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MipMap q%ﬁ' ~ {0 B 2D g S

publlc class Gamel : Microsof.Xna.Framework.Game

// e — (i Texture2D =
Texture2D mySpriteTexture;

2, protected override void LoadContent()
“ {

mySpriteTexture = Content.Load<Texture2D>("png-0001");

-—

128 64 32

5% [

. . Protected override void Draw(GameTime gameTime)
MipMap (Multum in Parvo) {
I 5@1H Texture2D

spriteBatch.Begin();

Vector2 pos = new Vector2(100, 100);
spriteBatch.Draw(mySpriteTexture, pos, Color.White);

spriteBatch.End();

[ [#2DIE SRS 5T 2D Y

4701 It

protected override void Draw(GameTime gameTime) Vector2 pos = new Vector2(0, 0):
{ . . . spriteBatch.Draw(mySpriteTexture,
graphics.GraphicsDevice.Clear(Color.CornflowerBlue); pOS Il

// TODO: Add your drawing code here
spriteBatch.Begin();
Vector2 pos = new Vector2(0, 0);

Color.White); // S &1 ~4iihLe = 7 3

spriteBatch.Draw( mySprite Texture, I17H=0 2 S S <

pos, I bl pos.X = 150;

Color.White); // SEVROEE &1 iRl = T TR sp[ite]Batch.Draw(mySpriteTexture, pos, Color.Red); // !
spriteBatch.End(); EA
base.Draw(gameTime);
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Rectangle rec = new Rectangle(300, 10, 43, 64);
spriteBatch.Draw(mySpriteTexture, rec, Color.White);

1725 4 A FIORS O R o s YT 0 08 B iy
Rectangle rec2 = new Rectangle(400, 10, 340, 210);
Rectangle rec_SRC = new Rectangle(40, 20, 380, 230);

spriteBatch.Draw(mySpriteTexture, rec2, rec_SRC,
Color.White);

B 2D [

Rectangle recDest = new ) ) )
Rectangle(graphics.GraphicsDevice.Viewport.Width / 2,

graphics.GraphicsDevice.Viewport.Height / 2,

mySpriteTexture.Width,

mySpriteTexture.Height);
spriteBatch.Draw(mySpriteTexture, // 2D Texture

recDest, 1T E VAT fY U
null, I VRl Y HE 6 1

Color.White,  // B Ve
MathHelper.ToRadians(Angle), // Tzl i
new Vector2(mySpriteTexture.Width / 2,
mySpriteTexture.Height / 2), // 2D Texturelziif| m%ﬁ
SpriteEffects.None, // b=fEigsil

0.6f); Il Ve, 0.0 ~ 1.0 (i%)
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= " A
SpriteSortMode.BackToFront SpriteSortMode.FrontToBack
[ 5% 1.0 | SpriteSortMode.BackToFront — SpriteSortMode. FrontToBack
%% £5,0.8 | —
% £ 0.6 |
e % 17 0.5 | —
X% £ 0.0
e 5% 1.0
] [ st £ 8.0
] [ Fs% 8 1% 0.6
1 [ et £, 0.5
| [ Vg% % 55 0.0
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HML % Effect File Sprite Font,
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A spritefont file that describes & font to be used by a SpriteFont

E= = 1405 Courier Hew spritefont |
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|2 &aF =
| _: 55 WindowsGamel ' (1 B3)
A7 Windowstiamel
[=d| Properties
[
= :;,Content
[ g5
Courier New spritefond
|8 Fame ico
] Gamel cs
[ Game Thumbnail prg
,_1 Program.cs

23

"
SpriteBatch .DrawString()

e ()

m SpriteBatch.DrawString (SpriteFont, String,

Vector2, Color);
N REE
m spriteBatch.DrawString(Fontl, // 4|
o message, // 3”'5[5
FontPos, // |
Color.Black // e
);
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SpriteBatch .DrawString()

m SpriteBatch.DrawString (SpriteFont, String, Vector2,
Color, Single, Vector2, Single, SpriteEffects, Single);

m 0

m spriteBatch.DrawString(Fontl, // 2]

n message, //J’Hl,

FontPos, // fiF i

Color.Black, /}E AU

0, I GhH
FontOrigin,// & F[yF[1-= B

3.0f, [/ kWY PF*,EV
SpriteEffects.None,// hzfEidsHl
0); // &% 0.0 ~ 1.0 ()
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SpriteBatch .DrawString()

m SpriteBatch.DrawString (SpriteFont, String, Vector2,
Color, Single, Vector2, Vector2, SpriteEffects, Single);

R

m spriteBatch.DrawString(Fontl, // F%|

n message, //”J’H

FontPos, // i

Color.Black, /}FJ E‘ N A

0, I Gl

FontOrigin,// &~ F[{F[ 1=

new Vector2(2,3), // “{H’V ;EE\W
SpriteEffects.None,// HzfEifst U

0); /I B¢ ™% 0.0 ~ 1.0 (ix)

26

The End

27




