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TFRPHBREENEZ —: W& P (collision detection algorithm). REWFRIT & & 1 H
GDI+ iR HAE JE e L2 IR, SR 1T B8 2 1) f 58 L E i 02 e b S K B v ph s 1 Sl
REFREEANT ARGE—ANERETA —AERZ L, HFRRNAEOERE. . 4—/ 5
fi— TR, BRI AERBTA.

A T IEENZ L B bR X SR, BATEBER AT R — /42 b Nettix (I3, 225 —
I THTHIFETE S I, “Hello World” & 2 B EES ST . S IGHBNRA, Tetris £ 4EE
ARG S KB AW RIRT . EXAME AR, BAUUERRIUEA T U2 EAMS, Hli,
AR ETEBIFE. oK LR P kb,

B, SR EMEIEAN GDIHES, Tﬁ@i’]ﬁ%ﬁfﬂ]ﬁ&ﬂ{]}ﬂtﬁ FEMEH A& VEK
ﬁ*ﬁﬁﬂ%%ﬁglkﬁ'?ﬂfﬂ]T@JB‘J_AVB?XQEW(aJu@ 1-1).

Bl 1-1 Nettrix, A< H¥REFRB)

1.1 GDI+E A4

GDI+Z#7 ). NET Framework 5T 4 E . EE AR M 46 28 1 (APD).

HIHMAR GDI #Htt, GDI+RA —HsLmtbiscs, SEEFKERE. ESKh6E, ©
HEZEWLIE 64 ALt EN RS LiE21T, GDHALERINEHA. X T GDIHHIFRE A, BRAITK
FELTFENHATITR.

1.1.1 BEWHE
B 426 5 (Path Gradient) R VFFZ /A B BERE N RVE AT — 4B E, W 12 Fizs.
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1-2 {6 BEARRRRE

1.1.2 aiRfH

GDI+E5 ARGB % —F LM, XEKES MEEHEHLAHE. SOENEAE
B I E—A 5B X o K E XK. ATLAXTEB R 058 2B H) ] 255(FE )it
FFRAE. 0 3 255 Z Al EAE A RAEA FIF2BE L&, BT —AMEERERE RE
BB HEK. :

13 BRT—AAERABESANKHE, MEE—ANEGBEETE, KRBIH
ANEG, BBETHEIBENE .

B 13 E—ALLHEAE LM 0 B 255 B o fH

1.1.3 EBEFEN
1 ] B B0RE 45 B 2T DL B — B PR RS B S AR, S 1-4 T

B 14 (B AR SR — AR B R TR IR

NI 1-4 HAT U B, 2RE 4 MR T AR AR 14 R AR A 0 4 45R7),
FAFIA AEIEX A ML, EREBEIFPELENR2 ML ).

1. £/ 3x3 S TR R

w ph g — RFI TR, NARERGER . FEREBTEFEE, ‘B AT B E
AT B 1-5 B T BRERHRK— R

B 1-5  xE e ARG



2. 15

AW PR X P T AT P AL T LA G tH BB BR S, Bt 245t BRI o [ 1-6 B
IR SEHE T % B A — A7l

BHREATRHRER

BRERER, FER BKAENER, FED
FLHE B E BT “HOM” 4

B 1-6 % EH&R STHEASR R AE
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APF, BMNELE GDI+ATAFIHFEHGTH: RELEBEHEYTH, T—E4LH
o BA =B, 3T GDI+é) H4bds &, /£ NET Framework 9 SDK ¥ 4 1& % A8 5 4 7 ) 4K.45 .

1.2 1%/ Graphics & 347 B H #4%

f#/ GDI+IH— B ERIE—/ Graphics X%, EHBTEBEERHAT. Graphics
RIROE T TEN 2 B B8 R SO AT i B A 5 ;

F DUFHJ5 ¥R LLIRAFE 24 H) Graphics Xf%: WM& Paint AW EIH e ZHIRE. W&
RAWPIRE . NEBRTIRE, BREMNIE R BE LTI E UM PIRE . XEARRRITIEE
b EBEAEAFROXA, TURBRFREEAXFEM—Frik. flin, mRAEFEK Paint
HFrp g S E A R E 1S, WATLMER e 2803k Graphics X% HE, MABFEHE K
SCHE A LB E RS, W RE T LA & D AR AU Graphics X5, ER TRIETH,
BATVRE I R — IR Graphics X R KT

1.2.1 {#EH PaintEventArgs S#i#J# Graphics X} &

XMER T, FrAXTEERRLLHS BixEENSRE Paint FAAEREC. T A
JBoR T W E AR (10, 200(AARERFLE LLH —AMARKABKTE, KATEKNRER
1B F). K 13(EH).

private PicSourcePaint (Object sender, Windows.Forms.PaintEventArgs e) {
e.Graphics.FillRectangle (new SolidBrush(Color.Red), 10, 20, 13, 7);

}
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FEARALEE BT IUAT, TeAK 3| NET 4o F 69 FH L 245 5.




CHABAN ML WA E VERBI AN RE: AiEH (RS L RTHO R)F—
Ak ig A £ 643t £(PF EventArgs 2 £).

EH ARt A2 L BB ik A BRGEF 4 InitializeComponent 7 3k ¥ )M 5 2F FARRK A .
CAE KPR =R A, So:

this.PicSource.Paint += new
System.Windows.Forms.PaintEventHandler(this.picBackgroundPaint);

¢ B3ty %R 2 Windows.Forms.PaintEventArgs. 2%, NET &3 ¢4F7H NS AR % F £ AR
Wedr 2 RIS KB R AL, EXABIFF, £ANEAT System.Windows.Forms &% %14,
EA L A AR A T4l A F Windows 9 AIARA K, K& ARLFRAT Windows
B AR, ERAS L THE, KA1%A T PaintEventArgs %, ¥ E &4 4T Paint F
P yA3F B4R B #7495 23 45 M (ClipRectangle /&b )F= 4 £ #7484 49 Graphics 2T .

Graphics % #= SolidBrush % 1 System.Drawing 4" & % I8 Z . 4% E HEH —& Hp K,
REERRT AR FogBRELS. BEEsRELTH R, ARBTH T, RINMEA
416, &% (1A Color £ IE#M)EMAIZT SolidBrush xF &, #AEKZLEHNT —AKFH,
F-4# /8 Graphics &+ £.49 FillRectangle 7 ik xt K7 M #ATHR L.

1.2.2 {ERAWOAMEIR Graphics MR

% T 7€ GDI+h AR B EE, RATBAER—MIRkiERE 1 (window) ] RI #EIRAR 77
SXAMIRER R Graphics %1%, B " LB Graphics.FromHwnd J7#(Hwnd &4 “Handle from a
window” )3k, 7ERBIAAE, Graphics.FromHwnd 2 System.Drawing.Graphics.FromHwnd
Frik i R, %S SE AN T A8 — Graphics X%, %X &R A TR E D E
P BT ETGL]. ABRACHE R&E—AN 44 picSource | pictureBox B,

Graphics graph = new Graphics();

graph = Graphics.Fromend(picSource.Handle);
graph.FillRectangle(new SolidBrush (Color.Red), 10, 20, 13, 7);

12.3 ME{EHIE Graphics X%
FMMM@ﬁ&%M*¢%ﬁ%@@*@EGmﬁwﬁ2,ﬁ&%ﬁ%mT%%:

Graphics graph = new Graphics () ;
graph = Graphics.Fromend(picSource.image);
graph.FillRectangle (new SolidBrush(Color.Red), 10, 20, 13, 7):

FE, R AE SR EEKRMEBE T pictureBox B A AT LE#E 3T . W
R EE A2 pictureBox 4 RE LR B 24 2 E R JEPG B1&)m#KE picture-
Box {3 4E R #UT_ R RTLIIE, B S, K ASAE Graphics Pap 38



1.24 K—1MEEHE& LT XS EAHEIE Graphics 35

- RUATHREIM T, LS E TRERE L M XAWKER T, A Graphics.FromHdc
A LRI — N AR AT HE R E ) Graphics W% #H GetHde ik, TTLAMB—4
Graphics Y RIRMBIR A & KA, LTI BITR:

public void FromHdc (PaintEventArgs e) {
// Get handle to device context.
IntPtr hdc = e.Graphics.GetHdc():;
// Create new graphics object using handle to device context.
Graphics newGraphics = Graphics.FromHdc (hdc);
newGraphics. FillRectangle(new SolidBrush (Color.Red), 10, 20, 13, 7);
// Release handle to device context.
e.Graphics.ReleaseHdc (hdc) ;

1.3 RIEHE

FEMTAOENF, RITAHT —E5&ET SolidBrush 3R A& 4 550K B KRR H .
GDI+ A 12 R A FAF R B L B B R QI @ R MR R U A FE N EE, Mﬁ‘ﬁﬁ%T
BFRARGHAAGCENEY, BEEETURREETBHMR.

GDI+AARIEAF . EEMMEA NEERERS R TUARGEZNY—ERMMT
ML HEBERE, B a] DUE R B E 2K Blend B QIR ERBRUAL —KIBE.

THEARFARBRERT 07— EERAS — R EE, HERZEENL LAE
ATALHT —MEENLERRABEANKT.

Graphics graph;
Drawing2D.LinearGradientBrush linGrBrush;

graph = Graphics.FromHwnd (picSource.Handle);

1inGrBrush = new Drawing2D.LinearGradientBrush({

new Point (10, 20), * // Start gradient point.
new Point (23, 27), : // End gradient point.
Color.FromArgb (255, 255, 0, 0), // Red
Color.FromArgb (255, 0, 0, 255)) // Blue

graph.FillRectangle (1inGrBrush, 10, 20, 13, 7);

N R

EFHIRA R E BSR4 Color %44 FromArgb F ik R XX &%, EWRMNAA
2|6y ARHE, GDHHHH —F EURABWAEE L4 LE(red). % Efi(green) B &1
(blue)(BF RGB 18), B4 d474£ % GDI ¥R A; % s5h—MELR o, TELT EBHBEAR.
ARG TH P, BRNFEAEHEHRAT 255 ¢ a i, BHENELFARENG., ok
R 128 89 o fh, B EAFERNEY, BREMBRALEKFH TONELAELELEK



