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OooOooO 1 Ship.cs

using System;

using System.Collections.Generic;

using Microsoft. Xna.Framework;

using Microsoft. Xna.Framework.Graphics;
using Microsoft. Xna.Framework.Input;
namespace TextGame2

{

public class Ship

{

© 0 N O O W N

=
(=)

Texture2D Texture;
Vector2 Position;
public Ship()

=
N =

13 {

14 Position = new Vector2(400, 300);

15 Texture = Global.Game.Content.Load < Texture2D>("texture\\ship");
16 }

17 public void Update()

18 {

=
©

const float SPEED = 4.5f;
KeyboardState ks = Keyboard.GetState();
if (ks.IsKeyDown(Keys.Up))

{

NN NN
w N = O

Position.Y —= SPEED;
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}
if (ks.IsKeyDown(Keys.Down))

{

Position.Y += SPEED;
}
if (ks.IsKeyDown(Keys.Left))
{

Position.X —= SPEED;
}

if (ks.IsKeyDown(Keys.Right))

{
Position.X += SPEED;

}

public void Draw()

{

Global.Sprite.Draw(Texture, Position, Color.White);

Jooooo 2 Gamel.cs

using System;

using System.Collections.Generic;

using Microsoft. Xna.Framework;

using Microsoft. Xna.Framework. Audio;
using Microsoft. Xna.Framework.Content;
using Microsoft. Xna.Framework.Graphics;
using Microsoft.Xna.Framework.Input;

namespace TextGame2

{
public static class Global//
{7/
public static SpriteBatch Sprite;//
public static Gamel Game;//
Y7/

public class Gamel : Microsoft.Xna.Framework.Game
{
GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
Ship Ship;//
public Gamel()
{
graphics = new GraphicsDeviceManager(this);
Content.RootDirectory = "Content";
graphics.PreferredBackBufferWidth = 640;//
graphics.PreferredBackBufferHeight = 480;//



27 Global.Game = this;//

28 }

29 protected override void Initialize()

30 {

31 base.Initialize();

32 Ship = new Ship();//

33 }

34 protected override void LoadContent()

35 {

36 spriteBatch = new SpriteBatch(GraphicsDevice);
37 Global.Sprite = spriteBatch;//

38 }

39 protected override void Update(GameTime gameTime)
40 {

41 Ship.Update();//

42 base.Update(gameTime);

43 }

44 protected override void Draw(GameTime gameTime)
45 {

46 GraphicsDevice.Clear(Color.CornflowerBlue);
47 Global.Sprite.Begin();//

48 Ship.Draw();//

49 Global.Sprite.End();//

50 base.Draw(gameTime);

51 }

52 }

53 }
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Oooooo 3 Character.cs

1 using System;

2 using System.Collections.Generic;

3 using Microsoft.Xna.Framework;

4 using Microsoft.Xna.Framework.Graphics;

5 namespace TextGame2

6 {

7 public class Character

s {

9 private Texture2D Texture;

10 protected Vector2 Position;

11 public Character()

12 {

13 }

14 protected void SetTexture(string name)
15 {

16 Texture = Global. Game.Content.Load < Texture2D>(name);
17 }

18 public virtual void Update()

19 {
20 }
21 public virtual void Draw/()
22 {
23 Global.Sprite.Draw(Texture, Position, Color.White);
24 }
25 }
26 }

0ooO0ooOd 4 Ship.cs

1 using System;

2 using System.Collections.Generic;

3 using Microsoft. Xna.Framework;

4 using Microsoft.Xna.Framework.Input;

5 namespace TextGame2

6 {

7 public class Ship : Character

s {



9 public Ship()

10 : base()

11 {

12 Position = new Vector2(320, 240);
13 SetTexture("texture\\ship");
14 }

15 public override void Update()

16 {

17 const float SPEED = 4.5f;

18 KeyboardState ks = Keyboard.GetState();
19 if (ks.IsKeyDown(Keys.Up))

20 {

21 Position.Y —= SPEED;
22 }

23 if (ks.IsKeyDown(Keys.Down))
24 {

25 Position.Y += SPEED;
26 }

27 if (ks.IsKeyDown(Keys.Left))
28 {

29 Position.X —= SPEED;
30 }

31 if (ks.IsKeyDown(Keys.Right))
32 {

33 Position.X += SPEED;
34 }

35 base.Update();

36 }

37 }

38 }
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1 Ship s = new Ship();



s.Update();

s.Draw();

Character ¢ = new Ship();
c.Update();

c.Draw();
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1 using System;

2 using System.Collections.Generic;

3 using Microsoft.Xna.Framework;

4 namespace TextGame2

5 {

6 public class Enemy : Character

7 {

8 int Count;// O0OUpdate 000000000000
9 public Enemy() : base()

10 {

11 SetTexture("texture\\enemy");

12 Position = new Vector2(320, 100);

13 }

14 public override void Update()
15 {
16 Count++;
17 if (Count % 30 == 0)// 30000000000
18 {

19 Fire(3.5f, MathHelper.PiOver2);
20 }
21 base.Update();
22 }
23 void Fire(float speed, float angle)// O 0000000000000
24 {
25 Global.Game.Bullets.Set(Position, new Vector2((float)Math.Cos(angle) * speed

, (loat)Math.Sin(angle) * speed));
26 }
27 }
28 }
O0oooOoog 7 Shot.cs

1 using System;

2 using System.Collections.Generic;

3 using Microsoft.Xna.Framework;

4

ot

namespace TextGame2
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public class ShotManager

{

}

Shot[] Shots;
public ShotManager()

{
Shots = new Shot[64];
for (int i = 0; i < Shots.Length; i++)
{
Shots[i] = new Shot();
}
}
public void Update()
{
for (int i = 0; i < Shots.Length; i++)
{
if(Shots[i].Flag)// 00000000000
{
Shots][i].Update();
}
}
}
public void Draw/()
{
for (int i = 0; i < Shots.Length; i++)
{
if(Shots|i].Flag)
{
Shots[i].Draw();
}
}
}

public void Make(Vector2 pos, Vector2 vel)

{

for (int i = 0; i < Shots.Length; i++)

{
if(Shots|i].Flag)// 000000000000
{
Shots|i].Set(pos, vel);
return;
}
}

public class Shot : Character

{

Vector2 Velocity;// 00O
public bool Flag;// 0000D00O00O
public Shot() : base()
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}

Flag = false;
SetTexture("texture\\shot");

public void Set(Vector2 pos, Vector2 vel)// 00000

{

}

Position = pos;
Velocity = vel;
Flag = true;

public override void Update()

{

Position += Velocity;// 000000000000
base.Update();

JO0oOood 8 Bullet.cs

using System,;

using System.Collections.Generic;

using Microsoft. Xna.Framework;

namespace TextGame2

{

public class BulletManager

{

Bullet[] Bullets;
public BulletManager()

{

}

Bullets = new Bullet[256];
for (int i = 0; i < Bullets.Length; i++)

{

Bullets[i] = new Bullet();

public void Update()

{

}

for (int i = 0; i < Bullets.Length; i++)
{
if (Bullets]i].Flag)

{
Bullets]i].Update();

public void Draw()

{

for (int i = 0; i < Bullets.Length; i++)
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if (Bullets]i].Flag)

{
Bullets[i].Draw();
}
}
}
public void Set(Vector2 pos, Vector2 vel)
{
for (int i = 0; i < Bullets.Length; i++)
{
if ('Bullets[i].Flag)
{
Bullets]i].Set(pos, vel);
return;
}
}
}
}
public class Bullet : Character
{
Vector2 Velocity;
public bool Flag;
public Bullet() : base()
{
SetTexture("texture\\bullet");
}
public void Set(Vector2 pos, Vector2 vel)
{
Position = pos;
Velocity = vel;
Flag = true;
}
public override void Update()
{
Position += Velocity;
base.Update();
}
}
ooooog 9 Gamel.cs
(using O)

namespace TextGame2

{

public static class Global{O }
public class Gamel : Microsoft. Xna.Framework.Game

{
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43 }

goboobooboooboobooobobooboobbooboobboboboobboobbooboo

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;

public Ship Ship;

public BulletManager Bullets;
public ShotManager Shots;
public Enemy Enemy;

public Gamel(){O }

protected override void Initialize()

{
base.Initialize();
Ship = new Ship();
Enemy = new Enemy();
Bullets = new BulletManager();
Shots = new ShotManager();
}

protected override void LoadContent(){O }
protected override void Update(GameTime gameTime)
{

Ship.Update();

Enemy.Update();

Bullets.Update();

Shots.Update();

base.Update(gameTime);

}

protected override void Draw(GameTime gameTime)
{

GraphicsDevice.Clear(Color.CornflowerBlue);

Global.Sprite.Begin();

Shots.Draw();

Enemy.Draw();

Bullets.Draw/();

Ship.Draw();

Global.Sprite.End();

base.Draw(gameTime);
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1 (using O)
2 namespace TextGame2
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26
27
28

public class Character

{

protected Texture2D Texture;

protected Vector2 Position;

protected Vector2 Size;

public Character() {C }

protected void SetTexture(string name)

{
Texture = Global. Game.Content.Load < Texture2D>(name);
Size = new Vector2(Texture.Width / 2f, Texture.Height / 2f);

}

public virtual void Update(){O }

public virtual void Draw/()

{

Global.Sprite.Draw(Texture, Position — Size, Color.White);

}

protected bool IsOverWindow()
{
return (Position.X + Size.X < 0
|| Position.X — Size.X > Global.Game.WIDTH
|| Position.Y + Size.Y < 0
|| Position.Y — Size.Y > Global.Game. HEIGHT);

Oooo0o0o0d 11 Shot.cs O Shot O Update O 0O 0O Bullet.cs O Bullet O Update

public override void Update()

{

Position += Velocity;
if (IsOverWindow())

{
}

Flag = false;

base.Update();

000000 12 Gamel.cs O Gamel

public class Gamel : Microsoft. Xna.Framework.Game

{

public readonly int WIDTH = 640;
public readonly int HEIGHT = 480;
(0ooOooooooo)

public Gamel()

{

graphics = new GraphicsDeviceManager (this);
Content.RootDirectory = "Content";
graphics.PreferredBackBufferWidth = WIDTH,;
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11 graphics.PreferredBackBufferHeight = HEIGHT;

12 Global.Game = this;
13 }

14 (ooD)

15 }

cooooooobobobooooobOobOooooboooboooooobobOoOoboOoboobooooon
00000000000 Vector20 0000000000000 000 Texture2DOODODO Width OO O
000 Height 000000000000

000000000000 0000D0D0000 Character 0000000000 DOO0OOOOOOOOO
IsOverWindow 0000000000000 000O00000OO0 FlagO flase00000000O0O0DOODO
0000000000000 0000000000000O0000000000Gamel DODODOOOOODO
00000 WIDTHOOO HEIGHTOOOOOOOOOOOOOOOOOOOOOOOOOO const OO
0000000 readonly 0000000000 O0DOO0O0O0OO0O0O0DOOOOOOOODOOOOODOOOOOO
0000000000000000000000000 readonly0000000000000000O*20

42 000OO0O0OOOOOO

goboobobooboobobooobooboooboobboboboobooobooboboooboon
gbooooooobogobobobobooooooooooboobobon

O00oO0O 13 Ship.cs O Ship

1 public class Ship : Character

> {

3 int Count;

4 public Ship() : base(){O }

5 public override void Update()

6 {

7 KeyboardState ks = Keyboard.GetState();
8 Move(ks);

9 Attack(ks);

10 base.Update();

11 }

12 void Move(KeyboardState ks)

13 {

14 float speed = 4.5f;

15 intx=0,y=0;

16 if (ks.IsKeyDown(Keys.Up)) y——;

17 if (ks.IsKeyDown(Keys.Down)) y++;
18 if (ks.IsKeyDown(Keys.Left)) x——;
19 if (ks.IsKeyDown(Keys.Right)) x++;
20 if (x!=0&& y!=0)
21 {
22 speed *= (float)Math.Sqrt(0.5);

*32 const 0 COOO00#define 0000000000 0readonly 0000000000000000000000000000
o00o0000000000000000O0 const000000O0O00O0O0O0O0O0O0O0OOOOOOOOOOOOOO
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23 }

24 Position.X += x * speed;

25 Position.Y += y * speed;

26 if (Position.X — Size.X < 0) Position.X = Size.X;

27 if (Position.X + Size.X > Global. Game.WIDTH) Position.X = Global. Game. WIDTH —
Size.X;

28 if (Position.Y — Size.Y < 0) Position.Y = Size.Y;

29 if (Position.Y + Size.Y > Global. Game. HEIGHT) Position.Y = Global.Game. HEIGHT
— Size.Y;

30 }

31 void Attack(KeyboardState ks)

32 {

33 if (ks.IsKeyDown(Keys.Z))

34 {

35 Count++;

36 if (Count % 10 == 0)

37 {

38 Fire(6.5f, —MathHelper.PiOver2);

39 }

40 }

41 }

42 void Fire(float speed, float angle)

43 {

44 Global. Game.Shots. Make(Position,

45 new Vector2((float)Math.Cos(angle) * speed,

46 (float)Math.Sin(angle) * speed));

47 }

48 }

go0oooooifooooo0o0o00000000000O0O0OOOOO

Update 0000000000000 OO00O0O0O0O0000O00O0O0O0O000000O000O0Moved OO
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goboobogoog %DDDDDDDD

0000000000 00000000000 IsOverWindow D0 00000000 O0OOOOOOOO
goboobooboboobooobooboobboobbooobooba
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oooooooboe4000000

000000 14 Character.cs O Character

public class Character

{
protected Texture2D Texture;
protected Vector2 Position;

protected float Radius;
(o)
protected bool GetHit(Character target)
{
10 return (Position — target.Position).LengthSquared() < (Radius + target.Radius) * (
Radius + target.Radius);

1
2
3
4
5 protected Vector2 Size;
6
7
8
9

11 }
12 }

0ooooO 15 Ship.cs O Ship

public class Ship : Character
{
int Count;
int Life;
public Ship()
: base()

Position = new Vector2(320, 240);
SetTexture("texture\\ship");

10 Radius = 6;

11 Life = 3;

© 0 N O Ot s W N
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12 }

13 public void Damage()

14 {

15 Life——;

16 if (Life == 0)

17 {

18 Global.Game.GameOver();
19 }

20 Global.Game.Bullets.Clear();// D000 OOOO0OO
21 }

22 (ooo)

23 }

000000 16 Enemy.cs 0 Enemy

1

2 public class Enemy : Character

3 {

4 int Count;

5 int Life;

6 Color Color;

7 public Enemy/() : base()

8 {

9 SetTexture("texture\\enemy");

10 Position = new Vector2(320, 100);
11 Radius = 32;

12 Life = 200;

13 }

14 public override void Update()

15 {

16 Color = Color.White;// 0000
17 Count++;

18 if (Count % 30 == 0)

19 {
20 Fire(3.5f, MathHelper.PiOver2);
21 }
22 base.Update();
23 }
24 void Fire(float speed, float angle){O }
25 public override void Draw()
26 {
27 Global.Sprite.Draw(Texture, Position — Size, Color);
28 }
29 public void Damage()
30 {
31 Life——;
32 Color = Color.Red;// 000000000000 O0O0O0O
33 if (Life == 0)
34 {
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27
28
29
30

Global.Game.GameClear();

000000 17 Shot.cs O Shot

public class Shot : Character

{
Vector2 Velocity;
public bool Flag;
public Shot() : base()
{
Flag = false;
SetTexture("texture\\shot");
Radius = 4;
}
public void Set(Vector2 pos, Vector2 vel){O }
public override void Update()
{
Position += Velocity;
if (IsOverWindow())
{
Flag = false;
}
ProcessHit();
base.Update();
}
void ProcessHit()
{
if (GetHit(Global.Game.Enemy))
{
Global. Game.Enemy.Damage();
Flag = false;// 00000000000
}
}
}
000000 18 Bullet.cs
(using O)

namespace TextGame2

{

public class BulletManager

{

(@a)

public void Clear()// OO OO

{

for (int i = 0; i < Bullets.Length; i++)

{
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11
12
13

Bullets[i].Flag = false;

}
}
}
public class Bullet : Character
{
Vector2 Velocity;
public bool Flag;
public Bullet() : base()
{
SetTexture("texture\\bullet");
Radius = 4;
}
public void Set(Vector2 pos, Vector2 vel){O }
public override void Update()
{
Position += Velocity;
if (IsOverWindow())
{
Flag = false;
}
ProcessHit();
base.Update();
}
void ProcessHit()
{
if (GetHit(Global.Game.Ship))
{
Global.Game.Ship.Damage();
}
}
}
}
000000 19 Gamel.cs
(using O)

namespace TextGame2

{

public static class Global{O }

public enum State

{

}

Normal,
Gameover,

Clear,

public class Gamel : Microsoft. Xna.Framework.Game

{

(0oDooooo)
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61
62

SpriteFont Font;
public State State;
public Gamel(){O }

protected override void Initialize()

{
base.Initialize();
Ship = new Ship();
Enemy = new Enemy();
Bullets = new BulletManager();
Shots = new ShotManager();
State = TextGame2.State.Normal;
}
protected override void LoadContent/()
{
spriteBatch = new SpriteBatch(GraphicsDevice);
Global.Sprite = spriteBatch;
Font = Content.Load<SpriteFont>("font");
}
protected override void Update(GameTime gameTime)
{
if (State == TextGame2.State.Normal)
{
Enemy.Update();
Bullets.Update();
Ship.Update();
Shots.Update();
}
else
{
if (Keyboard.GetState().IsKeyDown(Keys.Escape))
{
Exit();
}
}
base.Update(gameTime);
}
protected override void Draw(GameTime gameTime)
{

GraphicsDevice.Clear(Color.CornflowerBlue);
Global.Sprite.Begin();
Shots.Draw();
Enemy.Draw();
Bullets.Draw();
Ship.Draw();
switch (State)
{

case State.Normal:

break;

case State.Gameover:
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63 spriteBatch.DrawString(Font, "Game Over", new Vector2(120,
200), Color.Black);

64 break;

65 case State.Clear:

66 spriteBatch.DrawString(Font, "GAME, CLEAR", new Vector2(100,
200), Color.Red);

67 break;

68 default:

69 break;

70 }

71 Global.Sprite.End();

72 base.Draw(gameTime);

73 }

74 public void GameClear()

75 {

76 State = TextGame2.State.Clear;

77 }

78 public void GameOver()

79 {

80 State = TextGame2.State.Gameover;

81 }

82 }

83 }

00000000000 000000D000000000000000000000 Character.cs 0 GetHit
D000000000000000000000000000000000
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000000 20 Enemy.cs 0 Enemy

1 public class Enemy : Character

> {

3 int Count;

4 int Life;

5 Color Color;

6 float a;

7 float b;

8 public Enemy()

9 : base()

10 {

11 SetTexture("texture\\enemy");
12 Position = new Vector2(320, 100);
13 Radius = 32;

14 Life = 80;

15 a=0;

16 b = MathHelper.PiOver2;

17 }

18 public override void Update()
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63
64
65

Color = Color.White;

Count++;
Attack();
base.Update();
}
void Attack()
{
a += MathHelper.Pi / 110f;
b += (float)Math.Cos(Count * MathHelper.Pi / 120) / 80f;
if (Count % 10 == 0)
{
FireWay(3.0f, a, 5, MathHelper.TwoP4i);
}
if (Count % 30 == 6)
{
FireWay(3.7f, GetShip(), 4, MathHelper.Pi / 6f);
}
if (Count % 5 == 0)
{
FireWay(4.5f, b, 2, MathHelper.PiOver4);
}
}
float GetShip()
{
return (float)Math.Atan2(Global.Game.Ship.Position.Y — Position.Y, Global.Game.
Ship.Position.X — Position.X);
}
void Fire(float speed, float angle)
{
Global.Game.Bullets.Set(Position, new Vector2((float)Math.Cos(angle) * speed, (float)
Math.Sin(angle) * speed));
}
void FireWay(float speed, float angle, int way, float width)
{
if (way == 1)
{
Fire(speed, angle);
return;
}
float sw = width / (way — 1);
float an = angle — width / 2f;
for (int i = 0; i < way; i++)
{
Fire(speed, an);
an += sw;
}
}
(0oo)
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000000 21 Ship.csO Ship O Attack 000 O

1 void Attack(KeyboardState ks)

2 {

3 if (ks.IsKeyDown(Keys.Z))

" {

5 Count++;

6 if (Count % 10 == 0)

7 {

8 Fire(6.5f, —MathHelper.PiOver2);

9 Fire(6.5f, —MathHelper.PiOver2 — MathHelper.PiOver4 / 6f);
10 Fire(6.5f, —MathHelper.PiOver2 + MathHelper.PiOver4 / 6f);
11 }

12 }

13}

0000000000000 00000000000000000 Attack0000000000000O0
00000000 FireOOOOOOOOODOO000000WayO*000 FireWayOOOODOODOOOO
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