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Blend ModeA &8drt Mode

A Blend Mode
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No blending
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Blend & Sort

private bool WasPressg@uttonsbuttonType Keys

keys {
return (WasPresse@, buttonType keys));

}



Blend & Sort

private bool WasPressgtPlayerindexlayerindex ButtonsbuttonType Keys

keys
{

If (GamePad.GetStafj@layerindeX.IsButtonDowiibuttonTypé ||
Keyboard.GetSta(glsKeyDow(keys))

{
System.Console.Out.WriteLifteue);
return true;

lelse

{
System.Console.Out.WriteL iffi@lse);
return false;



Blend & Sort

protected override void Updat@ameTimegameTime

{
KeyboardStat&eyboard Keyboard.GetStat;

GamePadStatgamePad=- GamePad.GetStatelayerindex.One

/I Allows the game to exit
if (GamePad.GetStaelayerindex.OneButtons.Back-=ButtonState.Pressgd
this.Exif);

If (WasPressg@uttons.A Keys.A)
{
blendMode= SpriteBlendMode.AlphaBlend

strStateMessage
"SpriteBlendMode.AlphaBletid

}



Blend & Sort

If (WasPressg@uttons.BKeys.B)

{
blendMode= SpriteBlendMode.Additive

strStateMessage "SpriteBlendMode.Additive

}
If (WasPressg@uttons.XKeys.X

{
blendMode= SpriteBlendMode.None

strStateMessage "SpriteBlendMode.Nore
}



Blend & Sort

If (WasPressg@uttons.LeftShouldeKeys.D))
{
sortMode = SpriteSortMode.BackToFrgnt
strStateMessage= "SpriteSortMode.BackToFront
}
If (WasPressg@uttons.RightShouldeKeys.2))
{
sortMode = SpriteSortMode.FrontToBagck
strStateMessage= "SpriteSortMode.FrontToBatk



Blend & Sort

If (WasPressg@uttons.LeftStickKeys.3))

{
sortMode = SpriteSortMode.Deferred
strStateMessage= "SpriteSortMode.Deferreg

}

If (WasPressg@uttons.RightStickkeys.d))

{
sortMode = SpriteSortMode.Immediate
strStateMessage= "SpriteSortMode.Immediate

}



Blend & Sort

If (WasPressg@uttons.Y Keys.B))

{
sortMode= SpriteSortMode.Texture

strStateMessage=
"SpriteSortMode.Textute

}
base.Updat@ameTimé;

}




Blend & Sort

protected override void DraGameTimegameTime

{
graphics.GraphicsDevice.Clgwlor.CornflowerBlug

spriteBatch.Begi(blendMode,sortMode SaveState

Mode.None); // ---E 0 O A C 6 éBleddA ASdA 6 & A
graphics.GraphicsDevice.RenderState.DestinationBlend

Blend.InverseDestinationAlpha// -----4 U UR&ndi&iState




Blend & Sort

spriteBatch.Dra\{tiledSprite new Rectangléd, 64, 128, 128),
new Rectangld€), 0, 128, 128), Color.White O, VectoR.Zero,
SpriteEffects.Non.05f);

spriteBatch.Dra\{tiledSprite new Rectangl€( 0, 128
128), new Rectanglé@8, 0, 128 128), Color.White O,
VectoR.Zero,SpriteEffects.None.15f);

spriteBatch.Dra\{tiledSprite new Rectangl&d, 84, 128
128), new Rectangl®( 128, 128, 128), Color.White 0,
VectoRR.Zero,SpriteEffects.None.01f);

spriteBatch.Dra\{tiledSprite new Rectangl&@, 32, 128
128), new Rectanglé@8, 128, 128 128), Color.White O,
VectoR.Zero,SpriteEffects.None.10f);



Blend & Sort

spriteBatch.DrawStrir(gontl, strStateMessage: " " +
strStateMessag® new Vecto?(10, 10), Color.Rey

spriteBatch.DrawStrifgrontl, "pressl= Back To Front Press
A for Alpha Blendinghpress2 =FrontToBack Press B for
Additive Blendinghpress3 = Deferred Press X for Nom@ress
4 = Immediat&npress
5=Texturén\nspritel=0.05 nsprite2=0.15\ nsprite3=0.01\nsprited
=0.10;", new VectoR(10, 300), Color.Yellow,

spriteBatch.Eng;

base.DraygameTimg;

}
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Lab: Screen Width Height
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Lab: Screen Width Height

public Gamé&()

{
graphics = nevsraphicsDeviceManagéhnis);

graphics.PreferredBackBufferWiat640
graphics.PreferredBackBufferHeigi¥80;

Content.RootDirectory "Content";



Lab: Screen Width HeightDraw

spriteBatch.Begif);
stringstrDisplayMode= "";
Int 1 =0;
foreach(Microsoft.Xna.Framework.Graphics.DisplayMode
displayModen
GraphicsAdapter.DefaultAdapter.SupportedDisplayMogdes
{
strDisplayMode+=displayMode.Width+ " x " +
displayMode.Height" "+displayMode.Format
I++:



Lab: Screen Width HeightDraw

if (I >8)
{
1 =0;
strDisplayModet+= "\n";
}

else

{
|++;
strDisplayModet="
}



Lab: Screen Width HeightDraw

spriteBatch.DrawStriigormalText "viewport =" +
graphics.GraphicsDevice.Viewport.Width x "

+ graphics.GraphicsDevice.Viewport.Height

"\nBuffer
= +graph|cs PreferredBackBufferWidth

"+graphics. PreferredBackBuﬁerHelgl‘\tn '+strDisplayMod
e,VectoR.Zero,ColorWhite);

spriteBatch.EnQ);



Lab: Screen Width HeightUpdate

KeyboardStat&eyboardState-
Keyboard.GetSta(e,

If (keyboardState.lsKeyDoweys.Ente)
{
graphics.ToggleFullScregn

}



Lab: Screen Width HeightUpdate

If (keyboardState.lsKeyDo\{iKeys.Spagée

{
grap
grap

grap
}

nics.PreferredBackBufferWidt800,
nics.PreferredBackBufferHeigh®00,

nics.ApplyChang@s



Lab: Screen Width HeightUpdate

If (keyboardState.lsKeyDo\iikeys.))
{

graphics.PreferredBackBufferWiat1024
graphics.PreferredBackBufferHeight 68

graphics.ApplyChang@s
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graphics.ToggleFullScrdgn



GameComponent
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Game Component
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Game Component

A New ProjecA + C U aGameCamponentiTESE |
A Add new itemy ag@aimeComponent

A O 0 @améConipbnerit
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public class GameComponént

Microsoft.Xna.Framework.GameComponent

y U» U

public class GameComponént
Microsoft.Xna.Framework.DrawableGameComponent



Game Component

AO o CE EBanteCdinpanediiily 4 A U
orivate SpriteBatclcompBatch
orivate ContentManagecontent;
orivate SpriteFontnormalFont
public GameComponehf{Gamegame
. base(game)

{

content = newContentManageigame.Servicgs

}




Game Component

public voidLoad()//----------- ai seOomponent)

{

normalFont=
content.Loa&SpriteFont(@"ContentNormal
Font');

}



Game Component

public override void Initialize()

{

compBatch= new
SpriteBatcfiGame.GraphicsDevige

base.Initializ@);

}



Game Component

public override void DravGameTima@gameTimé
/] ------ A ®eéawY -Conponent

compBatch.Begi):;

compBatch.DrawStrifgormalFont "Hello
From Game Component”, new Ve@@tr00, 100),
new Color255, 255, 255, 200));

compBatch.En(;
base.DragameTime;

}



A 6 4 @ain€DoOmpOrterde EGatve.cs

AUanAdb&GadeesAlUa AU

GameComponendtgcl;

public Gamé&()

{
graphics = nevsraphicsDeviceManagghis);
graphics.PreferredBackBufferWid#1.024
graphics.PreferredBackBufferHeight 68,
gcl = new GameComponetthis); // new Component
Components.Ad@cl); ) )
I/l --- Add Component t@&same.cA ae Qci.lnitidlize();
Content.RootDirectory "Content";



A 6 4 @atn€DoOmpOrterdee EGalve.cs

protected override void.oadConten()

{
gcl.Load();

/| € 0 ¢ Eames&ampaAnent
}
A s -Raireil E
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