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Gamelib.Animation
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namespace Gamelib.Animation

* Class sine
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SpriteAnimation

* dayansaaiulu class davsalili
— Talidaas spritesheet
— neaLAMALNALAnDNLEM Spritesheet
Pazinlluansnaluntinae
& & - =
— gandilan (hot spot) = anaudnarsaasninnaanlin

— dayadnazdasinninau spritesheet dawinliuansnavzaly



SpriteAnimation
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SpriteAnimation

* a3 SpriteAnimation saannds
var standAnimation = new SpriteAnimation(
‘marisad.png’,
new Rectangle(0,0,64,64),

new Vector2(32,63),
SpriteEffect.None);
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Animation.Render(Renderer renderer);

* Class Renderer azifiudayaninendasiunisuansnatanld
— SpriteBatch
— Matrix aasn1s transform 2 &5 (7 418341)
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— TranslationAnimation
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— TimeShiftAnimation

— TimeDilationAnimation
— MultiframeAnimation
— LoopAnimation
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TranslationAnimation

e Tinmumsuuids (0,0) luy
* annAIsaInIsuanina “stand” ludlealian hotspot
letifian (100, 100)
* Tviass
animationl =

new TranslationAnimation(
stand, < an

new Vector2(100,100)); < nisaan
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RotationAnimation

* lddmiuntsvyu sprite sau hotspot aasdu

animation2 = new TranslationAnimation(

new RotationAnimation(
standAnimation, < an

Math.PI / 4), € suivauiivisaiusinay
new Vector2(100, 100));
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TintAnimation

* ANIRIDININAREANNUUA
animation3 = new TranslationAnimation(

new TintAnimation(
standAnimation, < an

Color.Red), < #
new Vector2(100, 100));



TintAnimation




LayeredAnimation
*  ANERUAUNANE"T T

var walkl = new SpriteAnimation(
@"texture\marisa00.png",
new Rectangle(64, 64, 64, 64),
new Vector2(32, 63));

var walk2 = new SpriteAnimation(
@"texture\marisa@o.png",
new Rectangle(128, 64, 64, 64),
new Vector2(32, 63));

var walk3 = new SpriteAnimation(
@"texture\marisa0o.png",
new Rectangle(192, 64, 64, 64),
new Vector2(32, 63));
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LayeredAnimation

layeredAnimation = new LayeredAnimation();
layeredAnimation.AddAnimation(
new TranslationAnimation(
walkl,
new Vector2(100, 100)));
layeredAnimation.AddAnimation(
new TranslationAnimation(
walk2,
new Vector2(120, 100)));
layeredAnimation.AddAnimation(
new TranslationAnimation(
walk3,
new Vector2(140, 100)));
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MultiframeAnimation

* ldafre animation ndsznausae “wsn” (Nwliautiann) gn
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var multiframeAnimation = new
MultiframeAnimation();

multiframeAnimation.Add(walkl, 200); € guazanuen
multiframeAnimation.Add(walk2, 200);

multiframeAnimation.Add(walk3, 200);
multiframeAnimation.Add(walk2, 200);
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MultiframeAnimation
* NALAAINA WTAIANTad renderer nausae

renderer.Time =
gameTime.TotalGameTime.TotalMilliseconds;

spriteBatch.Begin();

multiframeAnimation.Render(renderer);
spriteBatch.End();

* mmanaas renderer wuuiazniliinantviungutaanuam

* pruatunmaas natindeiuaslsfldnusasnis
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LoopAnimation

* y1ln1sugasena animation deunauluGudulng

Hanainsumu (period)

var walkAnimation =

new LoopAnimation(
multiframeAnimation, € an

800); € mw
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TimeShiftAnimation

e i lrnanizudu animation waauaanly

var timeShiftAnimation = new
TimeShiftAnimation(

walkAnimation, < an
100); € mudau



TimeShiftAnimation
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TimeDilationAnimation
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var timeDilationAnimation = new
TimeDilationAnimation(
walkAnimation, € an

2); € wnandauiuh
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StatefulAnimation
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StatefulAnimation

* &34
var statefulAnimation =

StatefulAnimation();

statefulAnimation.Set(
"stand", € Faaoius

standAnimation); € animation aassaiusiiu
statefulAnimation.Set(
llwalkll s

walkAnimation);



StatefulAnimation

StatefulAnimation

walk

QpAmmann w1 800 nilng

MultiframeAnimation

\
g °

walk1 waIk2 walk3 walk2

SpriteAnimation

w1 200 uidog 1w 200 uidog 1w 200 uidog w1 200 uidog



StatefulAnimation

* AUUAANIUTIAqITY

statefulAnimation.CurrentStateName "walk";

=
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statefulAnimation.CurrentStateName = "stand";



