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44 std::string enemylmage = GetEnemylmage(KABOCHA);
45  enemylmage_ = LoadGraph(enemylmage.c_str());
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void Enemy::Trurn180()

{

if (forward_ == UP)
forward_ = NONE;

else if (forward_ == LEFT)
forward_ = NONE;

else if (forward_ == DOWN)
forward_ = NONE;

else if (forward_ == RIGHT)
forward_ = NONE;

}
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53 if (isHitWall ) { TurnRight(); } // #06
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