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Initialize()

LoadGraphicsContent()
UnloadGraphicsContent()

e Update(GameTime gameTime)
e Draw(GameTime gameTime)
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private Texture2D textura;
private SpriteBatch Renderizador2D;
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textura = content.Load<Texture2D>("xna_thumbnail");
Renderizador2D =new S priteBatch(graphics.GraphicsDevice);

e 21 /$ |

textura.Dispose();
Renderizador2D.Dispose();
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Renderizador2D.Begin(SpriteBlendMode.AlphaBlend);

Renderizador2D.Draw(textura, Vector2.0One, Color.White);
Renderizador2D.End();
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GamePadState gamePad = GamePad.GetState(Playerindex.One);
novaPosicao.Y -= gamePad.ThumbSticks.Left.Y;

KeyboardState keyboardState = Keyboard.GetState();
If (keyboardState.lsKkeyDown(Keys.Up))
novaPosicao.Y -=1;
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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");

Il Assume the default names for the wave and sound

/[ To change these names, change properties in XA
waveBank = new WaveBank(audioEngine, "Wave Bank.xwb"
soundBank = new SoundBank(audioEngine, "Sound Bank.x

base.Initialize();
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soundBank.PlayCue("chord");

e " § ? & >
/l Iniciar a musica

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

/[ Parar ou continuar a musica
If (myLoopingSound.IsPaused)
myLoopingSound.Resume();
else
myLoopingSound.Pause();




6%% 9

1 & $3 $@ $ &
'S &







AB; $ CDO-ED CD & FDBG
Al ; /$ CD2%$ &- -% (9
A "< CD/$ $ DG

AH & $ G

A G$ Al G

AH " " & & - G

A% 'GOAI%'G

AH " & $ $- G

A% GAI% G

AH %< & & -J $ > D $D+D8 D+D D+ D8 +
G

A%< G $AI%< G
AH.!$ $ 5+:%! >+ 0K+ :LML>+ $
Al$ $ G
Al$ $ G
A% $ GNO5 PAI% $G
A# GNOO KPAI# G
Al'$S $ G
Al'$S $ G
Al G
Al G




[ O-
& $4 &
%$ & $P

>

& $ C -3 A%$ GD $ D>

1 $(>
<%%$ 8 -8 >P

<%% 8 -3 (%% & $ +6Q 7% HD+ J $-R+! $S (>P
<% % 8 -# >P










UEVIANESIOE

=0 5 WY/ =0

UEVINESIOIE

=05 WY/ =0

y




15 ;% P S $ !'$
'$ % P $ 1'$ $7
$(%% 8 + o+ <+

& C;P
&$: CEP A -3 P YY>
X
&: Z[HC\L> Il &$ =
X
$ $C!'$ $- ;R& Z[>P

$ $$
-$(C"; % (J $:;, +:&
( :$ $]!'$ % +E+!'S
I $-7 >P

= $ $ $; 9
YC: Z[CCL+L>™ Z[CCLL > Z[CCLL>B!$ $7 | !$




|>
&+ &S , 5+ 9
$ $ S

CustomFont = new Font(content.Load<Texture2D>(@"MyF ont"), "
TestdColid", 20, 20, 35);

No método Draw()

mySpriteBatch.Begin();
CustomFont.Draw(mySpriteBatch, 80, 0, "Teste de Col
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