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// Include directory C:¥OpenCV3. 3. 1¥build¥include

// Library directory (x64) C:¥OpenCV3.3.1¥build¥x64¥vcl4¥lib

// PATH (x64) C:¥OpenCV3. 3. 1¥build¥x64¥vcl4¥bin

#if _DEBUG

fipragma comment (1ib, “opencv_world331d. 1ib”)

felse

#ipragma comment (1ib, “opencv_world331.1ib”)

#endif

#include <opencv2/opencv. hpp>
using namespace cv;




int main()

{
/] T4 RUDER
Mat img = Mat::zeros (480, 640, CV_8UC3);
namedWindow (“CG2”, WINDOW_AUTOSIZE) ;

//
Point2d item(4 * 40 + 320, 0 * 40 + 240);
Point2d self (-4 * 40 + 320, 0 * 40 + 240);
Point2d enemy(0 * 40 + 320, 0 * 40 + 240);
Point2d enemy_v (0.0, 5.0);
const double WALKSPEED = 5.0;
bool nowgaming = true;
int64 start = getTickCount();
for(5;5) {

/] 7 L—ADERIRERH

int64 end = getTickCount () ;

if ((end - start) * 1000 / getTickFrequency() < 10) continue;

/] T AHET

if (Inowgaming) {
if ((end - start) * 1000 / getTickFrequency() < 3000) continue;
break;

}
// TR D SR

start = end;

// HE
img = Scalar (160, 120, 80);

/1 IR
for (int i = -5; i < 5; i++) {
for (int j = -5; j < 5; j++) {
Scalar col;
if (abs(i + j) % 2 == 0) col = Scalar(120, 120, 120);
else col = Scalar(60, 60, 60);
rectangle (img, Rect(j * 40 + 320, i * 40 + 240, 40, 40), col, CV_FILLED);

}

// W

circle(img, item, 20, Scalar (160, 40, 40), CV_FILLED);
circle(img, enemy, 20, Scalar (40, 40, 160), CV_FILLED);
circle(img, self, 20, Scalar (160, 160, 160), CV_FILLED);

// HIE

if (norm(self — enemy) < 40.0) {
putText (img, “GAME OVER”, Point (120, 240), FONT_HERSHEY_SIMPLEX, 2, Scalar (255, 255, 255), 2);
nowgaming = false;

}

if (norm(self — item) < 40.0) {
putText (img, ”“GAME CLEAR”, Point (120, 240), FONT_HERSHEY_SIMPLEX, 2, Scalar (255, 255, 255), 2);
nowgaming = false;

}

/U4y RUICERR
imshow (“CG2”, img);

// F—AR—F

int key = waitKeyEx(1);

if (key == 0xlb) break;

if (key == 2424832) self.x —= WALKSPEED;
if (key == 2490368) self.y —= WALKSPEED;
if (key == 2555904) self.x += WALKSPEED;
if (key == 2621440) self.y += WALKSPEED;
waitKey (1) ;

// B OEE

enemy *+= enemy_v;

if (enemy.y > 5 * 40 + 240) enemy_v.y = —enemy_v.y;
if (enemy.y < -5 * 40 + 240) enemy_v.y = —enemy_v.y;

}
/] R&T LR

return 0;



