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Texture2D playertexture = Content.Load<Texture2D> ("Graphics/character.png");
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public class Gamel : Game
{
GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
Texture2D texture; //BH (BfE*ANDZIEHNES)

protected override void LoadContent ()
{
spriteBatch = new SpriteBatch (GraphicsDevice);
texture = Content.Load<Texture2D> ("Graphics/character.png");//iBH
(BERDFEHA)



protected override void Draw (GameTime gameTime)

{
GraphicsDevice.Clear (Color.CornflowerBlue);
spriteBatch.Begin(); //&M (I IHBspriteBatch NDEXAAZEFIART )
spriteBatch.Draw (texture,Vector2.Zero,Color.White); //&M

(spriteBatch IC texture ZE XA

spriteBatch.End(); //&M (spriteBatch "DEZFRAH%ZHKZ D)
base.Draw (gameTime) ;

}
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public class Gamel : Game

{
GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
SoundEffect soundEffect; //BM HEHARAALBEFZANIZBNEE)
SoundEffectInstance soundInstance; //&7MM

(EEABET B EHORKEANDIERMOEE)

protected override void LoadContent ()
{
spriteBatch = new SpriteBatch (GraphicsDevice);
soundEffect = Content.Load<SoundEffect> ("Music/title"); //&H0
(BB DFRHAR)
soundInstance = soundEffect.Createlnstance(); //E&M
(soundEffect ZBET2-ODERXR%EES)
soundInstance.IsLooped = false; //&M (L—7F3L512F3)

protected override void Draw(GameTime gameTime)
{
if (soundInstance.State!=SoundState.Playing) { //&M
(soundInstance AEEFRTHIFNIEE LS EHF)
soundInstance.Play(); //EI (soundInstanse ZH4Y 3)
}
GraphicsDevice.Clear (Color.CornflowerBlue) ;
base.Draw (gameTime) ;

}

SoundEffect 255 #IAA 7255 # A5, SoundEffectInstanse 28 %2 N FHET 2 -0 0EEKE ANERICT, —>
® SoundEffect DERD 5 EELD SoundEffectInstance DERZIEL Z N TE LT,



XEFDOHEE

XFHNOMMDIzDI1TiZ, AT TA T 5V P EMENIFFRET AV F 7 7 ANEBEZRERHD TS, 74V b
774/1/72@07‘:%\ RDEHICFTr e TcXFrHEIT I EeEnTEET,

public class Gamel : Game
{
GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
SpriteFont font; //BM (7#4Y 2 ANBZEHRNDES)

protected override void LoadContent ()
{

spriteBatch = new SpriteBatch (GraphicsDevice);

font = Content.Load<SpriteFont> ("Fonts/main");//Bil (ERDFKAAM)
}

protected override void Draw(GameTime gameTime)
{
GraphicsDevice.Clear (Color.CornflowerBlue);
spriteBatch.Begin(); //&M (I IhbspriteBatch NDEZAAZZFAT D)
spriteBatch.DrawString (font, "Test_ My Text",new Vector2(10,10),Color.
White); //:&M
(spriteBatch IZ font TEW:XFH#EZAE)
spriteBatch.End(); //BM (spriteBatch ~"DEZTAL%EIKRZ )
base.Draw (gameTime) ;
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