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Color[,] rocketColorArray;
Color[,] foregroundColorArray;
Color([,] carriageColorArray;
Color[,] cannonColorArray;
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rocketColorArray = TextureTo2DArray (rocketTexture) ;
carriageColorArray = TextureTo2DArray(carriageTexture);
cannonColorArray = TextureTo2DArray (cannonTexture) ;
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foregroundColorArray = TextureTo2DArray (foregroundTexture) ;
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Matrix foregroundMat = Matrix.Identity;
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Matrix.ldentity - 1
Matrix.CreateTranslation(xPos,yPos,0) - 2

Matrix.CreateScale(playerScaling) -
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Matrix.CreateTranslation(0,-carriage.Height,0) - 4
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Matrix carriageMat = Matrix.CreateTranslation(0, -carriage.Height, 0) *
Matrix.CreateScale (playerScaling) * Matrix.CreateTranslation (xPos, yPos, 0)
Matrix.Identity;
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Matrix carriageMat = Matrix.CreateTranslation(0, -carriage.Height, 0) *
Matrix.CreateScale (playerScaling) * Matrix.CreateTranslation (xPos, yPos, 0);
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Matrix.CreateTranslation(rocketPosition.X,rocketPosition.Y,0) :¥sl e
Matrix.CreateScale(rocketScaling) :lax o
Matrix.CreateRotationZ(rocketAngle) (ko
Matrix.CreateTranslation(-42,-240,0) :/ sl e
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Matrix rocketMat = Matrix.CreateTranslation(-42, -240, 0) *
Matrix.CreateRotationZ (rocketAngle) * Matrix.CreateScale (rocketScaling) *
Matrix.CreateTranslation (rocketPosition.X, rocketPosition.Y, 0);
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spriteBatch.Draw (cannon, new Vector2 (xPos + 20, yPos - 10), null,
player.Color, player.Angle, cannonOrigin, playerScaling, SpriteEffects.None,
1);
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Matrix cannonMat = Matrix.CreateTranslation (cannonOrigin) *
Matrix.CreateRotationZ (player.Angle) * Matrix.CreateScale(playerScaling) *
Matrix.CreateTranslation (xPos + 20, yPos - 10, 0);
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Matrix foregroundMat = Matrix.Identity:;

Matrix carriageMat =
Matrix.CreateTranslation(0, -carriage.Height, 0) *
Matrix.CreateScale (playerScaling) *
Matrix.CreateTranslation(xPos, yPos, 0) *
Matrix.Identity;

Matrix rocketMat =
Matrix.CreateTranslation(-42, -240, 0) *
Matrix.CreateRotationZ (rocketingle) *
Matrix.CreateScale (rocketScaling) *
Matrix.CreateTranslation(rocketPosition. ¥, rocketPosition.Y,0)

Matrix cannonlMat =
rix.CreateTranslation{cannonOrigin) *
cix.CreateRotationZ (player.ingle) *
x.CreateScale (playerScaling) *
Matrix.CreateTranslation(xPos + 20, yPos - 10, 0);




