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  Changing the Text of a Label Object 
 After you position the label object on the form, you can set the text for the label. One of the things that 
Visual Studio does automatically is size the label to be just big enough to accommodate the label ’ s text. 
Given the default font size used by Visual Studio, the default height for a label is 13 pixels. (A  pixel  is one 
dot, or point of light, on the screen of your display device.) If you change the font size of the label object, 
the height of the label is automatically adjusted for you. 

 Actually, I am not a big fan of automatic sizing of labels. For that reason, I turn off the auto - sizing 
feature. To turn off auto - sizing, change the  AutoSize  property from  True , as shown in Figure  1 - 11 , 
to  False . You may have to scroll down in the Property window to be able to see the  AutoSize  property 
displayed in the Properties window. Click the down arrow at the right end of the textbox to display the 
choices you have for the property. In this case you can choose only  True  or  False . Select  False . 
The auto - sizing of the label object is now turned off.   

 Figure 1 - 10   
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 After you set  AutoSize  to  False , you can resize the label object in the Source window by clicking the 
white sizing boxes that appear on the ends and corners of the label object. In Figure  1 - 12 , I have increased 
the width of the label by clicking the middle sizing box on the right edge of the label object and dragging 
the edge to the right until I got the desired size. I then released the left mouse button to end up with the 
label object shown in Figure  1 - 12 .   

 Figure 1 - 11   

 Figure 1 - 12   

 After you have set the size of the label object, you can change the text property of the label object to 
whatever you want to appear in the label. In your example, you want the text  “ My first program. ”  
At the present time, the text property of the label object is  label1   . . .  not what you want. Scroll the 
contents of the Property window down to the  Text  property for the label object and change it to 
 My first program  and press the Enter key. Changing the  Text  property for the label object is shown 
in Figure  1 - 13 . Notice how the first line below the Property window ’ s title bar shows the name of the 
object currently in focus in the Source window ( label1  in Figure  1 - 13 ).   
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 (Figure  1 - 13  is only large enough to show the last word typed into the  Text  property in the Property 
window. When you look at the label in the Source window, all three words appear in the label object.) 

 By default, the text of a label object is positioned so it appears in the upper left - hand corner of the label. 
If  AutoSize  is set to  True , you can ’ t position the text with the label object; it ’ s set for you automatically. 
However, because you turned off auto - sizing, you can position the text within the label wherever you 
wish. Figure  1 - 14  shows how to do this using the  TextAlign  property. If you look closely at Figure  1 - 14 , 
you can see that  TextAlign  is currently set to  TopLeft . There are nine positions where you can place 
the text in a label that you can resize. You want to right - justify your text in the center of the label object. 
If you look where the cursor is positioned in Figure  1 - 14 , clicking that box right - justifies the text in the 
label object.   

 Figure 1 - 13   

 Figure 1 - 14   
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 After you have positioned the text within the label at the right place, the form should look like what is 
shown in Figure  1 - 15 . Notice how the text in the label object is now centered.     

 Figure 1 - 15   

  Running the Program 
 This is all that you want to do at the present time to test your C# installation. If you can run the program 
at this point, it ’ s pretty certain that you have installed C# correctly. There are two simple ways to run a 
program. The easiest is to press the F5 key. If you do that, the program should appear on the screen in a 
few moments with our message centered in the label object. 

 The second way is to click the Run Program icon. If you look carefully at Figure  1 - 15 , right below the 
Window menu option near the top of the form you can see a small triangle. (On your screen, it appears 
green. The Run icon is also labeled in Figure  1 - 7 .) Click that green triangle and the program begins 
execution. 

 If your program does not run correctly and you ’ re not getting an error message from within Visual 
Studio, go back to the start of the installation process and check to make sure you followed each step 
correctly. Likewise, if you are getting an error message from Visual Studio, you performed some step in 
the coding process incorrectly. Just go back to the beginning of the  “ A Test Program Using C# Express ”  
section of this chapter and check each step to make sure you followed the correct sequence.   
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  Summary 
 In this chapter you learned how object - oriented programming got its start over four decades ago. 
This chapter also showed you how to download and install Visual Studio ’ s C# Express Edition. Finally, 
you wrote a simple program to test the installation to make sure it was done correctly. So, now what? 

 You could immediately proceed to the next chapter and start reading. Not a good idea. Now that you 
have a simple program up and running, this is the perfect time to experiment a little. For example, 
your program doesn ’ t have any text in the program ’ s title bar. Surely C# provides a property that 
enables you to change the title bar. (Hint: It does provide such a property!) Play around with some of the 
other properties and see what they do. For example, change the foreground property and see what 
happens. Each chapter in this book has a set of exercises at the end of the chapter that you should do 
before reading the next chapter. I realize that you ’ re anxious to move on to the next chapter, but resist the 
temptation and do the exercises. They ’ ll help crystallize what you ’ ve learned in the current chapter and 
better prepare you for the content of the next chapter. You can find the solutions in Appendix  A . 

 Programming should be fun, and some of that fun comes from discovering what happens if you 
change this to that. If you see smoke coming out of your computer, don ’ t make that change again. 
(Just kidding  . . .  you can ’ t hurt your computer if you make an incorrect change to a property.) 
Experiment and have fun!                                                                                           






