縮放並呈現部分2D圖形
江清水講義(整理自文魁所出版的2D/3D遊戲程式設計入門)
1. 加入一個圖在Content中，供後續的game使用。
2. 宣告2D圖的變數於Game1。
3. Load 2D圖於LoadContent()
4. 繪圖於Draw()
1. 加入一個圖在Content中
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2. 宣告2D圖的變數於Game1。
public class Game1 : Microsoft.Xna.Framework.Game

    {

        GraphicsDeviceManager graphics;

        SpriteBatch spriteBatch;

        Texture2D mySpriteTexture;

        public Game1()

        {

            graphics = new GraphicsDeviceManager(this);

            Content.RootDirectory = "Content";

            this.IsMouseVisible = true;  // 呈現滑鼠游標

            this.Window.AllowUserResizing = true; // 允許視窗縮放

            graphics.PreferredBackBufferWidth = 128;  //視窗的預設寬

            graphics.PreferredBackBufferHeight = 256; //視窗的預設高

        }

3. Load 2D圖於LoadContent()
      protected override void LoadContent()

        {

            // Create a new SpriteBatch, which can be used to draw textures.

            spriteBatch = new SpriteBatch(GraphicsDevice);

            // TODO: use this.Content to load your game content here

            mySpriteTexture = Content.Load<Texture2D>("triangle");

            //mySpriteTexture = Texture2D.FromFile(GraphicsDevice,"c:\\triangle.PNG");

4.         }

5. 繪圖於Draw()
protected override void Draw(GameTime gameTime)

        {

            graphics.GraphicsDevice.Clear(Color.CornflowerBlue);

            // TODO: Add your drawing code here

            spriteBatch.Begin();

            Vector2 pos = new Vector2(0, 0);

            spriteBatch.Draw(mySpriteTexture, pos, Color.White); // Color.White 是過濾顏色 也就是完全不過濾

            spriteBatch.End();

            base.Draw(gameTime);

        }
6. 注意到Display時，所開Window的尺寸。
HW：開一個480x400的Window，將所輸入的256x128之圖形展現在Window的正中央，同時允許視窗改變大小。
