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£ public class Gamel : Microsoft.Xna.Framework.Game

eviceManager graphics;

tch spriteBatch;

Texture2D _image;

2 spritePosition;

double _sinusVariable;

=] public Gamel ()

graphics = new GraphicsDeviceManager (this):; I

Content.RootDirectorv = "Content": H
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This is where it can query for any required servic

related content. Calling base.Initialize will enw
and initialize them as well.

protected override void Initialize()

this._ spritePosition = new Vector2():
this. sinusVariable = 0.0f;

base.Initialize():
5 }
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="gameTime">Provides a snapshot of timing values.</param>

protected override void Draw (GameTime gameTime)

graphics.GraphicsDevice.Clear (Color.CornflowerBlue) ;

this.spriteBatch.Begin():
this.spriteBatch.Draw(this. image( this. spritePosition, )Color.White);
this.spriteBatch.End() !

Microsoft X



I"HSY0& HE& (") Ve

I$ 417)150)1(,)1'17)1:1("21),1:,=3.1),10&21)  1)*'1&,73)3,(1'9'+/10&21)'$!
il N

Allows the game to run logic such as updating the world,
checking for collisions, gathering input, and playing audio.

">Provides a snapshot of timing values.<

protected override void Update( Time gameTime)

{
// Rllows the game to exit
if (GamePad.GetState(Brevs

this.Exd 5

((float) (this.GraphicsDevice.Viewport.Width - is._image.Width)) / 2.0f;

((float) (this.GraphicsDevice.Viewport.Height - this._image.Height)) / 2.0f;

oat xRange
float yRange =

Sin(this._sinusVariable) * xRange) + xRange;
1.Cos (this. sinusVariable) * yRange) + yRange;

this._spritePosition.X = ((float)X
this. spritePosition.Y = ((float)Ma

.01f;

this._ sinusVariable +=

base.Update (game
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