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Gamel.cs
14:m namespace WindowsGamel
15
16
17:m public class Gamel : Microsoft.¥na.Framework.Game
18
19
20 static int objs_nums = 16;
21
22 GraphicsDeviceManager graphics;
23 SpriteBatch spriteBatch;
24 Texture2D BG_Texture;
25 TextureZD[] mySpriteTexture = new TextureZD[B8];
26 Texture2D hp;
27 int hp_counter = 3;
28
29 bhool superstate = false;
30
3 int supertime = 0;
32
33 int r = 0;
34
35 SpriteFont Fontl; // AU
36
37 int Iy = 1;
38
39 int distance=0;
40
41 int Offset ¥ = 0; // ¥ 84 {RISE
42
43 ClassSprite mySprite;
44
45 Rectangle[,] srcRect = new Rectangle[d], 4];
46 int pcW = 30; // TAME
47 int pcH = 68; // TANE
48 int Dixr = 2; // FEKEIERA
49 int Seq = 0; // FERAVEEBESE
50 bool superdown = false; // T8 E1LER
51
52
53 int jump = 0; //PhiE
54 bool jumpping = false;
55 int p_now_h = 0;
56 static int p_start_h;
ol int G = 4;
58 int 86 = 6;
59 bool win = false;
a0 bool gameover = false;
61
62
63 Classfprite[] objs = new ClassSprite[objs_nums];
64 bhool[] objs_go = new bool [objs_nums];
65 int ball_index = 1;
66 int horse_index = 5;
67 int fire_index = 10;
68 int go_index = 0;
69
70
71 int time_counter = 0;
72
73 KeyboardState oldState;
74 double Stepluration = 0;
75



144
145

148

158

163

181

T

public Gamel()

{
graphics = new GraphicsleviceManazer(this);
Content _RootDirectory = "Content";
this.IsMouseVisible = true;
this. Window.AllowUserResizing = t

this Window.Title = "/J&?z,%r&ﬁ%;tﬂ(( Fealaans

for {int 1 =0; 1 < 4; i++)
for {int j = 0; j < 4; j++)
{

srcRect[i, j] = new Rectangle(j * pcW, 1 * pcH, pcW, pcH);

protected override void Initialize()
p_now_h = this_Window._ClientBounds_Height - pcH;
p_start_h = this Window.ClientBounds.Height - pcH - jump;

base.Initialize();

protected override void LoadContent()

spriteBatch = new SpriteBatch(GraphicsDevice);

BG_Texture = Content Load<TextureZl=("stage");

for {int 1 =0; 1 = 8; i++)

mySpriteTexture[i] = Content _Load<Texture2l=("Prince_"+1i);

mySprite = new ClassSprite{mySpriteTexture[0],
new Vector2{this Window.ClientBounds Width / 2 - pcW 7/ 2, this _Window.ClientBounds Height - pcH),
new VectorZ{graphics.GraphicsDevice Viewport Width, graphics.GraphicsDevice Viewport _Height)
.0);

Texture2D texture = Content.Load<Texture2D>("tire");
Texture2D texture2 = Content_Load<Texture2D>("fire");
hp = Content Load<TextureZl>{"head");

Texture2ll texture3 = Content _Load<Texture2l>{"horse");

for (int 1 = 0; 1 < objs_nums; i++)
if {1 == 0){
objs[i] = new ClassSprite(hp,

new Vector2(-48, Window.ClientBounds Height - 48),
new VectorZ{graphics.GraphicsDevice . Viewport Width, graphics.GraphicsDevice.Viewport Height)

.3
objs[i].velocity = new Vector2{-4, 0); // SR{UfSEE
}
else if (i < 5)
FHEET IR
objs[i] = new Class¥prite(texture,
new Vector2{-64, Window.ClientBounds.Height - 64),
new VectorZ(graphics GraphicsDevice Viewport Width, graphics.GraphicsDevice.Viewport Height)
gl
objs[i].velocity = new Vector2(-4, 0); // SHUfREE
else if (i < 10)
HHTHEE fiifedit
objs[i] = new ClassSprite(texture3,
new Vector2(-120, Window.ClientBounds.Height - 90),
new VectorZ{graphics.GraphicsDevice Viewport Width, graphics.GraphicsDevice Viewport .Height)
2l
objs[i].velocity = new Vector2(-4, 0); // SHUISERE
else if (i < objs_nums)
Fix
objs[i] = new ClassSprite(texture2,
new Vector2(-20, Window.ClientBounds Height - 192),
new VectorZ{graphics.GraphicsDevice Viewport Width, graphics.GraphicsDevice Viewport Height)

ob,js[ii.veiocity = new Vector2(-4, 0); // SRIUISERE

Fontl = Content .Load<SpriteFont=("Courier New");

protected override void UnloadContent()
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191
192
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194
195
196
197
198
199
200
201
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203
204
205
206
207
208
209
210
211
212
213
214
215
216
217
218
219
220
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222
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224
225
226
227
228
229
230
231
232

protected override void Update{GameTinme gameTime)

if (GamePad .GetState({PlayerIndex .One).Buttons .Back == ButtonStiate Pressed)
this Exit();

KeyboardState newState; /f B4—iE KevboardState #EHEADEE

newState = Kevhoard .GetState(); //52]Baifd22iMiEaaAN g

if (newState.IsKeyDown(Keys Escape)) this Exit(); //HEEcBETCIESIET
else if (newState. IsKeyDown(Keys.P)) this.Initialize(); //SE5 - iEPRERHEE
else if (newState.IlsKeyDown{Keys 8))

if (gameover)
restart();

1
else if (newState.IsKeyDown(Keys Up /&% Dir = 1¥/))
{

Dir
Seq

2;
0;
if (p_start_h == p_now_h)
{

superdown = false;

Jumpping = true;

jump += G;

1
else if (newState. IsKeyDown{Keys Down) /*&& Dir |= 0%/)

Dir = 2;

Seq = 0;

if (p_start_h != p_now_h &% p_start_h = p_now_h)
{

superdown = true;
Jumpping = false;
jump -= 8G;

Stepluration += gameTime .ElapsedGameTime TotalMilliseconds;
if (StepDuration = 300)
{

Stepluration = 0;

Seqt++; [/ F—i&

Seq = Seq % 4; [/ BE—FHRARBNE
mySprite.texture = mySpriteTexture[Seq];



233
234 oldState = newState;
235
236
237 if {p_start_h < p_now_h)
238 {

239 p_now_h = p_start_h;|
240 Jump = 0;

241 }

242
243
244 if {p_now_h < Window.ClientBounds Height / 2)
245 {

246 Jumpping = false;

247 if (newState. IsKeyDown{Key= Down))

248 superdown = true;

249
250 }
251
252 if {jumpping == false &% p_start_h != p_now_h)
253
254 if (superdown == false)
255 {

256 jump -= G;

257 }

258 else

258 {

260 jump -= 3G;
261 }

262 }

263
264 if {jumpping == true)
265 {

266 Jump += G;

267 }

268
269 if (gameover)
270
271 Offset ¥ = 0;
272
273
274 else

275 {

276 Offset_¥ -= 4;
277
278 distance = -Offset_X / 400;
279
280 if (distance % 10 == 0 &% Offset_¥ % 400 == 0)
281 Ivtt;

282 if {lv == 4)

283 {

284 win = true;
285 Offset ¥ = 0;
286 }

287
288
289 int rr = 0;
290
291 Random rnd = new Random();
292 rr = rnd . Next{90, 550);
293




294

297
298

323

331
335

337

329

350

if {time_counter »=

awitch (1v)
{
case 1:

fis
o
if (

else

breal
case 2:
I =
if

else

rr)

Copilln
md .Next{l, 50);
r %26 ==0)

f I mhnkL
objs[0].position = new VectorZ(Window.ClientBounds Width, Window.ClientBounds Height - 48);

ball_index++;

if (ball_index » 4)
ball_index = 1;

1
objs[ball_index].position = new VectorZ(Window.ClientBounds Width, Window.ClientBounds.Height - 64);
go_index = ball_index;

| 3

md Next{l, 50);
r %26 ==10)

f I mntL
objs[0].position = new VectorZ(Window.ClientBounds Width, Window.ClientBounds.Height - 48);

1 = rnd.Next(l, 5);

if (r==1111==14)
{
ball_index++;

if (ball_index = 4)

ball_index = 1;

objs[ball_index].position = new VectorZ(Window.ClientBounds.Width, Window.ClientBounds.Height - 64);
go_index = ball_index;



351

411

else if (r==2 Il r == 5)
{

horse_index++;
if (horse_index > 9)

horse_index = 5;

objs[horse_index].position = new VectorZ({Window.ClientBounds Width, Window.ClientBounds.Height - 90);
go_index = horse_index;

}
else
}
break;
case 3:
r = rnd . Next{l, 50);
if (r %26 ==0)
{ L
objs[0].position = new VectorZ{Window.ClientBounds Width, Window.ClientBounds Height - 48);
else
{

r = rnd . Next{l, 10);

if (r==1111==6)
) ball_index++;
if (ball_index » 4)
ball_index = 1;

objs[ball_index].position = new VectorZ(Window.ClientBounds .Width, Window.ClientBounds.Height - 64);
go_index = ball_index;

}
else if (r==2 11 r==5 1| r ==9)
{

horse_index++;
if (horse_index = 9)

horse_index = 5;

objs[horse_index].position = new VectorZ({Window.ClientBounds Width, Window.ClientBounds.Height - 90);
zo_index = horse_index;

}
else if (r==3 11 r==7 11 r == 8)
{

fire_index++;
if (fire_index > objs_nums)

fire_index = 10;

objs[fire_index].position = new Vector2(Window.ClientBounds Width, graphics.GraphicsDevice. Viewport Height /2 - 192 / 3);
go_index = fire_index;



412

432

438

474

else
{
1

break;
default:
win = true;

break;

time_counter = 0;

for {int 1 = 0; 1 < objs_nums; i++)

objs[i] Move(); // TEENEEESF
if (superstate)

supertime+tt;
if (supertime > 1000)
{

supertime = 0;
superstate = false;

1

else

if (mySprite.Collides{objs[i]))
{

if (objs[i].obj_type == 3)

hp_counter++;
objs[0].position = new VectorZ({Window.ClientBounds Width, Window.ClientBounds.Height);

else

hp_counter--;
superstate = true;
supertimett;
if (hp_counter == 0)

Offset ¥ = 0;
gameover = true;
objs[i].position = new VectorZ(Window.ClientBounds.Width, Window.ClientBounds .Height);

time_counter++;
base.Update(gzaneTine);



475

476

477
478
479
480
481
482
433
434
4385
436
4387
438
489
490
491
492
493
494
495
496
497
498
499
500
501
502
503
504
505
506
507
508
509
510
511
512
513
514
515
516
517
518
519
520
521
522
523
524
525
526
527
528
529
530
521
532
533
534

protected override void Draw(GameTime gameTime)

graphics.GraphicsDevice.Clear{Color .CornflowerBlue);

int W = graphics.GraphicsDevice . Viewport Width;
int H = graphics.GraphicsDevice . Viewport Height;

spriteBatch Begin(SpriteBlendMode AlphaBlend);
Rectanzle DesRect = new Rectangle();
if (gameover)
for (int i = -1; i <= W / BG_Texture Width + 1; i++) f1 2 K AR BigER
for (int j = -1; j <= H / BG_Texture Height + 1; j++) // j 2 ¥ HR Z|h#r

Vector2 position = new Vector2(
i * BG_Texture Width + (Offset_¥ % BG_Texture Width),
i * BG_Texture Height); // BHE B FAUE

spriteBatch Draw(BG_Texture, position, Color. White);

H

f FBRUE
Vector2 FontPos2 = new VectorZ2{graphics.GraphicsDevice Viewport Width / 2,

2

Vector? FontOrigin2 = Fontl MeasureString("") / 2; // FHPL

spriteBatch DrawString(Fontl, // &Y
"Lw:" + lv.ToString(),
FontPos2, // {U&
Color.Red, /f FAMBER
0, I EEAKE
FontOrigin2, !/ FHEPLE
3.0f, ! iEhiEE
SpriteEffects None,// NESEHCE
0); // EREE 0.0 ~ 1.0 (§&)

H FRuUE
Vector? FontPos = new Vector2(6 * graphics.GraphicsDevice.Viewport Width / 7,

2

Vector? FontOrigin = Fontl MeasureString("") / 2; // FEPL

spriteBatch DrawString(Fontl, // &Y
distance.ToString() + "M",
FontPos, // {i&
Color White, // FFAVEERE
0, /OIFEAE
FontOrigin,// FHPLEE
3.0f, /! BhhiEsr
SpriteEffects None,// HEEEHEE
0); // BIBEE 0.0 ~ 1.0 (§&)



/H FHEUE
Vector? Fontover = new Vector2{1l * graphics.GraphicsDevice Viewport Width / 5,
graphics .GraphicsDevice Viewport Height / 4);

Vector? FontOrigin_over = Fontl MeasureString("") / 2; // F&HEPL

spriteBatch DrawString(Fontl, // &Y
"GameOver",
Fontover, // (U@

Color.Black, // FRIEEE
0, i IEEARE

FontUngm over,// FHEPLE
6.0f, f %ﬁﬁ&ﬁkg&

SpriteEffects None,// KEBSHE
0); // EBEE 0.0 ~1.0 ()

Vector? Fontover2 = new Vector2(l * graphics.GraphicsDevice Viewport Width / 3,
2 * graphics.GraphicsDevice .Viewport Height / 4);
Vector? FontOrigin_over2 = Fontl MeasureString("") / 2; // FEPL
spriteBatch DrawString(Fontl, // &Y
"Press 'S' to continuous ..... i
Fontover2, // fUZ
Color White, // SFHIEEE
0, i EEAE
FontOrigin_over2,// FEFLEL
1.0f, i1 SRR iEeE
SpriteEffects None,// HEIEAER
0); // BIBEE 0.0 ~ 1.0 (i)

else if (win)
if (lv == 4)
{
for (int i = -1; i <= W / BG_Texture Width + 1; i++) 12 AR BN
{
for (int j = -1; j <= H / BG_Texture Height + 1; j++) // § 2 ¥ F@E ik
{
Vector2 position = new VectorZ(
i * BG_Texture Width + (Offset_¥ % BG_Texture Width),
j * BG_Texture Height); // BEHE 85 FAUE
spriteBatch. Draw(BG_Texture, position, Color White);
}

mySprite.position = new Vector2(this Window.ClientBounds Width / 2 - pcW / 2,
thiz Window.ClientBounds Height - pcH - jump);

DesRect = new Rectanzle(
this Window.ClientBounds Width / 2 - pcW / 2,
this . Window.ClientBounds Height - pcH - jump,
pcit, peH);

p_now_h = this Window.ClientBounds_Height - pcH - jump;

spriteBatch. Draw{objs[0].texture, objs[0].position, Color White);



594
585
596
597
598
599
600
601
602
603
604
605
606
607
608
609
610
611
612
612
614
615
616
617
618
619
620
621
622
623
624
625
626
627
628
629
630
631
632
633
634
635
636
637
638
639
640
641
642
643
644
645
646
647

else

{

i FBuE
VectorZ? Fontwin = new VectorZ2{l * graphics.GraphicsDevice Viewport Width / 4,
graphics GraphicsDevice Viewport Height / 2);

Vector? FontOrigin_win = Fontl MeasureString("") / 2; // FEPL

spriteBatch DrawString(Fontl, // &Y
"Wimmer",
Fontwin, // i@
Color.Black, // FAVEES
0, I NEEAE
FontOrigin_win,// SFEPLEE
6.0f, I EiSE
SpriteEffects None,// BESE4ES
0); // BIBE 0.0 ~ 1.0 (i)

Vector? FontPos2 = new VectorZ{graphics.GraphicsDevice Viewport Width / 2,

1
for (int i = -1; 1 2= W / BG_Texture Width + 1; i++) M1 2K R Bl
{
for {int j = -1; j <= H / BG_Texture Height + 1; j++) // j 2 ¥ @ THI#E:R
{
VectorZ position = new Vector2(
i * BG_Texture Width + (Offset_X % BG_Texture Width),
J * BG_Texture Height); // BHE B4 LEWUS
spriteBatch . Draw{BG_Texture, position, Color.White);
1

mySprite.position = new VectorZ{this Window.ClientBounds Width / 2 - pcW / 2,
this Window.ClientBounds .Height - pcH - jump);

DesRect = new Rectanzle(
this Window.ClientBounds Width / 2 - pclW / 2,
this_Window.ClientBounds Height - pcH - jump,
pet, peH);

p_now_h = this Window.ClientBounds Height - pcH - jump;

spriteBatch. Draw{objs[0].texture, objs[0].position, Color. White);



647

648 for (int 1 = 0; 1 < objs_nums; i++)

649
650
651
652 if {1 <= fire_index)
653 {

654
655 spriteBatch. Draw{objs[i].texture, objs[i].position, Color. White);
656
657 1
658 H

659
660
661 spriteBatch Draw{mySprite.texture,
662 DesRect,

663 Color.White);
664
665 for (int k = 0; k < hp_counter; k++)
666 {

667
668 Vector2 pos = new Vector2{k * 50, 0);
669
670 spriteBatch.Draw(hp, pos, Color.White);
671 H

672
673
674 /! FHUE

675 Vector? FontPos2 = new VectorZ{graphics.GraphicsDevice Viewport Width / 2,
676 0);

677
678 Vector? FontOrigin2 = Fontl MeasureString("") / 2; // FHEPL
679
630 spriteBatch DrawString(Fontl, // F&Y

681 "Lv:" + lv.ToString(),

632 FontPos2, // (i@

683 Color.Red, // FAMEEE

694 0, I EEAR

685 FontOrigin2, !/ SFEPLE

636 3.0f, /! EhaisE

687 SpriteEffects None,// HEESiLER
688 0); // BIB¥EE 0.0 ~ 1.0 (%)
639
690
691 / FHEUE

692 Vector? FontPos = new Vector2(6 * graphics.GraphicsDevice Viewport Width / 7,
693 0);

694
635 Vector? FontOrigin = Fontl MeasureString("") / 2; // &P
696
697 spriteBatch DrawString{Fontl, // &

698 distance.ToString{) + "M",

699 FontPos, // {iZ

700 Color White, // SFAVEERE

701 0, I NEEARE

702 FontOrigin,// FHEPLEBE

703 3.0f, I RIS

704 SpriteEffects None,// HEEEMER
705 0); // BIB¥EE 0.0 ~ 1.0 (%)
706
707 1
708

709
710 spriteBatch End();

T2 base Draw(zameTime);

6z public void restart()

718 hp_counter = 3;
719 superstate = false;
720 supertime = 0;

721 r=0;
722 Iv = 1;
723 distance = 0
724 Offset ¥ = 0
725 pc = 30; // TAHE
726 pcH = 68; /f TAME

Dir = 2;
728 Seq = 0; // ERAVFEEESIE
729 superdown = false; // T8 SILFER
730 jump = 0; //BHEE
731 jumpping = false;
732 G=4;
733 S6 = 6;
734 win = false;
735 gameover = false;
736 p_now_h = this.Window.ClientBounds.Height - pcH;
737 p_start_h = this Window.ClientBounds Height - pcH - jump;
738 base.Initialize();

743




ClassSprite.cs

limusing System;

2:| using System.Collections.Generic;

2i| using System.Text;

4:| using Microsoft.¥na .Framework;

S:busing Microsoft . ¥na .Framework .Graphics;

6

T namespace WindowsGamel

8

9[13 class ClassSprite

10

11 public Texture2D texture; £/ 2D #32[E

12 public Vector2 position; // 2D #38[E A&

13 private Vector? screenSize; // HBER '

14 public Vector? velocity = VectorZ.Zero; // 2D $£32[@ BUISsERE

15 public int obj_type = 0;

16

17 public ClassSprite(Texture2l texture, Vector? position, VectorZ screenSize,int type)
18

19 this.texture = texture;
2 this.position = position;
21 this.screendize = screendize;
22 this.ohj_type = type;/ /0N EF1ERIEE2XE
23+ 1
24

5 i 158h
265 public void Move()
27 {
591 position += velocity;

20i b
3
32 public bool Collides{ClassSprite other)
33
34
35 if {this.obj_type == 0 &% other.obj_type == 1)
36 {

37
H WERT WHE
39 return (this.position.X + this.texture Width > other.position.X &&
40 this.position.X < other.position.¥ + other.texture Width &&
41 this.position.¥ + this.texture Height > other.position.Y &&
42 this.position.¥ < other.position.¥ + other.texture Height);
43 1
44 else if (this.obj_type == 0 &% other.obj_type == 2)
45
46 return {this.position.X + this.texture Width > other.position. ¥ &%
47 this.position.X < other.position.¥ + other.texture Width &&
483 ((thiz.position.¥ > other.position.Y &% this.position.Y < other.position.¥ + 10) ||
49 (this.position.Y + this.texture Height < other.position.Y + other.texture Height &%
50 this.position.¥ + this.texture Height » other_position.Y + other.texture Height - 202)
51

52 )}

53 ¥E

54 1

55 else if (this.obj_type == 0 &% other.obj_type == 3)

C,

S0

57 return (this.position.X + this.texture Width > other.position.X &%
58 this.position.X < other.position.¥ + other.texture Width &&
54 this.position.¥ + this.texture Height > other.position.Y &&
a0 this.position.¥ < other.position.Y + other.texture Height);
[ 1
62
63 return false;
[LHS 1
65: F }
ARiL 1
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