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WHaaaslauwail lWineaasdsznid Class Card aanunsail

class Card
{

public Vector2 pos;

public Card(Vector2 pos)
{

this.pos = pos;
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Card [] card=new Card[10];
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o ynsusendsiauils Texture2D d1usuntsnivadlnsatl
Texture2D backCardTexture;

 dmn1sLoad nnlw LoadContentssn

backCardTexture = Content.Load<Texture2D>(@"backcover");
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Walinanlu LoadContent sesieldls

card[0] = new Card(new Vector2(130, 30));
card[1] = new Card(new Vector2(260, 30));
card[2] = new Card(new Vector2(390, 30));
card[3] = new Card(new Vector2(520, 30));
card[4] = new Card(new Vector2(650, 30));
card[5] = new Card(new Vector2(130, 230));
card[6] = new Card(new Vector2(260, 230));
card[7] = new Card(new Vector2(390, 230));

card[8] = new Card(new Vector2(520, 230));
card[9] = new Card(new Vector2(650, 230));
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spriteBatch.Begin();

for(int i=0;i<10;i++)

{

spriteBatch.Draw(backCardTexture, cardli].pos,
ColorWhite);

}

spriteBatch.End();
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public enum CardType
{

TYPE1 =0,
TYPE2,
TYPE3,
TYPEA4,
TYPES
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public VVector? pos;
public CardType cardType;
public Card(Vector2? pos, CardType cardType)
{
this.pos = pos;
this.cardType = cardType;
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Texture2D[] cardTexture= new Texture2D[5];

* y1n1ge LoadContent sail
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cardTexture[i] = Content.Load<Texture2D>(@"card0" + (i + 1));
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card[0] = new Card(new Vector2(130, 30), CardType.TYPE1);
card[1] = new Card(new Vector2(260, 30), CardType.TYPE1);
card[2] = new Card(new Vector2(390, 30), CardType.TYPE2);
card[3] = new Card(new Vector2(520, 30), CardType.TYPE2);
card[4] = new Card(new Vector2(650, 30), CardType.TYPE3);
card[5] = new Card(new Vector2(130, 230), CardType.TYPE3);
card[6] = new Card(new Vector2(260, 230), CardType.TYPE4);
card[7] = new Card(new Vector2(390, 230), CardType.TYPE4);

card[8] = new Card(new Vector2(520, 230), CardType.TYPE5);
card[9] = new Card(new Vector2(650, 230), CardType.TYPE5);
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spriteBatch.Begin();
for(int i=0;i<10;i++)
{
spriteBatch.Draw(cardTexture[(int)card[i].cardType], card[i].pos, ColorWhite);
}
spriteBatch.End();
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protected void randomCard()
{
for (inti=0;i<10; i++)
{
int r = rand.Next(10);
if (il=r)
{
CardType t;
t = card[i].cardType;
card[i].cardType = card[r].cardType;
card[r].cardType = t;
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