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Initialize()
LoadGraphicsContent()
UnloadGraphicsContent()

�������������������������
Update(GameTime gameTime)

Draw(GameTime gameTime)
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private Texture2D textura; 

private SpriteBatch Renderizador2D;

���21	����3���/$������!��	��	�
textura = content.Load<Texture2D>("xna_thumbnail");

Renderizador2D = new S priteBatch(graphics.GraphicsDevice);            

���21	����������/$������!��	��	�
textura.Dispose();
Renderizador2D.Dispose();

���21	�����$�(�
Renderizador2D.Begin(SpriteBlendMode.AlphaBlend);
Renderizador2D.Draw(textura, Vector2.One, Color.White);

Renderizador2D.End();
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0-��������/� �,��
GamePadState gamePad = GamePad.GetState(PlayerIndex.One);

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

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

if (keyboardState.IsKeyDown(Keys.Up))

novaPosicao.Y -= 1;

5-��������2����
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.x sb");

base.Initialize();

}
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/�$�$�� ��&��	������$��:�� ��� �����>
soundBank.PlayCue("chord");

"���$� ?��������&�����:�� ��� �����>
// 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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CustomFont = new Font(content.Load<Texture2D>(@"MyF ont"), " 

TestdColiã", 20, 20, 35);

No método Draw()

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