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static void Main(string[] args)
{

using (Game1 game = new Game1())
{

game.Run(); -> Executa o Game Loop
}

}
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Initialize()
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LoadGraphicsContent(bool loadAllContent)
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UnloadGraphicsContent(bool unloadAllContent)
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Update(GameTime gameTime)
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Draw(GameTime gameTime)
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private Texture2D textura; 
private SpriteBatch Renderizador2D;

���+,�����-���)!�%�	
�
�������
textura = content.Load<Texture2D>("xna_thumbnail");
Renderizador2D = new S priteBatch(graphics.GraphicsDevice);            

���+,�����������)!�%�	
�
�������
textura.Dispose();
Renderizador2D.Dispose();

���+,������!�"�
Renderizador2D.Begin(SpriteBlendMode.AlphaBlend);

Renderizador2D.Draw(textura, Vector2.One, Color.White);
Renderizador2D.End();
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class clsSprite : GameComponent
{

public clsSprite(Game game, ...) : base(game)
..

public override void Update(GameTime gameTime)
..
}

+)���
�
��������"%�
��, �
�
�������������
������%���
private clsSprite Desenho2D;
Desenho2D = new clsSprite(this, ...)
this.Components.Add(Desenho2D);
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GamePadState gamePad = GamePad.GetState(PlayerIndex.One);

novaPosicao.Y -= gamePad.ThumbSticks.Left.Y;

�(����������
����
KeyboardState keyboardState = Keyboard.GetState();

if (keyboardState.IsKeyDown(Keys.Up))
novaPosicao.Y -= 1;

�(��������+����
MouseState mouse = Mouse.GetState();
novaPosicao.X = mouse.X;
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// Audio objects
AudioEngine audioEngine;
WaveBank waveBank;
SoundBank soundBank;

protected override void Initialize()
{

audioEngine = new AudioEngine("MySounds.xgs");
//  Assume the default names for the wave and sound  bank.  
//   To change these names, change properties in XA CT.
waveBank = new WaveBank(audioEngine, "Wave Bank.xwb") ;
soundBank = new SoundBank(audioEngine, "Sound Bank.xs b");

base.Initialize();
}
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)�!�!�����9�	�������!��8�����������%<
soundBank.PlayCue("chord");

��
�!��?�	
�����9�����8����
������%<
// Iniciar a música  

myLoopingSound = soundBank.GetCue("notify");
myLoopingSound.Play();

// Parar ou continuar a música

if (myLoopingSound.IsPaused)
myLoopingSound.Resume();

else
myLoopingSound.Pause(); 
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Compression File Size Compression 
Rate

 Uncompressed  36 MB 100%
 MP3 with 192kbit  4.8 MB 13%
 MP3 with 128kbit  3.1 MB 8.5%
 AccPlus with 48kbit, similar to MP3 192kbit  1.2 MB 3%
 AccPlus with 24kbit, similar to MP3 96kbit  0.6 MB 1.6%
 OGG with 160kbit  3.8 MB 11%
 XACT ADPCM 32 samples per block  12.5 MB 34%
 XACT ADPCM 128 samples per block (default)  9.9 MB 27%

 XACT ADPCM 512 samples per block  9.3 MB 26%
 XACT XMA 100% Quality  14.3 MB 40%
 XACT XMA 90% Quality  8.9 MB 25%
 XACT XMA 75% Quality  5.5 MB 15%
 XACT XMA 60% Quality (default)  4.7 MB 13%
 XACT XMA 30% Quality  3.5 MB 10%
 XACT XMA 10% Quality  2.9 MB 8%
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Uso no Programa:

SomMotor = soundBank.GetCue(“Motor");
SomMotor.Play(); 

...
// Aumentando a velocidade do som, ele parece 
//  mais agudo (como se o carro acelerasse)
//    Velocidade 50 é a “padrão” do som

SomMotor.SetVariable(“Aceleracao", 75);
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