移動2D影像(增加一個類別)
1. 加入類別
2. 定義類別(特別是Move)
3. 宣告一的類別的物件。
4. Load 2D影像及初始化物件。

5. 移動物件

6. 繪圖

1. 專案/加入類別/類別    後輸入名稱。
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2. 定義類別(特別是Move)
namespace WindowsGame1

{

    class ClassSprite

    {

        public Texture2D texture;  // 2D 紋理圖

        public Vector2 position;   // 2D 紋理圖 的位置

        private Vector2 screenSize; // 視窗寬高

        public Vector2 velocity = Vector2.Zero;   // 2D 紋理圖 的位移速度

        public ClassSprite(Texture2D texture, Vector2 position, Vector2 screenSize)

        {

            this.texture = texture;

            this.position = position;

            this.screenSize = screenSize;

        }

        // 移動

        public void Move()

        {

            // 右緣 碰到 視窗右邊了

            if (position.X + texture.Width + velocity.X > screenSize.X)

                velocity.X = -velocity.X;

            // 下緣 碰到 視窗底邊了

            if (position.Y + texture.Height + velocity.Y > screenSize.Y)

                velocity.Y = -velocity.Y;

            // 左緣 碰到 視窗左邊了

            if (position.X + velocity.X < 0)

                velocity.X = -velocity.X;

            // 上緣 碰到 視窗上邊了

            if (position.Y + velocity.Y < 0)

                velocity.Y = -velocity.Y;

            position += velocity;

        }

    }

}

3. 宣告一的類別的物件。

    public class Game1 : Microsoft.Xna.Framework.Game

    {

        GraphicsDeviceManager graphics;

        SpriteBatch spriteBatch;

        ClassSprite mySprite;

4. Load物件

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

            Texture2D texture = Content.Load<Texture2D>("traingle");

            // 產生精靈圖物件
            mySprite = new ClassSprite(texture,

                                new Vector2(0f, 0f),

                                new Vector2(graphics.GraphicsDevice.Viewport.Width, graphics.GraphicsDevice.Viewport.Height));

            mySprite.velocity = new Vector2(5, 5); // 設位移速度
        }
5. 移動物件

protected override void Update(GameTime gameTime)

        {

            // Allows the game to exit

            if (GamePad.GetState(PlayerIndex.One).Buttons.Back == ButtonState.Pressed)

                this.Exit();

            // TODO: Add your update logic here

            mySprite.Move();

            base.Update(gameTime);

        }
6. 繪圖

      protected override void Draw(GameTime gameTime)

        {

            graphics.GraphicsDevice.Clear(Color.White);

            // TODO: Add your drawing code here

            spriteBatch.Begin();

            Vector2 pos = new Vector2(0, 0);

            SpriteBatch.Draw(mySprite.texture, mySprite.position, Color.White);

            spriteBatch.End();

            base.Draw(gameTime);

        }
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