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Pé tai: Windown Phone 7 Game NKO

I. Gigi thiéu windows phone 7

1. Téng quan:

Windows Phone 7(WP7) ra d&i khéng lau nhung hé diéu hanh nay nhanh chéng
dwoc quan tam béi nhivng wu diém va tinh nang ma céc hé diéu hanh khac chwa
cd. Sau khi nguoi dung trdi nghiém va nhan xét rang WP7 khéng hé thua kém
Android hay iOS.

Tuy nhién, c6 thé nhan thay rang, cac &ng dung va game trén WP7 hién nay chuwa

nhiéu, hau hét tinh phi ... va d&c biét van chua cé nhiéu tng dung Viét

2. Gi&i thiéu nén tang Windows Phone 7 (Windows Phone 7 platform)

Ung dung nén tang ctia Windows Phone cho phép nha phat trién tao ra nhirng &ng
dung hap dan cho nguoi dung. Nhitng ng dung nay dwoc xay dwng dwa trén
nhirng cdng cu va cong nghé hién tai cia Microsoft nhw Visual Studio, Expression
Blend, Silverlight, va XNA Framework(khung xay dwng trng dung game)

Nén tang Windows Phone cung cép 2 khung (framework) dé phat trién (rng dung:

o Silverlight hwéng sw kién, phat trién dwa trén (rng dung XAML cho phép nha
phét trién xay dwng mét cach sang tao dya trén nhirng trai nghiém clta nguoi
dung.

o Khung XNA cho phép xay dwng cac trng dung game tha vi.

Nén tdng WP gilip c4c nha phat trién tao ra cac (rng dung bang cach cung cép:

o M6t bd cong cu quen thudc va it tbn kém.

o M6t gan két va thiét ké tap API

o M6t sandbox doc 1ap cho méi (rng dung

o Thoi gian chay dich vu trén thiét bj c6 thé truy cap vao céc dich vu web trong
dam may, vi du nhw Xbox LIVE, Windows azure, dich vu dinh vi, dich vu
thdng béao.

o Windows Phone MarketPlace sé& phan phdi nhirng (rng dung nay.

Nén tang WP, giéng hau hét nhirtng nén tang khac, sé tiép tuc phat trién theo thoi
gian nhwng muc tiéu sé luén dwoc hwéng dén la:

o ng dung phong phu hon, phat trién véi tiéu chuén cao.

o H6 tro cho ngwdi dung ca nhan va két ndi di liéu trén nhiéu thiét bi.

o M6t céng théng tin manh mé va hoan thién hé thdng quan ly xoay vong cla

MarketPlace.
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Pé tai: Windown Phone 7 Game NKO

3. CAu tric nén tang Windows Phone:
C6 4 thanh phan chinh:

Runtimes

K |
Microsott . ’

\ Silverlight ANAa
Sensors Media Data Location

Phone Xbox LIVE Notifications

Microsoft

Visual Studio | Expression Blend

Phone Emulator ANA Game Studio
Samples Documentation
.NET Framework managed code sandbox Guides Community

% Windows Phone A XBOX % Windows / Packaging and Verification Tools

Cloud Services | Portal Services

Notifications App Deployment Registration Marketplace

Location | Ads | Identity Feeds Validation | MO and CC Billing

Certification Business Intelligence

XBOXLIVE Social Maps

= WindowsAzure

Publishing | Update Management

- Runtimes: Silverlight va khung XNA, cung v&i nhyng tinh nang Windows phone cu
thé, két hop dé cung cdp mot méi trwdng trwdng thanh hon trong viéc xay dwng an
toan va cac rng dung d6 hoa phong ph.

- Tools: Visual Studio, Expression Blend va cac cong cuy, tai liéu gitp tao ra rng dung
mot cach nhanh chéng ciing nhw stra 16i, trién khai va cap nhat tng dung.

- Cloud Service(dich vu dién toan dam may): Windows Azure, Xbox LIVE, dich vu
thdng bao, dich vu dinh vi cung céac loai dich vu web khac, cho phép nha phat trién
chia sé di¥ liéu qua cac dam may va cung cap bét cr diéu gi ma ngudi dung mong
mudn khi st dung dich vu. Két ndi v&i cac dich vu web ctia bén thir ba cling dwoc
hé trd day du.

- Portal services: Windows Phone Marketplace cung cép cac dich vu manh mé cho
phép nha phat trién dang ky, xac nhan va quang ba rng dung cta ho.
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Pé tai: Windown Phone 7 Game NKO

4. ng dung phét trién tng dung vong tron(LifeCycle)

—

Certify | mumm—p | Sign —{ App

Warehouse
I l
Account || Content Submit  Commerce Gatal | Rati
Mgmt & Tools Process Services S e
Apiiib | A Windows Phone
Marketplace

Tools App
Content Publish Purchase

Developer Debug

Phan nay mo ta lam thé nao cac nha phat trién c6 thé sir dung rng dung nén tdng WP

tr dén cudi ctia chu ky phat trién:

- App Hub(trung tam &ng dung) sé& la diém kh&i dau cho céac developer(nha phat
trién). Cac nha phat trién co6 thé bat dau bang cach dang ky mét ID Windows LIVE.
Tiép theo, ho c6 thé dang ky dé cé dwoc Windows Phone DSK va théng tin ban
quyén lién quan dé phat trién cac (rng dung bang cach s dung Visual Studio va
Expression Blend. App Hub la noi duy nhét chira tat ca cong cu dé xay dwng &ng
dung Windows Phone. Nha phat trién ciing c6 thé dang ky mot hodc nhiéu dién thoai
dé s dung d& kiém nghiém &ng dung dang phat trién. App Hub chira mau, tai liéu
va cdng ddng nhirng nha phat trién gilip cho nhirng nha phat trién mai co thé xay

dwng rng dung Windown Phone thanh céng.
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5. Gi¢i thiéu tinh nang méi trong Windows Phone 7

- St dung ca&m bién gia tbc, diéu hwéng v.v...

- CO thé thyc hién da nhiém (vira nghe nhac, vira lwét web, nhan tin...)
- Cé&c wng dung c6 thé giao tiép bang giao thirc TCP, UDP

- CO thé viét code dé truy cap vao camera

- H6 tro viét code bang ngdn ngir VB, C#

- |E9 dwoc dwa vao... c6 hd tro HTML5

- CO thé st dung LINQ dé Iap trinh
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Il. Project game NKO

a. Gidi thiéu: game NKO la mét (rng dung game dwoc xay dwng trén nén XNA st
dung bd céng cu Visual studio 2010. Day la mét game d6 hoa 2D mang phong cach
cb dién. Budc dau game dwoc xay dwng véi 2 man, 3 mirc dd dé dén khd, c6 tinh

diém, do hoa kha...

b. Néi dung (kich ban) game: ngu&i choi bat dau game voi viéc chon mwrec dé game

v&i cadnh dau tién! Sau khi ban ha hét muc tiéu sé qua canh 2 va két thic néu vuot

qua hét cac muc tiéu.
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Pé tai: Windown Phone 7 Game NKO

1. Xay dwng mot wng dung game:

1. Game FrameWork (khung game)
Gidi thiéu: Game Framework la mdt cach thirc giap cho viéc khéi tao trd choi tré nén
dé dang, linh hoat. Nhwng né sé khéng cung cip co ché xay dwng quan ly cac déi
twong game bén trong tro choi.
- L&p GameObjectBase(ddi twong co s&): la mét I&p triru twong va 1a noi bat dau cha
bat cir déi twong game.
- L&p Sprite: ké thira tr 1&p GameObjectBase la I&p SpriteObject. Day 1a moét 16p
(khéng triru twong) trong dé chang ta sé thém tat ca cac chirc ndng co ban cla cac
déi twong game. Cac chirc nang co ban nhw vi tri dbi twong game(sprite),

scaling(d6 1&n), rotate(hwéng), origin(ngudn). ..

- L&p TextObject(van ban dbi twong): gibng nhw I&ép SpriteObject, Iép TextObject cho
ching ta mét cach dé dang dé sir dung co' ché dai dién cho tat ca cac thudc tinh co

thé c6 cia mot doan van ban dwoc hién thj trong mot game
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Pé tai: Windown Phone 7 Game NKO

| GameObjectBase
| Abstract Class

1

A
 SpriteObject
Class
- GameObjectBase

- Game Host: L&p nay ndm gilr cac déi twong khac nhau ma ching ta sé mudn st
dung trong game, dbi twong Dictionary dac biét cé chiva cac két ciu va phong chir,
va mét danh sach cac dbi twong game thuc té. Cac déi twong game duwoc lwu triv
trong mot danh sach chra cac dbi twong clia loai GameObjectBase, cho phép
ching ta lwu tri trong cac SpriteObject va cac déi twong co6 ngudn gbce tir
TextObject.

L&p ciing c6 chira mot sd phwong phap don gidn ma chang ta sé tiét kiém hon

khi viét cac chirc nang trong I&p Game chinh

‘ XNA Framework Game :
Class

| 5 GameObjects 5'-GameObjectBase
== Abstract Class

.',“-.
SpriteObject
Class
- GameObjectBase

{ \

 TextObject
Class
-» SpriteObject

- L&p GameHelper(tro gitip): Lép nay tao ra cac phwong thire ngau nhién khi khéi tao
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Pé tai: Windown Phone 7 Game NKO

mot déi twong game. Vi du tao ra ngau nhién vi tri déi twong, ngau nhién kich thuéc
déi twong, hay sé lwong déi twong game...
2. Céc |&p d6i twong game (Mét phan hinh anh code)
a. Lop clsGame(lép chinh)

Khé&i tao cac déi twong game, thdi gian, xtr ly cac thao tac cta cac dbi twong game,
hinh nén game, cac sw kién chuyén man, tinh diém, update, Draw... clia nhan vat game

public class clsGame : KhungTroChoi.GameHost

1
|

public static int diemsoc = @, MaxBlood = 5, MaxAlive = 1, map=1, kichhoat=1, num_ufo = 8, level=1;
private GraphicsDeviceManager _graphics;

private SpriteBatch _spriteBatch;

private SpriteFont _spiteFont;

private MayBay _playerShip;

int batdau = @;

enum B5tate

1
HOVER,
up,
JUST_RELEASED,
DO

h

const int NUMBER OF BUTTONS = 13,
STARTGAME_BUTTON_INDEX =8,
EASY BUTTON_INDEX = 1,
MEDIUM_BUTTON_INDEX = 2,
HARD BUTTON_INDEX = 3,
RESETGAME_BUTTON_INDEX=4,
BACKGROUND=5,
NEXT_MAP_BUTTON_INDEX =6,
BACKGROUND MAP2 = 7,
NEWGAME_BUTTON_INDEX=8,
ADVAND BUTTON_INDEX =9,
OPTION_BUTTON_INDEX=18,
EXIT BUTTON_ INDEX=11,

HEAD INDEX=12,

BUTTON_HEIGHT = 45,
BUTTON_WIDTH = 158;
Color background_color;
Color[] button_color = new Color[NUMBER_OF_BUTTONS];
Rectangle[] button_rectangle = new Rectangle[NUMBER_OF_BUTTONS];
BState[] button_state = new BState[NUMBER_OF_BUTTONS];
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Pé tai: Windown Phone 7 Game NKO

protected override woid Draw(GameTime gameTime)

{

if (batdau == 8)
1

_spriteBatch.Begin();
_spriteBatch.Draw(button_texture[5], button_rectangle[5], button_color[5]);

_spriteBatch.Draw(button_texture[@], button rectangle[@], button color[@]);
_spriteBatch.Draw(button_texture[8], button_rectangle[8], button_coclor[8]);
_spriteBatch.Draw(button_texture[2], button_rectangle[9], button_coclor[9]);
_spriteBatch.Draw(button_texture[18], button_rectangle[18], button_color[18]);
_spriteBatch.Draw(button_texture[11], button_rectangle[11], button_color[11]);
_spriteBatch.Draw(button_texture[12], button_rectangle[12], button_color[12]);

_spriteBatch.End();

if (batdau == 1)

1
_spriteBatch.Begin();
_spriteBatch.Draw(button_texture[5], button_rectangle[5], button_coclor[5]);
_spriteBatch.End();
_spriteBatch.Begin();
for (int 1 = 1; 1 < 4; i++)
_spriteBatch.Draw(button_texture[i], button_rectangle[i], button_color[i]);
_spriteBatch.End();
¥
if (batdau==2 & map==1)
1

GraphicsDevice.Clear(Color.Black);

_spriteBatch.Begin();

DrawSprites(gameTime, _spriteBatch, Textures["Star"]);
DrawSprites(gameTime, _spriteBatch, Textures["Rockl"]);
DrawSprites(gameTime, _spriteBatch, Textures["Rock2"]);
DrawSprites(gameTime, _spriteBatch, Textures["Rock3"]);
Drawsprites(gameTime, _spriteBatch, Textures[“"maybay”]);
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Pé tai: Windown Phone 7 Game NKO

DrawSprites(gameTime, _spriteBatch, Textures["Bullet"]);
_spriteBatch.DrawString(_ spiteFont, "SCORE: " + diemso, new Vector2(®, @), Color.White);
_spriteBatch.DrawString(_ spiteFont, "LEVEL: ™ + level, new Vector2{@, 20), Color.White};
_spriteBatch.DrawString(_spiteFont, "BLOOD: ™ + MaxBlood, new Vector2(38e, @), Color.Red);
_spriteBatch.DrawString(_spiteFont, "Alive: ™ + MaxAlive, new Vector2(388, 2@8), Color.Red);
DrawText(gameTime, _spriteBatch);
_spriteBatch.End();
if (MaxAlive == @)
1

_playership.5caleX = @.@f;

_playerShip.ScaleY = @.8f;

_spriteBatch = new SpriteBatch(GraphicsDevice);

button_texture[ RESETGAME_BUTTON_INDEX] =

Content.Load<Texture2D>(@"ResetGame™);

_spriteBatch.Begin();

_spriteBatch.Draw(button_texture[4], button_rectangle[4], button_color[4]);

update_buttons_option(4);

_spriteBatch.End();

b
_spriteBatch.Begin(SpriteScrtMode. Immediate, BlendState.Additive);
DrawSprites(gameTime, _spriteBatch, Textures["SmokeParticle™]);

_spriteBatch.End();
¥
if (batdau == 2 && map == 2)
1

_spriteBatch.Begin();

_spriteBatch.Draw(button_texture[7], button_rectangle[7], button_color[7]);
_spriteBatch.End();

_spriteBatch.Begin();

DrawSprites(gameTime, _spriteBatch, Textures["Star"]);

DrawSprites(gameTime, _spriteBatch, Textures["bachtuoccl™]);
DrawSprites(gameTime, _spriteBatch, Textures["bachtuocc2"]);
Drawsprites(gameTime, _spriteBatch, Textures["bachtucc3™]);
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Pé tai: Windown Phone 7 Game NKO

DrawSprites(gameTime, _spriteBatch, Textures["taungam"]};

DrawSprites(gameTime, _spriteBatch, Textures["Bullet"]);
_spriteBatch.Drawstring(_spiteFont, "SCORE: " + diemso, new Vector2(®, 8), Coclor.White);
_spriteBatch.DrawString(_spiteFont, “LEVEL: " + lewvel, new Vector2(@, 28), Coclor.White);
_spriteBatch.Drawstring(_spiteFont, "BLOOD: ™ + MaxBlood, new Vector2(388, @), Cclor.Red);
_spriteBatch.DrawString(_spiteFont, "Alive: " + MaxAlive, new Vector2(388, 28), Coclor.Red);
DrawText(gameTime, _spriteBatch);

_spriteBatch.End();

if (Maxalive == 8)

1
_playerShip.5caleX = 8.8f;
_playership.5caleY = @.8f;
_spriteBatch = new SpriteBatch(GraphicsDevice);
button_texture[RESETGAME BUTTON_INDEX] =

Content.Load<Texture2D>(@"ResetGame");

_spriteBatch.Begin();
_spriteBatch.Draw(button_texture[4], button_rectangle[4], button_color[4]);
update_buttons_option(4);
_spriteBatch.End();

else
if (map == 2 && kichhoat == 1 && num_ufo==8)
1

_spriteBatch = new SpriteBatch(GraphicsDevice);

button_texture[NEXT_MAP_BUTTON_INDEX] =
Content.Load<Texture2D>(@"NextMap"};

_spriteBatch.Begin();

_spriteBatch.Draw(button_texture[6], button_rectangle[6], button_color[6]);

update_buttons_opticn(6);

_spriteBatch.End();

_spriteBatch.Begin(SpritesortMode.Immediate, EBlendstate.Additive);
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b. Lép dbi trrong UFO:

Khéi tao:

internal class UFD : KhungTroChoi.DoiTucngSprite
1

private clsGame _game;

private fleat _constructorSpeed;

fft8c dd di chuyén
private float _moveSpeed;

Jfhudng di chuyén
private Vector2 _direction;

fitdc dd xoay
private fleoat _rotateSpeed;

/ /D81 tugng s& chia nhé bao nhiéu 13n
private int _generation;

/f Class constructors

internal UFO({clsGame game, Texture2D texture, int generation, flocat size, float speed)
: base(game, Vectorl.Zero, texture)

{

_Eame = game;

£/ vi tri khéi tao random
PositionX = TroGiupGame.RandomMext(®, _game.Window.ClientBounds.Width);
Position¥ = TroGiupGame.RandomNext(®, @);

// thift 13p géc
Origin = new Vector2(texture.Width, texture.Height) / 2;

// tdc d6 wva s8 l&n chia nho
_constructorSpeed = speed;
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Phwong thire di chuyén
base.Update(gameTime);

// cdp nhat vi tri UFO
Position += _direction * _moveSpeed;

// wugt qua canh cla man hinh, thi&t 13p lai phia canh bén kia
if (BoundingBox.Bottom ¢ _game.Window.ClientBounds.Teop & direction.¥ < @)

1
¥

if (BoundingBox.Top > _game.Window.ClientBounds.Bottom 2& direction.¥ > @)

1
¥

if (BoundingBox.Right « game.Window.ClientBounds.Left & direction.X < @)

1
¥
if (BoundingBox.Left > _game.Window.ClientBounds.Right 2& direction.X > @)

1
¥

Position¥ = _game.Window.ClientBounds.Height + SpriteTexture.Height;

Position¥ = -SpriteTexture.Height;

PositionX = _game.Window.ClientBounds.Width + SpriteTexture.Width;

PositionX = -SpriteTexture.Width;

// goc woay
Angle += MathHelper.ToRadians(_rotateSpeed);
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Phuwong thire bi dung d6, bi pha huy

internal wvoid DamageRock()
1
UFD newRock;
HatWatChat[] particleObjects;
HatWVatChat particleObij;
//tao cdc ddm khdi khi bi phad hiy hodc chia nhd
particleObjects = _game.GetParticleObjects(5);

for (int 1 = @; 1 < particleObjects.Length; i++)
1
particle0bj = particleObjects[i];
particle0bj.ResetProperties(Position, _game.Textures["SmokeParticle™]);
switch (TroGiupGame.RandomNext(3))
1
case @: particleObj.SpriteColor = Color.DarkGray; break;
case 1: particleObj.SpriteColor = Color.LightGray; break;
default: particleObj.SpriteColor = Color.White; break;
¥
particledbj.Scale = new Vector2(@.4f, 8.41);
particledbj.IsActive = true;
particledbj.Intensity = 255;
particledbj.IntensityFadefmount = 3 4+ TroGiupGame.Randomiext(1.5F);
particledbj.Speed = TroGiupGame.RandomNext(3.@8f);
particledbj.Inertia = 8.9f + TroGiupGame.RandomMext(@.815T);

A

/¢ khi UFD bi chia d&n nhd nhit

/4 UFO bi phd hay

if {_generation == @)

1
//¥da UFD khoi game
_game.GameObjects. Remove(this);

}

else

1
// giam kich thudc cda UFD
InitializeRock(ScaleX * 8.7€);
// cdp nhat s& l&n bi chia nhéd
_generation -= 1;
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Phuong thirc xoay

private weid InitializeRock(float size)

1
// kich thudc
Scale = new Vector2(size, size);
// t8c &6 di chuyén random
_moveSpeed = TroGiupGame.RandomNext(_constructorSpeed) + _constructorSpeed;
// tdc dd xoay random
if{clsGame.map==2)
_rotateSpeed = TroGiupGame.RandomNext(e.ef, a.af);
else
_rotateSpeed = TroGiupGame.RandomMNext(-5.8f, 5.ef);
// huwdng di chuyén
do
1
_direction = new Vector2(TroGiupGame.RandomNext(-1.8f, 1.8f), TroGiupGame.RandomNext(-1.8f, 1.8f));
T while (_direction == Vector2.Zero);
// cdc vecto chuyén déng vdi 1 don vi d§ dai
_direction.Normalize();
b

c. Lop déi twong MayBay

Phwong thire di chuyén

/f di chuyén mdy bay
Position += _welocity;

// NEu wvugt qua cdc canh cha cira s8, thift lip lai & phia d6i dién
if (BoundingBox.Bottom < _game.Window.ClientBounds.Top && welocity.Y < @)

1
PositionY = _game.Window.ClientBounds.Height + SpriteTexture.Height;
¥
if (BoundingBox.Top > _game.Window.ClientBounds.Bottom && welocity.Y > @)
1
PositionY = -SpriteTexture.Height;
¥
if (BoundingBox.Right < _game.Window.ClientBounds.Left && welocity.X < @)
1
PositionX = _game.Window.ClientBounds.Width + SpriteTexture.Width;
¥
if (BoundingBox.Left > _game.Window.ClientBounds.Right && welocity.X > @)
1
PositionX = -SpriteTexture.Width;
¥
/f Xoay may bay vE phia muc tiu
if (Angle != _targeténgle)
1

Angle += (_targetAngle - Angle) * 8.2f;
¥
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Phwong thirc kiém tra va cham va pha hdy
DoiTucngSprite collisionObj;

//Khéng con mang sdng
if (clsGame.Maxtlive == 8)

{
}

DoiTucngCoSoe uf;
clsgame.num_ufo = @;
for (int i = _game.GameObjects.Count - 1; i >= @; i--)

return;

1
uf = _game.GameObjects[i];
if (uf is UFD)
clsGame.num_ufo++;
b

if (clsGame.num_ufo == @)

1
cls@ame.kichhoat = 1;
clsGame.map = 2;
return;

¥

// may bay cdn tbn tai chua nd?

if (IsExploding)

1
// dang bi nd, gidm 1%n cdp nhit
ExplosionUpdateCount -= 1;

if (ExplosicnUpdateCount == @)
1
//thist 13p lai may bay
Position = new Vector2({_game.Window.ClientBounds.Width, _game.Window.ClientBounds.Height) / 2;
Angle = @;
_targetAngle = 8;
_shieldTime = MaxShieldTime;

Phuwong thirc xoay
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ff tinh todn gdc cidn xoay

private woid RotateToFacePoint(Vector2 point)

1
/f Tim gdc gilta mdy bay va diém chi.
// dau tién tim khoang cdch tir mdy bay dén diém chi.
point -= Position;

//n&u chi ding vio ngay mdy bay thi khéng lam gi!
if (point == Vector2.Zero) return;

// chac chan géc trong khoang @ dén 368 db

while (Angle < @) { Angle += MathHelper.TwoPi; }

while (Angle » MathHelper.TwoPi} { Angle -= MathHelper.TwoPi; }
// ldy géc hién tai

float angleDegrees;

angleDegrees = MathHelper.ToDegrees{Angle);

// Tinh todn gdc gilta con tau v& diém cham, chuyén sang dd

float targetAngleDegrees;

targetingleDegrees = MathHelper.ToDegrees((float)Math.Atan2{point.¥, point.X)};

ff XNA d&t @ g8 trd 1én, trong khi hadm Atan2 trd vE toa dd phia d6i dién nén phai thém 90 d& mdi ding

targetAngleDegrees += 98@;

S/ Atan2 tra gid tri giita -180 va +188, nén thém 98 dd

[/ ching ta cé gid tri trong khodng -9@ &&n +270.

//ftrong trudng hgp gid tri nhd hon @, thém 368 dé 1ldy dugc gdc trong @ dén 368.
if (targetAngleDegrees < B) targetAngleDegrees += 3683

ii tiérgetﬁngleDEgrees < angleDegrees - 13@)
{ targetAngleDegrees += 368;

¥

if (targetAngleDegrees > angleDegrees + 188)
{ targetAngleDegrees -= 368;

1
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Phwong thire tao luc day
private wvoid Thrust()

1
Vector? shipFacing;
HatWatChat[] particleObjects;
HatWatChat particleObj;
//Tinh todn wvi tri mdy bay bi day dén
shipFacing = new Vector2((fleat)Math.5in{Angle), (flocat)-Math.Cos(Angle));
// giam din wa thém win tdc
_wvelocity += shipFacing / 18;
// Thém mdt s8 hat luc ddy phia sau dudi mdy bay.
particleObjects = game.GetParticleObjects(1@);
for (int 1 = @8; 1 <« particleObjects.Length; i++)
1
particleObj = particleObjects[1i];
particleObj.ResetProperties(Position, _game.Textures["SmokeParticle™]);
particleObj.Position -= shipFacing * SpriteTexture.Width / 2 * ScaleX;
switch (TroGiupGame.RandomMext(3))
1
case @: particleObj.SpriteColor = Color.White; break;
case 1: particleObj.SpriteColor = Color.Cyan; break;
case 2: particleObj.SpriteColor = Color.Blue; break;
¥
particleObj.Scale = new Vector2(@.25f, @.25F);
particleObj.IsActive = true;
particleObj.Intensity = 58;
particle0Obj.IntensityFadefmount = 3 + TroGiupGame.RandomNext(1.5F);
particleObj.Speed =TroGiupGame.RandomBext(3.8f);
particleObj.Inertia = @.9f + TroGiupGame.RandomMext(@.815f);
particleObj.Directicn += -shipFacing * 5;
¥
¥

d. Lép dbi trrong NgoiSao(Ngdi sao)

Phwong thirc tao nhap nhay anh sang, khéi tao ngau nhién vi tri

_Eame = game;

PositionX = TroGiupGame.RandomNext(®, _game.Window.ClientBounds.Width);
PositionY = TroGiupGame.RandomNext(®, _game.Window.ClientBounds.Height);

Origin = new Vector2(texture.Width, texture.Height) / 2;

_scaleMin = TroGiupGame.RandomNext(@.1f, @.6T);
_scaleMax = _scaleMin + TroGiupGame.RandomNext(@.1f, @.4f);
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e. Lép déi twong HatVatChat (Hat vt chét)
Kh&i tao mau sac va thudc tinh cia cac hat vat chat( tao khoi, bui...)
public override Color SpriteColor
1
get
1
Color col;
byte alpha = @;
col = base.SpriteColor;
if (Intensity »= @ && Intensity <= 255) alpha (byte)Intensity;
if (Intensity » 255) alpha = 255;
col.A = alpha;
return col;
¥
b
public override wvoid Update(GameTime gameTime)
1
if (!IsActive) return;
Position += Direction * Speed;
Speed *= Inertia;
Intensity -= IntensityFadefAmount;
if (Intensity <= @)
1
IsActive = false;
¥
b
21
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f. Lop doéi twong vién dan

Phwong thire di chuyén
{

base.Update(gameTime);

// Chi cdp nhat néu wién dan dugec kich hoat
if (!IsActive) return;

J/ thém van tdc dén vi tri
Position 4= welocity * 18;

/4 ban vao muc tidu?
CheckForCollision();

J// nBu gép canh cla clra s& thi thi&t 1&p lai wi tri phi d8i dién
if (BoundingBox.Bottom < game.Window.ClientBounds.Top && wvelocity.¥Y < @)

1
Position¥ = _game.Window.ClientBounds.Height + SpriteTexture.Height;
¥
if (BoundingBox.Top *> _game.Window.ClientBounds.Bottom && wvelocity.¥Y > @)
1
PositionY = -SpriteTexture.Height;
¥
if (BoundingBox.Right < _game.Window.ClientBounds.Left && wvelocity.X < @)
1
PositionX = game.Window.ClientBounds.Width + SpriteTexture.Width;
¥
if (BoundingBox.Left » game.Window.ClientBounds.Right 8& wvelocity.X > @)
1
PositionX = -SpriteTexture.Width;
¥
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Phwong thirc va cham
private woid CheckForCollision()

1
int objectCount;
DoiTucngCoSoc gameObj;
UFD rockObij;
Tloat rockSize;
Tloat rockDistance;

oy
objectCount = game.GameObjects.Count;
for (int i = objectCount - 1; i »>= 8; i--)
1
J/tham chifu d&n d8i tugng tai vi tri nay
gameObj = game.GameObjects[i];
// cd phai muc tidu?
if (gameObj is UFD)
1
ff ding 1a muc tiéu
rockObj = (UF0)gamelbij;
if {rockObj.BoundingBox.Contains(({int)PositionX, (int)PositionY))
1
// khoang céch di nhd d& ching va cham
// tinh todn kich thudc cda muc tidu
rockSize = rockObj.SpriteTexture.Width / 2.8f * rockObj.ScaleX;
// Tim khoang cédch gilta hai diém
rockDistance = Vector2.Distance(Position, rockObj.Position);
// néu khoang céch nhd hon kich thudc muc tiéu?
if (rockDistance < rockSize)
1
// cb sy va cham gilta vién dan v& muc tiéu, muc tidu bi phad hdy
rockObj.DamageRock();
f// wién dan bi&n mat
IsActive = false;
// cap nhat s& diém
clzGame.diemso++;
clzGame.diemso++;
if (clsGame.diemso == clsGame.level * 18 * clsGame.level)

1
¥

clsGame.level = clsGame.level + 1;
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IV. Demo bang hinh anh

1. Giao dién menu game:

@

4
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2. Sau khi bAm Start Game hién thj danh muc dé phtrc tap game

r-
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3. Do han ché vé th&i gian nén nhdm chi méi xay dwng game & ché dd easy. B4m vao

Easy hién ra man choi 1 clia game:

SCORE: 2
LEVEL: 1
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4. Khi hoan thanh man 1 sé cé hwéng dan chuyén sang man 2!
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5. B&m vao Next map sé& hién 1én man 2 cGa game
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6. Néu khéng vwot qua dwoc sé xuét hién théng bao choi lai man 2:
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7. Néu vuot qua thi game hoan thanh va cé nat chuyén map hién lén (chirc néng

chuyén map nay hién tai sé reset lai man choi nay)!
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V.

Panh gia va hwéng phat trién

1.

Panh gia:

a. Vu diém:

Game duoc xay dwng trén nén tang cac I&p dbi twong rd rang, dé dang thao tac tao
thém cac déi twong game méi, cling nhw thém cac chirc ndng cho cac dbi twong
game.

Db hoa céc chi tiét kha séc nét (cac vu nd, luc day,....), kha hai hoa trong giao dién.

b. Nhwoe diém:

Do thoi gian khdng cho phép nén nhiéu chirc ndng chwa dwoc hoan thanh!

Game m&i cé 2 man, kha don gian vé néi dung.

Hwéng phat trién
Tiép tuc hoan chinh chirc ndng va mé réng cac chirc nang trong game nhuw xay
dwng thém céac lwa chon man choi, d6 khé dé, tao thém cac dbi twong game khac
twong tac dén déi twong game chinh.

Tw project don gidn nay gidp nhém em tw tin hon trong xay dwng cac tng dung

game khéc.
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VI. Nguén va tai liéu tham khao

1. 3D graphic with xna 4.0 -Sean James
2. Windows Phone 7 Game development — Adam Dawes
3. BeGinning XNA 3.0 Game Programming — Alexandre Santos Lobao, Bruno Evan
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