

DrawRectangle (0, 0, SCREEN W, SCREEN_H, (Color) { 0, O,

// — 3arojloBOK —
const char* title = "1942";
int tw = MeasureText (title, 96);

// TeHb3aTOJIOBKA

20, 160

DrawText (title, SCREEN W / 2 - tw / 2 + 4, 84, 96, (Color) { O,

180 });

DrawText (title, SCREEN W / 2 - tw / 2, 80, 96, GOLD);

// TlomzarojyioBOK

const char* sub = "Battle of the planes";

int sw = MeasureText (sub, 22);

DrawText (sub, SCREEN W / 2 - sw / 2, 185, 22, (Color)
200 });

// IexopaTUBHAAIUHNS

DrawRectangle (SCREEN W / 2 - 200, 218, 400, 2, (Color)
255, 120 });
// — IyHKTE MEHI —
int baseY = 340;

int step = 76;

for (int 1 = 0; i < MENU COUNT; i++)

DrawMenuButton (sLabels[i],
SCREEN W / 2, baseY + i * step,
i == sCursor, sBlinkTime) ;
//TlonckaskaynpaBieHUs
DrawText (" [W/S] - select [ENTER] - confirm",
SCREEN W / 2 - MeasureText ("[W/S] mmm [11] — BeIGOP

— noareepauTs", 16) /3,
SCREEN H - 40, 16, (Color) { 120, 160, 200, 180 });
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/ /Myuy-Tabnniia PekopIoB (ecsm BHOpaH HyHKT PEKOPIH)

if (sCursor == MENU SCORES && sb->count > 0) {

int px SCREEN W / 2 - 220;

570;

int py
int pw = 440, ph = 30 + sb->count * 28 + 10;
DrawRectangle (px, py, pw, ph, (Color) { 0, 0, 30, 220 });
DrawRectanglelines (px, py, pw, ph, (Color) { 100, 180, 255,

160 });
DrawText ("TOP 10", px + pw / 2 - MeasureText ("TOP 10", 18) /
2,
py + 6, 18, GOLD);
for (int i = 0; 1 < sb->count && i < 5; i++) {
int ry = py + 32 + i * 28;
Color nc = (sb->entries[i].victory) ? GREEN : RED;
DrawText (TextFormat ("%d4.", 1 + 1), px + 10, ry, 20,
GRAY) ;
DrawText (sb->entries[i] .name, px + 40, ry, 20, WHITE);
const char* sc = TextFormat ("%$d", sb->entries[i].score);
DrawText (sc, px + pw - MeasureText(sc, 20) - 10, ry, 20,
nc) ;
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®daiin scoreboard.c

#define CRT SECURE_NO_WARNINGS
#include "game.h"
#include <stdio.h>

#include <string.h>

//3arpyskanszdaria
void Scoreboard Load(Scoreboard* sb) {

sb->count = 0;

FILE* f = fopen (SCOREBOARD FILE, "rb");

if (!f) return; // dalyna em@ HeT — HAUHEM C MIYyCTOM TabJIMIE

fread (&sb->count, sizeof (int), 1, f);
if (sb->count < 0 || sb->count > SCOREBOARD MAX)
sb->count = 0;
else

fread (sb->entries, sizeof (ScoreEntry), sb->count, f);

fclose (f);

//CoxpaneHnuesBbam
void Scoreboard Save (const Scoreboard* sb) {

FILE* f = fopen (SCOREBOARD FILE, "wb");

if (!'f) return;

fwrite (&sb->count, sizeof(int), 1, f);

fwrite (sb->entries, sizeof (ScoreEntry), sb->count, f);
fclose (f);

// BcTaBkapesyJbTaTa
int Scoreboard Submit (Scoreboard* sb, const char* name, int score,
bool victory) {
// HoBasasamnmchb
ScoreEntry ne;

strncpy (ne.name, name, PLAYER NAME LEN - 1);
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ne.name [PLAYER NAME LEN - 1] = '"\0';
ne.score = score;

ne.victory = victory;

// HanTy nosuumio OJiS BCTaBKM (IO yOHBAHMIO OUKOB)

int pos = sb->count;
for (int i = 0; 1 < sb->count; i++) {
if (score > sb->entries[i].score) { pos = i; break; }

// Hemomé&ne TOP-10
if (pos >= SCOREBOARD MAX) return -1;

// CIOBUTaeMxBOCTBIIPABO
int newCount = sb->count < SCOREBOARD MAX ? sb->count + 1
SCOREBOARD MAX;

for (int i = newCount - 1; i > pos; i--)
sb->entries[i] = sb->entries[i - 11];
sb->entries[pos] = ne;

sb->count = newCount;

Scoreboard Save (sb) ;

return pos;

// OTpucoBKaTaBIIMIIE

void Scoreboard Draw(const Scoreboard* sb, int highlightIdx) {
const int panelW = 500;
const int panelH = 60 + SCOREBOARD MAX * 36 + 20;
const int panelX = SCREEN W / 2 - panelW / 2;

const int panelY SCREEN H - 500;

// ®oHmaHesm

DrawRectangle (panelX, panelY, panelW, panelH, (Color) { 0, 0, 30,
220 });

DrawRectanglelLines (panelX, panelY, panelW, panelH, (Color) { 100,
180, 255, 200 });
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// 3aroJloBOK

DrawText (" TOP 10 ",
panelX + panelW / 2 - MeasureText (" TOP 10 ", 24y / 2,
panelY + 12, 24, GOLD);
if (sb->count == 0) {
DrawText ("There are no records", panelX + panelW / 2 -
60, panelY + 56, 20, GRAY);
return;
}
for (int i = 0; 1 < sb->count; i++) {
int rowY = panelY + 52 + i * 36;
bool hi = (i == highlightIdx);
// TlomcBeTKa HOBOM 3alucCu
if (hi)
DrawRectangle (panelX + 4, rowY - 2, panelWw - 8, 32,
(Color) {
255, 220, 0, 40
b
Color numCol = hi ? GOLD : GRAY;
Color nameCol = hi ? YELLOW : WHITE;
Color scCol = hi ? GOLD : LIGHTGRAY;
// Mecto
DrawText (TextFormat ("%2d.", i + 1), panelX + 12, rowY, 22,
numCol) ;
// Tobenma / mnopaxeHue
const char* badge = sb->entries[i].victory ? "[V]" : "[X]";
Color badgeCol = sb->entries[i].victory ? GREEN RED;
DrawText (badge, panelX + 52, rowY, 20, badgeCol);
// Vms
DrawText (sb->entries[i] .name, panelX + 100, rowY, 22,
nameCol) ;
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// Ouky (BEIPOBHEHH II0 [IPAaBOMY Kpamo)
const char* scStr = TextFormat ("%d", sb->entries[i].score);
int scW = MeasureText (scStr, 22);

DrawText (scStr, panelX + panelW - scW - 16, rowY, 22, scCol);
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daiin render_utils.c

finclude "game.h"

void DrawShadow (Texture2D tex, Rectangle src,

Vector2 origin, float rotation,

int layers, float step, int alpha)

for (int i1 = layers; i1 >= 1; i--) {
float t = (float)i / layers;
int a = (int) (alpha * t * 0.6f);

Rectangle sdst = {
dst.x + step * i,
dst.y + step * i,
dst.width,
dst.height

}i

DrawTexturePro (tex, src, sdst, origin,

(Color) {
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IIpuiio:xxenne B. Pe3ysabTarsl padoThl NPOrpaMMbl

Ha pucynke 11 nmpezacraBieHo riaBHOE MEHIO porpaMmbl. [IyHKTBI MEHIO
0TOOpaXXalTcsl MO LEHTPY HKpaHa Ha (OHE JBHXKYLIETOCS HUIPOBOrO IOJIS.

Bb1OpaHHbBIN TYHKT MOICBEYUBAETCS KENTHIM [[BETOM C MUTAIOIIUM MAapKEPOM.

+ 1942 - X

=l [

Eattle of Ehe planes

Hecords

EIE

Pucynok 11 — I'naBHOE MeHIO
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Ha pucynke 12 moka3aH WUIpOBOH TpoIlecC ¢ OTOOpaKEHHMEM Bpara TuIia
«boccy. B BepxHel uwactu skpana BuaHbl HP-Gap Oocca, cuér urpoka, MKOHKH

KU3HEN U TauMeED.

+ 1942 = X

Score: 14000

Pucynok 12 — ®unanphsiii 6occ ¢ HP-6apom
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Ha pucynke 13 mokazaH uTrpoBOil mpoliecc: caMojiE€T WrpoKa B HIDKHEH
4yacTu dKpaHa, Bparu thna «Kamukamze» u «Daittep», mynu. B BepxHenl vactu

skpaHa otobpaxaercs HUD.

<+ 1942 — X

Pucynox 13 — Urposoii mpouecc (HUD, Bparu, mysmm)
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Ha pucynke 14 moka3aH 3KpaH OKOHYaHHUs MIPhl C MOJEM BBOJIa MMEHH,

tabmuuen pekopaoB TOP-10 u moacBeTKkoM HOBOM 3amucH.

<+ 1942 - X

Score: 100

Enter a name:

Pucynok 14 — DkpaH OKOHUYaHHS UTPHI U Ta0IUIA PEKOPIOB
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