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SpriteBatch SB, Texture2D tex
SB.Draw(Tex,...
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GamePadState gamePad = GamePad.GetState(Playerindex .One);
KeyboardState keyboardState = Keyboard.GetState();
MouseState mouse = Mouse.GetState();

® %%#0".

soundBank.PlayCue("chord");
myLoopingSound = soundBank.GetCue("notify");
myLoopingSound.Play(); myLoopingSound.Stop(

e $ 1

SpriteBatch SB, SpriteFont Fon
SB.DrawString (Fon,...
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Dev = StorageDevice.Sh
StorageContainer =
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effect.Begin();

foreach(EffectPass CurrentPass in
effect.CurrentTechnique.Passes)

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

}

effect.End();
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tankModel = content.Load<Model>(@"Content\Cube");
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e 6 ! 5 Vetor={0.1f, -0.1f,

1 + 2
e 6 float3x3 Matriz ={

Forma alternativa:
e matrix <float, 3, 3> Matriz = {

0.1f };

1.0f, 0.0f, 0.0f,

0.0f, 1.0f, 0.0f};
0.0f, 0.0f, 1.0f };

1.0f, 0.0f, 0.0f,

0.0f, 1.0f, 0.0f};
0.0f, 0.0f, 1.0f };
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BLENDINDICES[n] Blend indices uint
COLOR[nN] Diffuse and specular color float4
POSITION[N] Vertex position in object space. float4

PSIZE[n] Point size float

TEXCOORDI|nN] Texture coordinates float4

COLOR[nN] Diffuse or specular color

Position of a vertex in homogenous space. Compute position

in screen-space by dividing (x,y,z) by w. Every vertex shader
POSITION[N] must write out a parameter with this semantic. float4

TESSFACTOR[n]  Tessellation factor

91 / * C 1 D 6227)5 2 32415
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TEXCOORDI[N] Texture coordinates float4

Contains the current pixel (x,y) location. float2
COLOR|[nN] Output color float4
91 / * C 1 D 62 27)5 2 324!5
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o N*" |
effect = content.Load<Effect>(@"Content\" + effectName);
. _* 11 ( &#

view = effect.Parameters|['view"];
projection = effect.Parameters["projection"];
world = effect.Parameters["world"];

ambientLightColor = effect.Parameters['ambientColor"];
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ambientLightColor.SetValue(value);

e | 0o / ( &#
ambientLightColor.GetValueVector4();
world.GetValueMatrix();

e L*$ I ( #
foreach (ModelMesh mesh in myModel.Meshes)
{
foreach (ModelMeshPart part in mesh.MeshParts)
{
part.Effect = effect.Clone(graphics.GraphicsDevice);
}
mesh.Draw();
} 13
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