








Initialize()

LoadGraphicsContent()
UnloadGraphicsContent()

e Update(GameTime gameTime)
e Draw(GameTime gameTime)




C /

private Texture2D textura;
private SpriteBatch Renderizador2D;
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textura = content.Load<Texture2D>("xna_thumbnail");
Renderizador2D =new S priteBatch(graphics.GraphicsDevice);
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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;
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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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audioEngine = new AudioEngine("MySounds.xgs");
soundBank = new SoundBank(audioEngine, "Sound Bank.xsb");
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soundBank.PlayCue("chord");
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/[ Iniciar a musica
myLoopingSound = soundBank.GetCue("notify");
myLoopingSound.Play();

// Parar ou continuar a musica
If (myLoopingSound.IsPaused)
myLoopingSound.Resume();
else
myLoopingSound.Pause();
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using Microsoft.Xna.Framework.Storage;
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StorageDevice dev =
StorageDevice.ShowStorageDeviceGuide(Playerindex.On
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StorageContainer dir = dev.OpenContainer("MyGameName");
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http://msdn2.microsoft.com/pt-
br/library/336wast5(VS.80).aspx
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StreamWriter sw = new StreamW riter(“MeuArquivo.txt");
sw.Write(“Hoje e: ");

sw.WriteLine(DateTime.Now);

sw.Close();
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StreamReader sr = new StreamReader(" MeuArquivo.txt");
String line;

while ((line = sr.ReadLine()) != null)

{ Console.WriteLine(line); }
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[Serializable]
public struct stSaveGame
{
public int vidas;
public Vector2 PosicaoJogador;
public Vector2 Posicaolnimigo;

}

class SaveGame

{

I/l Agqui entram os métodos para ler e escrever a es trutura
/[ em um arquivo XML
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static public void Save(stSaveGame gameData)
{
/I Escolhe device, container (diretério) e nome do

StorageDevice path =
StorageDevice.ShowStorageDeviceGuide(Playerindex.On

StorageContainer dir = path.OpenContainer("MyGameNa
string filename = Path.Combine(dir.Path, "MySaveGam

/[ Abre o arquivo, criando-o0 se necessario
FileStream stream = File.Open(filename, FileMode.Op

/[ Serializa o objeto (transforma em XML) e grava o
XmlSerializer XMLWrite = new XmlSerializer(typeof(s
XMLWrite.Serialize(stream, gameData);

/[ Fecha tudo que usamos
stream.Close();
dir.Dispose();

}

arquivo
e);

mell);
e.xml");

enOrCreate);

arquivo
tSaveGame));
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static public stSaveGame Load()

{

stSaveGame ret = new stSaveGame();

/I Escolhe device, container (diretdrio) e nome do
StorageDevice path = StorageDevice.ShowStorageDevic
StorageContainer dir = path.OpenContainer("MyGameNa
string filename = Path.Combine(dir.Path, "MySaveGam

// Lé dados do arquivo
FileStream stream = File.Open(filename, FileMode.Op
FileAccess.Read);

I/l Joga dados lidos na estrutura serializavel
XmiSerializer XMLRead = new XmiSerializer(typeof(st
ret = (stSaveGame)XMLRead.Deserialize(stream);

/I Fecha tudo que usamos
stream.Close();
dir.Dispose();

return ret;

}

arquivo
eGuide(Playerindex.One);
me");

e.xml");

enOrCreate,

SaveGame));
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stSaveGame gameData = new stSaveGame();
gameData.Vidas = ContadorDeVidas;
gameData.PosicaoJogador = Jogador.posicao;

gameData.Posicaolnimigo = Inimigo.posicao;
SaveGame.Save(gameData);

@ +

stSaveGame gameData = SaveGame.Load();
Vidas = gameData.Vidas;




<?xml version="1.0"?>

<stSaveGame

xmlins:xsi="http://www.w3.0rg/2001/XMLSchema-
Instance"

xmlins:xsd="http://www.w3.0rg/2001/XMLSchema">

< Vidas >3</Vidas >

< PosicaoJogador >
<X>350</X>
<Y>368</Y>

</ PosicaoJogador >

< Posicaolnimigo
<X>305</X>
<Y>305</Y>

</ Posicaolnimigo >

</stSaveGame>










