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Resolut|on a3y PC @""’Huﬂﬂﬂ‘u Computer 74 lnesnasguiiaqiu
@mn 1024x768 usidhwnitlu Wide Screen 1 ﬂ@vmmmmmwﬂu
penlianu ratio fuldul
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— Display Mode {fuastanaasutinaanesseuy 3uanaeiumiinas
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— Back Buffer lussuwmanizlunisuanana ael4lunnsauans next
render Taele Windows Back Buffer aziippeaaiuniinaaaasina
wridnwiulu XBOX360 gnademn User fuun uaziile Fullscreen
Mode uu Windows Back Buffer aziflulidsnu Display Mode
N

— ViewPort fluniiaefildugnma Wudnenzaendes G9a1uning uas
ANENT LuAuNdIANENTasnaasaaeduiy Tne viewport 1ul
AsAendaeiy aunaes Game Windows us viewport duwus
num1 Display Mode
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AsaAvtiae Windows
graphics.PreferredBackBufferWidth = <paunine>;
graphics.PreferredBackBufferHeight = <pauzia>;
n1391 1l Windows flu uus Full Screen
graphics.IsFullScreen = <true|false>;

nzaauluua Windows aan Windows iy Full Screen
vira Full Screen flu Windows Mode

graphics.ToggleFullScreen();
penatinglu Project ScreenWidthHeight




* File gunn Tu XNA avursnaynnalildsdnindlu jpg, gif,
waz png ild lneilns inamnuazaaniazld format png
Tunrminawluinyg asannanazaanlunisiane Transparent

e Sound #l4 Support & wav, aifuazaiffusivinazuiunld
saseini tools naadn Microsoft Cross-Platform

Audio Creation Tool (XACT)
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lneln Game Resource azgn Load wiunnldly memory
ﬂ@umvmmﬂmm Tnef Content Plpellne aziflusiatoslu
ns load Wnan Geflunnsi File 7 N AuanRseiY ezl
71lnw wizadi@saarg iy format fnasienistuaniitesldlu
nuawnu start

Tuusniansaurls naa “Content” lu
Content.RootDirectory = "Content”;

dusaudsn XNA nuuaunlu Class game aas XNA el
ATAINFANIT T

Content. RootDlrectory funsuandn Folder # 7
Content atjiu a¢/lu Folder “Content” siuias
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e Click 7 Folder Content 1u Solution Explorer

e #an Add>Add Exist Item u&luss Folder #isn Save
s nwld (Tuusiu DVD Folder “Resource
Example”) Filenwazgn copy unlilu Content viun
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nauaunitANidnlaresnndn Sprite ragdniniduies XNA
yinn1seenegdnineinunng Texture2D Object @agazin
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n1s91an Wl XNA siasnnauganiuscuyu 2D
Coordinate @gnaw wanlaluniuisenisaeninuwuy 2D
d 1

Taelulanaag 2D a¥iuam wns V 915U g9si19a1n 3D ‘1/]6]6?1 X,
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origin aas XNA atjundinugarasniinas (0,0) Ao X= 0 waz
y=0



2D Coordinate System
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Origin(0,0)
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o Falu XNA azifuamwidawanilusouls Vector?2 uazsn
wilsunu Xuay Y lugiluuy int
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an Origin(0,0)

A

Last Position(100,60)
y-offset=60+40= 100

Vm.%smon(zzo,mm

x-0ffset=100+120=22(




a1

q,o
1H1dri

O

1 (R
o AN

ED,

.ot

* 1 XNA fn1sadeqn Origin asas Sprite iwaduas
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e Vector2 dugqudsninusn 2 6a wurdnldiunisiiumiuwisg o

parameter sassialiliy

Vector2 <iesuds> = new Vector2(<anPosition X>, <an Position Y>);
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Constructor sail

Rectangle <dasauils> = new Rectangle(<anPosition X>,
<qp Position Y>,
<ndne> <g49>);
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Tne XNA & Class fuandmiudanisilnansaiufe SpriteBatch
swiun SpriteBatch 15lu Class Game #iil

<private | public> SpriteBatch <daguls>;
i private SpriteBatch spriteBatch;
1nslu LoadContent Al§ 1ldnnsrinvunanaslsail
<dasuils> = new SpriteBatch(<sulsGraphics>.GraphicsDevice);
T

spriteBatch = new SpriteBatch(GraphicsDevice);
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e nsineuaas Method SpriteBatch ludaunis Draw 1u
Draw Method sfuwisiflunana Method #sil

— Begin() Lﬂum@u@ﬂamﬁ'uﬁmm SpriteBatch uastisiinis set
Asine 1w SpriteBlendMode, SpriteSortMode

— Draw() 13dw5u Draw awdn#laeld Texture2D
— DrawsString() 1¥é w50 Draw diamanadildluns

— End() Lﬂum?mnqméuqmm SpriteBatch
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Draw(Textu re2D, nignnlaeszy Texture2D 7ld, A
Rectangle, n Tugtuuu Rectangle, snuviisaasnan
Nullable<Rectangle>, mhwunadudamenlugduuy Rectangle

Color) LAZAN I
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Draw (Texture2D, nalesszy Texture2D
Vector?, 74 Frumiefiazanafudnenisans
Nullable<Rectangle>, Vector2, susmisrasniniitinam
Color) e Wus@enuasanld
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Draw (Texture2D, Vector?2,
Nullable<Rectangle>, Color,
float, Vector2, Vector2,
SpriteEffects, float)

nsanlaeszy Texture2D 74,
Frumiafiazanafludnenisans Vector?2,
sﬁﬂLLmiwmmwﬁﬁﬂmmmﬂuﬁqLﬁ@ﬂiugﬂwuu
Rectangle, @74, NNINY, 9A0rIgin,An
elnaenenili Vector2, sprite effects,
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— SpriteEffects.FlipHorizontally 13wanauuuanay
— SpriteEffects.FlipVertically 1wanéuuunss
— SpriteEffects.None lua Effect
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e TuXNA f35n13uuu Font aan Windows wdanluinulsiag
Tnagnunenld TrueType Font luinu
e n13 Add SpriteFont dnunels project nauldunausil
— Click 227 Folder Content 1w Solution Explorer

— wannAdd> Add New ltem aan SpriteFont uaassaalimseiu
font wslimasil space udapwdng Size wiu Angsanal4

— amAuliiln sprite font Wdnafiussianseiidauin<FontName>
<FontName>iaFont</FontName>
i1 <FontName>AngsanaUPC</FontName>

— anntiu We ussin <Size>aun</Size> ufauanusasnig
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e a¥wsauls SpriteFont 131u Class Gamel sl

private SpriteFont font;

e 151la Code aslu Method LoadContent
font = Content.Load<SpriteFont>(@"AngsanaUPC14");



Vector2, Color)

DrawString(SpriteFont, naalaesey Sprite Font, daminuy
String, Vector2, Color,  uwanms, Vector2 dwmiusumis, daas

float, Vector2, float, Font, nnsuu, am Origin, Aneauens
SpriteEffects, float) {lu float, Sprite Effect uaz Anaau
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199 SpriteFont iwadunisiiudisaasnie naasld
{CharacterRegions>

(CharacterRegion>
{Start>&#32;</Start>

<End>&#126;</End>
{/CharacterRegion>

{CharacterRegion>

{Start>&#3584;</Start>

<End>&#3711;</End>
{/CharacterRegion>

{/CharacterRegions>



