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int RunMessageloop()
T
L

M5G message;

for (55) {

while (!PeekMessagehA(&message, nullptr, @, @, PM_NOREMOV

it (g game app != nullptr) .. -
GameApp Tick(g_game app); OI HI'I_IE X'I EI °=I.¢

it (lGetMessageA(&message, nullptr, 8, @)
return B;

TranslateMessage(&message);
DispatchMessagel(&message) ;




Ball UpdateWorldCollision(Ball* ball)

ball-»spinAccumulator += ball->vx / 2;

if (ball-»spinAccumulator < 8) ball->»spinAccumulator += 58;
else if (ball-»>spinAccumulator > 58) ball->spinAccumulator -= 58;
ball-»animationFrame = ball->spinAccumulator [/ 18;

if (static_cast<unsigned>(ball->x + ball->vx - 28) »>= 413)
ball-»vx = -ball-»vx;

(ball->y + ball->vy < @) IEI- EI-J_'— LH E:I 2I-A-I

ball->vy = 1;

e 2‘}:53 <= 24 & ball->y > 176) { OI Eél' -?— %EI oll_llx_lx'l EI —?——E JJI'II

if (ball-»y <= 192)
if (ball-»>vy > @)

ball->vy = -ball->»vy; 7'-2
} else { 'EEE}:JLI | =]

ball->vx = ball->x < 216 2 -std::abs(ball->vx)
std: :abs(ball->vx);

(ball-»>y + ball-»vy <= 252) {
ball-»x += ball-»>wvx;
ball->»y += ball-»vy;

ball->vy += 1;
return 8;




if (ball->y + ball-»vy <

ball-»*x += ball->»vx;
ball->y += ball->»vy;
ball->vy += 1;
return 6;




if (ball->y + ball-»vy <

CIS L (=] Jo]
ball-»>x += ball->vx; HI' II %!-I_I

hall->y += ball->vy: 712 2|X|0f] 7}I2 &= {o}7]
ball->vy += 1;
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bool InjectlLoadlLibrary(HANDLE process, const std::wstring& dl1 path)

= <LPTHREAD START ROUTINE:(
{GetModuleHandleW(L"kernel32.d11™), "LoadLibraryW™));
= (d1l path.size() + 1) * sizeof(wchar t};

auto load library

MEM COMMIT | MEM _RESERVE, PAGE READWRITE);
if (load library == nullptr || path == nullptr
return fal
cessMemory (process, path, dl1_path.c_str(), size, nullptr})]
VirtualFreeEx(process, path, 8, MEM RELEASE);

return fal

opedHandle thread(CreateRemoteThread(process, nullptr, 8, load library, path, @, nullptr));
(thread.get() == nullptr) {
VirtualFreeEx{process, path, @, MEM RELEASE);
return false;
WaitForSingleObject(thread.get(), INFINITE);
IWORD module = 8;
5t bool loaded = GetExitCodeThread(thread.get(), &module) != FALSE && module != @;
VirtualFreeEx(process, path, @, MEM RELEASE);
return loaded;
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d: :uintptr_t>(GetModuleHandleW(nullptr));
d::uintptr t>(base + kGameRoot);

pointer = Read<std::uintptr_t>(pointer + 6x28);
if (!pointer) return 8;

pointer = Read<std::uintptr_t>(pointer + 8x18);
it (!pointer) return o;

return Read<std::uintptr_t>(pointer + 8x14);




bool GetMouseInGame({HWND window, int& x, int& y) {
POINT mouse{};
RECT client{};
if (!GetCursorPos(&mouse) || !ScreenToClient({window, &mouse) ||
lGetClientRect(window, &client)) {

return false;

const int width = client.right - client.left;

const int height = client.bottom - client.top;

if (width <= @ || height <= © || mouse.x < @ || mouse.y < 8 ||
mouse.X >= width || mouse.y »= height) {

return false;

std::clamp(MulDiv{mouse.x, kGameWidth, width), 286, 412);
std::clamp(MulDiv{mouse.y, kGameHeight, height), @, 232);

true;
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vold MoveBall(std::uintptr t ball, int x, int y)
Write<int>(ball + 8x38, x);
Write<int>(ball
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DWORD WINAPI MouseControl({void*) {
while (true) {

HWND window = GetForegroundWindow();
DWORD processId = 6;
GetWindowThreadProcessId(window, &processlid);

int mouseX =

a;

int mouseY = @;
it (processId == GetCurrentProcessId() &&
(GetAsyncKeyState(VK LBUTTON) & ©x3008) &&
GetMouseInGame(window, mouseX, mouseY)) {

L
const std::uintptr t ball = FindBall();
if (ball) MoveBall(ball, mouseX, mouseY);

h

5leep(8);

rr 1




BOOL WINAPI D11Main{HINSTANCE dll, DWORD reason, LPVOID) {
if (reason == DLL_ PROCESS ATTACH) {
DisableThreadLibraryCalls(dll};
CloseHandle(CreateThread(nullptr, @, MouseControl, nullptr, &, nullptr));

return TRUE;
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