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P12 —DEBEERARL 0 e %

BOR— (A BB o R, ¥ SRR A S TP AR, 3 Esc S8 AT DABBRT IR it
Windows HEZRSC {4 WinMain. cpp , 3> 304 il T4 BB IR FPAE SR

#include (windows. h) // include important windows stuff

#include ( windowsx. h)

#include (mmsystem. h) "

#include (iostream. h) // include important C/C ++ stuff
#include ( conio. h) -
#include {stdlib. h) B ’
#include ¢ malloc./hg
#include ( memory. h)
#include (string. h)
#include (stdarpg._h\_),7
#include {stdio. h)
#include (math. h)
#tinclude {io. h)
#include {fentl. h) _‘i
#include" . . /H/GameMain. h"

2

/I RRER

HWND main_window_handle = NULL; SEFOLRTE
HINSTANCE main_instance = NULL; /e R E
char buffer[80] ; //\E e SCA B

LRESULT CALLBACK WndProc( HWND,UINT, WPARAM ,[PARAM) ;
int WINAPI WinMain( HINSTANCE hiInstance , HINSTANCE hPrevInstance,
LPSTR 1pCmdLine , int nCmdShow )

static TCHAR szAppName| | = TEXT("" ) ;

static TCHAR szClassName[ | = TEXT( " MainWinClass" ) ;

HWND hwnd;

MSG msg;

WNDCLASS wndeclass;

wndclass. style = CS_DBLCLKS |
CS_OWNDC | i
CS_HREDRAW | :
CS_VREDRAW ;
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i wndclass. lpfnWndProc = WndProc;
': wndclass. cbClsExtra = 0;
wndclass. cbWndExtra = 0;
wndeclass. hInstance = hlnstance ;
wndclass. hlcon = Loadlcon( NULL,IDI_APPLICATION) ;
wndclass. hCursor = LoadCursor( NULL,IDC_ARROW) ;
( HBRUSH) GetStockObject (BLACK_BRUSH) ;

wndclass. IpszMenuName = NULL;

~
C
@

wndclass. hbrBackground

wndclass. IpszClassName = szClassName;;

/IRERMHERER

if( ! RegisterClass ( &wndclass) )
%
MessageBox ( NULL, TEXT( " This program requires Windows NT !" )
szAppName ,MB_ICONERROR) ;
return {(0) ;
}
hwnd = CreateWindow ( szClassName,
TEXT(""),
WS_POPUP | WS_VISIBLE,

240,

NULL,

NULL,

hlnstance,,

NULL ) ;
ShowWindow ( hwnd ,nCmdShow ) ;
UpdateWindow( hwnd ) ;
VEBEFEO2RER
main_window_handle = hwnd;
/7 W RRAIR AL
Gamelnit( ) ;
e
while( TRUE)
i

o @—



B A

if (PeekMessage(&msg, NULL,0,0,PM_REMOVE))

i
//REGIRNER
if (msg. Lﬁik(”assfiyge == WM QUIT)
) break ;
7/ R
TranslateMessage ( &msg) ;
DispatchMessage( &msg) ;
%
2835 E
GameMain( ) ;
f
7/ WERRR 42
GameShut( ) ;
return msg. wParam;

F
LRESULT CALLBACK WndProc( HWND hwnd, UINT message,

Phrect\ :ﬁ% -& éﬁ 1’2 g ﬁﬂﬁ

WPARAM wParam, LPARAM IParam) [ £ () o 222

HDC hdc;
PAINTSTRUCT ps; 7
switch( message ) o V% TS
f
case WM_CREATE :
return (0);
case WM_PAINT.
hde = BeginPaint( hwnd, &ps) ;
EndPaint( hwnd , &ps) ;
return (0) ;
case WM_DESTROY ;
PostQuitMessage(0) ;
return (0) ;
%

return DefWindowProc( hwnd , message ,wParam , |Param) ;

........................................................................................................................................................................................

WARAEZL L S GameMain. h g L T #FXRMEZE S [ FIHY LB R
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.1 ek |
@ int GameMain ( void) ; /R AE

- int Gamelnit( void) ; /R a4
‘ int GameShut{ void ) ; /7 HERRIB |
) struct tobject

%
int tankid ;
int life;
int x;
nt y;
int speed;
struct tobject * next;
{ tankobject ;
//# AT
int TankMoving( void ) ;
/7RI IR
int GameStart( void) ;
/AR R
int GameOver( void) ;
/7 HERRIC T
int DraWScore( int scorel int xl ,int yl)

.........................................................................................................................................................................

(B’?%*E%)‘Cﬁ: GameMain. cpp %ﬁ?i&ﬁ’ﬂ“’ 3, EEJEZIKJPJ%%E’JBE%'J ﬁ/\ifﬁtﬁiﬂﬂﬁ—
BN ARG TR E PN S, R AR R, MEE— A nt s LI A,

.....................................................................................................................................................................................................................................................................................

#include ".. /H/GameMain. h" {
#include ".. /H/MyDirectDraw. h" ‘
#include ". . /H/MyDirectInput. h" -
#include ". . /H/MyDirectAudio. h"
% 73

#define KEYDOWN (vk_code) ( ( GetAsyncKeyState(vk_code) & 0x8000) 7 1: 0)
#define KEYUP(vk_code) ( (GetAsyncKeyState(vk_code) & 0x8000) 20: 1)

@ s
% extern HWND main_window_handle; //AMBEX I EEH AR ’
extern HINSTANCE main_instance /7 9NERE LI A
extern char buffer[ 807 ; /SRR E LR S
RECT Dest, Src;
// VIR FE S
struct tobject * movetanktop, * movetank , * movetanktemp ‘
int soundid; '

int midi_ids[ 10] ;

int score = 0 ;



