SFML Namespace

[Missing <summary> documentation for "N:SFML"]

4 Classes
Class Description
% LoadingFailedException Exception thrown by SFML
whenever loading a resource
fails
% ObjectBase The ObjectBase class is an

abstract base for every SFML
object. It's meant for internal
use only



SFML.Net

LoadingFailedException Class

Exception thrown by SFML whenever loading a resource fails

«Inheritance Hierarchy

SystemObject SystemException
SFMLLoadingFailedException

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

[SerializableAttribute]
public class LoadingFailedException : Exception

The LoadingFailedException type exposes the following members.

4 Constructors

Name Description

v LoadingFailedException Default
constructor
(unknown
error)

v LoadingFailedException(String) Failure to
load a
resource
from



memory

v LoadingFailedException(SerializationIinfo, Initialize an
StreamingContext) instance of
the
exception
with
serialized
data
v LoadingFailedException(String, Failure to
Exception) load a
resource
from
memory
v LoadingFailedException(String, String) Failure to
load a
resource
from a file
v LoadingFailedException(String, String, Failure to
Exception) load a
resource
from a file
Top
« Methods
Name Description
v Equals Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

7Y Finalize Allows an Object to attempt to



Top

GetBaseException

GetHashCode

GetObjectData

GetType

MemberwiseClone

ToString

free resources and perform other
cleanup operations before the
Object is reclaimed by garbage
collection.

(Inherited from Object.)

When overridden in a derived
class, returns the Exception that
is the root cause of one or more
subsequent exceptions.
(Inherited from Exception.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

When overridden in a derived
class, sets the Serializationinfo
with information about the
exception.

(Inherited from Exception.)

Gets the runtime type of the
current instance.
(Inherited from Exception.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Creates and returns a string
representation of the current
exception.

(Inherited from Exception.)



« Properties

Name

Data

HelpLink

HResult

InnerException

Message

Source

StackTrace

TargetSite

Description

Gets a collection of key/value pairs
that provide additional user-defined
information about the exception.
(Inherited from Exception.)

Gets or sets a link to the help file
associated with this exception.
(Inherited from Exception.)

Gets or sets HRESULT, a coded
numerical value that is assigned to a
specific exception.

(Inherited from Exception.)

Gets the Exception instance that
caused the current exception.
(Inherited from Exception.)

Gets a message that describes the
current exception.
(Inherited from Exception.)

Gets or sets the name of the
application or the object that causes
the error.

(Inherited from Exception.)

Gets a string representation of the
frames on the call stack at the time
the current exception was thrown.
(Inherited from Exception.)

Gets the method that throws the



current exception.
(Inherited from Exception.)

Top

«See Also

Reference
SFML Namespace
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LoadingFailedException
Constructor

4« Overload List

Name
v LoadingFailedException
v LoadingFailedException(String)

LoadingFailedException(SerializationInfo,
StreamingContext)

v LoadingFailedException(String,
Exception)

v LoadingFailedException(String, String)

Description

Default
constructor
(unknown
error)

Failure to
load a
resource
from
memory

Initialize an
instance of
the
exception
with
serialized
data

Failure to
load a
resource
from
memory

Failure to



load a
resource
from a file

LoadingFailedException(String, String, Failure to

Exception) load a
resource
from a file

Top
«See Also
Reference

LoadingFailedException Class
SFML Namespace



SFML.Net

LoadingFailedException
Constructor

Default constructor (unknown error)

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public LoadingFailedException() W

«See Also

Reference
LoadingFailedException Class
LoadingFailedException Overload
SFML Namespace



SFML.Net

LoadingFailedException
Constructor (String)

Failure to load a resource from memory

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public LoadingFailedException(
string resourceName
)

Parameters

resourceName
Type: SystemString
Name of the resource

«See Also

Reference
LoadingFailedException Class
LoadingFailedException Overload
SFML Namespace
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LoadingFailedException
Constructor (SerializationInfo,
StreamingContext)

Initialize an instance of the exception with serialized data

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public LoadingFailedException(
SerializationInfo info,
StreamingContext context

)

Parameters

info
Type: System.Runtime.SerializationSerializationInfo
Serialized data

context

Type: System.Runtime.SerializationStreamingContext
Contextual informations

«See Also

Reference
LoadingFailedException Class
LoadingFailedException Overload



SFML Namespace




SFML.Net

LoadingFailedException
Constructor (String, Exception)

Failure to load a resource from memory

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public LoadingFailedException(
string resourceName,
Exception innerException

)

Parameters

resourceName
Type: SystemString
Name of the resource
innerException
Type: SystemException
Exception which is the cause ofthe current exception

«See Also

Reference
LoadingFailedException Class
LoadingFailedException Overload
SFML Namespace



SFML.Net

LoadingFailedException
Constructor (String, String)

Failure to load a resource from a file

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public LoadingFailedException(
string resourceName,
string filename

)

Parameters

resourceName
Type: SystemString
Name of the resource
filename
Type: SystemString
Path of the file

«See Also

Reference
LoadingFailedException Class
LoadingFailedException Overload
SFML Namespace
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LoadingFailedException
Constructor (String, String,
Exception)

Failure to load a resource from a file

Namespace: SFML
Assembly: sfminet-window-2 (in sfmlnet-window-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public LoadingFailedException(
string resourceName,
string filename,
Exception innerException

)

Parameters

resourceName
Type: SystemString
Name of the resource
filename
Type: SystemString
Path of the file
innerException
Type: SystemException
Exception which is the cause ofthe current exception

«See Also



Reference
LoadingFailedException Class
LoadingFailedException Overload
SFML Namespace



LoadingFailedException Methods

The LoadingFailedException type exposes the following members.

4« Methods
Name
v Equals
By Finalize
v GetBaseException
v GetHashCode
v GetObjectData

Description

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Allows an Object to attempt to
free resources and perform other
cleanup operations before the
Obiject is reclaimed by garbage
collection.

(Inherited from Object.)

When overridden in a derived
class, returns the Exception that
is the root cause of one or more
subsequent exceptions.
(Inherited from Exception.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

When overridden in a derived
class, sets the Serializationinfo
with information about the
exception.



GetType

7 MemberwiseClone

ToString

Top

«See Also

Reference
LoadingFailedException Class
SFML Namespace

(Inherited from Exception.)

Gets the runtime type of the
current instance.
(Inherited from Exception.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Creates and returns a string
representation of the current
exception.

(Inherited from Exception.)



SFML.Net

LoadingFailedException Properties

The LoadingFailedException type exposes the following members.

« Properties

Name

Data

HelpLink

HResult

InnerException

Message

Source

Description

Gets a collection of key/value pairs
that provide additional user-defined
information about the exception.
(Inherited from Exception.)

Gets or sets a link to the help file
associated with this exception.
(Inherited from Exception.)

Gets or sets HRESULT, a coded
numerical value that is assigned to a
specific exception.

(Inherited from Exception.)

Gets the Exception instance that
caused the current exception.
(Inherited from Exception.)

Gets a message that describes the
current exception.
(Inherited from Exception.)

Gets or sets the name of the
application or the object that causes
the error.

(Inherited from Exception.)



= StackTrace

= TargetSite

Top

«See Also

Reference

LoadingFailedException Class
SFML Namespace

Gets a string representation of the
frames on the call stack at the time
the current exception was thrown.
(Inherited from Exception.)

Gets the method that throws the
current exception.
(Inherited from Exception.)
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ObjectBase Class

The ObjectBase class is an abstract base for every SFML object. It's
meant for internal use only

«Inheritance Hierarchy

SystemObject SFMLObjectBase
More...

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public abstract class ObjectBase : IDisposable

The ObjectBase type exposes the following members.

4 Constructors

Name Description

ObjectBase Construct the object from a pointer to the
C library object

Top
« Methods

Name Description



By Destroy

v Dispose
v Equals
A Finalize
v GetHashCode
v GetType
i MemberwiseClone
v ToString
Top

« Properties

Name

Destroy the object
(implementation is left to each
derived class)

Explicitely dispose the object

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Overrides ObjectFinalize.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Returns a String that represents
the current Object.
(Inherited from Object.)

Description

= CPointer Access to the internal pointer of the object.
For internal use only



Top

«See Also

Reference
SFML Namespace

«Inheritance Hierarchy

SystemObject
SFMLODbjectBase

SFML.AudioMusic
SFML.AudioSound
SFML.AudioSoundBuffer
SFML.AudioSoundRecorder
SFML.AudioSoundStream
SFML.GraphicsFont
SFML.Graphicsimage
SFML.GraphicsRenderTexture
SFML.GraphicsShader
SFML.GraphicsTexture
SFML.GraphicsTransformable
SFML.GraphicsVertexArray
SFML.GraphicsView
SFML.SystemClock
SFML.WindowWindow



SFML.Net

ObjectBase Constructor

Construct the object from a pointer to the C library object

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public ObjectBase(
IntPtr cPointer
)

Parameters

cPointer
Type: SystemintPtr
Internal pointer to the object in the C libraries

«See Also

Reference
ObjectBase Class
SFML Namespace



ObjectBase Methods

The ObjectBase type exposes the following members.

« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

ToString

Description

Destroy the object
(implementation is left to each
derived class)

Explicitely dispose the object

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Overrides ObjectFinalize.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Returns a String that represents



Top

«See Also

Reference
ObjectBase Class
SFML Namespace

the current Object.
(Inherited from Object.)



ObjectBaseDestroy Method

Destroy the object (implementation is left to each derived class)

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected abstract void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call?

«See Also

Reference
ObjectBase Class
SFML Namespace



ObjectBaseDispose Method

Explicitely dispose the object

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Dispose() W

Implements
IDisposableDispose

«See Also

Reference
ObjectBase Class
SFML Namespace



ObjectBaseFinalize Method

Dispose the object

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void Finalize() W

«See Also

Reference
ObjectBase Class
SFML Namespace
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ObjectBase Properties

The ObjectBase type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the object.
For internal use only

Top

«See Also

Reference
ObjectBase Class
SFML Namespace



ObjectBaseCPointer Property

Access to the internal pointer of the object. For internal use only

Namespace: SFML
Assembly: sfminet-system-2 (in sfmlnet-system-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public IntPtr CPointer { get; protected set; } W

Property Value
Type: IntPtr

«See Also

Reference
ObjectBase Class
SFML Namespace



SFML.Audio Namespace

[Missing <summary> documentation for "N:SFML.Audio"]

4 Classes
Class Description

= Listener The audio listener is the point in
the scene from where all the
sounds are heard

% Music Streamed music played from an
audio file

% Sound Regular sound that can be
played in the audio environment

= SoundBuffer Storage for audio samples
defining a sound

% SoundBufferRecorder Specialized SoundRecorder
which saves the captured audio
data into a sound buffer

% SoundRecorder Base class intended for
capturing sound data

% SoundStream Abstract base class for

streamed audio sources

« Enumerations

Enumeration Description



SoundStatus

Enumeration of all possible sound
states



SFML.Net

Listener Class

The audio listener is the point in the scene from where all the sounds
are heard

«Inheritance Hierarchy

SystemObject SFML.AudioListener

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public class Listener W

The Listener type exposes the following members.

4 Constructors

Name  Description

Listener Initializes a new instance of the Listener class

Top
« Methods
Name Description
v Equals Determines whether the specified

Object is equal to the current



7 Finalize
v GetHashCode
v GetType
7 MemberwiseClone
v ToString
Top

« Properties

Name

s Direction

Object.
(Inherited from Object.)

Allows an Object to attempt to
free resources and perform other
cleanup operations before the
Object is reclaimed by garbage
collection.

(Inherited from Object.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Returns a String that represents
the current Object.
(Inherited from Object.)

Description

The direction (also called "at vector") is

the vector pointing forward from the
listener's perspective. Together with the
up vector, it defines the 3D orientation
of the listener in the scene. The
direction vector doesn't have to be



s GlobalVolume
s Position

s UpVector

Top

«See Also
Reference

SFML.Audio Namespace

normalized. The default listener's
direction is (0, 0, -1).

The volume is a number between 0 and
100; it is combined with the individual
volume of each sound / music. The
default value for the volume is 100
(maximum).

3D position of the listener (default is (0,
0, 0))

The up vector is the vector that points
upward from the listener's perspective.
Together with the direction, it defines
the 3D orientation of the listener in the
scene. The up vector doesn't have to be
normalized. The default listener's up
vector is (0, 1, 0). It is usually not
necessary to change it, especially in 2D
scenarios.



SFML.Net

Listener Constructor

Initializes a new instance of the Listener class

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public Listener() W
.« See Also
Reference

Listener Class
SFML.Audio Namespace
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Listener Methods

The Listener type exposes the following members.

« Methods
Name
v Equals
3 Finalize
v GetHashCode
v GetType
3 MemberwiseClone
v ToString

Description

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Allows an Object to attempt to
free resources and perform other
cleanup operations before the
Obiject is reclaimed by garbage
collection.

(Inherited from Object.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Returns a String that represents
the current Object.
(Inherited from Object.)



Top

«See Also

Reference
Listener Class
SFML.Audio Namespace
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Listener Properties

The Listener type exposes the following members.

« Properties

s

s

s

s

Name

Direction

GlobalVolume

Position

UpVector

Description

The direction (also called "at vector") is
the vector pointing forward from the
listener's perspective. Together with the
up vector, it defines the 3D orientation
of the listener in the scene. The
direction vector doesn't have to be
normalized. The default listener's
direction is (0, 0, -1).

The volume is a number between 0 and
100; it is combined with the individual
volume of each sound / music. The
default value for the volume is 100
(maximum).

3D position of the listener (default is (0,
0, 0))

The up vector is the vector that points
upward from the listener's perspective.
Together with the direction, it defines
the 3D orientation of the listener in the
scene. The up vector doesn't have to be
normalized. The default listener's up
vector is (0, 1, 0). It is usually not
necessary to change it, especially in 2D



Top

«See Also

Reference
Listener Class
SFML.Audio Namespace

scenarios.



ListenerDirection Property

The direction (also called "at vector") is the vector pointing forward
from the listener's perspective. Together with the up vector, it defines
the 3D orientation of the listener in the scene. The direction vector
doesn't have to be normalized. The default listener's direction is (0, O,
-1).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static Vector3f Direction { get; set; }

Property Value
Type: Vector3f

«See Also

Reference
Listener Class
SFML.Audio Namespace



ListenerGlobalVolume Property

The volume is a number between 0 and 100; it is combined with the
individual volume of each sound / music. The default value for the
volume is 100 (maximum).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static float GlobalVolume { get; set; }

Property Value
Type: Single

«See Also

Reference
Listener Class
SFML.Audio Namespace
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ListenerPosition Property

3D position of the listener (default is (0, 0, 0))

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static Vector3f Position { get; set; } W

Property Value
Type: Vector3f

«See Also

Reference
Listener Class
SFML.Audio Namespace



ListenerUpVector Property

The up vector is the vector that points upward from the listener's
perspective. Together with the direction, it defines the 3D orientation of
the listener in the scene. The up vector doesn't have to be normalized.
The default listener's up vector is (0, 1, 0). It is usually not necessary to
change it, especially in 2D scenarios.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static Vector3f UpVector { get; set; }

Property Value
Type: Vector3f

«See Also

Reference
Listener Class
SFML.Audio Namespace
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Music Class

Streamed music played from an audio file

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioMusic

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public class Music : ObjectBase W

The Music type exposes the following members.

4 Constructors

Name Description
v Music(Byte) Constructs a music from an audio file in
memory

Music(Stream) Constructs a music from a custom
stream

v Music(String)  Constructs a music from an audio file

Top



« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

Pause

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Pause the audio stream. This
function pauses the stream if it
was playing, otherwise (stream
already paused or stopped) it has
no effect.



v Play

v Stop
v ToString
Top

« Properties

Name

= Attenuation

Start or resume playing the audio
stream. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
stream is played.

Stop playing the audio stream.
This function stops the stream if it
was playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike Pause()).

Provide a string describing the
object
(Overrides ObjectToString.)

Description

Attenuation factor of the music. The
attenuation is a multiplicative factor
which makes the music more or
less loud according to its distance
from the listener. An attenuation of
O will produce a non-attenuated
sound, i.e. its volume will always be
the same whether it is heard from
near or from far. On the other hand,
an attenuation value such as 100



ChannelCount

CPointer

Duration

Loop

MinDistance

Pitch

will make the sound fade out very
quickly as it gets further from the
listener. The default value of the
attenuation is 1.

Number of channels (1 = mono, 2 =
stereo)

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Total duration of the music

Flag if the music should loop after
reaching the end. If set, the music
will restart from beginning after
reaching the end and so on, until it
is stopped or Loop = false is set.
The default looping state for music
is false.

Minimum distance of the music.
The "minimum distance" of a sound
is the maximum distance at which it
Is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the music. The pitch
represents the perceived
fundamental frequency of a sound;
thus you can make a sound more



PlayingOffset

Position

RelativeToListener

SampleRate

Status

acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.

Current playing position of the
music. The playing position can be
changed when the music is either
paused or playing.

3D position of the music in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a sound is (0, 0, 0).

Make the music's position relative
to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played
the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Sample rate of the music. The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Current status of the music (see
SoundStatus enum)



Volume

Top

«See Also

Reference
SFML.Audio Namespace

Volume of the music. The volume is
a value between 0 (mute) and 100
(full volume). The default value for
the volume is 100.



Music Constructor

4« Overload List

Name Description
v Music(Byte) Constructs a music from an audio file in
memory

Music(Stream) Constructs a music from a custom

stream
v Music(String)  Constructs a music from an audio file
Top
.« See Also
Reference
Music Class

SFML.Audio Namespace



SFML.Net

Music Constructor (Byte)

Constructs a music from an audio file in memory

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Music(
byte[] bytes
)

Parameters

bytes
Type: SystemByte
Byte array containing the file contents

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Music Class

Music Overload
SFML.Audio Namespace
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Music Constructor (Stream)

Constructs a music from a custom stream

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Music(
Stream stream
)

Parameters

stream
Type: System.lOStream
Source stream to read from

«See Also

Reference

Music Class

Music Overload
SFML.Audio Namespace
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Music Constructor (String)

Constructs a music from an audio file

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Music(
string filename
)

Parameters

filename
Type: SystemString
Path of the music file to open

«See Also

Reference

Music Class

Music Overload
SFML.Audio Namespace



Music Methods

The Music type exposes the following members.

« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)



Pause

Play

Stop

ToString

Top

«See Also

Reference
Music Class
SFML.Audio Namespace

Pause the audio stream. This
function pauses the stream if it
was playing, otherwise (stream
already paused or stopped) it has
no effect.

Start or resume playing the audio
stream. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
stream is played.

Stop playing the audio stream.
This function stops the stream if it
was playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike Pause()).

Provide a string describing the
object
(Overrides ObjectToString.)



MusicDestroy Method

Handle the destruction of the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
Music Class
SFML.Audio Namespace
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MusicPause Method

Pause the audio stream. This function pauses the stream if it was
playing, otherwise (stream already paused or stopped) it has no effect.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Pause() W

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicPlay Method

Start or resume playing the audio stream. This function starts the
stream if it was stopped, resumes it if it was paused, and restarts it
from beginning if it was it already playing. This function uses its own
thread so that it doesn't block the rest of the program while the stream
is played.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Play()

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicStop Method

Stop playing the audio stream. This function stops the stream if it was
playing or paused, and does nothing if it was already stopped. It also
resets the playing position (unlike Pause()).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Stop() W

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicToString Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
Music Class
SFML.Audio Namespace
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Music Properties

The Music type exposes the following members.

« Properties

Name Description

= Attenuation Attenuation factor of the music. The
attenuation is a multiplicative factor
which makes the music more or
less loud according to its distance
from the listener. An attenuation of
O will produce a non-attenuated
sound, i.e. its volume will always be
the same whether it is heard from
near or from far. On the other hand,
an attenuation value such as 100
will make the sound fade out very
quickly as it gets further from the
listener. The default value of the
attenuation is 1.

= ChannelCount Number of channels (1 = mono, 2 =
stereo)
= CPointer Access to the internal pointer of the

object. For internal use only
(Inherited from ObjectBase.)

= Duration Total duration of the music

= Loop Flag if the music should loop after
reaching the end. If set, the music



MinDistance

Pitch

PlayingOffset

Position

will restart from beginning after
reaching the end and so on, until it
Is stopped or Loop = false is set.
The default looping state for music
is false.

Minimum distance of the music.
The "minimum distance" of a sound
is the maximum distance at which it
is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the music. The pitch
represents the perceived
fundamental frequency of a sound;
thus you can make a sound more
acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.

Current playing position of the
music. The playing position can be
changed when the music is either
paused or playing.

3D position of the music in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a sound is (0, 0, 0).



= RelativeToListener Make the music's position relative

= SampleRate
= Status

= Volume

Top

«See Also
Reference

Music Class

SFML.Audio Namespace

to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played
the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Sample rate of the music. The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Current status of the music (see
SoundStatus enum)

Volume of the music. The volume is
a value between 0 (mute) and 100
(full volume). The default value for
the volume is 100.



MusicAttenuation Property

Attenuation factor of the music. The attenuation is a multiplicative
factor which makes the music more or less loud according to its
distance from the listener. An attenuation of O will produce a non-
attenuated sound, i.e. its volume will always be the same whether it is
heard from near or from far. On the other hand, an attenuation value
such as 100 will make the sound fade out very quickly as it gets further
from the listener. The default value of the attenuation is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Attenuation { get; set; }

Property Value
Type: Single

«See Also

Reference
Music Class
SFML.Audio Namespace
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MusicChannelCount Property

Number of channels (1 = mono, 2 = stereo)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint ChannelCount { get; } W

Property Value
Type: Ulnt32

«See Also

Reference
Music Class
SFML.Audio Namespace
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MusicDuration Property

Total duration of the music

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Time Duration { get; } W

Property Value
Type: Time

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicLoop Property

Flag if the music should loop after reaching the end. If set, the music
will restart from beginning after reaching the end and so on, until it is
stopped or Loop = false is set. The default looping state for music is
false.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Loop { get; set; }

Property Value
Type: Boolean

«See Also

Reference
Music Class
SFML.Audio Namespace
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MusicMinDistance Property

Minimum distance of the music. The "minimum distance" of a sound is
the maximum distance at which it is heard at its maximum volume.
Further than the minimum distance, it will start to fade out according to
its attenuation factor. A value of 0 ("inside the head of the listener") is
an invalid value and is forbidden. The default value of the minimum
distance is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float MinDistance { get; set; }

Property Value
Type: Single

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicPitch Property

Pitch of the music. The pitch represents the perceived fundamental
frequency of a sound; thus you can make a sound more acute or grave
by changing its pitch. A side effect of changing the pitch is to modify
the playing speed of the sound as well. The default value for the pitch
is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Pitch { get; set; }

Property Value
Type: Single

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicPlayingOffset Property

Current playing position of the music. The playing position can be
changed when the music is either paused or playing.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Time PlayingOffset { get; set; } W

Property Value
Type: Time

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicPosition Property

3D position of the music in the audio scene. Only sounds with one
channel (mono sounds) can be spatialized. The default position of a
sound is (0, O, 0).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Vector3f Position { get; set; } W

Property Value
Type: Vector3f

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicRelativeToListener Property

Make the music's position relative to the listener or absolute. Making a
sound relative to the listener will ensure that it will always be played
the same way regardless the position of the listener. This can be useful
for non-spatialized sounds, sounds that are produced by the listener, or
sounds attached to it. The default value is false (position is absolute).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool RelativeTolListener { get; set; }

Property Value
Type: Boolean

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicSampleRate Property

Sample rate of the music. The sample rate is the number of audio
samples played per second. The higher, the better the quality.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint SampleRate { get; }

Property Value
Type: Ulnt32

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicStatus Property

Current status of the music (see SoundStatus enum)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundStatus Status { get; } W

Property Value
Type: SoundStatus

«See Also

Reference
Music Class
SFML.Audio Namespace



MusicVolume Property

Volume of the music. The volume is a value between 0 (mute) and 100
(full volume). The default value for the volume is 100.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Volume { get; set; } W

Property Value
Type: Single

«See Also

Reference
Music Class
SFML.Audio Namespace
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Sound Class

Regular sound that can be played in the audio environment

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioSound

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public class Sound : ObjectBase W

The Sound type exposes the following members.

4 Constructors

Name Description
v Sound Default constructor (invalid
sound)
v Sound(Sound) Construct the sound from another
source
v Sound(SoundBuffer) Construct the sound with a buffer

Top



« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

Pause

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Pause the sound. This function
pauses the sound if it was playing,
otherwise (sound already paused
or stopped) it has no effect.



Play
v Stop
v ToString

Top

« Properties

Name

= Attenuation

Start or resume playing the
sound. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
sound is played.

Stop playing the sound. This
function stops the sound if it was
playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike pause()).

Provide a string describing the
object
(Overrides ObjectToString.)

Description

Attenuation factor of the music. The
attenuation is a multiplicative factor
which makes the music more or
less loud according to its distance
from the listener. An attenuation of
O will produce a non-attenuated
sound, i.e. its volume will always be
the same whether it is heard from
near or from far. On the other hand,
an attenuation value such as 100



CPointer

Loop

MinDistance

Pitch

will make the sound fade out very
quickly as it gets further from the
listener. The default value of the
attenuation is 1.

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Flag if the sound should loop after
reaching the end. If set, the sound
will restart from beginning after
reaching the end and so on, until it
Is stopped or Loop = false is set.
The default looping state for
sounds is false.

Minimum distance of the sound.
The "minimum distance" of a sound
is the maximum distance at which it
is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the sound. The pitch
represents the perceived
fundamental frequency of a sound;
thus you can make a sound more
acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.



PlayingOffset

Position

RelativeToListener

SoundBuffer

Status

Volume

Current playing position of the
sound. The playing position can be
changed when the sound is either
paused or playing.

3D position of the sound in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a sound is (0, 0, 0).

Make the music's position relative
to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played
the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Buffer containing the sound data to
play through the sound. It is
important to note that the sound
buffer is not copied, thus the
SoundBuffer instance must remain
alive as long as it is attached to the
sound.

Current status of the sound (see
SoundStatus enum)

Volume of the sound. The volume
Is a value between 0 (mute) and



100 (full volume). The default value
for the volume is 100.

Top

«See Also

Reference
SFML.Audio Namespace
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Sound Constructor

4« Overload List

Name
v Sound
v Sound(Sound)

Top

«See Also

Reference
Sound Class
SFML.Audio Namespace

Description

Default constructor (invalid
sound)

Construct the sound from another
source

Sound(SoundBuffer) Construct the sound with a buffer
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Sound Constructor

Default constructor (invalid sound)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy

public Sound() W

«See Also

Reference

Sound Class

Sound Overload
SFML.Audio Namespace
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Sound Constructor (Sound)

Construct the sound from another source

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Sound(
Sound copy
)

Parameters

copy
Type: SFML.AudioSound

Sound to copy

«See Also

Reference

Sound Class

Sound Overload
SFML.Audio Namespace
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Sound Constructor (SoundBuffer)

Construct the sound with a buffer

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Sound(
SoundBuffer buffer
)

Parameters

buffer
Type: SFML.AudioSoundBuffer
Sound buffer containing the audio data to play with the sound

«See Also

Reference

Sound Class

Sound Overload
SFML.Audio Namespace



Sound Methods

The Sound type exposes the following members.

« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)



e Pause

v Play

v Stop

v ToString
Top
«See Also
Reference
Sound Class

SFML.Audio Namespace

Pause the sound. This function
pauses the sound if it was playing,
otherwise (sound already paused
or stopped) it has no effect.

Start or resume playing the
sound. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
sound is played.

Stop playing the sound. This
function stops the sound if it was
playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike pause()).

Provide a string describing the
object
(Overrides ObjectToString.)



SoundDestroy Method

Handle the destruction of the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundPause Method

Pause the sound. This function pauses the sound if it was playing,
otherwise (sound already paused or stopped) it has no effect.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Pause() W
4 See Also
Reference

Sound Class
SFML.Audio Namespace



SoundPlay Method

Start or resume playing the sound. This function starts the stream if it
was stopped, resumes it if it was paused, and restarts it from beginning
if it was it already playing. This function uses its own thread so that it
doesn't block the rest of the program while the sound is played.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Play()

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundStop Method

Stop playing the sound. This function stops the sound if it was playing
or paused, and does nothing if it was already stopped. It also resets
the playing position (unlike pause()).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Stop() W
.« See Also
Reference

Sound Class
SFML.Audio Namespace



SoundToString Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
Sound Class
SFML.Audio Namespace
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Sound Properties

The Sound type exposes the following members.

« Properties

Name
= Attenuation
= CPointer
= Loop

Description

Attenuation factor of the music. The
attenuation is a multiplicative factor
which makes the music more or
less loud according to its distance
from the listener. An attenuation of
O will produce a non-attenuated
sound, i.e. its volume will always be
the same whether it is heard from
near or from far. On the other hand,
an attenuation value such as 100
will make the sound fade out very
quickly as it gets further from the
listener. The default value of the
attenuation is 1.

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Flag if the sound should loop after
reaching the end. If set, the sound
will restart from beginning after
reaching the end and so on, until it
is stopped or Loop = false is set.
The default looping state for
sounds is false.



MinDistance

Pitch

PlayingOffset

Position

RelativeToListener

Minimum distance of the sound.
The "minimum distance" of a sound
is the maximum distance at which it
is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the sound. The pitch
represents the perceived
fundamental frequency of a sound;
thus you can make a sound more
acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.

Current playing position of the
sound. The playing position can be
changed when the sound is either
paused or playing.

3D position of the sound in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a soundis (0, 0, 0).

Make the music's position relative
to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played



= SoundBuffer
= Status

= Volume

Top

«See Also
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the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Buffer containing the sound data to
play through the sound. It is
important to note that the sound
buffer is not copied, thus the
SoundBuffer instance must remain
alive as long as it is attached to the
sound.

Current status of the sound (see
SoundStatus enum)

Volume of the sound. The volume
Is a value between 0 (mute) and
100 (full volume). The default value
for the volume is 100.



SoundAttenuation Property

Attenuation factor of the music. The attenuation is a multiplicative
factor which makes the music more or less loud according to its
distance from the listener. An attenuation of O will produce a non-
attenuated sound, i.e. its volume will always be the same whether it is
heard from near or from far. On the other hand, an attenuation value
such as 100 will make the sound fade out very quickly as it gets further
from the listener. The default value of the attenuation is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Attenuation { get; set; }

Property Value
Type: Single

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundLoop Property

Flag if the sound should loop after reaching the end. If set, the sound
will restart from beginning after reaching the end and so on, until it is
stopped or Loop = false is set. The default looping state for sounds is
false.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Loop { get; set; }

Property Value
Type: Boolean

«See Also

Reference
Sound Class
SFML.Audio Namespace
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SoundMinDistance Property

Minimum distance of the sound. The "minimum distance" of a sound is
the maximum distance at which it is heard at its maximum volume.
Further than the minimum distance, it will start to fade out according to
its attenuation factor. A value of 0 ("inside the head of the listener") is
an invalid value and is forbidden. The default value of the minimum
distance is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float MinDistance { get; set; }

Property Value
Type: Single

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundPitch Property

Pitch of the sound. The pitch represents the perceived fundamental
frequency of a sound; thus you can make a sound more acute or grave
by changing its pitch. A side effect of changing the pitch is to modify
the playing speed of the sound as well. The default value for the pitch
is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Pitch { get; set; }

Property Value
Type: Single

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundPlayingOffset Property

Current playing position of the sound. The playing position can be
changed when the sound is either paused or playing.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Time PlayingOffset { get; set; } W

Property Value
Type: Time

«See Also

Reference
Sound Class
SFML.Audio Namespace
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SoundPosition Property

3D position of the sound in the audio scene. Only sounds with one
channel (mono sounds) can be spatialized. The default position of a
sound is (0, O, 0).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Vector3f Position { get; set; } W

Property Value
Type: Vector3f

«See Also

Reference
Sound Class
SFML.Audio Namespace
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SoundRelativeToListener Property

Make the music's position relative to the listener or absolute. Making a
sound relative to the listener will ensure that it will always be played
the same way regardless the position of the listener. This can be useful
for non-spatialized sounds, sounds that are produced by the listener, or
sounds attached to it. The default value is false (position is absolute).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool RelativeTolListener { get; set; }

Property Value
Type: Boolean

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundSoundBuffer Property

Buffer containing the sound data to play through the sound. It is
important to note that the sound buffer is not copied, thus the
SoundBuffer instance must remain alive as long as it is attached to the
sound.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundBuffer SoundBuffer { get; set; }

Property Value
Type: SoundBuffer

«See Also

Reference
Sound Class
SFML.Audio Namespace



SoundStatus Property

Current status of the sound (see SoundStatus enum)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundStatus Status { get; } W

Property Value
Type: SoundStatus

«See Also

Reference
Sound Class
SFML.Audio Namespace
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SoundVolume Property

Volume of the sound. The volume is a value between 0 (mute) and 100
(full volume). The default value for the volume is 100.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Volume { get; set; } W

Property Value
Type: Single

«See Also

Reference
Sound Class
SFML.Audio Namespace



SFML.Net

SoundBuffer Class

Storage for audio samples defining a sound

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioSoundBuffer

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public class SoundBuffer : ObjectBase W

The SoundBuffer type exposes the following members.

4 Constructors

Name Description

v SoundBuffer(Byte) Construct a sound buffer
from a file in memory. Here
is a complete list of all the
supported audio formats:
0gg, wav, flac, aiff, au, raw,
paf, svx, nist, voc, ircam,
w64, mat4, mat5 pvf, htk,
sds, avr, sd2, caf, wve,
mpc2k, rf64.



SoundBuffer(Stream)
v SoundBuffer(String)
v SoundBuffer(SoundBuffer)
v SoundBuffer(Int16,

UInt32, UInt32)

Construct a sound buffer
from a custom stream.
Here is a complete list of all
the supported audio
formats: ogg, wavy, flac, aiff,
au, raw, paf, svx, nist, voc,
ircam, w64, mat4, mat5 pvf,
htk, sds, avr, sd2, caf, wve,
mpc2k, rf64.

Construct a sound buffer
from a file Here is a
complete list of all the
supported audio formats:
0gg, wavy, flac, aiff, au, raw,
paf, svx, nist, voc, ircam,
w64, mat4, mat5 pvf, htk,
sds, avr, sd2, caf, wve,
mpc2k, rf64.

Construct a sound buffer
from another sound buffer

Construct a sound buffer
from an array of samples

Top
« Methods
Name Description
7Y Destroy Handle the destruction of the
object
(Overrides

ObjectBaseDestroy(Boolean).)

v Dispose Explicitely dispose the object



v Equals
A Finalize
v GetHashCode
v GetType
i MemberwiseClone
v SaveToFile
v ToString
Top

« Properties

(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Save the sound buffer to an audio
file. Here is a complete list of all
the supported audio formats: ogg,
wav, flac, aiff, au, raw, paf, svx,
nist, voc, ircam, w64, mat4, mat5
pvf, htk, sds, avr, sd2, caf, wve,
mpc2k, rf64.

Provide a string describing the
object
(Overrides ObjectToString.)



Name

= ChannelCount

= CPointer

= Duration

= SampleRate

= Samples
Top
«See Also
Reference

SFML.Audio Namespace

Description

Number of channels (1 = mono, 2 =
stereo)

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Total duration of the buffer

Sample rate of the sound buffer. The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Array of audio samples stored in the
buffer. The format of the returned
samples is 16 bits signed integer
(sf::Int16).
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SoundBuffer Constructor

4« Overload List

Name
v SoundBuffer(Byte)
v SoundBuffer(Stream)
v SoundBuffer(String)

Description

Construct a sound buffer
from a file in memory. Here
is a complete list of all the
supported audio formats:
0gg, wav, flac, aiff, au, raw,
paf, svx, nist, voc, ircam,
w64, mat4, mat5 pvf, htk,
sds, avr, sd2, caf, wve,
mpc2k, rf64.

Construct a sound buffer
from a custom stream.
Here is a complete list of all
the supported audio
formats: ogg, wavy, flac, aiff,
au, raw, paf, svx, nist, voc,
ircam, w64, mat4, mat5 pvf,
htk, sds, avr, sd2, caf, wve,
mpc2k, rf64.

Construct a sound buffer
from a file Here is a
complete list of all the
supported audio formats:
0gg, wav, flac, aiff, au, raw,
paf, svx, nist, voc, ircam,
w64, mat4, mat5 pvf, htk,
sds, avr, sd2, caf, wve,



v SoundBuffer(SoundBuffer)

v SoundBuffer(Int16,
UInt32, UInt32)

Top

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace

mpc2k, rf64.

Construct a sound buffer
from another sound buffer

Construct a sound buffer
from an array of samples



SoundBuffer Constructor (Byte)

Construct a sound buffer from a file in memory. Here is a complete list
of all the supported audio formats: ogg, wav, flac, aiff, au, raw, paf, svx,
nist, voc, ircam, w64, mat4, mat5 pvf, htk, sds, avr, sd2, caf, wve,
mpc2k, rf64.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundBuffer(
byte[] bytes
)

Parameters

bytes
Type: SystemByte
Byte array containing the file contents

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference
SoundBuffer Class



SoundBuffer Overload
SFML.Audio Namespace
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SoundBuffer Constructor (Stream)

Construct a sound buffer from a custom stream. Here is a complete list
of all the supported audio formats: ogg, wav, flac, aiff, au, raw, paf, svx,
nist, voc, ircam, w64, mat4, mat5 pvf, htk, sds, avr, sd2, caf, wve,

mpc2k, rf64.
Namespace: SFML.Audio

Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0

(2.2.0)

4 Syntax

C# VB C++ F#

public SoundBuffer(
Stream stream
)

Parameters

stream
Type: System.lOStream
Source stream to read from

« Exceptions

Exception

LoadingFailedException

«See Also

Reference
SoundBuffer Class

Copy

Condition



SoundBuffer Overload
SFML.Audio Namespace



SoundBuffer Constructor (String)

Construct a sound buffer from a file Here is a complete list of all the
supported audio formats: ogg, wav, flac, aiff, au, raw, paf, svx, nist,
voc, ircam, w4, mat4, matb pvf, htk, sds, avr, sd2, caf, wve, mpc2k,
rf64.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundBuffer(
string filename
)

Parameters

filename
Type: SystemString
Path of the sound file to load

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference
SoundBuffer Class



SoundBuffer Overload
SFML.Audio Namespace
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SoundBuffer Constructor
(SoundBuffer)

Construct a sound buffer from another sound buffer

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

public SoundBuffer(
SoundBuffer copy
)

Parameters

copy
Type: SFML.AudioSoundBuffer

Sound buffer to copy

«See Also

Reference

SoundBuffer Class
SoundBuffer Overload
SFML.Audio Namespace



SoundBuffer Constructor (Intl16,

UInt32, Ulnt32)

Construct a sound buffer from an array of samples

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundBuffer(
short[] samples,
uint channelCount,
uint sampleRate

)

Parameters

samples
Type: Systemint16
Array of samples

channelCount
Type: SystemUInt32
Channel count

sampleRate
Type: SystemUInt32
Sample rate

« Exceptions

Exception Condition



LoadingFailedException

«See Also

Reference

SoundBuffer Class
SoundBuffer Overload
SFML.Audio Namespace



SoundBuffer Methods

The SoundBuffer type exposes the following members.

« Methods

Name

Destroy

Dispose

Equals

Finalize

GetHashCode

GetType

MemberwiseClone

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)



SaveToFile

ToString

Top

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace

Save the sound buffer to an audio
file. Here is a complete list of all
the supported audio formats: ogg,
wav, flac, aiff, au, raw, paf, svx,
nist, voc, ircam, w4, mat4, mat5
pvf, htk, sds, avr, sd2, caf, wve,
mpc2k, rf64.

Provide a string describing the
object
(Overrides ObjectToString.)



SoundBufferDestroy Method

Handle the destruction of the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace



SoundBufferSaveToFile Method

Save the sound buffer to an audio file. Here is a complete list of all the
supported audio formats: ogg, wav, flac, aiff, au, raw, paf, svx, nist,
voc, ircam, w4, mat4, matb pvf, htk, sds, avr, sd2, caf, wve, mpc2k,
rf64.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool SaveToFile(
string filename
)

Parameters
filename
Type: SystemString
Path of the sound file to write

Return Value
Type: Boolean
True if saving has been successful

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace



SoundBufferToString Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace
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SoundBuffer Properties

The SoundBuffer type exposes the following members.

« Properties

Name
= ChannelCount
= CPointer
= Duration
= SampleRate
= Samples
Top
«See Also
Reference

SoundBuffer Class
SFML.Audio Namespace

Description

Number of channels (1 = mono, 2 =
stereo)

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Total duration of the buffer

Sample rate of the sound buffer. The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Array of audio samples stored in the
buffer. The format of the returned
samples is 16 bits signed integer
(sf::Int16).
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SoundBufferChannelCount
Property

Number of channels (1 = mono, 2 = stereo)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint ChannelCount { get; } W

Property Value
Type: Ulnt32

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace
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SoundBufferDuration Property

Total duration of the buffer

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Time Duration { get; } W

Property Value
Type: Time

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace



SoundBufferSampleRate Property

Sample rate of the sound buffer. The sample rate is the number of
audio samples played per second. The higher, the better the quality.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint SampleRate { get; }

Property Value
Type: Ulnt32

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace



SoundBufferSamples Property

Array of audio samples stored in the buffer. The format of the returned
samples is 16 bits signed integer (sf::Int16).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public short[] Samples { get; } W

Property Value
Type: Intl6

«See Also

Reference
SoundBuffer Class
SFML.Audio Namespace
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SoundBufferRecorder Class

Specialized SoundRecorder which saves the captured audio data into
a sound buffer

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioSoundRecorder
SFML.AudioSoundBufferRecorder

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public class SoundBufferRecorder : SoundRecorder W

The SoundBufferRecorder type exposes the following members.

4 Constructors

Name Description

SoundBufferRecorder Initializes a new instance of the
SoundBufferRecorder class

Top
« Methods

Name Description



Destroy

Dispose

Equals

Finalize

GetDevice

GetHashCode

GetType

MemberwiseClone

OnProcessSamples

OnStart

OnStop

Handle the destruction of the object
(Inherited from SoundRecorder.)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified Obj
equal to the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the name of the current audio caf
device
(Inherited from SoundRecorder.)

Serves as a hash function for a partici

type.
(Inherited from Object.)

Gets the Type of the current instance.
(Inherited from Object.)

Creates a shallow copy of the current
Object.
(Inherited from Object.)

Process a new chunk of recorded san
(Overrides
SoundRecorderOnProcessSamples(li

Called when a new capture starts
(Overrides SoundRecorderOnStart.)

Called when the current capture stops
(Overrides SoundRecorderOnStop.)



i

i

i

i

Top

SetDevice

SetProcessinglnterval

Start

Start(UInt32)

Stop

ToString

Set the audio capture device
(Inherited from SoundRecorder.)

The processing interval controls the p
between calls to the onProcessSampl
function. You may want to use a small
interval if you want to process the rec
data in real time, for example. Note: tt
only a hint, the actual period may vary
don't rely on this parameter to implem
precise timing. The default processing
interval is 100 ms.

(Inherited from SoundRecorder.)

Start the capture using the default sar
rate (44100 Hz). Please note that only
capture can happen at the same time.
(Inherited from SoundRecorder.)

Start the capture. The sampleRate
parameter defines the number of audi
samples captured per second. The hig
the better the quality (for example, 44
samples/sec is CD quality). This funct
uses its own thread so that it doesn't |
the rest of the program while the capt
runs. Please note that only one captul
happen at the same time.

(Inherited from SoundRecorder.)

Stop the capture
(Inherited from SoundRecorder.)

Provide a string describing the object
(Overrides SoundRecorderToString.)



« Properties

Name
= CPointer
= SampleRate
= SoundBuffer
Top
«See Also
Reference

SFML.Audio Namespace

Description

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Sample rate of the sound recorder. The
sample rate defines the number of audio
samples captured per second. The
higher, the better the quality (for example,
44100 samples/sec is CD quality).
(Inherited from SoundRecorder.)

Sound buffer containing the captured
audio data The sound buffer is valid only
after the capture has ended. This function
provides a reference to the internal sound
buffer, but you should make a copy of it if
you want to make any modifications to it.
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SoundBufferRecorder Constructor

Initializes a new instance of the SoundBufferRecorder class

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy

public SoundBufferRecorder () W

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace



SoundBufferRecorder Methods

The SoundBufferRecorder type exposes the following members.

« Methods
Name
3 Destroy
v Dispose
v Equals
A Finalize
v GetDevice
v GetHashCode
v GetType
i MemberwiseClone

Description

Handle the destruction of the object
(Inherited from SoundRecorder.)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified Obj
equal to the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the name of the current audio caf
device
(Inherited from SoundRecorder.)

Serves as a hash function for a partici

type.
(Inherited from Object.)

Gets the Type of the current instance.
(Inherited from Object.)

Creates a shallow copy of the current
Object.
(Inherited from Object.)



i

i

OnProcessSamples

OnStart

OnStop

SetDevice

SetProcessinglnterval

Start

Start(UInt32)

Process a new chunk of recorded san
(Overrides
SoundRecorderOnProcessSamples(li

Called when a new capture starts
(Overrides SoundRecorderOnStart.)

Called when the current capture stops
(Overrides SoundRecorderOnStop.)

Set the audio capture device
(Inherited from SoundRecorder.)

The processing interval controls the p
between calls to the onProcessSampl
function. You may want to use a small
interval if you want to process the reci
data in real time, for example. Note: tt
only a hint, the actual period may vary
don't rely on this parameter to implem
precise timing. The default processing
interval is 100 ms.

(Inherited from SoundRecorder.)

Start the capture using the default sar
rate (44100 Hz). Please note that only
capture can happen at the same time,
(Inherited from SoundRecorder.)

Start the capture. The sampleRate

parameter defines the number of audi
samples captured per second. The hig
the better the quality (for example, 44
samples/sec is CD quality). This funct
uses its own thread so that it doesn't |
the rest of the program while the capt
runs. Please note that only one captul



i

Stop

i

ToString

Top

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace

happen at the same time.
(Inherited from SoundRecorder.)

Stop the capture
(Inherited from SoundRecorder.)

Provide a string describing the object
(Overrides SoundRecorderToString.)
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SoundBufferRecorderOnProcessSal
Method

Process a new chunk of recorded samples

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override bool OnProcessSamples(
short[] samples
)

Parameters

samples
Type: Systemint16
Array of samples to process

Return Value
Type: Boolean
False to stop recording audio data, true to continue

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace



SFML.Net

SoundBufferRecorderOnStart
Method

Called when a new capture starts

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override bool OnStart() W

Return Value
Type: Boolean
False to abort recording audio data, true to continue

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace
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SoundBufferRecorderOnStop
Method

Called when the current capture stops

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void OnStop() W

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace
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SoundBufferRecorderToString
Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace
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SoundBufferRecorder Properties

The SoundBufferRecorder type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

= SampleRate Sample rate of the sound recorder. The
sample rate defines the number of audio
samples captured per second. The
higher, the better the quality (for example,
44100 samples/sec is CD quality).
(Inherited from SoundRecorder.)

= SoundBuffer Sound buffer containing the captured
audio data The sound buffer is valid only
after the capture has ended. This function
provides a reference to the internal sound
buffer, but you should make a copy of it if
you want to make any modifications to it.

Top

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace
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SoundBufferRecorderSoundBuffer
Property

Sound buffer containing the captured audio data The sound buffer is
valid only after the capture has ended. This function provides a
reference to the internal sound buffer, but you should make a copy of it
if you want to make any modifications to it.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundBuffer SoundBuffer { get; }

Property Value
Type: SoundBuffer

«See Also

Reference
SoundBufferRecorder Class
SFML.Audio Namespace
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SoundRecorder Class

Base class intended for capturing sound data

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioSoundRecorder
SFML.AudioSoundBufferRecorder

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public abstract class SoundRecorder : ObjectBase W

The SoundRecorder type exposes the following members.

4 Constructors

Name Description
v SoundRecorder Default constructor
Top
« Methods
Name Description

7Y Destroy Handle the destruction of the



Dispose

Equals

Finalize

GetDevice

GetHashCode

GetType

MemberwiseClone

OnProcessSamples

object
(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to the
current Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the name of the current
audio capture device

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Process a new chunk of
recorded samples. This virtual
function is called every time a
new chunk of recorded data is
available. The derived class can
then do whatever it wants with it
(storing it, playing it, sending it
over the network, etc.).



OnStart

OnStop

SetDevice

SetProcessinglnterval

Start

Start capturing audio data. This
virtual function may be
overriden by a derived class if
something has to be done every
time a new capture starts. If not,
this function can be ignored; the
default implementation does
nothing.

Stop capturing audio data. This
virtual function may be
overriden by a derived class if
something has to be done every
time the capture ends. If not,
this function can be ignored; the
default implementation does
nothing.

Set the audio capture device

The processing interval controls
the period between calls to the
onProcessSamples function.
You may want to use a small
interval if you want to process
the recorded data in real time,
for example. Note: this is only a
hint, the actual period may vary.
So don't rely on this parameter
to implement precise timing.
The default processing interval
is 100 ms.

Start the capture using the
default sample rate (44100 Hz).
Please note that only one
capture can happen at the



same time.

v Start(UInt32) Start the capture. The
sampleRate parameter defines
the number of audio samples
captured per second. The
higher, the better the quality (for
example, 44100 samples/sec is
CD quality). This function uses
its own thread so that it doesn't
block the rest of the program
while the capture runs. Please
note that only one capture can
happen at the same time.

v Stop Stop the capture
v ToString Provide a string describing the
object

(Overrides ObjectToString.)

Top

« Properties

Name Description

s AvailableDevices Get the list of the names of all
available audio capture devices

= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

s DefaultDevice Get the name of the default audio
capture device

s IsAvailable Check if the system supports audio



= SampleRate

Top

«See Also

Reference
SFML.Audio Namespace

capture. This function should always
be called before using the audio
capture features. If it returns false,
then any attempt to use the
SoundRecorder or one of its derived
classes will fail.

Sample rate of the sound recorder.
The sample rate defines the number
of audio samples captured per
second. The higher, the better the
guality (for example, 44100
samples/sec is CD quality).



SFML.Net

SoundRecorder Constructor

Default constructor

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy

public SoundRecorder () W

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorder Methods

The SoundRecorder type exposes the following members.

« Methods
Name
By Destroy
v Dispose
v Equals
A Finalize
v GetDevice
v GetHashCode
v GetType

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to the
current Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the name of the current
audio capture device

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)



MemberwiseClone

OnProcessSamples

OnStart

OnStop

SetDevice

SetProcessinglnterval

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Process a new chunk of
recorded samples. This virtual
function is called every time a
new chunk of recorded data is
available. The derived class can
then do whatever it wants with it
(storing it, playing it, sending it
over the network, etc.).

Start capturing audio data. This
virtual function may be
overriden by a derived class if
something has to be done every
time a new capture starts. If not,
this function can be ignored; the
default implementation does
nothing.

Stop capturing audio data. This
virtual function may be
overriden by a derived class if
something has to be done every
time the capture ends. If not,
this function can be ignored; the
default implementation does
nothing.

Set the audio capture device

The processing interval controls
the period between calls to the
onProcessSamples function.
You may want to use a small
interval if you want to process



v Start
v Start(UInt32)
v Stop
v ToString
Top

«See Also

the recorded data in real time,
for example. Note: this is only a
hint, the actual period may vary.
So don't rely on this parameter
to implement precise timing.
The default processing interval
is 100 ms.

Start the capture using the
default sample rate (44100 Hz).
Please note that only one
capture can happen at the
same time.

Start the capture. The
sampleRate parameter defines
the number of audio samples
captured per second. The
higher, the better the quality (for
example, 44100 samples/sec is
CD quality). This function uses
its own thread so that it doesn't
block the rest of the program
while the capture runs. Please
note that only one capture can
happen at the same time.

Stop the capture
Provide a string describing the

object
(Overrides ObjectToString.)



Reference
SoundRecorder Class
SFML.Audio Namespace



SoundRecorderDestroy Method

Handle the destruction of the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderGetDevice Method

Get the name of the current audio capture device

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public string GetDevice() W

Return Value
Type: String
The name of the current audio capture device

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderOnProcessSamples
Method

Process a new chunk of recorded samples. This virtual function is
called every time a new chunk of recorded data is available. The
derived class can then do whatever it wants with it (storing it, playing it,
sending it over the network, etc.).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected abstract bool OnProcessSamples(
short[] samples
)

Parameters

samples
Type: Systemint16
Array of samples to process

Return Value
Type: Boolean
False to stop recording audio data, true to continue

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace






SoundRecorderOnStart Method

Start capturing audio data. This virtual function may be overriden by a
derived class if something has to be done every time a new capture
starts. If not, this function can be ignored; the default implementation
does nothing.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected virtual bool OnStart()

Return Value
Type: Boolean
False to abort recording audio data, true to continue

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SoundRecorderOnStop Method

Stop capturing audio data. This virtual function may be overriden by a
derived class if something has to be done every time the capture ends.
If not, this function can be ignored; the default implementation does
nothing.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected virtual void OnStop()

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderSetDevice Method

Set the audio capture device

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool SetDevice(
string Name
)

Parameters
Name
Type: SystemString
The name of the audio capture device

Return Value
Type: Boolean
True, if it was able to set the requested device

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderSetProcessinginterv
Method

The processing interval controls the period between calls to the
onProcessSamples function. You may want to use a small interval if
you want to process the recorded data in real time, for example. Note:
this is only a hint, the actual period may vary. So don't rely on this
parameter to implement precise timing. The default processing interval
is 100 ms.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected void SetProcessingInterval(
Time interval
)

Parameters

interval
Type: SFML.SystemTime

[Missing <param name="interval"/> documentation for
"M:SFML.Audio.SoundRecorder.SetProcessinginterval(SFML.System.Time)"]

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace






SoundRecorderStart Method

4« Overload List

Name Description

v Start Start the capture using the default
sample rate (44100 Hz). Please note that
only one capture can happen at the
same time.

v Start(UInt32) Start the capture. The sampleRate
parameter defines the number of audio
samples captured per second. The
higher, the better the quality (for
example, 44100 samples/sec is CD
quality). This function uses its own
thread so that it doesn't block the rest of
the program while the capture runs.
Please note that only one capture can
happen at the same time.

Top

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SoundRecorderStart Method

Start the capture using the default sample rate (44100 Hz). Please
note that only one capture can happen at the same time.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public bool Start() W

Return Value

Type: Boolean
[Missing <returns> documentation for "M:SFML.Audio.SoundRecorder.Start"]

«See Also

Reference
SoundRecorder Class
Start Overload
SFML.Audio Namespace



SoundRecorderStart Method
(UInt32)

Start the capture. The sampleRate parameter defines the number of
audio samples captured per second. The higher, the better the quality
(for example, 44100 samples/sec is CD quality). This function uses its
own thread so that it doesn't block the rest of the program while the
capture runs. Please note that only one capture can happen at the
same time.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Start(
uint sampleRate
)

Parameters

sampleRate
Type: SystemUInt32
Sound frequency; the more samples, the higher the quality (44100
by default = CD quality)

Return Value

Type: Boolean
[Missing <returns> documentation for
"M:SFML.Audio.SoundRecorder.Start(System.UInt32)"]

«See Also



Reference
SoundRecorder Class
Start Overload
SFML.Audio Namespace



SoundRecorderStop Method

Stop the capture

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Stop() W
.« See Also
Reference

SoundRecorder Class
SFML.Audio Namespace



SoundRecorderToString Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorder Properties

The SoundRecorder type exposes the following members.

« Properties

s

s

s

Top

Name

AvailableDevices

CPointer

DefaultDevice

IsAvailable

SampleRate

Description

Get the list of the names of all
available audio capture devices

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Get the name of the default audio
capture device

Check if the system supports audio
capture. This function should always
be called before using the audio
capture features. If it returns false,
then any attempt to use the
SoundRecorder or one of its derived
classes will fail.

Sample rate of the sound recorder.
The sample rate defines the number
of audio samples captured per
second. The higher, the better the
quality (for example, 44100
samples/sec is CD quality).



«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderAvailableDevices
Property

Get the list of the names of all available audio capture devices

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static string[] AvailableDevices { get; }

Property Value
Type: String

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderDefaultDevice
Property

Get the name of the default audio capture device

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static string DefaultDevice { get; } W

Property Value
Type: String

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderlsAvailable
Property

Check if the system supports audio capture. This function should
always be called before using the audio capture features. If it returns
false, then any attempt to use the SoundRecorder or one of its derived
classes will fail.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public static bool IsAvailable { get; }

Property Value
Type: Boolean

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SFML.Net

SoundRecorderSampleRate
Property

Sample rate of the sound recorder. The sample rate defines the
number of audio samples captured per second. The higher, the better
the quality (for example, 44100 samples/sec is CD quality).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint SampleRate { get; }

Property Value
Type: Ulnt32

«See Also

Reference
SoundRecorder Class
SFML.Audio Namespace



SoundStatus Enumeration

Enumeration of all possible sound states

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public enum SoundStatus W
«Members
Member name Value Description
Stopped 0 Sound is not playing
Paused 1 Sound is paused
Playing 2 Sound is playing
. See Also
Reference

SFML.Audio Namespace



SFML.Net

SoundStream Class

Abstract base class for streamed audio sources

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.AudioSoundStream

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public abstract class SoundStream : ObjectBase W

The SoundStream type exposes the following members.

4 Constructors

Name Description
v SoundStream Default constructor
Top
4« Methods
Name Description
i Destroy Handle the destruction of the

object



Dispose

Equals

Finalize

GetHashCode

GetType

Initialize

MemberwiseClone

OnGetData

OnSeek

Pause

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Set the audio stream parameters,
you must call it before Play()

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Virtual function called each time
new audio data is needed to feed
the stream

Virtual function called to seek into
the stream

Pause the audio stream. This
function pauses the stream if it



v Play

v Stop

v ToString
Top

« Properties

Name

= Attenuation

was playing, otherwise (stream
already paused or stopped) it has
no effect.

Start or resume playing the audio
stream. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
stream is played.

Stop playing the audio stream.
This function stops the stream if it
was playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike pause()).

Provide a string describing the
object
(Overrides ObjectToString.)

Description

Attenuation factor of the stream.
The attenuation is a multiplicative
factor which makes the music more
or less loud according to its
distance from the listener. An
attenuation of O will produce a non-
attenuated sound, i.e. its volume



ChannelCount

CPointer

Loop

MinDistance

Pitch

will always be the same whether it
Is heard from near or from far. On
the other hand, an attenuation
value such as 100 will make the
sound fade out very quickly as it
gets further from the listener. The
default value of the attenuation is 1.

Number of channels (1 = mono, 2 =
stereo)

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Flag if the music should loop after
reaching the end. If set, the music
will restart from beginning after
reaching the end and so on, until it
is stopped or Loop = false is set.
The default looping state for music
is false.

Minimum distance of the music.
The "minimum distance" of a sound
is the maximum distance at which it
is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the stream. The pitch
represents the perceived
fundamental frequency of a sound;



PlayingOffset

Position

RelativeToListener

SampleRate

Status

thus you can make a sound more
acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.

Current playing position of the
stream. The playing position can be
changed when the music is either
paused or playing.

3D position of the stream in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a sound is (0, 0, 0).

Make the stream's position relative
to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played
the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Sample rate of the stream The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Current status of the sound stream
(see SoundStatus enum)



= Volume

Top

«See Also

Reference
SFML.Audio Namespace

Volume of the stream. The volume
Is a value between 0 (mute) and
100 (full volume). The default value
for the volume is 100.



SFML.Net

SoundStream Constructor

Default constructor

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy

public SoundStream() W

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStream Methods

The SoundStream type exposes the following members.

« Methods
Name
By Destroy
v Dispose
v Equals
A Finalize
v GetHashCode
v GetType
A Initialize

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Set the audio stream parameters,
you must call it before Play()



MemberwiseClone Creates a shallow copy of the

OnGetData

OnSeek

Pause

Play

Stop

ToString

current Object.
(Inherited from Object.)

Virtual function called each time
new audio data is needed to feed
the stream

Virtual function called to seek into
the stream

Pause the audio stream. This
function pauses the stream if it
was playing, otherwise (stream
already paused or stopped) it has
no effect.

Start or resume playing the audio
stream. This function starts the
stream if it was stopped, resumes
it if it was paused, and restarts it
from beginning if it was it already
playing. This function uses its own
thread so that it doesn't block the
rest of the program while the
stream is played.

Stop playing the audio stream.
This function stops the stream if it
was playing or paused, and does
nothing if it was already stopped.
It also resets the playing position
(unlike pause()).

Provide a string describing the
object
(Overrides ObjectToString.)



Top

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamDestroy Method

Handle the destruction of the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreaminitialize Method

Set the audio stream parameters, you must call it before Play()

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected void Initialize(
uint channelCount,
uint sampleRate

)

Parameters

channelCount
Type: SystemUInt32
Number of channels

sampleRate
Type: SystemUInt32
Sample rate, in samples per second

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamOnGetData Method

Virtual function called each time new audio data is needed to feed the
stream

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

protected abstract bool OnGetData(
out short[] samples
)

Parameters

samples
Type: Systemint16
Array of samples to fill for the stream

Return Value
Type: Boolean
True to continue playback, false to stop

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamOnSeek Method

Virtual function called to seek into the stream

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy _

protected abstract void OnSeek(
Time timeOffset
)

Parameters

timeOffset
Type: SFML.SystemTime
New position

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamPause Method

Pause the audio stream. This function pauses the stream if it was
playing, otherwise (stream already paused or stopped) it has no effect.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Pause() W
4 See Also
Reference

SoundStream Class
SFML.Audio Namespace



SoundStreamPlay Method

Start or resume playing the audio stream. This function starts the
stream if it was stopped, resumes it if it was paused, and restarts it
from beginning if it was it already playing. This function uses its own
thread so that it doesn't block the rest of the program while the stream
is played.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Play()

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamStop Method

Stop playing the audio stream. This function stops the stream if it was
playing or paused, and does nothing if it was already stopped. It also
resets the playing position (unlike pause()).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Stop() W
.« See Also
Reference

SoundStream Class
SFML.Audio Namespace



SoundStreamToString Method

Provide a string describing the object

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStream Properties

The SoundStream type exposes the following members.

« Properties

Name Description

= Attenuation Attenuation factor of the stream.
The attenuation is a multiplicative
factor which makes the music more
or less loud according to its
distance from the listener. An
attenuation of O will produce a non-
attenuated sound, i.e. its volume
will always be the same whether it
Is heard from near or from far. On
the other hand, an attenuation
value such as 100 will make the
sound fade out very quickly as it
gets further from the listener. The
default value of the attenuation is 1.

= ChannelCount Number of channels (1 = mono, 2 =
stereo)
= CPointer Access to the internal pointer of the

object. For internal use only
(Inherited from ObjectBase.)

= Loop Flag if the music should loop after
reaching the end. If set, the music
will restart from beginning after
reaching the end and so on, until it



MinDistance

Pitch

PlayingOffset

Position

Is stopped or Loop = false is set.
The default looping state for music
is false.

Minimum distance of the music.
The "minimum distance" of a sound
is the maximum distance at which it
is heard at its maximum volume.
Further than the minimum distance,
it will start to fade out according to
its attenuation factor. A value of O
("inside the head of the listener") is
an invalid value and is forbidden.
The default value of the minimum
distance is 1.

Pitch of the stream. The pitch
represents the perceived
fundamental frequency of a sound;
thus you can make a sound more
acute or grave by changing its
pitch. A side effect of changing the
pitch is to modify the playing speed
of the sound as well. The default
value for the pitch is 1.

Current playing position of the
stream. The playing position can be
changed when the music is either
paused or playing.

3D position of the stream in the
audio scene. Only sounds with one
channel (mono sounds) can be
spatialized. The default position of
a sound is (0, 0, 0).



= RelativeToListener Make the stream's position relative

= SampleRate
= Status
= Volume
Top
«See Also
Reference

SoundStream Class
SFML.Audio Namespace

to the listener or absolute. Making
a sound relative to the listener will
ensure that it will always be played
the same way regardless the
position of the listener. This can be
useful for non-spatialized sounds,
sounds that are produced by the
listener, or sounds attached to it.
The default value is false (position
is absolute).

Sample rate of the stream The
sample rate is the number of audio
samples played per second. The
higher, the better the quality.

Current status of the sound stream
(see SoundStatus enum)

Volume of the stream. The volume
Is a value between 0 (mute) and
100 (full volume). The default value
for the volume is 100.



SoundStreamAttenuation Property

Attenuation factor of the stream. The attenuation is a multiplicative
factor which makes the music more or less loud according to its
distance from the listener. An attenuation of O will produce a non-
attenuated sound, i.e. its volume will always be the same whether it is
heard from near or from far. On the other hand, an attenuation value
such as 100 will make the sound fade out very quickly as it gets further
from the listener. The default value of the attenuation is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Attenuation { get; set; }

Property Value
Type: Single

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamChannelCount
Property

Number of channels (1 = mono, 2 = stereo)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint ChannelCount { get; } W

Property Value
Type: Ulnt32

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamlLoop Property

Flag if the music should loop after reaching the end. If set, the music
will restart from beginning after reaching the end and so on, until it is
stopped or Loop = false is set. The default looping state for music is
false.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Loop { get; set; }

Property Value
Type: Boolean

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamMinDistance
Property

Minimum distance of the music. The "minimum distance" of a sound is
the maximum distance at which it is heard at its maximum volume.
Further than the minimum distance, it will start to fade out according to
its attenuation factor. A value of 0 ("inside the head of the listener") is
an invalid value and is forbidden. The default value of the minimum
distance is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float MinDistance { get; set; }

Property Value
Type: Single

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SoundStreamPitch Property

Pitch of the stream. The pitch represents the perceived fundamental
frequency of a sound; thus you can make a sound more acute or grave
by changing its pitch. A side effect of changing the pitch is to modify
the playing speed of the sound as well. The default value for the pitch
is 1.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Pitch { get; set; }

Property Value
Type: Single

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamPlayingOffset
Property

Current playing position of the stream. The playing position can be
changed when the music is either paused or playing.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Time PlayingOffset { get; set; }

Property Value
Type: Time

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamPosition Property

3D position of the stream in the audio scene. Only sounds with one
channel (mono sounds) can be spatialized. The default position of a
sound is (0, O, 0).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public Vector3f Position { get; set; } W

Property Value
Type: Vector3f

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamRelativeToListener
Property

Make the stream's position relative to the listener or absolute. Making
a sound relative to the listener will ensure that it will always be played
the same way regardless the position of the listener. This can be useful
for non-spatialized sounds, sounds that are produced by the listener, or
sounds attached to it. The default value is false (position is absolute).

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool RelativeTolListener { get; set; }

Property Value
Type: Boolean

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamSampleRate
Property

Sample rate of the stream The sample rate is the number of audio
samples played per second. The higher, the better the quality.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public uint SampleRate { get; }

Property Value
Type: UInt32

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamStatus Property

Current status of the sound stream (see SoundStatus enum)

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public SoundStatus Status { get; } W

Property Value
Type: SoundStatus

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Net

SoundStreamVolume Property

Volume of the stream. The volume is a value between 0 (mute) and
100 (full volume). The default value for the volume is 100.

Namespace: SFML.Audio
Assembly: sfminet-audio-2 (in sfmlnet-audio-2.dll) Version: 2.2.0.0
(2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Volume { get; set; } W

Property Value
Type: Single

«See Also

Reference
SoundStream Class
SFML.Audio Namespace



SFML.Graphics Namespace

[Missing <summary> documentation for "N:SFML.Graphics"]

4 Classes
Class
% CircleShape
= ConvexShape
% Font
% Image
% RectangleShape
& RenderTexture
% RenderWindow

Description

Specialized shape
representing a circle

Specialized shape
representing a convex

polygon

Font is the low-level class
for loading and
manipulating character
fonts. This class is meant
to be used by String2D

Image is the low-level
class for loading and
manipulating images

Specialized shape
representing a rectangle

Target for off-screen 2D
rendering into an texture

Simple wrapper for
Window that allows easy
2D rendering



Shader

ShaderCurrentTextureType

Shape

Sprite

Text

Texture

Transformable

VertexArray

View

4 Structures

Wrapper for pixel shaders

Special type that can be
passed to SetParameter,
and that represents the
texture of the object being
drawn

Base class for textured
shapes with outline

This class defines a sprite :
texture, transformations,
color, and draw on screen

This class defines a
graphical 2D text, that can
be drawn on screen

Image living on the
graphics card that can be
used for drawing

Decomposed transform
defined by a position, a
rotation and a scale

Define a set of one or
more 2D primitives

This class defines a view
(position, size, etc.) ; you
can consider it as a 2D
camera



Structure

L 4 BlendMode

L Color

. FloatRect

. FontInfo

@ Glyph

. IntRect

L 4 RenderStates
. Transform

. Vertex

4 Interfaces

Description

Blending modes for drawing

Utility class for manipulating 32-bits
RGBA colors

IntRect is an utility class for
manipulating 2D rectangles with float
coordinates

Info holds various information about a
font

Structure describing a glyph (a visual
character)

IntRect is an utility class for
manipulating 2D rectangles with integer
coordinates

Define the states used for drawing to a
RenderTarget

Define a 3x3 transform matrix

Define a point with color and texture
coordinates

Interface Description
- Drawable Interface for every object that can be
drawn to a render window
- RenderTarget Abstract base class for render targets

(renderwindow, renderimage)



« Enumerations

A

A

Enumeration

BlendModeEquation

BlendModeFactor

PrimitiveType

TextStyles

Description

Enumeration of the blending
equations

Enumeration of the blending
factors

Types of primitives that a
VertexArray can render. Points
and lines have no area, therefore
their thickness will always be 1
pixel, regarldess the current
transform and view.

Enumerate the string drawing
styles



BlendMode Structure

Blending modes for drawing

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct BlendMode : IEquatable<BlendMode> W

The BlendMode type exposes the following members.

4 Constructors

Name Description
v BlendMode(BlendModeFactor, Construct the
BlendModeFactor) blend mode
given the
factors and
equation
v BlendMode(BlendModeFactor, Construct the
BlendModeFactor, blend mode
BlendModeEquation) given the
factors and
equation
v BlendMode(BlendModeFactor, Construct the
BlendModeFactor, blend mode

BlendModeEquation, given the



BlendModeFactor, BlendModeFactor, factors and

BlendModeEquation) equation
Top
« Methods
Name Description
v Equals(Object) Compare blend mode and object
and checks if they are equal
(Overrides
ValueTypeEquals(Object).)
v Equals(BlendMode) Compare two blend modes and
checks if they are equal
v GetHashCode Provide a integer describing the
object
(Overrides
ValueTypeGetHashCode.)
v GetType Gets the Type of the current
instance.
(Inherited from Object.)
v ToString Returns the fully qualified type
name of this instance.
(Inherited from ValueType.)
Top

« Operators

Name Description

g
|

4
]

Equality = Compare two blend modes and checks if
they are equal



g
|

4
]

Top

« Fields

vsS

vsS

vsS

vsS

Top

Inequality Compare two blend modes and checks if
they are not equal

Name

Add

Alpha

AlphaDstFactor

AlphaEquation

AlphaSrcFactor

ColorDstFactor

ColorEquation

ColorSrcFactor

Multiply

None

Description

Add source to dest

Blend source and dest according to
dest alpha

Destination blending factor for the
alpha channel

Blending equation for the alpha
channel

Source blending factor for the alpha
channel

Destination blending factor for the
color channels

Blending equation for the color
channels

Source blending factor for the color
channels

Multiply source and dest

Overwrite dest with source



«See Also

Reference
SFML.Graphics Namespace



SFML.Net

BlendMode Constructor

4« Overload List

Name

v BlendMode(BlendModeFactor,
BlendModeFactor)

v BlendMode(BlendModeFactor,
BlendModeFactor,
BlendModeEquation)

v BlendMode(BlendModeFactor,
BlendModeFactor,
BlendModeEquation,
BlendModeFactor, BlendModeFactor,
BlendModeEquation)

Top
4 See Also
Reference

BlendMode Structure
SFML.Graphics Namespace

Description

Construct the
blend mode
given the
factors and
equation

Construct the
blend mode
given the
factors and
equation

Construct the
blend mode
given the
factors and
equation



SFML.Net

BlendMode Constructor
(BlendModeFactor,
BlendModeFactor)

Construct the blend mode given the factors and equation

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public BlendMode(
BlendModeFactor SourceFactor,
BlendModeFactor DestinationFactor

)

Parameters

SourceFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the source factor for the color and alpha
channels.

DestinationFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the destination factor for the color and
alpha channels.

«See Also

Reference



BlendMode Structure
BlendMode Overload
SFML.Graphics Namespace



SFML.Net

BlendMode Constructor
(BlendModeFactor,
BlendModeFactor,
BlendModeEqguation)

Construct the blend mode given the factors and equation

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public BlendMode(
BlendModeFactor SourceFactor,
BlendModeFactor DestinationFactor,
BlendModeEquation BlendEquation

)

Parameters

SourceFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the source factor for the color and alpha
channels.

DestinationFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the destination factor for the color and
alpha channels.

BlendEquation



Type: SFML.GraphicsBlendModeEquation
Specifies how to combine the source and destination colors and
alpha.

«See Also

Reference

BlendMode Structure
BlendMode Overload
SFML.Graphics Namespace



BlendMode Constructor
(BlendModeFactor,
endModeFactor,
endModeEquation,
endModeFactor,
endModeFactor,
endModeEquation)

0 0 W W0 W

Construct the blend mode given the factors and equation

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public BlendMode(
BlendModeFactor ColorSourceFactor,
BlendModeFactor ColorDestinationFactor,
BlendModeEquation ColorBlendEquation,
BlendModeFactor AlphaSourceFactor,
BlendModeFactor AlphaDestinationFactor,
BlendModeEquation AlphaBlendEquation

)

Parameters
ColorSourceFactor



Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the source factor for the color channels.

ColorDestinationFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the destination factor for the color
channels.
ColorBlendEquation
Type: SFML.GraphicsBlendModeEquation
Specifies how to combine the source and destination colors.

AlphaSourceFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the source factor.

AlphaDestinationFactor
Type: SFML.GraphicsBlendModeFactor
Specifies how to compute the destination factor.

AlphaBlendEquation
Type: SFML.GraphicsBlendModeEquation
Specifies how to combine the source and destination alphas.

«See Also

Reference

BlendMode Structure
BlendMode Overload
SFML.Graphics Namespace



BlendMode Fields

The BlendMode type exposes the following members.

« Fields

vsS

vsS

vsS

vsS

Name

Add

Alpha

AlphaDstFactor

AlphaEquation

AlphaSrcFactor

ColorDstFactor

ColorEquation

ColorSrcFactor

Multiply

None

Description

Add source to dest

Blend source and dest according to
dest alpha

Destination blending factor for the
alpha channel

Blending equation for the alpha
channel

Source blending factor for the alpha
channel

Destination blending factor for the
color channels

Blending equation for the color
channels

Source blending factor for the color
channels

Multiply source and dest

Overwrite dest with source



Top

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeAdd Field

Add source to dest

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly BlendMode Add W

Field Value
Type: BlendMode

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeAlpha Field

Blend source and dest according to dest alpha

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly BlendMode Alpha W

Field Value
Type: BlendMode

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeAlphaDstFactor Field

Destination blending factor for the alpha channel

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeFactor AlphaDstFactor W

Field Value
Type: BlendModeFactor

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeAlphaEquation Field

Blending equation for the alpha channel

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeEquation AlphaEquation W

Field Value
Type: BlendModeEquation

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeAlphaSrcFactor Field

Source blending factor for the alpha channel

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeFactor AlphaSrcFactor W

Field Value
Type: BlendModeFactor

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeColorDstFactor Field

Destination blending factor for the color channels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeFactor ColorDstFactor W

Field Value
Type: BlendModeFactor

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeColorEquation Field

Blending equation for the color channels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeEquation ColorEquation W

Field Value
Type: BlendModeEquation

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeColorSrcFactor Field

Source blending factor for the color channels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendModeFactor ColorSrcFactor W

Field Value
Type: BlendModeFactor

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeMultiply Field

Multiply source and dest

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly BlendMode Multiply W

Field Value
Type: BlendMode

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeNone Field

Overwrite dest with source

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly BlendMode None W

Field Value
Type: BlendMode

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendMode Methods

The BlendMode type exposes the following members.

4« Methods
Name Description
v Equals(Object) Compare blend mode and object
and checks if they are equal
(Overrides
ValueTypeEquals(Object).)
v Equals(BlendMode) Compare two blend modes and
checks if they are equal
v GetHashCode Provide a integer describing the
object
(Overrides
ValueTypeGetHashCode.)
v GetType Gets the Type of the current
instance.
(Inherited from Object.)
v ToString Returns the fully qualified type
name of this instance.
(Inherited from ValueType.)
Top
4« See Also

Reference



BlendMode Structure
SFML.Graphics Namespace



BlendModeEquals Method

4« Overload List

Name Description
v Equals(Object) Compare blend mode and object
and checks if they are equal
(Overrides

ValueTypeEquals(Object).)

v Equals(BlendMode) Compare two blend modes and
checks if they are equal

Top

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendModeEquals Method
(Object)

Compare blend mode and object and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override bool Equals(
Object obj
)
Parameters
obj

Type: SystemObject
Object to check

Return Value
Type: Boolean
Object and blend mode are equal

«See Also

Reference

BlendMode Structure
Equals Overload
SFML.Graphics Namespace



BlendModeEquals Method
(BlendMode)

Compare two blend modes and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Equals(
BlendMode other
)

Parameters

other
Type: SFML.GraphicsBlendMode
Blend Mode to check

Return Value
Type: Boolean
blend modes are equal

Implements
IEquatableTEquals(T)

«See Also

Reference

BlendMode Structure
Equals Overload
SFML.Graphics Namespace






BlendModeGetHashCode Method

Provide a integer describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override int GetHashCode() W

Return Value
Type: Int32
Integer description of the object

«See Also

Reference
BlendMode Structure
SFML.Graphics Namespace



BlendMode Operators

The BlendMode type exposes the following members.

« Operators

Name Description
%S Equality =~ Compare two blend modes and checks if
they are equal
%S Inequality Compare two blend modes and checks if
they are not equal
Top
«See Also
Reference

BlendMode Structure
SFML.Graphics Namespace



BlendModeEquality Operator

Compare two blend modes and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static bool operator ==
BlendMode left,
BlendMode right

Parameters

left
Type: SFML.GraphicsBlendMode

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.BlendMode.op_Equality(SFML.Graphics.BlendMode,SFML.Graphics

right
Type: SFML.GraphicsBlendMode

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.BlendMode.op_Equality(SFML.Graphics.BlendMode,SFML.Graphics

Return Value
Type: Boolean
Blend Modes are equal

«See Also

Reference
BlendMode Structure



SFML.Graphics Namespace



BlendModelnequality Operator

Compare two blend modes and checks if they are not equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator !=(
BlendMode left,
BlendMode right

Parameters

left
Type: SFML.GraphicsBlendMode

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.BlendMode.op_Inequality(SFML.Graphics.BlendMode,SFML.Graphi:

right
Type: SFML.GraphicsBlendMode

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.BlendMode.op_lInequality(SFML.Graphics.BlendMode,SFML.Graphi:

Return Value
Type: Boolean
Blend Modes are not equal

«See Also

Reference
BlendMode Structure



SFML.Graphics Namespace



SFML.Net

BlendModeEquation Enumeration

Enumeration of the blending equations

Namespace: SFML.Graphics

Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:

2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F#

Copy

public enum Equation

«Members
Member Value
name
Add 0
Subtract 1
«See Also
Reference

SFML.Graphics Namespace

Description

Pixel = Src * SrcFactor + Dst *
DstFactor

Pixel = Src * SrcFactor - Dst *
DstFactor



SFML.Net

BlendModeFactor Enumeration

Enumeration of the blending factors

Namespace: SFML.Graphics

Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:

2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F#

Copy

public enum Factor

«Members
Member name Value
Zero 0
One 1
SrcColor 2

OneMinusSrcColor 3

DstColor 4

OneMinusDstColor 5

SrcAlpha 6

OneMinusSrcAlpha 7

Description

(0, 0, 0, 0)
(1,1,1,1)
(src.r, src.g, src.b, src.a)

(1,1, 1, 1) - (src.r, src.g,
src.b, src.a)

(dst.r, dst.g, dst.b, dst.a)

(1, 1,1, 1) - (dst.r, dst.qg,
dst.b, dst.a)

(src.a, src.a, src.a, src.a)

(1,1,1,1) - (src.a, src.a,



src.a, src.a)

DstAlpha 8 (dst.a, dst.a, dst.a, dst.a)
OneMinusDstAlpha 9 (1,1, 1, 1) - (dst.a, dst.a,
dst.a, dst.a)
4 See Also

Reference
SFML.Graphics Namespace



CircleShape Class

Specialized shape representing a circle

«Inheritance Hierarchy

SystemObject SFMLODbjectBase

SFML.GraphicsTransformable
SFML.GraphicsShape

SFML.GraphicsCircleShape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class CircleShape : Shape W

The CircleShape type exposes the following members.

4 Constructors

Name Description
v CircleShape Default constructor
v CircleShape(Single) Construct the shape with an
initial radius
v CircleShape(CircleShape) Construct the shape from

another shape



CircleShape(Single,
UInt32)
Top
« Methods
Name
By Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds

Construct the shape with an
initial radius and point count

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate
system.

(Inherited from Shape.)



GetHashCode

GetLocalBounds

GetPoint

GetPointCount

GetType

MemberwiseClone

Serves as a hash function for a
particular type.
(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the circle
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)



v SetPointCount
v ToString
By Update

Top

« Properties

Name
= CPointer
= FillColor
= InverseTransform
= Origin

Set the number of points of the
circle. The count must be greater
than 2 to define a valid shape.

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)

Description

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Fill color of the shape
(Inherited from Shape.)

The combined transform of the
object
(Inherited from Transformable.)

The origin of an object defines the
center point for all transformations
(position, scale, rotation). The



coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).

(Inherited from Transformable.)

= OutlineColor Outline color of the shape
(Inherited from Shape.)

= OutlineThickness Thickness of the shape's outline
(Inherited from Shape.)

= Position Position of the object
(Inherited from Transformable.)

= Radius The radius of the shape

= Rotation Rotation of the object
(Inherited from Transformable.)

= Scale Scale of the object
(Inherited from Transformable.)

= Texture Source texture of the shape
(Inherited from Shape.)

= TextureRect Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

= Transform The combined transform of the

object
(Inherited from Transformable.)

Top

«See Also
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CircleShape Constructor

4« Overload List

Name Description
v CircleShape Default constructor
v CircleShape(Single) Construct the shape with an
initial radius
v CircleShape(CircleShape) Construct the shape from

another shape

v CircleShape(Single, Construct the shape with an
UInt32) initial radius and point count
Top
4« See Also
Reference

CircleShape Class
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CircleShape Constructor

Default constructor

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public CircleShape() W

«See Also

Reference

CircleShape Class
CircleShape Overload
SFML.Graphics Namespace



CircleShape Constructor (Single)

Construct the shape with an initial radius

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public CircleShape(
float radius
)

Parameters

radius
Type: SystemSingle
Radius of the shape

«See Also

Reference

CircleShape Class
CircleShape Overload
SFML.Graphics Namespace
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CircleShape Constructor
(CircleShape)

Construct the shape from another shape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public CircleShape(
CircleShape copy
)

Parameters

copy
Type: SFML.GraphicsCircleShape

Shape to copy

«See Also

Reference

CircleShape Class
CircleShape Overload
SFML.Graphics Namespace
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CircleShape Constructor (Single,
Uint32)

Construct the shape with an initial radius and point count

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public CircleShape(
float radius,
uint pointCount

)

Parameters

radius

Type: SystemSingle

Radius of the shape
pointCount

Type: SystemUInt32

Number of points of the shape

«See Also

Reference

CircleShape Class
CircleShape Overload
SFML.Graphics Namespace



CircleShape Methods

The CircleShape type exposes the following members.

« Methods
Name
By Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate



GetHashCode

GetLocalBounds

GetPoint

GetPointCount

GetType

system.
(Inherited from Shape.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the circle
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

MemberwiseClone Creates a shallow copy of the



v SetPointCount
v ToString
A Update
Top
«See Also
Reference

CircleShape Class
SFML.Graphics Namespace

current Object.
(Inherited from Object.)

Set the number of points of the
circle. The count must be greater
than 2 to define a valid shape.

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)



CircleShapeGetPoint Method

Get the position of a point The returned point is in local coordinates,
that is, the shape's transforms (position, rotation, scale) are not taken
into account. The result is undefined if index is out of the valid range.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override Vector2f GetPoint(
uint index
)

Parameters

index
Type: SystemUInt32
Index of the point to get, in range [0 .. PointCount - 1]

Return Value
Type: Vector2f
index-th point of the shape

«See Also

Reference
CircleShape Class
SFML.Graphics Namespace
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CircleShapeGetPointCount
Method

Get the total number of points of the circle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override uint GetPointCount() W

Return Value
Type: Ulnt32
The total point count

«See Also

Reference
CircleShape Class
SFML.Graphics Namespace



CircleShapeSetPointCount Method

Set the number of points of the circle. The count must be greater than
2 to define a valid shape.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void SetPointCount(
uint count
)

Parameters

count
Type: SystemUInt32
New number of points of the circle

«See Also

Reference
CircleShape Class
SFML.Graphics Namespace
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CircleShape Properties

The CircleShape type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

= FillColor Fill color of the shape
(Inherited from Shape.)

= InverseTransform The combined transform of the
object

(Inherited from Transformable.)

= Origin The origin of an object defines the
center point for all transformations
(position, scale, rotation). The
coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).
(Inherited from Transformable.)

= OutlineColor Outline color of the shape
(Inherited from Shape.)

= OutlineThickness Thickness of the shape's outline
(Inherited from Shape.)



= Position Position of the object
(Inherited from Transformable.)

= Radius The radius of the shape

= Rotation Rotation of the object
(Inherited from Transformable.)

= Scale Scale of the object
(Inherited from Transformable.)

= Texture Source texture of the shape
(Inherited from Shape.)

= TextureRect Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

= Transform The combined transform of the
object
(Inherited from Transformable.)

Top

«See Also

Reference
CircleShape Class
SFML.Graphics Namespace



CircleShapeRadius Property

The radius of the shape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public float Radius { get; set; } W

Property Value
Type: Single

«See Also

Reference
CircleShape Class
SFML.Graphics Namespace
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Color Structure

Utility class for manipulating 32-bits RGBA colors

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct Color : IEquatable<Color> W

The Color type exposes the following members.

4 Constructors

Name Description
v Color(Color) Construct the color from another
v Color(Byte, Construct the color from its red, green
Byte, Byte) and blue components
v Color(Byte, Construct the color from its red,
Byte, Byte, green, blue and alpha components
Byte)
Top
«Methods

Name Description



Equals(Object) Compare color and object and checks
if they are equal
(Overrides
ValueTypeEquals(Object).)

v Equals(Color) Compare two colors and checks if they
are equal
v GetHashCode Provide a integer describing the object

(Overrides ValueTypeGetHashCode.)

v GetType Gets the Type of the current instance.
(Inherited from Object.)

v ToString Provide a string describing the object
(Overrides ValueTypeToString.)

Top

« Operators

Name Description

=S Addition This operator returns the component-wise
sum of two colors. Components that
exceed 255 are clamped to 255.

=S Equality Compare two colors and checks if they are
equal

=S Inequality =~ Compare two colors and checks if they are
not equal

s Multiply This operator returns the component-wise
multiplication of two colors. Components
above 255 are clamped to 255.

=S Subtraction This operator returns the component-wise



subtraction of two colors. Components
below 0 are clamped to O.

Top
« Flelds
Name Description
v A Alpha (transparent) component of the
color
v B Blue component of the color
vs Black Predefined black color
vs Blue Predefined blue color
vs Cyan Predefined cyan color
v G Green component of the color
vs Green Predefined green color
vs Magenta Predefined magenta color
v R Red component of the color
vs Red Predefined red color
vs Transparent Predefined (black) transparent color
vs White Predefined white color
vs Yellow Predefined yellow color



«See Also

Reference
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Color Constructor

4« Overload List

Name
v Color(Color)
v Color(Byte,
Byte, Byte)
v Color(Byte,
Byte, Byte,
Byte)
Top
4 See Also
Reference

Color Structure
SFML.Graphics Namespace

Description

Construct the color from another

Construct the color from its red, green
and blue components

Construct the color from its red,
green, blue and alpha components



SFML.Net

Color Constructor (Color)

Construct the color from another

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Color(
Color color
)

Parameters

color
Type: SFML.GraphicsColor
Color to copy

«See Also

Reference

Color Structure

Color Overload
SFML.Graphics Namespace
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Color Constructor (Byte, Byte,
Byte)

Construct the color from its red, green and blue components

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Color(

byte red,
byte green,
byte blue
)
Parameters
red

Type: SystemByte

Red component
green

Type: SystemByte

Green component
blue

Type: SystemByte

Blue component

«See Also

Reference



Color Structure
Color Overload
SFML.Graphics Namespace
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Color Constructor (Byte, Byte,
Byte, Byte)

Construct the color from its red, green, blue and alpha components

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Color(

byte red,
byte green,
byte blue,
byte alpha
)
Parameters
red

Type: SystemByte

Red component
green

Type: SystemByte

Green component
blue

Type: SystemByte

Blue component
alpha

Type: SystemByte

Alpha (transparency) component



«See Also

Reference

Color Structure

Color Overload
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Color Fields

The Color type exposes the following members.

« Fields

Name
v A
v B
Vs Black
Vs Blue
Vs Cyan
M G
Vs Green
Vs Magenta
v R
Vs Red
vs Transparent
vs White
Vs Yellow

Description

Alpha (transparent) component of the
color

Blue component of the color
Predefined black color
Predefined blue color
Predefined cyan color

Green component of the color
Predefined green color
Predefined magenta color
Red component of the color
Predefined red color
Predefined (black) transparent color
Predefined white color

Predefined yellow color



Top

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorA Field

Alpha (transparent) component of the color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public byte A W

Field Value
Type: Byte

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorB Field

Blue component of the color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public byte B W

Field Value
Type: Byte

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorBlack Field

Predefined black color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Black W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorBlue Field

Predefined blue color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Blue W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorCyan Field

Predefined cyan color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Cyan W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorG Field

Green component of the color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public byte G W

Field Value
Type: Byte

«See Also

Reference
Color Structure
SFML.Graphics Namespace
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ColorGreen Field

Predefined green color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Green W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorMagenta Field

Predefined magenta color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Magenta W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorR Field

Red component of the color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public byte R W

Field Value
Type: Byte

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorRed Field

Predefined red color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Red W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



SFML.Net

ColorTransparent Field

Predefined (black) transparent color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Transparent W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorWhite Field

Predefined white color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color White W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace
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ColorYellow Field

Predefined yellow color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static readonly Color Yellow W

Field Value
Type: Color

«See Also

Reference
Color Structure
SFML.Graphics Namespace



Color Methods

The Color type exposes the following members.

4« Methods
Name Description
v Equals(Object) Compare color and object and checks
if they are equal
(Overrides

ValueTypeEquals(Object).)

Equals(Color) Compare two colors and checks if they
are equal

v GetHashCode Provide a integer describing the object
(Overrides ValueTypeGetHashCode.)

GetType Gets the Type of the current instance.
(Inherited from Object.)

ToString Provide a string describing the object
(Overrides ValueTypeToString.)

Top

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorEquals Method

4« Overload List

Name Description
v Equals(Object) Compare color and object and checks
if they are equal
(Overrides

ValueTypeEquals(Object).)

v Equals(Color) Compare two colors and checks if they
are equal
Top
4« See Also
Reference

Color Structure
SFML.Graphics Namespace



ColorEquals Method (Object)

Compare color and object and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public override bool Equals(

Object obj
)
Parameters
obj

Type: SystemObject
Object to check

Return Value
Type: Boolean
Object and color are equal

«See Also

Reference

Color Structure

Equals Overload
SFML.Graphics Namespace



ColorEquals Method (Color)

Compare two colors and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public bool Equals(
Color other
)

Parameters

other
Type: SFML.GraphicsColor
Color to check

Return Value
Type: Boolean
Colors are equal

Implements
IEquatableTEquals(T)

«See Also

Reference

Color Structure

Equals Overload
SFML.Graphics Namespace



ColorGetHashCode Method

Provide a integer describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override int GetHashCode() W

Return Value
Type: Int32
Integer description of the object

«See Also

Reference
Color Structure
SFML.Graphics Namespace



ColorToString Method

Provide a string describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
Color Structure
SFML.Graphics Namespace
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Color Operators

The Color type exposes the following members.

« Operators

Name Description
=S Addition This operator returns the component-wise
sum of two colors. Components that
exceed 255 are clamped to 255.
=S Equality Compare two colors and checks if they are
equal
= Inequality =~ Compare two colors and checks if they are
not equal
= Multiply This operator returns the component-wise
multiplication of two colors. Components
above 255 are clamped to 255.
=S Subtraction This operator returns the component-wise
subtraction of two colors. Components
below 0 are clamped to O.
Top
4 See Also
Reference

Color Structure
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ColorAddition Operator

This operator returns the component-wise sum of two colors.
Components that exceed 255 are clamped to 255.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static Color operator +(
Color left,
Color right

Parameters

left
Type: SFML.GraphicsColor

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.Color.op_Addition(SFML.Graphics.Color,SFML.Graphics.Color)"]

right
Type: SFML.GraphicsColor

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.Color.op_Addition(SFML.Graphics.Color,SFML.Graphics.Color)"]

Return Value
Type: Color
Result of left + right

«See Also

Reference
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ColorEquality Operator

Compare two colors and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator ==
Color left,
Color right

Parameters

left
Type: SFML.GraphicsColor

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.Color.op_Equality(SFML.Graphics.Color,SFML.Graphics.Color)"]

right
Type: SFML.GraphicsColor

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.Color.op_Equality(SFML.Graphics.Color,SFML.Graphics.Color)"]

Return Value
Type: Boolean
Colors are equal

«See Also

Reference
Color Structure
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Colorlnequality Operator

Compare two colors and checks if they are not equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator !=(
Color left,
Color right

Parameters

left
Type: SFML.GraphicsColor

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.Color.op_Inequality(SFML.Graphics.Color,SFML.Graphics.Color)"]

right
Type: SFML.GraphicsColor

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.Color.op_Inequality(SFML.Graphics.Color,SFML.Graphics.Color)"]

Return Value
Type: Boolean
Colors are not equal

«See Also

Reference
Color Structure
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ColorMultiply Operator

This operator returns the component-wise multiplication of two colors.
Components above 255 are clamped to 255.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static Color operator *(
Color left,
Color right

Parameters

left
Type: SFML.GraphicsColor

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.Color.op_Multiply(SFML.Graphics.Color,SFML.Graphics.Color)"]

right
Type: SFML.GraphicsColor

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.Color.op_Multiply(SFML.Graphics.Color,SFML.Graphics.Color)"]

Return Value
Type: Color
Result of left * right

«See Also

Reference
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ColorSubtraction Operator

This operator returns the component-wise subtraction of two colors.
Components below 0 are clamped to O.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static Color operator -(
Color left,
Color right

Parameters

left
Type: SFML.GraphicsColor

[Missing <param name="left"/> documentation for
"M:SFML.Graphics.Color.op_Subtraction(SFML.Graphics.Color,SFML.Graphics.Color)"™

right
Type: SFML.GraphicsColor

[Missing <param name="right"/> documentation for
"M:SFML.Graphics.Color.op_Subtraction(SFML.Graphics.Color,SFML.Graphics.Color)"™

Return Value
Type: Color
Result of left - right

«See Also

Reference
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ConvexShape Class

Specialized shape representing a convex polygon

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.GraphicsTransformable
SFML.GraphicsShape
SFML.GraphicsConvexShape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class ConvexShape : Shape W

The ConvexShape type exposes the following members.

4 Constructors

Name Description
v ConvexShape Default constructor
v ConvexShape(UInt32) Construct the shape
with an initial point
count
v ConvexShape(ConvexShape) Construct the shape

from another shape



Top

« Methods
Name
By Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds
v GetHashCode

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate
system.

(Inherited from Shape.)

Serves as a hash function for a
particular type.



GetLocalBounds

GetPoint

GetPointCount

GetType

MemberwiseClone

SetPoint

(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the polygon
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Set the position of a point. Don't
forget that the polygon must



v SetPointCount
v ToString
3y Update

Top

« Properties

Name
= CPointer
= FillColor

remain convex, and the points
need to stay ordered! PointCount
must be set first in order to set the
total number of points. The result
is undefined if index is out of the
valid range.

Set the number of points of the
polygon. The count must be
greater than 2 to define a valid
shape.

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)

Description

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Fill color of the shape
(Inherited from Shape.)



InverseTransform The combined transform of the
object
(Inherited from Transformable.)

Origin The origin of an object defines the
center point for all transformations
(position, scale, rotation). The
coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).
(Inherited from Transformable.)

OutlineColor Outline color of the shape
(Inherited from Shape.)

OutlineThickness Thickness of the shape's outline
(Inherited from Shape.)

Position Position of the object
(Inherited from Transformable.)

Rotation Rotation of the object
(Inherited from Transformable.)

Scale Scale of the object
(Inherited from Transformable.)

Texture Source texture of the shape
(Inherited from Shape.)

TextureRect Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

Transform The combined transform of the
object



(Inherited from Transformable.)

Top

«See Also

Reference
SFML.Graphics Namespace



SFML.Net

ConvexShape Constructor

4« Overload List

Name Description
v ConvexShape Default constructor
v ConvexShape(UInt32) Construct the shape
with an initial point
count

ConvexShape(ConvexShape) Construct the shape
from another shape

Top

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



SFML.Net

ConvexShape Constructor

Default constructor

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public ConvexShape() W

«See Also

Reference

ConvexShape Class
ConvexShape Overload
SFML.Graphics Namespace



SFML.Net

ConvexShape Constructor
(UInt32)

Construct the shape with an initial point count

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public ConvexShape(
uint pointCount
)

Parameters
pointCount

Type: SystemUInt32
Number of points of the shape

«See Also

Reference

ConvexShape Class
ConvexShape Overload
SFML.Graphics Namespace



SFML.Net

ConvexShape Constructor
(ConvexShape)

Construct the shape from another shape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public ConvexShape(
ConvexShape copy
)

Parameters

copy
Type: SFML.GraphicsConvexShape

Shape to copy

«See Also

Reference

ConvexShape Class
ConvexShape Overload
SFML.Graphics Namespace



ConvexShape Methods

The ConvexShape type exposes the following members.

« Methods
Name
By Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate



GetHashCode

GetLocalBounds

GetPoint

GetPointCount

GetType

system.
(Inherited from Shape.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the polygon
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

MemberwiseClone Creates a shallow copy of the



v SetPoint
v SetPointCount
v ToString
By Update
Top
«See Also
Reference

ConvexShape Class
SFML.Graphics Namespace

current Object.
(Inherited from Object.)

Set the position of a point. Don't
forget that the polygon must
remain convex, and the points
need to stay ordered! PointCount
must be set first in order to set the
total number of points. The result
is undefined if index is out of the
valid range.

Set the number of points of the
polygon. The count must be
greater than 2 to define a valid
shape.

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)






ConvexShapeGetPoint Method

Get the position of a point The returned point is in local coordinates,
that is, the shape's transforms (position, rotation, scale) are not taken
into account. The result is undefined if index is out of the valid range.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override Vector2f GetPoint(
uint index
)

Parameters

index
Type: SystemUInt32
Index of the point to get, in range [0 .. PointCount - 1]

Return Value
Type: Vector2f
index-th point of the shape

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



SFML.Net

ConvexShapeGetPointCount
Method

Get the total number of points of the polygon

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override uint GetPointCount() W

Return Value
Type: Ulnt32
The total point count

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



ConvexShapeSetPoint Method

Set the position of a point. Don't forget that the polygon must remain
convex, and the points need to stay ordered! PointCount must be set
first in order to set the total number of points. The result is undefined if
index is out of the valid range.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void SetPoint(
uint index,
Vector2f point

)

Parameters

index

Type: SystemUInt32

Index of the point to change, in range [0 .. PointCount - 1]
point

Type: SFML.SystemVector2f

New position of the point

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



SFML.Net

ConvexShapeSetPointCount
Method

Set the number of points of the polygon. The count must be greater
than 2 to define a valid shape.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void SetPointCount(
uint count
)

Parameters

count
Type: SystemUInt32
New number of points of the polygon

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



SFML.Net

ConvexShape Properties

The ConvexShape type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

= FillColor Fill color of the shape
(Inherited from Shape.)

= InverseTransform The combined transform of the
object

(Inherited from Transformable.)

= Origin The origin of an object defines the
center point for all transformations
(position, scale, rotation). The
coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).
(Inherited from Transformable.)

= OutlineColor Outline color of the shape
(Inherited from Shape.)

= OutlineThickness Thickness of the shape's outline
(Inherited from Shape.)



= Position Position of the object
(Inherited from Transformable.)

= Rotation Rotation of the object
(Inherited from Transformable.)

= Scale Scale of the object
(Inherited from Transformable.)

= Texture Source texture of the shape
(Inherited from Shape.)

= TextureRect Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

= Transform The combined transform of the
object
(Inherited from Transformable.)

Top

«See Also

Reference
ConvexShape Class
SFML.Graphics Namespace



SFML.Net

Drawable Interface

Interface for every object that can be drawn to a render window

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public interface Drawable W

The Drawable type exposes the following members.

« Methods

Name Description

v Draw
Top

«See Also

Reference
SFML.Graphics Namespace



Drawable Methods

The Drawable type exposes the following members.

« Methods

Name Description

Draw
Top

«See Also

Reference
Drawable Interface
SFML.Graphics Namespace



DrawableDraw Method

[Missing <summary> documentation for
"M:SFML.Graphics.Drawable.Draw(SFML.Graphics.RenderTarget,SFML.Graphics.RenderS

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
RenderTarget target,
RenderStates states

Parameters

target
Type: SFML.GraphicsRenderTarget
Render target to draw to

States
Type: SFML.GraphicsRenderStates
Current render states

«See Also

Reference
Drawable Interface
SFML.Graphics Namespace
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FloatRect Structure

IntRect is an utility class for manipulating 2D rectangles with float
coordinates

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct FloatRect : IEquatable<FloatRect> W

The FloatRect type exposes the following members.

4 Constructors

Name Description
v FloatRect(Vector2f, Construct the rectangle from
Vector2f) position and size
v FloatRect(Single, Single, Construct the rectangle from
Single, Single) its coordinates
Top
« Methods
Name Description
v Contains Check if a point is inside the

rectangle's area



Top

Equals(Object)

Equals(FloatRect)

GetHashCode

GetType

Intersects(FloatRect)

Intersects(FloatRect,
FloatRect)

ToString

« Operators

.
+

.
+

0

0

Compare rectangle and object
and checks if they are equal
(Overrides
ValueTypeEquals(Object).)

Compare two rectangles and
checks if they are equal

Provide a integer describing the
object

(Overrides
ValueTypeGetHashCode.)

Gets the Type of the current
instance.
(Inherited from Object.)

Check intersection between two
rectangles

Check intersection between two
rectangles

Provide a string describing the
object
(Overrides ValueTypeToString.)

Name Description

Equality Operator == overload ; check rect
equality

(FloatRect to Explicit casting to another rectangle

IntRect) type



g
|

=5 8 Inequality
Top
« Fields
Name
v Height
v Left
v Top
v Width
Top
.« See Also
Reference

Operator != overload ; check rect
inequality

Description

Height of the rectangle
Left coordinate of the rectangle
Top coordinate of the rectangle

Width of the rectangle

SFML.Graphics Namespace



FloatRect Constructor

4« Overload List

Name
@ FloatRect(Vector2f,
Vector2f)
@ FloatRect(Single, Single,
Single, Single)
Top
«See Also
Reference

FloatRect Structure
SFML.Graphics Namespace

Description

Construct the rectangle from
position and size

Construct the rectangle from
its coordinates



SFML.Net

FloatRect Constructor (Vector?2f,
Vector?2f)

Construct the rectangle from position and size

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public FloatRect(
Vector2f position,
Vector2f size

)

Parameters
position

Type: SFML.SystemVector2f

Position of the top-left corner of the rectangle
Size

Type: SFML.SystemVector2f

Size of the rectangle

«See Also

Reference

FloatRect Structure
FloatRect Overload
SFML.Graphics Namespace



SFML.Net

FloatRect Constructor (Single,
Single, Single, Single)

Construct the rectangle from its coordinates

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public FloatRect(
float left,
float top,
float width,
float height

)

Parameters

left

Type: SystemSingle

Left coordinate of the rectangle
top

Type: SystemSingle

Top coordinate of the rectangle
width

Type: SystemSingle

Width of the rectangle
height

Type: SystemSingle

Height of the rectangle



«See Also

Reference

FloatRect Structure
FloatRect Overload
SFML.Graphics Namespace



FloatRect Fields

The FloatRect type exposes the following members.

« Fields
Name Description
v Height Height of the rectangle
v Left Left coordinate of the rectangle
v Top Top coordinate of the rectangle
v Width Width of the rectangle
Top
.« See Also
Reference

FloatRect Structure
SFML.Graphics Namespace



FloatRectHeight Field

Height of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Height W

Field Value
Type: Single

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRectLeft Field

Left coordinate of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Left W

Field Value
Type: Single

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRectTop Field

Top coordinate of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Top W

Field Value
Type: Single

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRectWidth Field

Width of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float Width W

Field Value
Type: Single

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRect Methods

The FloatRect type exposes the following members.

4« Methods

Name

v Contains

v Equals(Object)

v Equals(FloatRect)

v GetHashCode

v GetType

v Intersects(FloatRect)

v Intersects(FloatRect,
FloatRect)

v ToString

Description

Check if a point is inside the
rectangle's area

Compare rectangle and object
and checks if they are equal
(Overrides
ValueTypeEquals(Object).)

Compare two rectangles and
checks if they are equal

Provide a integer describing the
object

(Overrides
ValueTypeGetHashCode.)

Gets the Type of the current
instance.
(Inherited from Object.)

Check intersection between two
rectangles

Check intersection between two
rectangles

Provide a string describing the



Top

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace

object
(Overrides ValueTypeToString.)



FloatRectContains Method

Check if a point is inside the rectangle's area

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Contains(

float x,
float y
)
Parameters

X
Type: SystemSingle
X coordinate of the point to test
y
Type: SystemSingle
Y coordinate of the point to test

Return Value
Type: Boolean
True if the point is inside

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace






FloatRectEquals Method

4« Overload List

Name Description
v Equals(Object) Compare rectangle and object and
checks if they are equal
(Overrides

ValueTypeEquals(Object).)

Equals(FloatRect) Compare two rectangles and
checks if they are equal

Top

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRectEquals Method (Object)

Compare rectangle and object and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override bool Equals(

Object obj
)
Parameters
obj

Type: SystemObject
Object to check

Return Value
Type: Boolean
Object and rectangle are equal

«See Also

Reference

FloatRect Structure

Equals Overload
SFML.Graphics Namespace



FloatRectEquals Method
(FloatRect)

Compare two rectangles and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Equals(
FloatRect other
)

Parameters

other
Type: SFML.GraphicsFloatRect
Rectangle to check

Return Value
Type: Boolean
Rectangles are equal

Implements
IEquatableTEquals(T)

«See Also

Reference

FloatRect Structure

Equals Overload
SFML.Graphics Namespace






FloatRectGetHashCode Method

Provide a integer describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override int GetHashCode() W

Return Value
Type: Int32
Integer description of the object

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



FloatRectIntersects Method

4« Overload List

Name Description

Intersects(FloatRect)  Check intersection between
two rectangles

Intersects(FloatRect, Check intersection between
FloatRect) two rectangles

Top

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



SFML.Net

FloatRectIntersects Method
(FloatRect)

Check intersection between two rectangles

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Intersects(
FloatRect rect
)

Parameters

rect
Type: SFML.GraphicsFloatRect
Rectangle to test

Return Value
Type: Boolean
True if rectangles overlap

«See Also

Reference

FloatRect Structure
Intersects Overload
SFML.Graphics Namespace



SFML.Net

FloatRectIntersects Method
(FloatRect, FloatRect)

Check intersection between two rectangles

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Intersects(
FloatRect rect,
out FloatRect overlap

)

Parameters

rect
Type: SFML.GraphicsFloatRect
Rectangle to test

overlap
Type: SFML.GraphicsFloatRect
Rectangle to be filled with overlapping rect

Return Value
Type: Boolean
True if rectangles overlap

«See Also

Reference
FloatRect Structure



Intersects Overload
SFML.Graphics Namespace



FloatRectToString Method

Provide a string describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



SFML.Net

FloatRect Operators and Type
Conversions

The FloatRect type exposes the following members.

« Operators

Name Description
%S Equality Operator == overload ; check rect
equality
= (FloatRect to Explicit casting to another rectangle
IntRect) type
5 s Inequality Operator != overload ; check rect
inequality
Top
4 See Also
Reference

FloatRect Structure
SFML.Graphics Namespace



FloatRectEquality Operator

Operator == overload ; check rect equality

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator ==
FloatRect r1,
FloatRect r2

)

Parameters

ri
Type: SFML.GraphicsFloatRect
First rect

r2
Type: SFML.GraphicsFloatRect
Second rect

Return Value
Type: Boolean
r1==r2

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace






SFML.Net

FloatRect Conversion (FloatRect
to IntRect)

Explicit casting to another rectangle type

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static explicit operator IntRect (
FloatRect r
)

Parameters

r
Type: SFML.GraphicsFloatRect
Rectangle being casted

Return Value
Type: IntRect
Casting result

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace



SFML.Net

FloatRectInequality Operator

Operator != overload ; check rect inequality

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator !=(
FloatRect r1,
FloatRect r2

)

Parameters

ri
Type: SFML.GraphicsFloatRect
First rect

r2
Type: SFML.GraphicsFloatRect
Second rect

Return Value
Type: Boolean
ril=r2

«See Also

Reference
FloatRect Structure
SFML.Graphics Namespace






SFML.Net

Font Class

Font is the low-level class for loading and manipulating character fonts.
This class is meant to be used by String2D

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.GraphicsFont

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class Font : ObjectBase W

The Font type exposes the following members.

4 Constructors

Name Description
v Font(Byte) Construct the font from a file in memory
v Font(Stream) Construct the font from a custom stream
v Font(String)  Construct the font from a file
v Font(Font) Construct the font from another font

Top



« Methods

Name
i Destroy
v Dispose
v Equals
i Finalize
v GetGlyph
v GetHashCode
v GetInfo
v GetKerning
v GetLineSpacing
v GetTexture

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to
the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get a glyph in the font

Serves as a hash function for
a particular type.
(Inherited from Object.)

Get the font information

Get the kerning offset between
two glyphs

Get spacing between two
consecutive lines

Get the texture containing the
glyphs of a given size



GetType

GetUnderlinePosition

v GetUnderlineThickness

i MemberwiseClone
v ToString
Top

« Properties

Name Description

Gets the Type of the current
instance.
(Inherited from Object.)

Get the position of the
underline

Get the thickness of the
underline

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Provide a string describing the
object
(Overrides ObjectToString.)

= CPointer Access to the internal pointer of the object.
For internal use only
(Inherited from ObjectBase.)

Top

«See Also

Reference
SFML.Graphics Namespace



Font Constructor

4« Overload List

Name
v Font(Byte)
v Font(Stream)
v Font(String)
v Font(Font)
Top
«See Also
Reference
Font Class

SFML.Graphics Namespace

Description

Construct the font from a file in memory
Construct the font from a custom stream
Construct the font from a file

Construct the font from another font



Font Constructor (Byte)

Construct the font from a file in memory

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Font(
byte[] bytes
)

Parameters

bytes
Type: SystemByte
Byte array containing the file contents

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Font Class

Font Overload
SFML.Graphics Namespace



SFML.Net

Font Constructor (Stream)

Construct the font from a custom stream

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Font(
Stream stream
)

Parameters

stream
Type: System.lOStream
Source stream to read from

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Font Class

Font Overload
SFML.Graphics Namespace



Font Constructor (String)

Construct the font from a file

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Font(
string filename
)

Parameters

filename
Type: SystemString
Font file to load

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Font Class

Font Overload
SFML.Graphics Namespace
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Font Constructor (Font)

Construct the font from another font

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public Font(

Font copy
)
Parameters
copy

Type: SFML.GraphicsFont
Font to copy

«See Also

Reference

Font Class

Font Overload
SFML.Graphics Namespace
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Font Methods

The Font type exposes the following members.

« Methods

Name
By Destroy
v Dispose
v Equals
By Finalize
v GetGlyph
v GetHashCode
v GetlInfo
v GetKerning

Description

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to
the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get a glyph in the font

Serves as a hash function for
a particular type.
(Inherited from Object.)

Get the font information

Get the kerning offset between
two glyphs



GetLineSpacing

v GetTexture
v GetType
v GetUnderlinePosition
v GetUnderlineThickness
A MemberwiseClone
v ToString
Top
«See Also
Reference
Font Class

SFML.Graphics Namespace

Get spacing between two
consecutive lines

Get the texture containing the
glyphs of a given size

Gets the Type of the current
instance.
(Inherited from Object.)

Get the position of the
underline

Get the thickness of the
underline

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Provide a string describing the
object
(Overrides ObjectToString.)



FontDestroy Method

Handle the destruction of the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
Font Class
SFML.Graphics Namespace



FontGetGlyph Method

Get a glyph in the font

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Glyph GetGlyph(
uint codePoint,
uint characterSize,
bool bold

)

Parameters

codePoint
Type: SystemUInt32
Unicode code point of the character to get

characterSize
Type: SystemUInt32
Character size
bold
Type: SystemBoolean
Retrieve the bold version or the regular one?

Return Value
Type: Glyph
The glyph corresponding to the character

«See Also



Reference
Font Class
SFML.Graphics Namespace



FontGetinfo Method

Get the font information

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public FontInfo GetInfo() W

Return Value
Type: Fontinfo
A structure that holds the font information

«See Also

Reference
Font Class
SFML.Graphics Namespace



FontGetKerning Method

Get the kerning offset between two glyphs

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float GetKerning(
uint first,
uint second,
uint characterSize

)

Parameters

first

Type: SystemUInt32

Unicode code point of the first character
second

Type: SystemUInt32

Unicode code point of the second character
characterSize

Type: SystemUInt32

Character size

Return Value
Type: Single
Kerning offset, in pixels

«See Also



Reference
Font Class
SFML.Graphics Namespace



FontGetLineSpacing Method

Get spacing between two consecutive lines

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float GetLineSpacing(
uint characterSize
)

Parameters

characterSize
Type: SystemUInt32
Character size

Return Value
Type: Single
Line spacing, in pixels

«See Also

Reference
Font Class
SFML.Graphics Namespace



FontGetTexture Method

Get the texture containing the glyphs of a given size

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Texture GetTexture(
uint characterSize
)

Parameters

characterSize
Type: SystemUInt32
Character size

Return Value
Type: Texture
Texture storing the glyphs for the given size

«See Also

Reference
Font Class
SFML.Graphics Namespace



FontGetUnderlinePosition Method

Get the position of the underline

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float GetUnderlinePosition(
uint characterSize
)

Parameters

characterSize
Type: SystemUInt32
Character size

Return Value
Type: Single
Underline position, in pixels

«See Also

Reference
Font Class
SFML.Graphics Namespace
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FontGetUnderlineThickness
Method

Get the thickness of the underline

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public float GetUnderlineThickness(
uint characterSize
)

Parameters

characterSize
Type: SystemUInt32
Character size

Return Value
Type: Single
Underline thickness, in pixels

«See Also

Reference
Font Class
SFML.Graphics Namespace



FontToString Method

Provide a string describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
Font Class
SFML.Graphics Namespace



Font Properties

The Font type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the object.
For internal use only
(Inherited from ObjectBase.)
Top
. See Also
Reference
Font Class

SFML.Graphics Namespace



SFML.Net

Fontlinfo Structure

Info holds various information about a font

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct Info W

The Fontinfo type exposes the following members.

4« Methods
Name Description

v Equals Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

v GetHashCode Returns the hash code for this
instance.
(Inherited from ValueType.)

v GetType Gets the Type of the current instance.
(Inherited from Object.)

v ToString Returns the fully qualified type name of

this instance.
(Inherited from ValueType.)



Top

« Fields

Name

v Family
Top

«See Also

Reference
SFML.Graphics Namespace

Description

The font family



Info Fields

The Fontinfo type exposes the following members.

« Fields
Name Description
v Family The font family
Top
«See Also
Reference

FontIinfo Structure
SFML.Graphics Namespace



FontinfoFamily Field

The font family

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public string Family W

Field Value
Type: String

«See Also

Reference
Fontinfo Structure
SFML.Graphics Namespace



SFML.Net

Info Methods

The Fontinfo type exposes the following members.

«Methods
Name
v Equals
v GetHashCode
v GetType
v ToString
Top
.« See Also
Reference

Fontinfo Structure
SFML.Graphics Namespace

Description

Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

Returns the hash code for this
instance.
(Inherited from ValueType.)

Gets the Type of the current instance.
(Inherited from Object.)

Returns the fully qualified type name of
this instance.
(Inherited from ValueType.)



Glyph Structure

Structure describing a glyph (a visual character)

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct Glyph W

The Glyph type exposes the following members.

4« Methods
Name Description

v Equals Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

v GetHashCode Returns the hash code for this
instance.
(Inherited from ValueType.)

v GetType Gets the Type of the current instance.
(Inherited from Object.)

v ToString Returns the fully qualified type name of

this instance.
(Inherited from ValueType.)



Top

«Fields
Name Description
v Advance Offset to move horizontically to the next
character
v Bounds Bounding rectangle of the glyph, in
coordinates relative to the baseline
v TextureRect Texture coordinates of the glyph inside
the font's texture
Top
4 See Also
Reference

SFML.Graphics Namespace



Glyph Fields

The Glyph type exposes the following members.

«Fields
Name Description
v Advance Offset to move horizontically to the next
character
v Bounds Bounding rectangle of the glyph, in
coordinates relative to the baseline
v TextureRect Texture coordinates of the glyph inside
the font's texture
Top
4 See Also
Reference

Glyph Structure
SFML.Graphics Namespace



GlyphAdvance Field

Offset to move horizontically to the next character

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public int Advance W

Field Value
Type: Int32

«See Also

Reference
Glyph Structure
SFML.Graphics Namespace



GlyphBounds Field

Bounding rectangle of the glyph, in coordinates relative to the baseline

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public FloatRect Bounds W

Field Value
Type: FloatRect

«See Also

Reference
Glyph Structure
SFML.Graphics Namespace



GlyphTextureRect Field

Texture coordinates of the glyph inside the font's texture

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public IntRect TextureRect W

Field Value
Type: IntRect

«See Also

Reference
Glyph Structure
SFML.Graphics Namespace



SFML.Net

Glyph Methods

The Glyph type exposes the following members.

«Methods
Name
v Equals
v GetHashCode
v GetType
v ToString
Top
.« See Also
Reference

Glyph Structure
SFML.Graphics Namespace

Description

Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

Returns the hash code for this
instance.
(Inherited from ValueType.)

Gets the Type of the current instance.
(Inherited from Object.)

Returns the fully qualified type name of
this instance.
(Inherited from ValueType.)



SFML.Net

Image Class

Image is the low-level class for loading and manipulating images

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.Graphicsimage

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class Image : ObjectBase W

The Image type exposes the following members.

4 Constructors

Name Description
v Image(Byte) Construct the image from a file in
memory
v Image(Stream) Construct the image from a file in
a stream
v Image(String) Construct the image from a file
v Image(Color) Construct the image directly from

an array of pixels



v Image(Image)

v Image(UInt32,
UInt32)
v Image(UInt32,

Uint32, Color)

v Image(UInt32,
UInt32, Byte)

Construct the image from another
image

Construct the image with black
color

Construct the image from a single
color

Construct the image directly from
an array of pixels

Top
«Methods
Name Description
v Copy(Image, UInt32, UInt32) Copy pixels from another
image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time
v Copy(Image, UInt32, UInt32, Copy pixels from another
IntRect) image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time
v Copy(Image, UInt32, UInt32, Copy pixels from another
IntRect, Boolean) image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time
v CreateMaskFromColor(Color) Create a transparency mask

from a specified colorkey



CreateMaskFromColor(Color,
Byte)

Destroy

Dispose

Equals

Finalize

FlipHorizontally
FlipVertically

GetHashCode

GetPixel

GetType

MemberwiseClone

SaveToFile

Create a transparency mask
from a specified colorkey

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to
the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Flip the image horizontally
Flip the image vertically

Serves as a hash function for
a particular type.
(Inherited from Object.)

Get a pixel from the image

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Save the contents of the



image to a file

v SetPixel Change the color of a pixel
v ToString Provide a string describing the
object

(Overrides ObjectToString.)
Top

« Properties

Name Description

= CPointer Access to the internal pointer of the object.
For internal use only
(Inherited from ObjectBase.)

= Pixels Get a copy of the array of pixels (RGBA 8
bits integers components) Array size is Width
X Height x 4
= Size Size of the image, in pixels
Top
. See Also
Reference

SFML.Graphics Namespace
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Image Constructor

4« Overload List

Name Description
v Image(Byte) Construct the image from a file in
memory
v Image(Stream) Construct the image from a file in
a stream
v Image(String) Construct the image from a file
v Image(Color) Construct the image directly from

an array of pixels

v Image(Image) Construct the image from another
image
v Image(UInt32, Construct the image with black
UInt32) color
v Image(UInt32, Construct the image from a single
UInt32, Color) color
v Image(UInt32, Construct the image directly from
Uint32, Byte) an array of pixels
Top
.« See Also
Reference

Image Class



SFML.Graphics Namespace
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Image Constructor (Byte)

Construct the image from a file in memory

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
byte[] bytes
)

Parameters

bytes
Type: SystemByte
Byte array containing the file contents

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Constructor (Stream)

Construct the image from a file in a stream

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
Stream stream
)

Parameters

Stream
Type: System.lOStream
Stream containing the file contents

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace



SFML.Net

Image Constructor (String)

Construct the image from a file

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
string filename
)

Parameters

filename
Type: SystemString
Path of the image file to load

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Constructor (Color)

Construct the image directly from an array of pixels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
Color[,] pixels
)

Parameters

pixels
Type: SFML.GraphicsColor
2 dimensions array containing the pixels

« Exceptions

Exception Condition

LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Constructor (Image)

Construct the image from another image

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(

Image copy
)
Parameters
copy

Type: SFML.Graphicsimage
Image to copy

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Constructor (UInt32,
Uint32)

Construct the image with black color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
uint width,
uint height

)

Parameters

width
Type: SystemUInt32
Image width

height
Type: SystemUInt32
Image height

« Exceptions

Exception Condition

LoadingFailedException

«See Also



Reference

Image Class

Image Overload
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Image Constructor (UInt32,
UInt32, Color)

Construct the image from a single color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
uint width,
uint height,
Color color

)

Parameters

width
Type: SystemUInt32
Image width

height
Type: SystemUInt32
Image height

color
Type: SFML.GraphicsColor
Color to fill the image with

« Exceptions

Exception Condition



LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Constructor (UInt32,
UInt32, Byte)

Construct the image directly from an array of pixels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Image(
uint width,
uint height,
byte[] pixels

)

Parameters

width
Type: SystemUInt32
Image width

height
Type: SystemUInt32
Image height

pixels
Type: SystemByte
array containing the pixels

« Exceptions

Exception Condition



LoadingFailedException

«See Also

Reference

Image Class

Image Overload
SFML.Graphics Namespace
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Image Methods

The Image type exposes the following members.

« Methods

Name

Copy(lImage, UInt32, UInt32)

Copy(lImage, UInt32, UInt32,
IntRect)

Copy(lImage, UInt32, UInt32,
IntRect, Boolean)

CreateMaskFromColor(Color)

CreateMaskFromColor(Color,
Byte)

Destroy

Description

Copy pixels from another
image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time

Copy pixels from another
image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time

Copy pixels from another
image onto this one. This
function does a slow pixel
copy and should only be used
at initialization time

Create a transparency mask
from a specified colorkey

Create a transparency mask
from a specified colorkey

Handle the destruction of the
object
(Overrides



Dispose

Equals

Finalize

FlipHorizontally
FlipVertically

GetHashCode

GetPixel

GetType

MemberwiseClone

SaveToFile

SetPixel

ToString

ObjectBaseDestroy(Boolean).

Explicitely dispose the object
(Inherited from ObjectBase.)

Determines whether the
specified Object is equal to
the current Object.
(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Flip the image horizontally
Flip the image vertically

Serves as a hash function for
a particular type.
(Inherited from Object.)

Get a pixel from the image

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Save the contents of the
image to a file

Change the color of a pixel
Provide a string describing the

object
(Overrides ObjectToString.)



Top

«See Also

Reference
Image Class
SFML.Graphics Namespace



ImageCopy Method

4« Overload List

Name Description

v Copy(Image, Copy pixels from another image onto
UInt32, this one. This function does a slow pixel
UInt32) copy and should only be used at

initialization time

Copy(Image, Copy pixels from another image onto

UInt32, this one. This function does a slow pixel
UlInt32, copy and should only be used at
IntRect) initialization time

Copy(Image, Copy pixels from another image onto

UInt32, this one. This function does a slow pixel
UlInt32, copy and should only be used at
IntRect, initialization time
Boolean)

Top

4 See Also

Reference

Image Class

SFML.Graphics Namespace



ImageCopy Method (Image,

UInt32, Ulnt32)

Copy pixels from another image onto this one. This function does a
slow pixel copy and should only be used at initialization time

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Copy(
Image source,
uint destX,
uint destyY

)

Parameters

source
Type: SFML.Graphicsimage
Source image to copy
destX
Type: SystemUInt32
X coordinate of the destination position
desty
Type: SystemUInt32
Y coordinate of the destination position

«See Also



Reference

Image Class

Copy Overload
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ImageCopy Method (Image,
UInt32, UInt32, IntRect)

Copy pixels from another image onto this one. This function does a

slow pixel copy and should only be used at initialization time

Namespace: SFML.Graphics

Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:

2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F#

public void Copy(
Image source,
uint destX,
uint desty,
IntRect sourceRect

)

Parameters

source
Type: SFML.Graphicsimage
Source image to copy

destX
Type: SystemUInt32

X coordinate of the destination position

desty
Type: SystemUInt32

Y coordinate of the destination position

sourceRect
Type: SFML.GraphicsintRect

Copy



Sub-rectangle of the source image to copy

«See Also

Reference

Image Class

Copy Overload
SFML.Graphics Namespace
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ImageCopy Method (Image,
UInt32, UInt32, IntRect, Boolean)

Copy pixels from another image onto this one. This function does a
slow pixel copy and should only be used at initialization time

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Copy(
Image source,
uint destX,
uint desty,
IntRect sourceRect,
bool applyAlpha

)

Parameters
source
Type: SFML.Graphicsimage
Source image to copy
destX

Type: SystemUInt32
X coordinate of the destination position

desty
Type: SystemUInt32
Y coordinate of the destination position

sourceRect



Type: SFML.GraphicsIntRect
Sub-rectangle of the source image to copy
applyAlpha
Type: SystemBoolean
Should the copy take in account the source transparency?

«See Also

Reference

Image Class

Copy Overload
SFML.Graphics Namespace
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ImageCreateMaskFromColor
Method

4« Overload List

Name Description

CreateMaskFromColor(Color) Create a transparency
mask from a specified
colorkey

CreateMaskFromColor(Color, Create a transparency

Byte) mask from a specified
colorkey
Top
4 See Also
Reference
Image Class

SFML.Graphics Namespace
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ImageCreateMaskFromColor
Method (Color)

Create a transparency mask from a specified colorkey

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public void CreateMaskFromColor (
Color color
)

Parameters

color
Type: SFML.GraphicsColor
Color to become transparent

«See Also

Reference

Image Class
CreateMaskFromColor Overload
SFML.Graphics Namespace
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ImageCreateMaskFromColor
Method (Color, Byte)

Create a transparency mask from a specified colorkey

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void CreateMaskFromColor (
Color color,

byte alpha
)
Parameters
color

Type: SFML.GraphicsColor
Color to become transparent
alpha
Type: SystemByte
Alpha value to use for transparent pixels

«See Also

Reference

Image Class
CreateMaskFromColor Overload
SFML.Graphics Namespace



ImageDestroy Method

Handle the destruction of the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
Image Class
SFML.Graphics Namespace



ImageFlipHorizontally Method

Flip the image horizontally

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void FlipHorizontally() W

«See Also

Reference
Image Class
SFML.Graphics Namespace



ImageFlipVertically Method

Flip the image vertically

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void FlipVertically() W

«See Also

Reference
Image Class
SFML.Graphics Namespace



ImageGetPixel Method

Get a pixel from the image

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Color GetPixel(

uint x,
uint y
)
Parameters

X
Type: SystemUInt32
X coordinate of pixel in the image

y
Type: SystemUInt32

Y coordinate of pixel in the image

Return Value
Type: Color
Color of pixel (x, y)

«See Also

Reference
Image Class
SFML.Graphics Namespace






ImageSaveToFile Method

Save the contents of the image to a file

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool SaveToFile(
string filename
)

Parameters
filename
Type: SystemString
Path of the file to save (overwritten if already exist)

Return Value
Type: Boolean
True if saving was successful

«See Also

Reference
Image Class
SFML.Graphics Namespace



ImageSetPixel Method

Change the color of a pixel

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void SetPixel(

uint x,
uint y,
Color color
)
Parameters

X
Type: SystemUInt32
X coordinate of pixel in the image

y

Type: SystemUInt32

Y coordinate of pixel in the image
color

Type: SFML.GraphicsColor

New color for pixel (X, y)

«See Also

Reference
Image Class
SFML.Graphics Namespace






ImageToString Method

Provide a string describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
Image Class
SFML.Graphics Namespace



Image Properties

The Image type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the object.
For internal use only
(Inherited from ObjectBase.)

= Pixels Get a copy of the array of pixels (RGBA 8
bits integers components) Array size is Width
X Height x 4
= Size Size of the image, in pixels
Top
4« See Also
Reference
Image Class

SFML.Graphics Namespace



SFML.Net

ImagePixels Property

Get a copy of the array of pixels (RGBA 8 bits integers components)
Array size is Width x Height x 4

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public byte[] Pixels { get; } W

Return Value
Type: Byte
Array of pixels

«See Also

Reference
Image Class
SFML.Graphics Namespace
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ImageSize Property

Size of the image, in pixels

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Vector2u Size { get; } W

Property Value
Type: Vector2u

«See Also

Reference
Image Class
SFML.Graphics Namespace



SFML.Net

IntRect Structure

IntRect is an utility class for manipulating 2D rectangles with integer
coordinates

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public struct IntRect : IEquatable<IntRect> W

The IntRect type exposes the following members.

4 Constructors

Name Description
v IntRect(Vector2i, Construct the rectangle from
Vector2i) position and size
v IntRect(Int32, Int32, Construct the rectangle from its
Int32, Int32) coordinates
Top
« Methods
Name Description
v Contains Check if a point is inside the

rectangle's area



Top

Equals(Object)

Equals(IntRect)

GetHashCode

GetType

Intersects(IntRect)

Intersects(IntRect,
IntRect)

ToString

« Operators

.
+

.
+

0

0

Name

Equality

(IntRect to
FloatRect)

Compare rectangle and object and
checks if they are equal
(Overrides
ValueTypeEquals(Object).)

Compare two rectangles and
checks if they are equal

Provide a integer describing the
object

(Overrides
ValueTypeGetHashCode.)

Gets the Type of the current
instance.
(Inherited from Object.)

Check intersection between two
rectangles

Check intersection between two
rectangles

Provide a string describing the
object
(Overrides ValueTypeToString.)

Description

Operator == overload ; check rect
equality

Explicit casting to another rectangle
type



g
|

=5 8 Inequality
Top
« Fields
Name
v Height
v Left
v Top
v Width
Top
.« See Also
Reference

Operator != overload ; check rect
inequality

Description

Height of the rectangle
Left coordinate of the rectangle
Top coordinate of the rectangle

Width of the rectangle

SFML.Graphics Namespace



IntRect Constructor

4« Overload List

Name
v IntRect(Vector2i,
Vector2i)
v IntRect(Int32, Int32,
Int32, Int32)
Top
4 See Also
Reference

IntRect Structure
SFML.Graphics Namespace

Description

Construct the rectangle from
position and size

Construct the rectangle from its
coordinates



SFML.Net

IntRect Constructor (Vector2i,
Vector2i)

Construct the rectangle from position and size

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public IntRect(
Vector2i position,
Vector2i size

)

Parameters
position

Type: SFML.SystemVector2i

Position of the top-left corner of the rectangle
Size

Type: SFML.SystemVector2i

Size of the rectangle

«See Also

Reference

IntRect Structure

IntRect Overload
SFML.Graphics Namespace



IntRect Constructor (Int32, Int32,

INt32, Int32)

Construct the rectangle from its coordinates

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public IntRect(

int left,
int top,
int width,
int height
)
Parameters
left

Type: Systemint32
Left coordinate of the rectangle

top

Type: Systemint32

Top coordinate of the rectangle
width

Type: Systemint32

Width of the rectangle
height

Type: Systemint32

Height of the rectangle



«See Also

Reference

IntRect Structure

IntRect Overload
SFML.Graphics Namespace



IntRect Fields

The IntRect type exposes the following members.

« Fields
Name Description
v Height Height of the rectangle
v Left Left coordinate of the rectangle
v Top Top coordinate of the rectangle
v Width Width of the rectangle
Top
.« See Also
Reference

IntRect Structure
SFML.Graphics Namespace



IntRectHeight Field

Height of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public int Height W

Field Value
Type: Int32

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace



IntRectLeft Field

Left coordinate of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

public int Left W

Field Value
Type: Int32

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace



IntRectTop Field

Top coordinate of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public int Top W

Field Value
Type: Int32

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace



IntRectWIidth Field

Width of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public int width W

Field Value
Type: Int32

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace



SFML.Net

IntRect Methods

The IntRect type exposes the following members.

4« Methods

Name

v Contains

v Equals(Object)

v Equals(IntRect)

v GetHashCode

v GetType

v Intersects(IntRect)

v Intersects(IntRect,
IntRect)

v ToString

Description

Check if a point is inside the
rectangle's area

Compare rectangle and object and
checks if they are equal
(Overrides
ValueTypeEquals(Object).)

Compare two rectangles and
checks if they are equal

Provide a integer describing the
object

(Overrides
ValueTypeGetHashCode.)

Gets the Type of the current
instance.
(Inherited from Object.)

Check intersection between two
rectangles

Check intersection between two
rectangles

Provide a string describing the



Top

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace

object
(Overrides ValueTypeToString.)



IntRectContains Method

Check if a point is inside the rectangle's area

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Contains(

int x,
int y
)
Parameters

X
Type: Systemint32
X coordinate of the point to test

y
Type: Systemint32

Y coordinate of the point to test

Return Value
Type: Boolean
True if the point is inside

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace






IntRectEquals Method

4« Overload List

Name Description
v Equals(Object) Compare rectangle and object and
checks if they are equal
(Overrides

ValueTypeEquals(Object).)

Equals(IntRect) Compare two rectangles and checks if
they are equal

Top

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace



IntRectEquals Method (Object)

Compare rectangle and object and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override bool Equals(

Object obj
)
Parameters
obj

Type: SystemObject
Object to check

Return Value
Type: Boolean
Object and rectangle are equal

«See Also

Reference

IntRect Structure

Equals Overload
SFML.Graphics Namespace



IntRectEquals Method (IntRect)

Compare two rectangles and checks if they are equal

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public bool Equals(
IntRect other
)

Parameters

other
Type: SFML.GraphicsintRect
Rectangle to check

Return Value
Type: Boolean
Rectangles are equal

Implements
IEquatableTEquals(T)

«See Also

Reference

IntRect Structure

Equals Overload
SFML.Graphics Namespace



IntRectGetHashCode Method

Provide a integer describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override int GetHashCode() W

Return Value
Type: Int32
Integer description of the object

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace
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IntRectIntersects Method

4« Overload List

Name Description

Intersects(IntRect) Check intersection between two

rectangles
v Intersects(IntRect, Check intersection between two
IntRect) rectangles
Top
4 See Also
Reference

IntRect Structure
SFML.Graphics Namespace



IntRectIntersects Method (IntRect)

Check intersection between two rectangles

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Intersects(
IntRect rect
)

Parameters

rect
Type: SFML.GraphicsintRect
Rectangle to test

Return Value
Type: Boolean
True if rectangles overlap

«See Also

Reference

IntRect Structure

Intersects Overload
SFML.Graphics Namespace



SFML.Net

IntRectIntersects Method (IntRect,
IntRect)

Check intersection between two rectangles

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public bool Intersects(
IntRect rect,
out IntRect overlap

)

Parameters

rect
Type: SFML.GraphicsintRect
Rectangle to test

overlap
Type: SFML.GraphicsintRect
Rectangle to be filled with overlapping rect

Return Value
Type: Boolean
True if rectangles overlap

«See Also

Reference
IntRect Structure



Intersects Overload
SFML.Graphics Namespace



IntRectToString Method

Provide a string describing the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public override string ToString() W

Return Value
Type: String
String description of the object

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace
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IntRect Operators and Type
Conversions

The IntRect type exposes the following members.

« Operators

Name Description
%S Equality Operator == overload ; check rect
equality
=S (IntRect to Explicit casting to another rectangle
FloatRect) type
5 s Inequality Operator != overload ; check rect
inequality
Top
4 See Also
Reference

IntRect Structure
SFML.Graphics Namespace



IntRectEquality Operator

Operator == overload ; check rect equality

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator ==
IntRect ri,
IntRect r2

)

Parameters

ri
Type: SFML.GraphicsintRect
First rect

r2
Type: SFML.GraphicsintRect
Second rect

Return Value
Type: Boolean
r1==r2

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace






SFML.Net

IntRect Conversion (IntRect to
FloatRect)

Explicit casting to another rectangle type

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static explicit operator FloatRect (
IntRect r
)

Parameters

r
Type: SFML.GraphicsintRect
Rectangle being casted

Return Value
Type: FloatRect
Casting result

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace
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IntRectinequality Operator

Operator != overload ; check rect inequality

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public static bool operator !=(
IntRect ri,
IntRect r2

)

Parameters

ri
Type: SFML.GraphicsintRect
First rect

r2
Type: SFML.GraphicsintRect
Second rect

Return Value
Type: Boolean
ril=r2

«See Also

Reference
IntRect Structure
SFML.Graphics Namespace






SFML.Net

PrimitiveType Enumeration

Types of primitives that a VertexArray can render. Points and lines
have no area, therefore their thickness will always be 1 pixel,
regarldess the current transform and view.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public enum PrimitiveType W
«Members

Member name Value Description

Points 0

Lines 1

LinesStrip 2

Triangles 3

TrianglesStrip 4

TrianglesFan 5

Quads 6



«See Also

Reference
SFML.Graphics Namespace
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RectangleShape Class

Specialized shape representing a rectangle

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.GraphicsTransformable
SFML.GraphicsShape
SFML.GraphicsRectangleShape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class RectangleShape : Shape W

The RectangleShape type exposes the following members.

4 Constructors

Name Description
v RectangleShape Default constructor
v RectangleShape(RectangleShape) Construct the
shape from

another shape

v RectangleShape(Vector2f) Construct the
shape with an



Top
« Methods
Name
i Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds

initial size

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate
system.

(Inherited from Shape.)



GetHashCode

GetLocalBounds

GetPoint

GetPointCount

GetType

MemberwiseClone

Serves as a hash function for a
particular type.
(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the rectangle.
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

Creates a shallow copy of the
current Object.
(Inherited from Object.)



v ToString
By Update
Top

« Properties

Name
= CPointer
= FillColor
= InverseTransform
= Origin

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)

Description

Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

Fill color of the shape
(Inherited from Shape.)

The combined transform of the
object
(Inherited from Transformable.)

The origin of an object defines the
center point for all transformations
(position, scale, rotation). The
coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).



= OutlineColor

= OutlineThickness

= Position

= Rotation

= Scale

= Size

= Texture

= TextureRect

= Transform
Top
«See Also
Reference

SFML.Graphics Namespace

(Inherited from Transformable.)

Outline color of the shape
(Inherited from Shape.)

Thickness of the shape's outline
(Inherited from Shape.)

Position of the object
(Inherited from Transformable.)

Rotation of the object
(Inherited from Transformable.)

Scale of the object
(Inherited from Transformable.)

The size of the rectangle

Source texture of the shape
(Inherited from Shape.)

Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

The combined transform of the
object
(Inherited from Transformable.)



SFML.Net

RectangleShape Constructor

4« Overload List

Name Description

RectangleShape Default constructor

RectangleShape(RectangleShape) Construct the
shape from
another shape

v RectangleShape(Vector?2f) Construct the
shape with an
initial size

Top
4 See Also
Reference

RectangleShape Class
SFML.Graphics Namespace
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RectangleShape Constructor

Default constructor

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RectangleShape() W

«See Also

Reference
RectangleShape Class
RectangleShape Overload
SFML.Graphics Namespace
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RectangleShape Constructor
(RectangleShape)

Construct the shape from another shape

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public RectangleShape(
RectangleShape copy
)

Parameters

copy
Type: SFML.GraphicsRectangleShape

Shape to copy

«See Also

Reference
RectangleShape Class
RectangleShape Overload
SFML.Graphics Namespace
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RectangleShape Constructor
(Vector2f)

Construct the shape with an initial size

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public RectangleShape(
Vector2f size
)

Parameters

size
Type: SFML.SystemVector2f
Size of the shape

«See Also

Reference
RectangleShape Class
RectangleShape Overload
SFML.Graphics Namespace



RectangleShape Methods

The RectangleShape type exposes the following members.

« Methods
Name
By Destroy
v Dispose
v Draw
v Equals
A Finalize
v GetGlobalBounds

Description

Handle the destruction of the
object
(Inherited from Shape.)

Explicitely dispose the object
(Inherited from ObjectBase.)

(Inherited from Shape.)

Determines whether the specified
Object is equal to the current
Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Get the global bounding rectangle
of the entity. The returned
rectangle is in global coordinates,
which means that it takes in
account the transformations
(translation, rotation, scale, ...)
that are applied to the entity. In
other words, this function returns
the bounds of the sprite in the
global 2D world's coordinate



GetHashCode

GetLocalBounds

GetPoint

GetPointCount

GetType

system.
(Inherited from Shape.)

Serves as a hash function for a
particular type.
(Inherited from Object.)

Get the local bounding rectangle
of the entity. The returned
rectangle is in local coordinates,
which means that it ignores the
transformations (translation,
rotation, scale, ...) that are applied
to the entity. In other words, this
function returns the bounds of the
entity in the entity's coordinate
system.

(Inherited from Shape.)

Get the position of a point The
returned point is in local
coordinates, that is, the shape's
transforms (position, rotation,
scale) are not taken into account.
The result is undefined if index is
out of the valid range.

(Overrides
ShapeGetPoint(UInt32).)

Get the total number of points of
the rectangle.
(Overrides ShapeGetPointCount.)

Gets the Type of the current
instance.
(Inherited from Object.)

MemberwiseClone Creates a shallow copy of the



ToString

By Update

Top

«See Also

Reference
RectangleShape Class
SFML.Graphics Namespace

current Object.
(Inherited from Object.)

Returns a String that represents
the current Object.
(Inherited from Object.)

Recompute the internal geometry
of the shape. This function must
be called by the derived class
everytime the shape's points
change (ie. the result of either
PointCount or GetPoint is
different).

(Inherited from Shape.)



RectangleShapeGetPoint Method

Get the position of a point The returned point is in local coordinates,
that is, the shape's transforms (position, rotation, scale) are not taken
into account. The result is undefined if index is out of the valid range.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override Vector2f GetPoint(
uint index
)

Parameters

index
Type: SystemUInt32
Index of the point to get, in range [0 .. 3]

Return Value
Type: Vector2f
index-th point of the shape

«See Also

Reference
RectangleShape Class
SFML.Graphics Namespace



RectangleShapeGetPointCount

Method

Get the total number of points of the rectangle.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public override uint GetPointCount()

Return Value
Type: Ulnt32
The total point count. For rectangle shapes, this number is always 4.

«See Also

Reference
RectangleShape Class
SFML.Graphics Namespace
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RectangleShape Properties

The RectangleShape type exposes the following members.

« Properties

Name Description

= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

= FillColor Fill color of the shape
(Inherited from Shape.)

= InverseTransform The combined transform of the
object

(Inherited from Transformable.)

= Origin The origin of an object defines the
center point for all transformations
(position, scale, rotation). The
coordinates of this point must be
relative to the top-left corner of the
object, and ignore all
transformations (position, scale,
rotation).
(Inherited from Transformable.)

= OutlineColor Outline color of the shape
(Inherited from Shape.)

= OutlineThickness Thickness of the shape's outline
(Inherited from Shape.)



= Position

= Rotation

= Scale

= Size

= Texture

= TextureRect

= Transform
Top
«See Also
Reference

RectangleShape Class
SFML.Graphics Namespace

Position of the object
(Inherited from Transformable.)

Rotation of the object
(Inherited from Transformable.)

Scale of the object
(Inherited from Transformable.)

The size of the rectangle

Source texture of the shape
(Inherited from Shape.)

Sub-rectangle of the texture that the
shape will display
(Inherited from Shape.)

The combined transform of the
object
(Inherited from Transformable.)



RectangleShapeSize Property

The size of the rectangle

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Vector2f Size { get; set; } W

Property Value
Type: Vector2f

«See Also

Reference
RectangleShape Class
SFML.Graphics Namespace
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RenderStates Structure

Define the states used for drawing to a RenderTarget

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public struct RenderStates W

The RenderStates type exposes the following members.

4 Constructors

Name Description

v RenderStates(BlendMode) Construct a default set of
render states with a
custom blend mode

v RenderStates(RenderStates) Copy constructor

v RenderStates(Shader) Construct a default set of
render states with a
custom shader

v RenderStates(Texture) Construct a default set of
render states with a
custom texture

v RenderStates(Transform) Construct a default set of



render states with a
custom transform

RenderStates(BlendMode, Construct a set of render
Transform, Texture, Shader) states with all its

Top
« Methods
Name
v Equals
v GetHashCode
v GetType
v ToString
Top
« Fields
Name
v BlendMode

Shader

attributes

Description

Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

Returns the hash code for this
instance.
(Inherited from ValueType.)

Gets the Type of the current instance.
(Inherited from Object.)

Returns the fully qualified type name of
this instance.
(Inherited from ValueType.)

Description

Blending mode

Shader



Texture Texture

Transform Transform

Top
« Properties

Name  Description

s Default  Special instance holding the default render
states
Top
. See Also
Reference

SFML.Graphics Namespace
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RenderStates Constructor

4« Overload List

Name Description

v RenderStates(BlendMode) Construct a default set of
render states with a
custom blend mode

v RenderStates(RenderStates) Copy constructor

v RenderStates(Shader) Construct a default set of
render states with a
custom shader

v RenderStates(Texture) Construct a default set of
render states with a
custom texture

v RenderStates(Transform) Construct a default set of
render states with a
custom transform

v RenderStates(BlendMode, Construct a set of render
Transform, Texture, Shader) states with all its
attributes
Top
4« See Also
Reference

RenderStates Structure
SFML.Graphics Namespace






SFML.Net

RenderStates Constructor
(BlendMode)

Construct a default set of render states with a custom blend mode

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderStates(
BlendMode blendMode
)

Parameters

blendMode
Type: SFML.GraphicsBlendMode
Blend mode to use

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace
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RenderStates Constructor
(RenderStates)

Copy constructor

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderStates(
RenderStates copy
)

Parameters

copy
Type: SFML.GraphicsRenderStates

States to copy

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace
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RenderStates Constructor
(Shader)

Construct a default set of render states with a custom shader

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderStates(
Shader shader
)

Parameters

shader
Type: SFML.GraphicsShader
Shader to use

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace
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RenderStates Constructor
(Texture)

Construct a default set of render states with a custom texture

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderStates(
Texture texture
)

Parameters

texture
Type: SFML.GraphicsTexture
Texture to use

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace
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RenderStates Constructor
(Transform)

Construct a default set of render states with a custom transform

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

public RenderStates(
Transform transform
)

Parameters

transform
Type: SFML.GraphicsTransform
Transform to use

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace
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RenderStates Constructor
(BlendMode, Transform, Texture,
Shader)

Construct a set of render states with all its attributes

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderStates(
BlendMode blendMode,
Transform transform,
Texture texture,
Shader shader

)

Parameters

blendMode
Type: SFML.GraphicsBlendMode
Blend mode to use

transform
Type: SFML.GraphicsTransform
Transform to use

texture
Type: SFML.GraphicsTexture
Texture to use

shader



Type: SFML.GraphicsShader
Shader to use

«See Also

Reference

RenderStates Structure
RenderStates Overload
SFML.Graphics Namespace



RenderStates Fields

The RenderStates type exposes the following members.

« Fields

Name

v BlendMode
v Shader
v Texture

v Transform
Top

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace

Description

Blending mode
Shader
Texture

Transform



RenderStatesBlendMode Field

Blending mode

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public BlendMode BlendMode W

Field Value
Type: BlendMode

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace



RenderStatesShader Field

Shader

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Shader Shader W

Field Value
Type: Shader

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace
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RenderStatesTexture Field

Texture

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Texture Texture W

Field Value
Type: Texture

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace
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RenderStatesTransform Field

Transform

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public Transform Transform W

Field Value
Type: Transform

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace



RenderStates Methods

The RenderStates type exposes the following members.

«Methods
Name
v Equals
v GetHashCode
v GetType
v ToString
Top
.« See Also
Reference

RenderStates Structure
SFML.Graphics Namespace

Description

Indicates whether this instance and a
specified object are equal.
(Inherited from ValueType.)

Returns the hash code for this
instance.
(Inherited from ValueType.)

Gets the Type of the current instance.
(Inherited from Object.)

Returns the fully qualified type name of
this instance.
(Inherited from ValueType.)



RenderStates Properties

The RenderStates type exposes the following members.

« Properties

Name  Description

s Default Special instance holding the default render
states
Top
. See Also
Reference

RenderStates Structure
SFML.Graphics Namespace



RenderStatesDefault Property

Special instance holding the default render states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public static RenderStates Default { get; } W

Property Value
Type: RenderStates

«See Also

Reference
RenderStates Structure
SFML.Graphics Namespace
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RenderTarget Interface

Abstract base class for render targets (renderwindow, renderimage)

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public interface RenderTarget W

The RenderTarget type exposes the following members.

4« Methods
Name Description
v Clear Clear the entire target with
black color
v Clear(Color) Clear the entire target with a
single color
v Draw(Drawable) Draw a drawable object to the
render-target, with default
render states
v Draw(Drawable, Draw a drawable object to the
RenderStates) render-target

Draw(Vertex, PrimitiveType) Draw primitives defined by an
array of vertices, with default



i

Draw(Vertex, PrimitiveType,
RenderStates)

Draw(Vertex, UInt32,
UInt32, PrimitiveType)

Draw(Vertex, UInt32,
UInt32, PrimitiveType,
RenderStates)

GetView

GetViewport

MapCoordsToPixel(Vector2f)

MapCoordsToPixel(Vector2f,
View)

render states

Draw primitives defined by an
array of vertices

Draw primitives defined by a
sub-array of vertices, with
default render states

Draw primitives defined by a
sub-array of vertices

Return the current active view

Get the viewport of a view
applied to this target

Convert a point from world
coordinates to target
coordinates, using the current
view This function is an
overload of the
mapCoordsToPixel function
that implicitely uses the current
view. It is equivalent to:
target.MapCoordsToPixel(poini
target.GetView());

Convert a point from world
coordinates to target
coordinates This function finds
the pixel of the render-target
that matches the given 2D
point. In other words, it goes
through the same process as
the graphics card, to compute
the final position of a rendered



i

i

MapPixelToCoords(Vector2i)

MapPixelToCoords(Vector2i,
View)

point. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
le. a point located at (150, 75)
in your 2D world may map to
the pixel (10, 50) of your
render-target -- if the view is
translated by (140, 25). This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Convert a point from target
coordinates to world
coordinates, using the current
view This function is an
overload of the
MapPixelToCoords function
that implicitely uses the current
view. It is equivalent to:
target.MapPixelToCoords(poini
target.GetView());

Convert a point from target
coordinates to world
coordinates This function finds
the 2D position that matches
the given pixel of the render-
target. In other words, it does
the inverse of what the
graphics card does, to find the
initial position of a rendered



i

PopGLStates

PushGLStates

pixel. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (10, 50) in
your render-target may map to
the point (150, 75) in your 2D
world -- if the view is translated
by (140, 25). For render-
windows, this function is
typically used to find which
point (or object) is located
below the mouse cursor. This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Restore the previously saved
OpenGL render states and
matrices. See the description ¢
PushGLStates to get a detailec
description of these functions.

Save the current OpenGL
render states and matrices.
This function can be used
when you mix SFML drawing
and direct OpenGL rendering.
Combined with PopGLStates, i
ensures that: \li SFML's interna
states are not messed up by
your OpenGL code \li your
OpenGL states are not



ResetGLStates

modified by a call to a SFML
function More specifically, it
must be used around code that
calls Draw functions. Example:
/I OpenGL code here...
window.PushGLStates();
window.Draw(...);
window.Draw(...);
window.PopGLStates(); //
OpenGL code here... Note that
this function is quite expensive
it saves all the possible
OpenGL states and matrices,
even the ones you don't care
about. Therefore it should be
used wisely. It is provided for
convenience, but the best
results will be achieved if you
handle OpenGL states yoursell
(because you know which
states have really changed,
and need to be saved and
restored). Take a look at the
ResetGLStates function if you
do so.

Reset the internal OpenGL
states so that the target is
ready for drawing. This functior
can be used when you mix
SFML drawing and direct
OpenGL rendering, if you
choose not to use
PushGLStates/PopGLStates. I
makes sure that all OpenGL
states needed by SFML are
set, so that subsequent Draw()



calls will work as expected.
Example: // OpenGL code
here... glPushAttrib(...);
window.ResetGLStates();
window.Draw(...);
window.Draw(...);
glPopAttrib(...); // OpenGL code

here...
v SetView Change the current active view
Top
« Properties
Name Description
= DefaultView Default view of the target
= Size Size of the rendering region of the target
Top
.« See Also
Reference

SFML.Graphics Namespace



RenderTarget Methods

The RenderTarget type exposes the following members.

4« Methods
Name Description
v Clear Clear the entire target with
black color
v Clear(Color) Clear the entire target with a
single color
v Draw(Drawable) Draw a drawable object to the
render-target, with default
render states
v Draw(Drawabile, Draw a drawable object to the
RenderStates) render-target

Draw(Vertex, PrimitiveType) Draw primitives defined by an
array of vertices, with default
render states

Draw(Vertex, PrimitiveType, Draw primitives defined by an

RenderStates) array of vertices
v Draw(Vertex, UInt32, Draw primitives defined by a
UInt32, PrimitiveType) sub-array of vertices, with

default render states

v Draw(Vertex, UInt32, Draw primitives defined by a
Uint32, PrimitiveType, sub-array of vertices
RenderStates)



GetView

GetViewport

MapCoordsToPixel(Vector2f)

MapCoordsToPixel(Vector2f,
View)

Return the current active view

Get the viewport of a view
applied to this target

Convert a point from world
coordinates to target
coordinates, using the current
view This function is an
overload of the
mapCoordsToPixel function
that implicitely uses the current
view. It is equivalent to:
target.MapCoordsToPixel(poini
target.GetView());

Convert a point from world
coordinates to target
coordinates This function finds
the pixel of the render-target
that matches the given 2D
point. In other words, it goes
through the same process as
the graphics card, to compute
the final position of a rendered
point. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (150, 75)
in your 2D world may map to
the pixel (10, 50) of your
render-target -- if the view is
translated by (140, 25). This
version uses a custom view for



i

i

MapPixelToCoords(Vector2i)

MapPixelToCoords(Vector2i,
View)

calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Convert a point from target
coordinates to world
coordinates, using the current
view This function is an
overload of the
MapPixelToCoords function
that implicitely uses the current
view. It is equivalent to:
target.MapPixelToCoords(poini
target.GetView());

Convert a point from target
coordinates to world
coordinates This function finds
the 2D position that matches
the given pixel of the render-
target. In other words, it does
the inverse of what the
graphics card does, to find the
initial position of a rendered
pixel. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (10, 50) in
your render-target may map to
the point (150, 75) in your 2D
world -- if the view is translated
by (140, 25). For render-
windows, this function is



i

PopGLStates

PushGLStates

typically used to find which
point (or object) is located
below the mouse cursor. This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Restore the previously saved
OpenGL render states and
matrices. See the description ¢
PushGLStates to get a detailec
description of these functions.

Save the current OpenGL
render states and matrices.
This function can be used
when you mix SFML drawing
and direct OpenGL rendering.
Combined with PopGLStates, i
ensures that: \li SFML's interna
states are not messed up by
your OpenGL code \li your
OpenGL states are not
modified by a call to a SFML
function More specifically, it
must be used around code thai
calls Draw functions. Example:
I/ OpenGL code here...
window.PushGLStates();
window.Draw(...);
window.Draw(...);
window.PopGLStates(); //
OpenGL code here... Note that
this function is quite expensive
it saves all the possible



Top

ResetGLStates

SetView

OpenGL states and matrices,
even the ones you don't care
about. Therefore it should be
used wisely. It is provided for
convenience, but the best
results will be achieved if you
handle OpenGL states yoursell
(because you know which
states have really changed,
and need to be saved and
restored). Take a look at the
ResetGLStates function if you
do so.

Reset the internal OpenGL
states so that the target is
ready for drawing. This functior
can be used when you mix
SFML drawing and direct
OpenGL rendering, if you
choose not to use
PushGLStates/PopGLStates. I
makes sure that all OpenGL
states needed by SFML are
set, so that subsequent Draw()
calls will work as expected.
Example: // OpenGL code
here... glPushAttrib(...);
window.ResetGLStates();
window.Draw(...);
window.Draw(...);
glPopAttrib(...); // OpenGL code
here...

Change the current active view



«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetClear Method

4« Overload List

Name Description
Clear Clear the entire target with black color
Clear(Color) Clear the entire target with a single color

Top

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetClear Method

Clear the entire target with black color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Clear() W

«See Also

Reference

RenderTarget Interface
Clear Overload
SFML.Graphics Namespace



RenderTargetClear Method (Color)

Clear the entire target with a single color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Clear(
Color color
)

Parameters

color
Type: SFML.GraphicsColor
Color to use to clear the window

«See Also

Reference

RenderTarget Interface
Clear Overload
SFML.Graphics Namespace



RenderTargetDraw Method

4« Overload List

Name Description

v Draw(Drawable) Draw a drawable object to the
render-target, with default
render states

v Draw(Drawable, Draw a drawable object to the
RenderStates) render-target

v Draw(Vertex, Draw primitives defined by an
PrimitiveType) array of vertices, with default

render states

v Draw(Vertex, Draw primitives defined by an
PrimitiveType, array of vertices
RenderStates)

v Draw(Vertex, UInt32, Draw primitives defined by a

UInt32, PrimitiveType)  sub-array of vertices, with
default render states

v Draw(Vertex, UInt32, Draw primitives defined by a
UInt32, PrimitiveType,  sub-array of vertices
RenderStates)

Top
.« See Also
Reference

RenderTarget Interface
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RenderTargetDraw Method

(Drawable)

Draw a drawable object to the render-target, with default render states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Drawable drawable
)

Parameters

drawable
Type: SFML.GraphicsDrawable
Object to draw

«See Also

Reference

RenderTarget Interface
Draw Overload
SFML.Graphics Namespace
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RenderTargetDraw Method
(Drawable, RenderStates)

Draw a drawable object to the render-target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Drawable drawable,
RenderStates states

)

Parameters

drawable
Type: SFML.GraphicsDrawable
Object to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

«See Also

Reference

RenderTarget Interface
Draw Overload
SFML.Graphics Namespace
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RenderTargetDraw Method
(Vertex, PrimitiveType)

Draw primitives defined by an array of vertices, with default render

states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Vertex[] vertices,
PrimitiveType type
)

Parameters

vertices
Type: SFML.GraphicsVertex
Array of vertices to draw
type
Type: SFML.GraphicsPrimitive Type
Type of primitives to draw

«See Also

Reference

RenderTarget Interface
Draw Overload
SFML.Graphics Namespace
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RenderTargetDraw Method
(Vertex, PrimitiveType,
RenderStates)

Draw primitives defined by an array of vertices

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Vertex[] vertices,
PrimitiveType type,
RenderStates states

)

Parameters

vertices
Type: SFML.GraphicsVertex
Array of vertices to draw
type
Type: SFML.GraphicsPrimitive Type
Type of primitives to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

«See Also



Reference

RenderTarget Interface
Draw Overload
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RenderTargetDraw Method
(Vertex, UInt32, UInt32,
PrimitiveType)

Draw primitives defined by a sub-array of vertices, with default render
states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:

2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Vertex[] vertices,
uint start,
uint count,
PrimitiveType type

)

Parameters

vertices
Type: SFML.GraphicsVertex
Array of vertices to draw

start
Type: SystemUInt32
Index of the first vertex to draw in the array

count
Type: SystemUInt32
Number of vertices to draw



type
Type: SFML.GraphicsPrimitiveType
Type of primitives to draw

«See Also

Reference

RenderTarget Interface
Draw Overload
SFML.Graphics Namespace



RenderTargetDraw Method

(Vertex, UInt32, UInt32,
PrimitiveType, RenderStates)

Draw primitives defined by a sub-array of vertices

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void Draw(
Vertex[] vertices,
uint start,
uint count,
PrimitiveType type,
RenderStates states

)

Parameters

vertices
Type: SFML.GraphicsVertex
Pointer to the vertices

start
Type: SystemUInt32
Index of the first vertex to use in the array

count
Type: SystemUInt32
Number of vertices to draw



type
Type: SFML.GraphicsPrimitiveType
Type of primitives to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

«See Also

Reference

RenderTarget Interface
Draw Overload
SFML.Graphics Namespace



RenderTargetGetView Method

Return the current active view

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

View GetView() W

Return Value
Type: View
The current view

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetGetViewport Method

Get the viewport of a view applied to this target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

IntRect GetViewport(
View view
)

Parameters

view
Type: SFML.GraphicsView
Target view

Return Value
Type: IntRect
Viewport rectangle, expressed in pixels in the current target

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetMapCoordsToPixel

Method

4« Overload List

Name
v MapCoordsToPixel(Vector2f)
v MapCoordsToPixel(Vector2f,
View)

Description

Convert a point from world
coordinates to target
coordinates, using the current
view This function is an
overload of the
mapCoordsToPixel function
that implicitely uses the current
view. It is equivalent to:
target.MapCoordsToPixel(poini
target.GetView());

Convert a point from world
coordinates to target
coordinates This function finds
the pixel of the render-target
that matches the given 2D
point. In other words, it goes
through the same process as
the graphics card, to compute
the final position of a rendered
point. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,



Top

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace

le. a point located at (150, 75)
in your 2D world may map to
the pixel (10, 50) of your
render-target -- if the view is
translated by (140, 25). This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.



SFML.Net

RenderTargetMapCoordsToPixel
Method (Vector2f)

Convert a point from world coordinates to target coordinates, using the
current view This function is an overload of the mapCoordsToPixel
function that implicitely uses the current view. It is equivalent to:
target.MapCoordsToPixel(point, target.GetView());

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

Vector2i MapCoordsToPixel(
Vector2f point
)

Parameters

point
Type: SFML.SystemVector2f
Point to convert

Return Value
Type: Vector2i
The converted point, in target coordinates (pixels)

«See Also

Reference
RenderTarget Interface
MapCoordsToPixel Overload
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RenderTargetMapCoordsToPixel
Method (Vector2f, View)

Convert a point from world coordinates to target coordinates This
function finds the pixel of the render-target that matches the given 2D
point. In other words, it goes through the same process as the graphics
card, to compute the final position of a rendered point. Initially, both
coordinate systems (world units and target pixels) match perfectly. But
if you define a custom view or resize your render-target, this assertion
IS not true anymore, ie. a point located at (150, 75) in your 2D world
may map to the pixel (10, 50) of your render-target -- if the view is
translated by (140, 25). This version uses a custom view for
calculations, see the other overload of the function if you want to use
the current view of the render-target.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

Vector2i MapCoordsToPixel(
Vector2f point,

View view
)
Parameters
point

Type: SFML.SystemVector2f
Point to convert

view



Type: SFML.GraphicsView
The view to use for converting the point

Return Value
Type: Vector2i
The converted point, in target coordinates (pixels)

«See Also

Reference

RenderTarget Interface
MapCoordsToPixel Overload
SFML.Graphics Namespace



RenderTargetMapPixelToCoords

Method

4« Overload List

Name
v MapPixelToCoords(Vector2i)
v MapPixelToCoords(Vector2i,
View)

Description

Convert a point from target
coordinates to world
coordinates, using the current
view This function is an
overload of the
MapPixelToCoords function
that implicitely uses the current
view. It is equivalent to:
target.MapPixelToCoords(point
target.GetView());

Convert a point from target
coordinates to world
coordinates This function finds
the 2D position that matches
the given pixel of the render-
target. In other words, it does
the inverse of what the
graphics card does, to find the
initial position of a rendered
pixel. Initially, both coordinate
systems (world units and targe!
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,



Top

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace

ie. a point located at (10, 50) in
your render-target may map to
the point (150, 75) in your 2D
world -- if the view is translated
by (140, 25). For render-
windows, this function is
typically used to find which
point (or object) is located
below the mouse cursor. This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.



SFML.Net

RenderTargetMapPixelToCoords
Method (Vector2i)

Convert a point from target coordinates to world coordinates, using the
current view This function is an overload of the MapPixelToCoords
function that implicitely uses the current view. It is equivalent to:
target.MapPixelToCoords(point, target.GetView());

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

Vector2f MapPixelToCoords(
Vector2i point
)

Parameters

point
Type: SFML.SystemVector2i
Pixel to convert

Return Value
Type: Vector2f
The converted point, in "world" coordinates

«See Also

Reference
RenderTarget Interface
MapPixelToCoords Overload



SFML.Graphics Namespace



SFML.Net

RenderTargetMapPixelToCoords
Method (Vector2i, View)

Convert a point from target coordinates to world coordinates This
function finds the 2D position that matches the given pixel of the
render-target. In other words, it does the inverse of what the graphics
card does, to find the initial position of a rendered pixel. Initially, both
coordinate systems (world units and target pixels) match perfectly. But
if you define a custom view or resize your render-target, this assertion
IS not true anymore, ie. a point located at (10, 50) in your render-target
may map to the point (150, 75) in your 2D world -- if the view is
translated by (140, 25). For render-windows, this function is typically
used to find which point (or object) is located below the mouse cursor.
This version uses a custom view for calculations, see the other
overload of the function if you want to use the current view of the
render-target.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

Vector2f MapPixelToCoords(
Vector2i point,

View view
)
Parameters
point

Type: SFML.SystemVector2i
Pixel to convert



view
Type: SFML.GraphicsView
The view to use for converting the point

Return Value
Type: Vector2f
The converted point, in "world" coordinates

«See Also

Reference

RenderTarget Interface
MapPixelToCoords Overload
SFML.Graphics Namespace



SFML.Net

RenderTargetPopGLStates
Method

Restore the previously saved OpenGL render states and matrices. See
the description of PushGLStates to get a detailed description of these
functions.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
void PopGLStates() W
.« See Also
Reference

RenderTarget Interface
SFML.Graphics Namespace



RenderTargetPushGLStates
Method

Save the current OpenGL render states and matrices. This function
can be used when you mix SFML drawing and direct OpenGL
rendering. Combined with PopGLStates, it ensures that: \li SFML's
internal states are not messed up by your OpenGL code \li your
OpenGL states are not modified by a call to a SFML function More
specifically, it must be used around code that calls Draw functions.
Example: // OpenGL code here... window.PushGLStates();
window.Draw(...); window.Draw(...); window.PopGLStates(); // OpenGL
code here... Note that this function is quite expensive: it saves all the
possible OpenGL states and matrices, even the ones you don't care
about. Therefore it should be used wisely. It is provided for
convenience, but the best results will be achieved if you handle
OpenGL states yourself (because you know which states have really
changed, and need to be saved and restored). Take a look at the
ResetGLStates function if you do so.

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy

void PushGLStates()

«See Also

Reference
RenderTarget Interface
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SFML.Net

RenderTargetResetGLStates
Method

Reset the internal OpenGL states so that the target is ready for
drawing. This function can be used when you mix SFML drawing and
direct OpenGL rendering, if you choose not to use
PushGLStates/PopGLStates. It makes sure that all OpenGL states
needed by SFML are set, so that subsequent Draw() calls will work as
expected. Example: // OpenGL code here... glPushAttrib(...);
window.ResetGLStates(); window.Draw(...); window.Draw(...);
glPopAttrib(...); // OpenGL code here...

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

void ResetGLStates()

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetSetView Method

Change the current active view

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy _

void SetView(
View view
)

Parameters

view
Type: SFML.GraphicsView
New view

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTarget Properties

The RenderTarget type exposes the following members.

« Properties

Name Description
= DefaultView Default view of the target
= Size Size of the rendering region of the target
Top
«See Also
Reference

RenderTarget Interface
SFML.Graphics Namespace



RenderTargetDefaultView Property

Default view of the target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

View DefaultView { get; } W

Property Value
Type: View

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



RenderTargetSize Property

Size of the rendering region of the target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

Vector2u Size { get; } W

Property Value
Type: Vector2u

«See Also

Reference
RenderTarget Interface
SFML.Graphics Namespace



SFML.Net

RenderTexture Class

Target for off-screen 2D rendering into an texture

«Inheritance Hierarchy

SystemObject SFMLODbjectBase
SFML.GraphicsRenderTexture

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public class RenderTexture : ObjectBase,
RenderTarget

The RenderTexture type exposes the following members.

4 Constructors

Name Description

v RenderTexture(UInt32, Create the render-texture with
UInt32) the given dimensions

v RenderTexture(UInt32, Create the render-texture with
UInt32, Boolean) the given dimensions and an

optional depth-buffer attached

Top



« Methods

i

Name

Clear

Clear(Color)

Destroy

Display

Dispose

Draw(Drawable)

Draw(Drawable,
RenderStates)

Draw(Vertex, PrimitiveType)

Draw(Vertex, PrimitiveType,
RenderStates)

Draw(Vertex, UInt32,
UInt32, PrimitiveType)

Description

Clear the entire render texture
with black color

Clear the entire render texture
with a single color

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Update the contents of the
target texture

Explicitely dispose the object
(Inherited from ObjectBase.)

Draw a drawable object to the
render-target, with default
render states

Draw a drawable object to the
render-target

Draw primitives defined by an
array of vertices, with default
render states

Draw primitives defined by an
array of vertices

Draw primitives defined by a
sub-array of vertices, with



Draw(Vertex, UInt32,
UInt32, PrimitiveType,
RenderStates)

Equals

Finalize

GetHashCode

GetType

GetView

GetViewport

MapCoordsToPixel(Vector2f)

default render states

Draw primitives defined by a
sub-array of vertices

Determines whether the
specified Object is equal to the
current Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for ¢
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Return the current active view

Get the viewport of a view
applied to this target

Convert a point from world
coordinates to target
coordinates, using the current
view This function is an
overload of the
mapCoordsToPixel function
that implicitely uses the current
view. It is equivalent to:
target.MapCoordsToPixel(poini
target.GetView());



i

MapCoordsToPixel(Vector2f,
View)

MapPixelToCoords(Vector2i)

Convert a point from world
coordinates to target
coordinates This function finds
the pixel of the render-target
that matches the given 2D
point. In other words, it goes
through the same process as
the graphics card, to compute
the final position of a rendered
point. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
le. a point located at (150, 75)
in your 2D world may map to
the pixel (10, 50) of your
render-target -- if the view is
translated by (140, 25). This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Convert a point from target
coordinates to world
coordinates, using the current
view This function is an
overload of the
MapPixelToCoords function
that implicitely uses the current
view. It is equivalent to:
target.MapPixelToCoords(poini
target.GetView());



i

MapPixelToCoords(Vector2i,
View)

MemberwiseClone

PopGLStates

Convert a point from target
coordinates to world
coordinates This function finds
the 2D position that matches
the given pixel of the render-
target. In other words, it does
the inverse of what the
graphics card does, to find the
initial position of a rendered
pixel. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (10, 50) in
your render-target may map to
the point (150, 75) in your 2D
world -- if the view is translated
by (140, 25). For render-
windows, this function is
typically used to find which
point (or object) is located
below the mouse cursor. This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Creates a shallow copy of the
current Object.
(Inherited from Object.)

Restore the previously saved
OpenGL render states and
matrices. See the description ¢



PushGLStates

PushGLStates to get a detailec
description of these functions.

Save the current OpenGL
render states and matrices.
This function can be used
when you mix SFML drawing
and direct OpenGL rendering.
Combined with PopGLStates, i
ensures that: \li SFML's interna
states are not messed up by
your OpenGL code \li your
OpenGL states are not
modified by a call to a SFML
function More specifically, it
must be used around code that
calls Draw functions. Example:
I/ OpenGL code here...
window.PushGLStates();
window.Draw(...);
window.Draw(...);
window.PopGLStates(); //
OpenGL code here... Note that
this function is quite expensive
it saves all the possible
OpenGL states and matrices,
even the ones you don't care
about. Therefore it should be
used wisely. It is provided for
convenience, but the best
results will be achieved if you
handle OpenGL states yoursell
(because you know which
states have really changed,
and need to be saved and
restored). Take a look at the
ResetGLStates function if you



v ResetGLStates
v SetActive
v SetView
v ToString
Top

« Properties

Name

Description

do so.

Reset the internal OpenGL
states so that the target is
ready for drawing. This functior
can be used when you mix
SFML drawing and direct
OpenGL rendering, if you
choose not to use
PushGLStates/PopGLStates. I
makes sure that all OpenGL
states needed by SFML are
set, so that subsequent Draw()
calls will work as expected.
Example: // OpenGL code
here... glPushAttrib(...);
window.ResetGLStates();
window.Draw(...);
window.Draw(...);
glPopAttrib(...); // OpenGL code
here...

Activate of deactivate the
render texture as the current
target for rendering

Change the current active view
Provide a string describing the

object
(Overrides ObjectToString.)



= CPointer Access to the internal pointer of the
object. For internal use only
(Inherited from ObjectBase.)

= DefaultView Default view of the render texture
= Size Size of the rendering region of the render
texture

= Smooth Control the smooth filter

= Texture Target texture of the render texture
Top

. See Also

Reference

SFML.Graphics Namespace



RenderTexture Constructor

4« Overload List

Name Description

v RenderTexture(UInt32, Create the render-texture with
UInt32) the given dimensions

v RenderTexture(UInt32, Create the render-texture with
UInt32, Boolean) the given dimensions and an

optional depth-buffer attached
Top

«See Also

Reference
RenderTexture Class
SFML.Graphics Namespace



SFML.Net

RenderTexture Constructor
(UInt32, UInt32)

Create the render-texture with the given dimensions

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderTexture(
uint width,
uint height

)

Parameters

width
Type: SystemUInt32
Width of the render-texture
height
Type: SystemUInt32
Height of the render-texture

«See Also

Reference

RenderTexture Class
RenderTexture Overload
SFML.Graphics Namespace



SFML.Net

RenderTexture Constructor
(UInt32, UInt32, Boolean)

Create the render-texture with the given dimensions and an optional
depth-buffer attached

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public RenderTexture(
uint width,
uint height,
bool depthBuffer

)

Parameters

width
Type: SystemUInt32
Width of the render-texture
height
Type: SystemUInt32
Height of the render-texture

depthBuffer
Type: SystemBoolean
Do you want a depth-buffer attached?

«See Also
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SFML.Net

RenderTexture Methods

The RenderTexture type exposes the following members.

« Methods

Name

Clear

Clear(Color)

Destroy

Display

Dispose

Draw(Drawable)

Draw(Drawable,
RenderStates)

Draw(Vertex, PrimitiveType)

Description

Clear the entire render texture
with black color

Clear the entire render texture
with a single color

Handle the destruction of the
object

(Overrides
ObjectBaseDestroy(Boolean).)

Update the contents of the
target texture

Explicitely dispose the object
(Inherited from ObjectBase.)

Draw a drawable object to the
render-target, with default
render states

Draw a drawable object to the
render-target

Draw primitives defined by an
array of vertices, with default
render states



Draw(Vertex, PrimitiveType,
RenderStates)

Draw(Vertex, UInt32,
UInt32, PrimitiveType)

Draw(Vertex, UInt32,
Uint32, PrimitiveType,
RenderStates)

Equals

Finalize

GetHashCode

GetType

GetView

GetViewport

MapCoordsToPixel(Vector2f)

Draw primitives defined by an
array of vertices

Draw primitives defined by a
sub-array of vertices, with
default render states

Draw primitives defined by a
sub-array of vertices

Determines whether the
specified Object is equal to the
current Object.

(Inherited from Object.)

Dispose the object
(Inherited from ObjectBase.)

Serves as a hash function for ¢
particular type.
(Inherited from Object.)

Gets the Type of the current
instance.
(Inherited from Object.)

Return the current active view

Get the viewport of a view
applied to this target

Convert a point from world
coordinates to target
coordinates, using the current
view This function is an
overload of the
mapCoordsToPixel function



i

MapCoordsToPixel(Vector2f,
View)

MapPixelToCoords(Vector2i)

that implicitely uses the current
view. It is equivalent to:
target.MapCoordsToPixel(poini
target.GetView());

Convert a point from world
coordinates to target
coordinates This function finds
the pixel of the render-target
that matches the given 2D
point. In other words, it goes
through the same process as
the graphics card, to compute
the final position of a rendered
point. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (150, 75)
in your 2D world may map to
the pixel (10, 50) of your
render-target -- if the view is
translated by (140, 25). This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Convert a point from target
coordinates to world
coordinates, using the current
view This function is an
overload of the
MapPixelToCoords function



i

g

MapPixelToCoords(Vector2i,
View)

MemberwiseClone

that implicitely uses the current
view. It is equivalent to:
target.MapPixelToCoords(poini
target.GetView());

Convert a point from target
coordinates to world
coordinates This function finds
the 2D position that matches
the given pixel of the render-
target. In other words, it does
the inverse of what the
graphics card does, to find the
initial position of a rendered
pixel. Initially, both coordinate
systems (world units and targe
pixels) match perfectly. But if
you define a custom view or
resize your render-target, this
assertion is not true anymore,
ie. a point located at (10, 50) in
your render-target may map to
the point (150, 75) in your 2D
world -- if the view is translated
by (140, 25). For render-
windows, this function is
typically used to find which
point (or object) is located
below the mouse cursor. This
version uses a custom view for
calculations, see the other
overload of the function if you
want to use the current view of
the render-target.

Creates a shallow copy of the
current Object.



i

PopGLStates

PushGLStates

(Inherited from Object.)

Restore the previously saved
OpenGL render states and
matrices. See the description ¢
PushGLStates to get a detailec
description of these functions.

Save the current OpenGL
render states and matrices.
This function can be used
when you mix SFML drawing
and direct OpenGL rendering.
Combined with PopGLStates, i
ensures that: \li SFML's interna
states are not messed up by
your OpenGL code \li your
OpenGL states are not
modified by a call to a SFML
function More specifically, it
must be used around code thai
calls Draw functions. Example:
I/ OpenGL code here...
window.PushGLStates();
window.Draw(...);
window.Draw(...);
window.PopGLStates(); //
OpenGL code here... Note that
this function is quite expensive
it saves all the possible
OpenGL states and matrices,
even the ones you don't care
about. Therefore it should be
used wisely. It is provided for
convenience, but the best
results will be achieved if you
handle OpenGL states yoursell



i

ResetGLStates

SetActive

SetView

ToString

(because you know which
states have really changed,
and need to be saved and
restored). Take a look at the
ResetGLStates function if you
do so.

Reset the internal OpenGL
states so that the target is
ready for drawing. This functior
can be used when you mix
SFML drawing and direct
OpenGL rendering, if you
choose not to use
PushGLStates/PopGLStates. I
makes sure that all OpenGL
states needed by SFML are
set, so that subsequent Draw()
calls will work as expected.
Example: // OpenGL code
here... glPushAttrib(...);
window.ResetGLStates();
window.Draw(...);
window.Draw(...);
glPopAttrib(...); // OpenGL code
here...

Activate of deactivate the
render texture as the current
target for rendering

Change the current active view
Provide a string describing the

object
(Overrides ObjectToString.)



Top

«See Also

Reference
RenderTexture Class
SFML.Graphics Namespace



RenderTextureClear Method

4« Overload List

Name Description
v Clear Clear the entire render texture with black
color
v Clear(Color) Clear the entire render texture with a
single color
Top
4 See Also
Reference

RenderTexture Class
SFML.Graphics Namespace



SFML.Net

RenderTextureClear Method

Clear the entire render texture with black color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Clear() W

Implements
RenderTargetClear

«See Also

Reference

RenderTexture Class

Clear Overload
SFML.Graphics Namespace



SFML.Net

RenderTextureClear Method
(Color)

Clear the entire render texture with a single color

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Clear(
Color color
)

Parameters

color
Type: SFML.GraphicsColor
Color to use to clear the texture

Implements
RenderTargetClear(Color)

«See Also

Reference

RenderTexture Class

Clear Overload
SFML.Graphics Namespace



RenderTextureDestroy Method

Handle the destruction of the object

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

protected override void Destroy(
bool disposing
)

Parameters

disposing
Type: SystemBoolean
Is the GC disposing the object, or is it an explicit call ?

«See Also

Reference
RenderTexture Class
SFML.Graphics Namespace



RenderTextureDisplay Method

Update the contents of the target texture

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax
C# VB C++ F# Copy
public void Display() W
.« See Also
Reference

RenderTexture Class
SFML.Graphics Namespace



SFML.Net

RenderTextureDraw Method

4« Overload List

Name Description

v Draw(Drawable) Draw a drawable object to the
render-target, with default
render states

v Draw(Drawable, Draw a drawable object to the
RenderStates) render-target

v Draw(Vertex, Draw primitives defined by an
PrimitiveType) array of vertices, with default

render states

v Draw(Vertex, Draw primitives defined by an
PrimitiveType, array of vertices
RenderStates)

v Draw(Vertex, UInt32, Draw primitives defined by a

UInt32, PrimitiveType)  sub-array of vertices, with
default render states

v Draw(Vertex, UInt32, Draw primitives defined by a
UInt32, PrimitiveType,  sub-array of vertices
RenderStates)

Top
.« See Also
Reference

RenderTexture Class
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SFML.Net

RenderTextureDraw Method
(Drawable)

Draw a drawable object to the render-target, with default render states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Drawable drawable
)

Parameters

drawable
Type: SFML.GraphicsDrawable
Object to draw

Implements
RenderTargetDraw(Drawable)

«See Also

Reference

RenderTexture Class

Draw Overload
SFML.Graphics Namespace



SFML.Net

RenderTextureDraw Method
(Drawable, RenderStates)

Draw a drawable object to the render-target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Drawable drawable,
RenderStates states

)

Parameters

drawable
Type: SFML.GraphicsDrawable
Object to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

Implements
RenderTargetDraw(Drawable, RenderStates)

«See Also

Reference
RenderTexture Class
Draw Overload



SFML.Graphics Namespace



SFML.Net

RenderTextureDraw Method
(Vertex, PrimitiveType)

Draw primitives defined by an array of vertices, with default render

states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Vertex[] vertices,
PrimitiveType type
)

Parameters

vertices
Type: SFML.GraphicsVertex
Pointer to the vertices

type
Type: SFML.GraphicsPrimitive Type
Type of primitives to draw

Implements
RenderTargetDraw(Vertex, PrimitiveType)

«See Also

Reference
RenderTexture Class
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SFML.Net

RenderTextureDraw Method
(Vertex, PrimitiveType,
RenderStates)

Draw primitives defined by an array of vertices

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Vertex[] vertices,
PrimitiveType type,
RenderStates states

)

Parameters

vertices
Type: SFML.GraphicsVertex
Pointer to the vertices

type
Type: SFML.GraphicsPrimitive Type
Type of primitives to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

Implements
RenderTargetDraw(Vertex, PrimitiveType, RenderStates)



«See Also

Reference

RenderTexture Class

Draw Overload
SFML.Graphics Namespace



SFML.Net

RenderTextureDraw Method
(Vertex, UInt32, UInt32,
PrimitiveType)

Draw primitives defined by a sub-array of vertices, with default render
states

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:

2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Vertex[] vertices,
uint start,
uint count,
PrimitiveType type

)

Parameters

vertices
Type: SFML.GraphicsVertex
Array of vertices to draw

start
Type: SystemUInt32
Index of the first vertex to draw in the array

count
Type: SystemUInt32
Number of vertices to draw



type
Type: SFML.GraphicsPrimitiveType
Type of primitives to draw

Implements
RenderTargetDraw(Vertex, UInt32, UInt32, PrimitiveType)

«See Also

Reference

RenderTexture Class

Draw Overload
SFML.Graphics Namespace



SFML.Net

RenderTextureDraw Method
(Vertex, UInt32, UInt32,
PrimitiveType, RenderStates)

Draw primitives defined by a sub-array of vertices

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public void Draw(
Vertex[] vertices,
uint start,
uint count,
PrimitiveType type,
RenderStates states

)

Parameters

vertices
Type: SFML.GraphicsVertex
Pointer to the vertices

start
Type: SystemUInt32
Index of the first vertex to use in the array

count
Type: SystemUInt32
Number of vertices to draw



type
Type: SFML.GraphicsPrimitiveType
Type of primitives to draw

States
Type: SFML.GraphicsRenderStates
Render states to use for drawing

Implements
RenderTargetDraw(Vertex, UInt32, UInt32, PrimitiveType,
RenderStates)

«See Also

Reference

RenderTexture Class

Draw Overload
SFML.Graphics Namespace



RenderTextureGetView Method

Return the current active view

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public View GetView() W

Return Value

Type: View

The current view
Implements
RenderTargetGetView

«See Also

Reference
RenderTexture Class
SFML.Graphics Namespace



SFML.Net

RenderTextureGetViewport
Method

Get the viewport of a view applied to this target

Namespace: SFML.Graphics
Assembly: sfminet-graphics-2 (in sfmlnet-graphics-2.dll) Version:
2.2.0.0 (2.2.0)

4 Syntax

C# VB C++ F# Copy

public IntRect GetViewport(
View view
)

Parameters

view
Type: SFML.GraphicsView
Target view

Return Value

Type: IntRect

Viewport rectangle, expressed in pixels in the current target
Implements

RenderTargetGetViewport(View)

«See Also

Reference
RenderTexture Class
SFML.Graphics Namespace






SFML.Net

RenderTextureMapCoordsToPixel

Method

4« Overload List

Name
v MapCoordsToPixel(Vector2f)
v MapCoordsToPixel(Vector2f,
View)

Description

Convert a point from world
coordinates to target
coordinates, using the 