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Abstract

In this paper, we design and implement a mobile game based on windows phone platform. Visual Studio
and the Windows Mobile software development kit(SDK) and developer tool kits (DTK) make it possible to
create software for the Windows Mobile platform in Visual C#. Also The XNA Framework is the set of
NET libraries that developers will code against to build games. XNA Framework support PC and XBOX
and a ZUNE HD multiplex platform environment and 2D and 3D games provides the necessary functions to
a development. XNA Framework is to make it easier to develop games because the codes which are
succeeded creates with automatic, implements a game development relation resource and the game logic.

The key idea of our game is that we use shooting and ranking system to raise fun.
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Fig. 1. Smart Phone OS Share rate
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1. Windows Phone SDK
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Table 1. Silverlight vs. XNA
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Fig. 9. Rabbit-Run Game Execution Screen
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public void UpdateCarrots()

foreach (GameObject carrot in carrots)
{
if (carrot.alive) {
carrot.position += carrot.velocity;
if (lviewportRect.Contains(new Microsoft.Xna.Framework.Point(
(int)carrot.position.X, (int)carrot.position.YY)))
carrot.alive = false;
} else {
carrot.alive = true;
carrot.position = new Vector2(MathHelper.Lerp(0,
(float)viewportRect.Width - carrot.sprite. Width,
(float)random.NextDouble()), viewportRect.Top);
carrot.velocity = new Vector2(0, MathHelper.Lerp(mincarrotVelocity,
maxcarrotVelocity, (float)random.NextDouble()));
¥
Rectangle carrotRect = new Rectangle((int)carrot.position.X,
(int)carrot.position.Y, carrot.sprite.Width, carrot.sprite.Height);
if (JameScore < 100)
carrotProcess((int)playerPosition.X, (int)playerPosition.Y,
cell. Width, cell. Height);
else if (gameScore >= 100 && gameScore < 200)
carrotProcess((int)playerPosition2.X, (int)playerPosition2.Y,
cell2.Width, cell2.Height); :
else if (gameScore >= 200)
carrotProcess((int)playerPosition3.X, (int)playerPosition3.Y,
cell3.Width, cell3.Height);

public void carrotProcess(int playerPositionX, int playerPositionY,
int cellWidth, int cellHeight)
{
Rectangle playerRect = new Rectangle(playerPositionX, playerPositionY,
cellWidth, cellHeight);
if (carrotRect.Intersects(playerRect))
{
if (isSoundOn) eatCarrot.Play();
carrot.alive = false;
gameScore += 1;
break;
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Fig. 10. Carrot character process source code
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private static void DoSave(string gameScore)

{

IsolatedStorageFile file = | rageFile.Getl
byte[] data = Encoding.UTF8.GetBytes(gameScore);
using (IsolatedStorageFileStream stream = file.CreateFile("savedata.sav"))

StoreForApplication();

stream.Write(data, 0, data.Length);
Debug.WriteLine(gameScore);

}
public String DoLoad()

|solatedStorageFile file = IsolatedStorageFile.GetUserStoreForApplication();
if (file.FileExists("savedata.sav"))

using (IsolatedStorageFileStream stream
= new IsolatedStorageFileStream(@"savedata.sav”, FileMode.Open, file))
{
byte[] decoded = new byte[stream.Length];
stream.Read(decoded, 0, (int)stream.Length);
String readData = Encoding.UTF8.GetString(decoded, 0, (int)stream.Length);
return readData;
}
}
else
return "0";
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Fig. 11. Ranking system source code
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