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private Texture2D Texture;
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private SpriteBatch spritebatch;
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usi ng M crosoft. Xna. Fr anewor k;
usi ng M crosoft. Xna. Framewor k. G aphi cs;
nanespace FirstXna

{
public class Engine : Mcrosoft. Xna. Franewor k. Gane
{
private G aphi csDevi ceManager graphics;
private Texture2D Texture;
private SpriteBatch spritebatch;
private Vector2 position;
publ i c Engi ne()
{
graphi cs = new G aphi csDevi ceManager (thi s);
protected override void Initialize()
{
base.lnitialize();
protected override void Draw GaneTi ne ganmeTi ne)
{
gr aphi cs. G aphi csDevi ce. d ear ( Col or. Bl ack) ;
base. Dr am ganeTi ne) ;
}
}
}
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protected override void LoadG aphi csCont ent (bool | oadAll Content)

{
base. LoadG aphi csCont ent (1 oadAl | Content) ;

}
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if (loadAll Content)

{
Texture = Texture2D. FronfFi |l e(graphi cs. G aphi csDevi ce,
"Recour ces\\ Text ure\\ box. png");
}
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t hi s. LoadG aphi csContent (true);
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usi ng M crosoft. Xna. Fr anewor k;
usi ng M crosoft. Xna. Framewor k. G aphi cs;
nanespace FirstXna

public class Engine : Mcrosoft. Xna. Framewor k. Gane
{
private G aphi csDevi ceManager graphics;
private Texture2D Texture;
private SpriteBatch spritebatch;
private Vector2 position;
publ i c Engi ne()

{
graphi cs = new G aphi csDevi ceManager (t hi s);
}
protected override void Initialize()
{

LoadG aphi csCont ent (true);
base.Initialize();

protected override void LoadG aphi csCont ent ( bool
| oadAl | Cont ent)

if (loadAll Content)

{
Texture = Texture2D. FronFi |l e(graphi cs. G aphi csDevi ce,
"Recour ces\\ Text ur es\\ box. png");

}
} _ _ | _
protected override void Draw( GaneTi ne gameTi nme)
{
graphi cs. Graphi csDevi ce. d ear ( Col or. Bl ack) ;
base. Dr am ganeTi ne) ;
}

}
}
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LoadG aphi csCont ent (true);

B
base.Initialize();
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spritebatch = new SpriteBat ch(graphi cs. G aphi csDevice);
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protected override void Initialize()

LoadG aphi csCont ent (true);

spritebatch = new SpriteBat ch(graphics. Gaphi csDevice);
position = new Vector2(100, 100);

base.lnitialize();

}
o3a JS! Ao i Ol NV F5 o Uk 1 U 630 ad) 38 9 ac ) 5 50 ) AU
KFYEN|]

Draw 4lall I caals

Begin Jusinls by aless o) Lile 4 ) a1 A1y Jasioss ol U8 (2 yidall (10 spritebatchd) oY)
gr aphi cs. Graphi csDevi ce. O ear (Col or. Bl ack) ; :oliS ) 2 oSl aay iy
EELSg
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spritebatch. Draw Texture, position, Color.Wite);
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protected override void Draw( GaneTi ne ganmeTi nme)
{
gr aphi cs. G aphi csDevi ce. d ear ( Col or. Bl ack) ;
spritebatch. Begi n();
spritebatch. Draw Texture, position, Color.Wite);
spritebatch. End();
base. Dr am ganeTi ne) ;
}
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