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19 5. Sprite Tool
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int CSprite::Init()
{
if((spr_file=fopen("resource/bowling.spr”)
fread(&bitmapindex,sizeof(int),1,spr_file);
sprite = new SPRITE[bitmapindex];
m_pTexture = new TEXTURE[bitmapindex};
m_Imaginfo = new IMAGE_INFO[bitmapindex];
Drawrect = new RECT{[bitmapindex};
for(int i = 0;i<bitmapindex;i++)
{
fread(&spritelil,sizeof (SPRITE),1,spr_file);
m_pTextureli] = NULL,
}
fclose(spr_file);

}
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int CSprite::Render()
{
//angle
Draw{angle_tx,&rt1,2D(4,90),&2D(641,210));
//power
Draw(m_pTexture[0],&Drawrect(0],0,2D(425,185));
//spin_ball
Draw(m_spinball_tx,&rt2,2D(m_spin,307));
//pos
Draw(m_pos_tx,&m_pos_rt,2D(60,747));
//ball
Draw{(m_ball_tx,&m_ball_rt, &m_ball_pos);

return 1,
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HRESULT CMain::FrameMove()

{
manager.Gamel.oop();
return 1;

)

¥ 5. main JH|olE FTF

int CBowlingManager::Gameloop()
{
if(GameStart == true) /ALY A%
{
input.FrameMovel();
/O AET7] FEA A8
if(input. KeyDown(VK_RETURN))
{
m_dTimeEnd = timeGetTime();
if( GameTurn == true) // 18 ©
{
MySpriteLoop();
}
else
{
EnemySpriteLoop();
}
}

return 1;

}
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HRESULT CMain::Render()
{
m_pd3dDevice->Clear(); /38 A&
m_pd3dDevice->BeginScene();

m_pd3dSprite->Begin();
manager.Render();
m_pd3dSprite->End();
m_pd3dDevice->EndScene();
return 1;

19 7. main 28 7E

int CBowlingManager::Render()

{
image.Render(); //M7AEE &9
sprite.Render(); //ETolE £
return 1;

)
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