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Lucky
(continued)
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You can open the
Properties window
using the F4 key, or by
clicking View, Properties
Window on the
Menu Bar.
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The Label controls in
this program will have
their Text property values
assigned dynamically
at runtime — no initial
properties are required.
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If the Choose Image...
link does not appear,
simply click the button in
the Image value field to
open the Select Resource
dialog.

Assigning fixed properties

Having created the application basics on page 157, you can now
assign static values using the Properties window.

Click on the Form to
select it, then in the
Properties window, set
the Form’s Appearance,
Text property to “Lucky
Picker”

Select the first Button
control, then change
its Appearance, Text
to “Get My Lucky
Numbers” and its

Design, Name to
BtnPick

Select the second
Button control, then
change its Appearance,
Text to “Reset” and

its Design, Name to
BtnReset

Select the PictureBox
control, then click the
Choose Image... link
to launch the Select
Resource dialog
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Form1 Systemn.Windows.Forms.Form
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RightToLeftl ayout False

LucyPicker
UseWaitCursor False
Text

The text associated with the control.
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BtnPick System.Windows,Forms.Button

= @5 &

RightToLeft No

Get My Lucky Numbers -

TextAlign MiddleCenter

Text
The text associated with the control.
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BtnReset System.Windows.Forms.Button

= [@s #
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TextAlign MiddleCenter

Text
The text associated with the control.
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pictureBox1 System.Windows.Forms.PictureBoz
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Choose Image...

Image
The image displayed in the PictureBox.
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