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e Tivinnns a¥ Project Tnaiaan Windows Game 3.0

e Timnimeaasinenislildandesialiil avly Method sne #
naglu Project visuun valulid program.cs uay
gamel.cs

System.Console.Out.WriteLine("--------------——---
- pugnede Method ");
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Aun Code lugausaliil dezndsaudslu Class Gamel
srasia lUn

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;

Rectangle bgRect; //\.dunsisznasaudsiifiumiuvsianas
ppees Background
Texture2D bgTexture; //faudsnniisn I dununas
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public Gamel()
{

graphics = new GraphicsDeviceManager(this);
graphics.PreferredBackBufferWidth = 1024;

[/ {un13nnnuea A NnAN9eIutinag
graphics.PreferredBackBufferHeight = 768;

[/ N3N ALAAIINEN9URIUTINAS
Content.RootDirectory = "Content";
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protected override void Initialize()

{
bgRect = new Rectangle(0O, O,
graphics.GraphicsDevice.Viewport.Width,

graphics.GraphicsDevice.Viewport.Height);
//graphics.GraphicsDevice.Viewport.Width \duanainunineass

ViewPort visaniinas
//graphics.GraphicsDevice.Viewport.Height \fudtmanueainans
ViewPort visaniinas

base.lInitialize();




protected override void LoadContent()

{

// Create a new SpriteBatch, which can be used to draw
textures.
spriteBatch = new SpriteBatch(GraphicsDevice);
bgTexture = Content.Load<Texture2D>("Matching _bg");
//n3Fanld Background

}




protected override void Draw(GameTime gameTime)

{

GraphicsDevice.Clear(Color.CornflowerBlue);
//na@nd Background

spriteBatch.Begin(); // 5unnsl4 spriteBatch

spriteBatch.Draw(bgTexture, bgRect, Color.White); //
vinn1segl Background

spriteBatch.End(); // aun1sl4 spriteBatch

base.Draw(gameTime);
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Development”, “Graphic Design”, “Technical
Design”, “Game Asset”, “Asset List”

Ine Il dauunsine Inanisldands Random @i

Faagi19 19 luntndall waz 1Enni1s random Anuiueas

Aantiadeanans] Wuusae uazdesesitesawuy random
MBI



e R
ANS A3 A
1) IJBA d

e flsznnasautlsuun Random uwn 1u Class
Tnesnunusoid
Random <@asuils>:
i Random random;
 1¥danns new Random(); # Initialize() +i#e7 Construtor
«i random = new Random();

* dauaslt int a= random.Next(<MaxValue>);
* |71
int a= random.Next(9); aziAgean ue 0-8
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