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Istep 1 5BEsRELLS (TODO #1)  62FEME

' — LAEEORAICFIENS Stage 7T ADIAV R bS50 X (#IEBLALIE) N T,
SetBackgroundColor B8 = ff> TEEOERBEZHREL I,

//TODO #1: CCICEREBZHRET HRCGBEANTLEE LY
SetBackgroundColor(

- )

o RfE|F 0~255 DEFHTI/EL £,
o EXIULE (ffl: EERY) ZEUEL &S,

7

SetBackgroundColor(132, 255, 255); &%\ 7> (L) T,

Istep2: 27 —vrm@EL&LS (ToDO #2) 14817E A
Stage:Draw() T\ FTIFEE2 7T Uy RRXT—C% MBI 2R EFUOHELE T,

void Stage::Draw()

{
//TODO #2: CCIC AT — VIBEEHEFSE T a— FEEML T ZE0

0
if (Isnake || 'food)

return;
/AT fEE T — Ry RO TIEE...

e~k

DrawStageGrid() ZMFUOH L F 9,



Istep3: xx—o %L &S (TODO #3)  631FEME

AR EZYUARAT snake RAVRIZFTLL Snake 77V b EERLET,

// TODO #3:Snake#+ 7<=z 4 bEERML &S
snake =

7

new Snake() TV AXVR1LL %9,

Istep3s: e rv—%RELLS (TODO #3. 5)
Ax—V DBRHERZROEZ XN —ZHRELEX T,

// TODO #3.5: ARX— Y ORRENEPREFREL & 5
SetMoveTimer( );

7

T MOVETIME ZEWVWEL & 56

Istepa: 7—rzEMERLES (TODO #4) 6417 B
YRS UBNT food A VRICH LW Food 7720 b Z4ERLET,

// TODO #4:Food#* 7¥ x4 bEERML &S
food =

e> bk

new Food() ZfEWE T,

1917BfhE

Isteps: F—R—RANZEMBLELS (TODO #5) 120/7E(HiE

Stage:Update() I CTERHEIF—%H LIz SICAR—VDETHRAEZZELEY,

if (Input::IskeyDown(KEY_INPUT_UP))
snake->SetDirection(____);

if (Input::IskeyDown(KEY_INPUT_DOWN))
snake->SetDirection(____);

if (Input::lskeyDown(KEY_INPUT_LEFT))
snake->SetDirection(____ )

if (Input::IskeyDown(KEY_INPUT_RIGHT))
snake->SetDirection(

)

e> bk

Direction::UP , DOWN , LEFT, RIGHT ZfEW\X 9,

step6: AEE#IZZ5 (TODO #6) 131457 B1HE
AX—INT—RZBRE. FZ2MIETAV Y RZHFUHLET,

if (snake->GetHeadPos() == food->GetPosition()) {
// TODO #6: NEZMIFTEHETFILEZ S
snake->___ ();
food->SpawnRandom();



/| A7 &~ (TODO #8)
1

e~k

Snake 75 XD Grow() XYV v REMEOHELET,

Istep7: za7=m@mLEL> (ToDO #7)  155(3E A
Stage:Draw() A CEE LEICROT7ERRLET,

//TODO #7: A7 #EEL & 5
DrawScore();

e~k

9 TICAHE LT DrawScore() ZMUH L £,

Isteps: za7zmELELS (ToDO #8) 13617EHE
T—REBRLCFICRATZEMEIEEz T,
if (snake->GetHeadPos() == food->GetPosition()) {
N ~ExRMIEY
// TODO #8: 2a7%#MEL &S

Score::AddScore( );
food->SpawnRandom();

ek

1BO7—FEEGICOE 1 mIIELEL &S,

I Step B DHIDHEZLLS (TODO #9) 1101THA
Stage:Update() I CRRX—I D AT =N —LA—N—ICLET,

ivec3 pos = snake->GetBody()[0]. GetPosition();

//TODO #9: Blchfeo e Fxz v I LT Heo e bECMIERMFEES

if ( CheckHitWall( vec3(pos.x, 0, pos.z) ) ) {

snake->SetDeath();
}

e~k

CheckHitwall() ZfE> THIEL 9,

Istep10: 7—kER K-> L&S (TODO #45) 927E(HE
AT—UHmPAARICT — R Z S VR LBABICEEBL 9.
if (food) {
//TODO #4.5: 7— &SV A AICRAR—YEELS

food->__ ();
}

e~k



SpawnRandom() XV v RZMIEUNHL £T,

Istep1: 7—rzEHLELS (ToDO #11)  1427B1E
Stage:Update() R C7—RDT7ZX—> 3 VEHEFIEL XTI,

//TODO #11: 7 — KOEFFMBEIFUL E S

food>__ ();

e~ bk
Update() XV v FZIUHLET,

UETRR—=07 — LOEREREN TR L ET !
J—RZELRFLT. BIMFEHRRLTHEL & D. 1 DT DI UTFLADNSEDTI I,

Istep12: 4 — 17— )\—BsD>— 24D X (TODO #12)  11I7FFEHE
AX=IDFECLIEEIC, BOS—IUATIDEXFT,

if (Isnake->IsAlive())

{
//TODO #12: EUBFICY— Y #NYBA S — FEEML &S
SceneManager::ChangeScene();

}

e~k

® SceneManager 27 5 XM ChangeScene() XYV v RZFUHL £,
e BREDY—VIFHONUHFREINTWVECCZRRLTLTL,

HUET. 212 A7y TOTSEDHEMMTRTY ! I—FZEILFL. =LA —N—FICHELL—2HIDBDLZMHERL TH
FL&Se A—FZEIRLT, BfFeMEELTHEL LD 1 DFTDIUTLEBHASEDHTIIEEL,

v URL
https://github.com/youetsux/HEBIGAME_TAIKEN.git
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