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Vector2DY S A% HRYIR 5.

- class Vector2D

{

‘ - double x;
ks | doubley;

- double getX()
{

return Xx;

}
double getY()

95X {
AR 4 returny;
}

void setValue(double xx, double yy)

{

X = XX;
Y =YVY,

L}
. }




Vector2D7 S A& HRYIRS.
*E!)
static public void main(String[] args) _
{
Vector2D v; x(1.0)
v = new Vector2D();
VvV - y(2.0)
v.SetValue(1.0, 2.0); "
} P, oid SetValue(double newx, double newy)
Vs GetY { X = Newkx,;
AV RZI R EoT-1%, SetValue | = \ | _ ./
vDSetValue AV ykZ&E-T } '

X, yYMEZ AN TULV =
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Vector2DV TG AD AV ARRA R {EAD LEIRFIZ,
x, YIZIEZ ANT=ULy (#)E{ELT=0Y)

$

AV ARNTOZ2D F|F
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/ Do5A%B (GIHIOE 51841, 518208 51842, ..)
{

BEDOA)YRET /IR RZ Lk

BiLY, RYEniE |

ENGWIEITEE

[Vector2DZ A TH AV AT 541]

Vector2D (double xx, double yy)
{

X = XX;
Y =VYY;
}
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static public void main(String[] args)
{

Vector2D v;

v = new Vector2D(1.0, 2.0);

}
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» ELVA

Vector2D v;
v = new Vector2D(1.0, 2.0);

Dnew TA U REFVAMNTES vV -

QREINTINBEIKT, /
ST AVREVAD

AV ARSI VANEERIC -

RITSND

AE1) \

Vector2D (double xx, double yy)

{
\x=xx;

x(1.0)

}
Vector2D
GetX

GetY

SetValue
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AV ARSI V37{EH>T, x=1.0, y=2.0MD
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class Vector2D

{ class Vector2D
double x; {
double y; double x;

} double y;

BIMAL, MHLAELNIYRFSHEA ‘
BEISHELR TS

=T I+IbaVRANSH4E }
EIEENS
SEIXINDHoT=M5 v =new Vector2D();ES5ETEIT7-
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« TAOSSTMNYISRIZAVAINSHAEZELE..

;:Iass Vector2D class Vector2D
double x; { double x:
double y; TI2AIWAZVRARTIF ble .
R YIEY (RAXQ AT ’
‘ Vector2D(double xx, double yy)
{
X = XX;
Y =YY,
Vector2D(double xx, double yy) ) }

{
X = XX; T4 IRAV RSNSOI ELEEST=D T

V= VY v = new Vector2D(1.0, 2.0); //OK
} v = new Vector2D(); //NG
} LIEHDTER
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v = new Vector2D(1.0, 2.0); MADEZAZFFEZSHELIZLIE-L\OTHNIL,
v = new Vector2D(): JRSS5vB8TT 4L ANSOAEZEINTHEL

class Vector2D

{

double x;
double y;

" Vector2D()
{

|}

Vector2D(double xx, double yy)
{

X = XX;
Y =VY;
)
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class Vector2D

il.jH'/t

{
double x;
double y;
" Vector2D()
o
> —_t - }
FKRLHERBLEAHID
AYIEM20H B \’ Vector2D(double xx, double yy)
{
= (AYYED) A —/\—a—F X = XX;
(ZEER) LMEIEND Y =Vy;
)

}
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v = new Vector2D(1.0, 2.0);
v = new Vector2D();

class Vector2D

{
I5AXIZ double x;
BRICAFID AV double y;
NEELTE,
BIHDE, #h5, " Vector2D()
XLz AR D {
BHEIRIZEFEIEN S
)
" Vector2D(double xx, double yy)
{
X = XX;
Y =YY,
)

dl
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class Circle {
WebZE 2 THHI: intx, y;
int radius;
/] 5|8 &I R THEE: " void setCoordinate() {
//EEFR(0,0) FE1DAET S x = 0;
a.setCoordinates(); 51MVELY e y=0;
radius = 1;
/| EERERHRDHEZS: )
//EEAE(5,4) FFE1DHET S " void setCoordinate(int a, int b) {
b.setCoordinates(5, 4); intE! M 5|%k2D X = a;
=1 y=b;
/| EEEEHREFETEZS: radius = 1;
[/EERE(2,3) FFE2DHET S )

c.setCoordinates(2, 3, 2); intE M 5|£43D void setCoordinate(int a, int b, int r) {

\ X=a,
y=b;
radius =r;

}

A

——
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Vector2D.setValue AV R Z{ERE &

EITHER: public class VectorOverload

v=(1.0, 2.0) {

v=(3.0, 3.0) static public void main(String[] args)
v=(4.0, 5.0) {

Vector2D v;
v =new v(1.0, 2.0);
System.out.printIn("v=(" + v.getX() + ", " + v.getY() + ")");

v.setValue(3.0); //setValue X YR CEIE M MEDHZEIZIL,
//x, yeZDEIHDIEET S

System.out.printIn("v=(" + v.getX() + ", " + v.getY() + ")");
v.setValue(4.0, 5.0);
System.out.printIn("v=(" + v.getX() + ", " + v.getY() + ")");
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/ Sphere 25X

FTIREBELE=NERE I BICIF,
MIRIZE TR EFEINEIDT

A—N\—O—F&FE->TENEND
WMIBAEERTHENTES

‘ / CubeV5X

Ray75 2R e
/ Plane7<5X
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A—nN—O—FZzEHLENgE

class Ray
| Vector3D Intersect(#{K o) //RYUIE : ERLI=LLE
{ if (0.Type == Plane)
{ R ETFEOEREGE
ilse if (0.Type == Box)
{ LR ERADERETE
ilse if (0.Type == Sphere)
i JERREBRD R DERGE

}
}
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A —N\—O—F&FE-o71-1545

class Ray

{

}

Vector3D Intersect(Plane p) //RY1E : ErZEL={i &
{

IIRRETEDEZEEE
}

Vector3D Intersect(Box b) //RYIE : BZELI-{&E
{

L IRERREMADEEE
}

Vector3D Intersect(Sphere s) //RYIE : L= E
{

L IIEEREBRDERETE
}
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XNA 4.0CMDRayI T A (CHZH W TIE AR Y [FRaytEE R EME )

TDIntersects AV wRERBAE LU

] Ray.Intersects ...

BE O E VREEE AWERE O /\151h~

Learn Downloads Support  Community

Signin | H&

Ray.Intersects Method

MSDN Library Other Versions =

Development Toels and Languages

XMNA Game Studio

XMA Game Studio 4.0 Refresh

XMA Framework Class Library Reference

Microsoft.Xna.Framework

Ray Structure

Ray Methods

Intersects Method

Intersects Method (BoundingBox)
Intersects Method (BoundingBox, Nullabl
Intersects Method (BoundingFrustum)
Intersects Method (BoundingSphere)

4 Overload List
Name
Ray.Intersects (BoundingBox)
Ray.Intersects (BoundingBox, Mullable<Single>)

Ray.Intersects (BoundingFrustum)

Intersects Method (BoundingSphere, Null Ray.Intersects (BoundingSphere)
Intersects Method (Plane)
Intersects Method (Plane, Nullable<Single Ray.Intersects (BoundingSphere, Nullable<Singles)

Community Content Ray.Intersects (Plane)

Add code samples and tips to Ray.Intersects (Plane, Nullable<Single>)
enhance this topic.
vore..| 4 See Also
L

=Zmsdn

Checks whether the Ray intersects a speaified plane or bounding volume.

Description

Checks whether the Ray intersects a specified BoundingBox.
Checks whether the current Ray intersects a BoundingBox.
Checks whether the Ray intersects a specified BoundingFrustum.
Checks whether the Ray intersects a specified BoundingSphere,
Checks whether the current Ray intersects a BoundingSphera.
Determines whether this Ray intersects a specified Plane.

Determines whether this Ray intersects a specified Plane.

http://msdn.microsoft.com/en-us/library/microsoft.xna.framework.ray.intersects.aspx



http://msdn.microsoft.com/en-us/library/microsoft.xna.framework.ray.intersects.aspx
http://msdn.microsoft.com/en-us/library/microsoft.xna.framework.ray.intersects.aspx
http://msdn.microsoft.com/en-us/library/microsoft.xna.framework.ray.intersects.aspx
http://msdn.microsoft.com/en-us/library/microsoft.xna.framework.ray.intersects.aspx
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Vector2D v1, v2;
vl = new Vector2D(1.0, 2.0);
v2 = new Vector2D(3.0, 4.0);

N

Y &

Vector2D
GetX

GetY

SetValue

N

Ve

" Vector2D |
GetX

GetY

SetValue

Vector2D (double xx, double yy)

this.x = xx; //this(v1)DxIZxxZ X A
this.y = yy;//this(v1)DylZyyZ{X A
}

Vector2D (double xx, double yy)

{
this.x = xx; //this(v2)DxIZxxZ{E A
this.y = yy; //this(v2) DylZyyZF LA
}
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Vector2D v1, v2;
vl = new Vector2D(1.0, 2.0);
v2 = new Vector2D(3.0, 4.0);

vl1—

V2 -

y

Vector2D
GetX

GetY

SetValue

y

| Vector2D |
GetX

GetY

SetValue

Vector2D (double x, double y)
{
this.x = x; //this(v1)DxIZxZ LA
this.y = y;//this(v1)DylZyZ{X A
}

518 L, BiEAZRICICLTE
thisz AL\NIXEBLDx, yh
XA TES1=6, CDO L%
EEAHHEEEIC
Vector2D (double x, double y)
{
this.x = x; //this(v2) DxIZxZ{E A
this.y = y; //this(v2) DylZyZ X A
}
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Vector2D v1, v2;
vl = new Vector2D(1.0, 2.0);
v2 = new Vector2D(3.0, 4.0);

vl1—

V2 -

y

Vector2D
GetX

GetY

SetValue

y

| Vector2D |
GetX

GetY

SetValue

Vector2D (double x, double y)
{

X =X;
Y=Y,
}

BEDx, yh,
5|18 Dx, yhH
XA TELELD TINIEING

Vector2D (double x, double y)
{

X = X;

Y=Y,
}

X



