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private Texture2D textura,

private SpriteBatch Renderizador2D;

B 3 /%

textura = content.Load<Texture2D>("xna_thumbnail");
Renderizador2D =new S priteBatch(graphics.GraphicsDevice);

e . ! /%

textura.Dispose();
Renderizador2D.Dispose();

e . %O

Renderizador2D.Begin(SpriteBlen

Renderizador2D.Draw(text
RenderiZ}CbVZIﬁr
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GamePadState gamePad = GamePad.GetState(Playerindex.One);
novaPosicao.Y -= gamePad.ThumbSticks.Left.Y;

2!

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

+2 |

MouseState mouse = Mous

novaPosica =m
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audioEngine = new AudioEngine("MySounds.xgs");
soundBank = new SoundBank(audioEngine, "Sound Bank.xsb");

e /%% 7 % 5 6

soundBank.PlayCue("chord");

¢ % 8 s S5 6

// Iniciar a musica

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

/| Parar ou continuar a musica
if (myLoopingSound.IsPaused

myLoopingS
else m/
~myLoopi
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StorageDevice dev = StorageDevice.ShowStorageDeviceG uide(Playerindex.One);
7 % % 1%  %& %
StorageContainer dir = path.OpenContainer("MyGameNa me");

$%& % % %(
[Serializable]
public struct stSaveGame

{

public int vidas;
public Vector2 PosicaoJogador;
public Vector2 Posicaolnimigo;

}

string filename = Path.Combine(dir.Path, "MySaveGam e.xml");

/[ Abre o arquivo, criando-0 se necessario

FileStream stream = File.Open(filename, FileMode.Op enOrCreate);
Il Serializa o objeto (transforma em XML) e grava o arquivo
XmiSerializer XMLWrite = new XmiSerializer(typeof( stSaveGame));

XMLWrite.Serialize(stream, gameData);
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effect.Begin();
foreach(EffectPass CurrentPass in effect.CurrentTechn ique.Passes)
{

CurrentPass.Begin();
/[ Codigo que realiza o desenho 3D
CurrentPass.End();

}
effect.End(); :
)
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private VertexBuffer vertexBuffer;
VertexPositionColor[] vertices = new VertexPosition Color[vertexCount];
/[ Vamos desenhar uma linha sobre o eixo X
vertices[0] = new VertexPositionColor(new Vector3(- 1, 0, 0), Color.White);
vertices[1] = new VertexPositionColor(new Vector3(1 , 0, 0), Color.White);
// Enche o vertex buffer com os vertices criados
vertexBuffer = new VertexBufferfdevice, 2 * VertexPo sitionColor.SizelnBytes
ResourceUsage.WriteOnly, ResourceManagementMode.Aut omatic);

vertexBuffer.SetData<VertexPositionColor>(vertices) :

7 % 7 %
effect = new BasicEffect(device, null);
/l Calcula a aspectRatio, a view matrix e a projeca 0
float aspectRatio = (float)device.Viewport.Width / d evice.Viewport.Height;
effect.View = Matrix.CreateLookAt(new Vector3(0, 2, 2), Vector3.Zero,

Vector3.Up);

effect.Projection Matrix. CreatePersBIectlveFleldOf\/l w(
athHelper.ToRadians(45.0f), aspectRatlo 1, 10);

)%
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device.VertexDeclaration = new VertexDeclaration(device,
VertexPositionColor.VertexElements);

device.Vertices[0].SetSource( vertexBuffer , 0,
VertexPositionColor.SizelnBytes);

effect.Begin();
foreach(EffectPass pass in effect.CurrentTechnique.Passes)

{
pass.Begin();
device.DrawPrimitives(PrimitiveType.LineList, 0, 1);
pass.End();
}

effect.End();
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protected override void LoadGraphicsContent(...)

{

myModel = content.Load<Model>(@"Content\Cube");




%

foreach (ModelMesh mesh in myModel.Meshes)
mesh.Draw();

, % = % 7 % 7 EE
foreach (ModelMesh mesh in model.Meshes)

{

foreach (BasicEffect effect in mesh.Effects)

{
effect.World = world,;
effect.View = view;
effect.Projection = projection;
effect.EnableDefaultLighting();
}

/| Draw each mesh of the model
mesh.Draw();
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protected override void LoadGraphicsContent(...)

myModel = content.Load<Model>(@"Content\Cube");
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