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XNA Game Studio Express ⅜◘ⱳכ♩∆╢○Ɑ꜠כ♥▫fi◓ ◦☻♥ⱶ≤Ɫכ♪►▼▪ ⌐≈™≡ ⇔╕

∆⁹  

◘ⱳכ♩↕╣╢○Ɑ꜠כ♥▫fi◓ ◦☻♥ⱶ 

─○Ɑ꜠כ♥▫fi◓ ◦☻♥ⱶ≢│⁸XNA Game Studio Express ⅜ ⌐◘ⱳ⁹∆╕╣↕♩כ  

○Ɑ꜠כ♥▫fi◓ ◦☻♥ⱶ ◘ⱳכ♩↕╣╢Ᵽכ☺ꜛfi 

Microsoft® Windows® XP  ¶ Home Edition  

¶ Professional Edition  

¶ Media Center Edition  

¶ Tablet Edition  

MicrosoftÈ Windows VistaÊ ¶ Home Basic Edition  

¶ Home Premium Edition  

¶ Business Edition  

¶ Enterprise Edition  

¶ Ultimate Edition  

 

¶ Windows XP │⁸Service Pack 2 ≢№╢↓≤⅜ ≢∆⁹  

¶ XNA Game Studio Express │ ─╖≤⌂╡╕∆⅜⁸ ○Ɑ꜠כ♥▫fi◓ ◦☻♥ⱶ⅜◘ⱳכ

♩⇔≡™╢ ─ ≢ ≢⅝╕∆⁹  

¶ XNA Game Studio Express ╩ ∆╢√╘⌐ │ ≢∆⁹√∞⇔⁸XNA Game Studio 

Express ╩▬fi☻♩⁸│⌐╘√╢∆ꜟכ  (Windows Vista ≢│ ┼─ ) ⅜

≢∆⁹  

¶ XNA Game Studio Express ─☿♇♩▪♇ⱪ ⱪ꜡◓ꜝⱶ│ Windows 2003 Server ○Ɑ꜠כ♥▫fi◓ 

◦☻♥ⱶ≢╙ ⌐ ↕╣╕∆⁹√∞⇔⁸Windows 2003 Server │ ⌐│◘ⱳ⁹╪∑╕™≡╣↕♩כ

XNA Game Studio Express ♁ⱨ♩►▼▪⅜ ⌐ ⇔⌂™ ⅜№╡╕∆⁹  

Ɫכ♪►▼▪  

Windows ≢ XNA Framework ◕כⱶ╩ ∆╢⌐│⁸Shader Model 1.1 ⅔╟┘ DirectX 9.0c ╩◘
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ⱳכ♩∆╢◓ꜝⱨ▫♇◒ ◌כ♪⅜ ≢∆⁹√∞⇔⁸ ─◘fiⱪꜟ⅔╟┘☻♃⁸≢♩♇◐ כ♃כShader 

Model 2.0 ⅜ ≤⌂╢ ⅜№╢√╘⁸Shader Model 2.0 ╩◘ⱳכ♩∆╢◓ꜝⱨ▫♇◒ ◌כ♪╩⅔ ╘⇔

╕∆⁹  

◓ꜝⱨ▫♇◒ ◌⁸│⌐♪כ ─♪ꜝ▬Ᵽ⅜ ↕╣≡™╢ ⅜№╡╕∆⁹Ɫכ♪►▼▪ ⱬfi♄⌐ ™ ╦

∑╢⅛⁸Microsoft Update  ⌐▪◒☿☻⇔≡ ⇔≡ↄ∞↕™⁹  

Xbox 360  XNA Framework ◕כⱶ╩ ∆╢⌐│⁸Xbox  360 ⌐Ɫכ♪♦▫☻◒⅜ ↕╣≡™╢

⅜№╡╕∆⁹  

∕─ ─Ɫכ♪►▼▪ │⁸Visual Studio 2005 ─ ≤ ∂≢∆⁹ ⌐≈™≡│⁸Visual Studio ─♪

◐ꜙⱷfi♩╩ ⇔≡ↄ∞↕™⁹  

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.12h24m [private build]  
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XNA Game Studio Express  

⌂♁ⱨ♩►▼▪ 

XNA Game Studio Express ╩ ∆╢√╘⌐ ≤⌂╢♁ⱨ♩►▼▪⌐≈™≡ ⇔╕∆⁹  

Microsoft Visual C# 2005 Express Edition  

XNA Game Studio Express │⁸Visual C# Express ─ ╩ ⱶכ◕⁸⇔ ⌐ ≢⅝╢╟℮⌐⇔

√╙─≢∆⁹Visual C# Express │⁸Microsoft Express Editions Web ◘▬♩⅛╠▬fi☻♩⁹∆╕⅝≢ꜟכ 

Visual Studio 2005 Ⱬꜟⱪ ◦☻♥ⱶ│⁸○fiꜝ▬fi Ⱬꜟⱪ ◖fi♥fi♠╩ ≢⅝╢╟℮⌐ ∆╢↓≤╩⅔

╘⇔╕∆⁹○fiꜝ▬fi Ⱬꜟⱪ ◖fi♥fi♠╩ ∆╢↓≤⌐╟╡⁸ ⌐ ─ ╩ ≢⅝╕∆⁹ 

○fiꜝ▬fi ◖fi♥fi♠╩ ≢⅝╢╟℮⌐ Visual Studio Ⱬꜟⱪ╩ ∆╢⌐│ 

1. (Tools)[ꜟכ♠]   ⱷ♬ꜙכ─ [○ⱪ◦ꜛfi](Options)  ╩◒ꜞ♇◒⇔╕∆⁹ 

[○ⱪ◦ꜛfi](Options)  ♄▬▪꜡◓ Ⱳ♇◒☻⅜ ↕╣╕∆⁹ 

2.  [○ⱪ◦ꜛfi](Options)  ♄▬▪꜡◓ Ⱳ♇◒☻─ ─Ɑ▬fi⌐ כ꜡♩fi◖ כꜙⱦ כꜞ♠╢╣↕

ꜟ≢⁸[ ](Environment)  ⱡכ♪─ [Ⱬꜟⱪ](Help)  ⱡ⁹∆╕⇔◒♇ꜞ◒╩♪כ 

[Ⱬꜟⱪ](Help)  ⱡכ♪⅜ ↕╣⌂™ │⁸[∆═≡─ ╩ ](Show all settings)  ♅▼♇◒ 

Ⱳ♇◒☻╩○fi⌐⇔≡ↄ∞↕™⁹ 

3.  [Ⱬꜟⱪ](Help)  ⱡכ♪─ [○fiꜝ▬fi](Online)  ⱡ⁹∆╕⇔◒♇ꜞ◒╩♪כ 

[○fiꜝ▬fi](Online)  ⱡכ♪╩ ∆╢⌐│⁸[Ⱬꜟⱪ](Help)  ⱡכ♪─ ⌐ ↕╣╢ⱪꜝ☻ ╩

◒ꜞ♇◒∆╢ ⅜№╡╕∆⁹ 

4.  [Ⱬꜟⱪ ◖fi♥fi♠╩ ╖ ╗≤⅝](When loading Help content)  ─ [ ⌐○fiꜝ▬fi⁸

≢ꜟ◌כ꜡⌐ ](Try online first, then local)  ○ⱪ◦ꜛfi╩○fi⌐⇔╕∆⁹  

5.  [OK](OK)  ╩◒ꜞ♇◒⇔╕∆⁹ 

 

XNA Game Studio Express │⁸Microsoft Visual C# 2005 Express Edition ≢─╖ ∆╢╟

℮⌐ ↕╣≡™╕∆⁹∕─ ─ Visual Studio 2005  (Visual Studio 2005 Professional ⌂

≥) ≤ XNA Game Studio Express ╩ ∂◖fiⱧꜙכ♃⌐ ↕∑╢↓≤╙≢⅝╕∆⁹√∞⇔⁸

Visual C# 2005 Express Edition ─ ⅛╠ XNA Game Studio Express ─ ⌐▪◒☿

☻∆╢↓≤│≢⅝╕∑╪⁹ 

Microsoft .NET Framework 2.0  

http://go.microsoft.com/fwlink/?LinkID=71374&clcid=0x409
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XNA Game Studio Express ╩ ∆╢⌐│⁸Microsoft .NET Framework 2.0 ⅜ ≢∆⁹◖fiⱧꜙכ♃

⌐ .NET Framework ⅜▬fi☻♩כꜟ↕╣≡™⌂™ ⁸Microsoft Visual C# 2005 Express Edition ─☿♇

♩▪♇ⱪ ⱪ꜡◓ꜝⱶ╩ ∆╢≤⁸ .NET Framework ⅜▬fi☻♩⁸√╕⁹∆╕╣↕ꜟכMicrosoft .NET 

Framework Developer Center  ⅛╠ .NET Framework ╩▬fi☻♩⁹∆╕⅝≢╙≥↓╢∆ꜟכ 

XNA ◒ꜞ◄▬♃כ☼◒ꜝⱩ 

Xbox 360 ─◕כⱶ╩ ∆╢⌐│⁸XNA ◒ꜞ◄▬♃כ☼◒ꜝⱩ⌐ ∆╢ ⅜№╡╕∆⁹XNA ◒ꜞ◄▬

╠⅛☻כ꜠ⱪ♩♇◔כⱪ│⁸Xbox Live ⱴ♇◦כⱩ ⱷfiⱣꜝ◒☼כ♃ ≢⅝╕∆⁹ 

XNA Game Studio Express ─☿♇♩▪♇ⱪ ⌐▬fi☻♩כꜟ↕╣╢∕─ ─ ♁

ⱨ♩►▼▪ 

─♁ⱨ♩►▼▪│⁸XNA Game Studio Express ─☿♇♩▪♇ⱪ ⱪ꜡◓ꜝⱶ⌐╟∫≡ ⌐▬fi☻♩כꜟ

↕╣╕∆⁹ 

DirectX ꜝfi♃▬ⱶ 

XNA Game Studio Express ─☿♇♩▪♇ⱪ╩ ∆╢≤⁸ Ᵽכ☺ꜛfi─ DirectX ꜝfi♃▬ⱶ⅜▬fi☻♩

╩ ⱶ APIכ◕─ ⁹XNA Framework∆╕╣↕ꜟכ ∆╢√╘⌐│⁸↓─ꜝfi♃▬ⱶ⅜ ≤⌂╡╕∆⁹ 

Microsoft Cross -Platform Audio Creation Tool  

XNA Game Studio  Express ─☿♇♩▪♇ⱪ╩ ∆╢≤⁸DirectX ♁ⱨ♩►▼▪ ◐♇♩ (SDK) ─ 

Microsoft Cross -Platform Audio Creation Tool (XACT) ⅜▬fi☻♩⁹∆╕╣↕ꜟכXACT │⁸◕כⱶ─○כ

♦▫○ ◖fi♥fi♠╩ ≢⁹XNA Game Studio Express ─☿♇♩▪♇ⱪ ⱪ꜡◓ꜝⱶ∆≢ꜟכ♠─╘√╢∆

│⁸XNA Game Studio Express ≤ ─№╢Ᵽכ☺ꜛfi─ XACT ⅜▬fi☻♩⁹∆╕╣↕ꜟכ ─Ᵽכ

☺ꜛfi─ XACT ≢ ↕╣√◖fi♥fi♠╩ XNA Game Studio Express ≢ ∆╢↓≤│≢⅝╕∑╪⁹ 

Microsoft Cross -Platform Audio Creation Tool ╩ ∆╢⌐│ ⅜ ≢∆⁹ 

XACT ╩ ∆╢⌐│⁸.NET Framework 1.1 ⅜▬fi☻♩כꜟ↕╣≡™╢ ⅜№╡╕∆⁹∆═≡─ Windows 

XP SP2 ⌐ .NET Framework 1.1 ⅜▬fi☻♩כꜟ↕╣≡™╢≤│ ╡╕∑╪⁹╕√⁸.NET Framework 

2.0 ─╖▬fi☻♩⁸╣↕ꜟכ.NET Framework 1.1 ⅜▬fi☻♩כ◔™⌂™≡╣↕ꜟכ☻╙ ⅎ╠╣╕∆⁹.NET 

Framework 1.1 ⅜▬fi☻♩כꜟ↕╣≡™╢⅛≥℮⅛╩ ═╢⌐│⁸◖fiⱧꜙכ♃⌐ ─ⱨ□▬ꜟ⅜ ∆╢⅛

⇔╕∆⁹ 

¶ %windir% ¥Microsoft.NET ¥Framework ¥v1.1.4322 ¥System.dll  

↓─ⱨ□▬ꜟ⅜ ⇔≡™╣┌⁸.NET Framework 1.1 ⅜▬fi☻♩⁹∆╕™≡╣↕ꜟכ 

.NET Framework 1.1 ⅜▬fi☻♩כꜟ↕╣≡™⌂ↄ≡╙ XACT ╩ ≢⅝╕∆⅜⁸ ⌐ XACT ╩ ⅔℮≤

∆╢≤⁸"○Ⱪ☺▼◒♩ ⅜○Ⱪ☺▼◒♩─▬fi☻♃fi☻⌐ ↕╣≡™╕∑╪" ≤™℮ⱷ♇☿כ☺⅜ ↕╣

╕∆⁹ 

.NET Framework 1.1 │⁸ ─ ⅛╠▬fi☻♩⁹∆╕⅝≢ꜟכ 

http://msdn2.microsoft.com/ja-jp/netframework/aa731542.aspx?amp;clcid=0x409
http://msdn2.microsoft.com/ja-jp/netframework/aa731542.aspx?amp;clcid=0x409
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¶ .NET Framework 1.1   

 

© 2007 Microsoft Corporat ion.All rights reserved.  

 xna- jpn@microsoft.com  
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XNA Game Studio Express  

 : ○fiꜝ▬fi Ⱬꜟⱪ ◖fi♥fi♠╩ ∆╢√╘⌐ ⌂  

Visual Studio    

○fiꜝ▬fi ◖fi♥fi♠╩ ≢⅝╢╟℮⌐ Visual Studio Ⱬꜟⱪ╩ ∆╢⌐│ 

1.  [ ](Tools)   [ ](Options)   

[ ](Options)    

2.  [ ](Options)     

[ ](Environment)   [ ](Help)   

[ ](Help)  [ ](Show all settings)   

 

3.  [ ](Help)   [ ](Online)   

[ ](Online)  [ ](Help)  

 

4.  [  ](When loading Help content)   [

](Try online first, then local)    

5.  [OK](OK)    

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna - jpn@microsoft.com   

 : 2007.02.20.08h38m [private build]  
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XNA Game Studio Express  

▫♥כⱤ♪כ◘ ⱨ□▬▪►◊כꜟ─  

   

XNA Game Studio Express  XnaTrans.exe  

Windows Firewall  PC  Xbox 360 

Windows Firewal 

XnaTrans.exe    

Windows Firewall XnaTrans.exe 

  

<install dir>¥Microsoft XNA¥XNA Game Studio Express¥v1.0¥Bin¥XnaTrans.exe 

<install dir>  XNA Game Studio Express 

 %ProgramFiles%  

 

Port    

1000  UDP  

1001  TCP  

3825  UDP  

3835  UDP  

Xbox Live ┼─ ─ⱨ□▬▪►◊כꜟ  

Xbox 360  Xbox Live Xbox 360 

 

 

Xbox 360 : Xbox Live    

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h38m [private build]   
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XNA Game Studio Express  

XNA Game Studio Express ⌐╟╢ Xbox 360 ┼─  

  

XNA Game Studio Express  Xbox 360 

  

XNA Game Studio Express Windows  Xbox 360 

XNA Game Studio Express Windows 

Xbox 360  

 

Visual C# 2005 Express Edition  XNA Game Studio Express 

 Xbox 360 

 

¶  1 : Xbox Live   

¶  2 : XNA Game Launcher   

¶  3 : Xbox 360  Windows   

¶  4 : Xbox 360   

¶ ? 

☻♥♇ⱪ 1 : Xbox Live ┼─◘▬fi▬fi 

Xbox 360 Xbox Live XNA Game Studio Express  Xbox 360 

 Xbox Live   Xbox 360  

XNA Game Launcher  XNA Game Studio Expr ess 

Xbox Live  

☻♥♇ⱪ 2 : XNA Game Launcher ─♄►fi꜡כ♪ 

Xbox Live Xbox Live  XNA Game Launcher 

XNA Xbox 360  

¶ Xbox 360 Xbox Live   

¶ [Xbox  Live ](Xbox Live Marketplace)  A    
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¶ [ ](Games)  A    

¶ [  ](All Game Downloads)  A    

¶ [XNA Creators Club](XNA Creators Club)   

 

[XNA Creators Club](XNA Creators Club)  Xbox 360 

[ ](System)  [ ](Family 

Settings)   [ ](Console Controls)   [  

](Game Ratings)  [ ](Allow All Games)  

[XNA Creators Club](XNA Creators Club)  Xbox Live 

XNA Game Launcher XNA Game Launcher 

[  ](Game 

Ratings)   

XNA Game Studio Express  XNA Game 

Launcher XNA  

¶  [XNA Game Launcher](XNA Game Launcher)  A   

 

" [ ](Continue)  

 A   

¶ [ ](Confirm Download)  A  

 [ ](Continue)   A    

¶ [XNA Game Launcher](XNA Game Launcher)  

   

¶  [ ](Memberships)  A    

¶ XNA  

A    

¶  XNA 
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XNA Game Launcher  XNA Xbox 360  XNA Game 

Launcher Windows  

☻♥♇ⱪ 3 : Xbox 360 ⅔╟┘ Windows ◖fiⱧꜙכ♃─  

Xbox 360 Windows   

Xbox 360 Windows  Xbox 360 

  Xbox 360  Windows 

 

Windows  Xbox 360 Windows  

Xbox 360  

¶ Xbox 360    

¶ [ ](Demos and More)  A    

¶ [XNA Game Launcher](XNA Game Launcher)  A    

¶ [ ](Launch)  A    

Xbox  360  XNA Game Launcher XNA Game Launcher Xbox 360  XNA 

Game Studio Express  Xbox 360  

XNA Game Launcher  3   

¶ [My XNA Games](My XNA Games)  Xbox 360   

¶ [ ](Connect to Computer)  Windows 

  

¶ [ ](Settings)   Xbox 360   

[ ](Settings)   

¶ [ ](Settings)  A    

¶  1 [Generate Connection Key](Generate Connection 

Key)  A    

¶ Windows  XNA Game Studio 

Express  25  

  

 XNA Game Studio Express 

 

¶ Windows [ ](Start)  [ ](All Programs)  

[Microsoft XNA Game Studio Express](Microsoft XNA Game Studio Express)  
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 [XNA Game Studio Express](XNA Game Studio Express)  

  

¶ Visual C# 2005 Express Edition [ ](Tools)   [

](Options)    

¶ [ ](Options)     [XNA Game 

Studio Xbox 360](XNA Game Studio Xbox 360)  

[ ](Options)    [

](Show All Settings)   

[XNA Game Studio](XNA Game Studio)   

  

¶ [ ](Add)     

¶  [Xbox 360 Name](Xbox 360 Name)   Xbox 360 

  

¶ [ ](Connection Key)   Xbox 360 [OK](OK)  

  

¶ [ ](Options)    [OK](OK)    

¶ Xbox 360 [Accept New Key](Accept New Key)   A    

 

Windows 

Xbox 360   

Xbox 360  
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XNA Game Studio Express 1 

 Xbox 360  1  Xbox Live  Xbox 360 

Xbox 360 

 

☻♥♇ⱪ 4 : Xbox 360 ⱪ꜡☺▼◒♩─ ⅔╟┘  

 XNA Game Studio Express Xbox 360  

¶ Windows Visual C# 2005 Express Edition  [ ](File)  

 ](New Project)    

¶ [Xbox 360 ](Xbox 360 Game)  

[OK](OK)   

  

Xbox 360  Windows  

¶ Xbox 360 XNA Game Launcher  [ ](Connect to 

Computer)  A    

¶ Xbox 360  Windows   

 

¶ Windows  F5   

¶  Xbox 360   

Xbox 360 

Xbox 360  

 XNA Game Launcher Xbox 360   BACK  

Shift + F5  

 

Xbox 360 

 

─☻♥♇ⱪ│? 

 Xbox 360  Xbox 360  XNA 

Game Launcher  [My XNA Games](My XNA Games) XNA Game Launcher 
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Xbox 360 XNA Game Launcher 

 

Windows  

Xbox 360 

 1 :  3D  

 

 

▫♥כⱤ♪כ◘ ⱨ□▬▪►◊כꜟ─  

─♩ꜝⱩꜟ◦ꜙכ♥▫fi◓ 

 

© 2007 Microsoft C orporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h 38m [private build]  

  

mailto:xna-jpn@microsoft.com?subject=Documentation%20Feedback:%20Connecting%20to%20Your%20Xbox%20360%20with%20XNA%20Game%20Studio%20Express


24 

 

XNA Game Studio Express  

ⱶכ◕─  : 2D ─  Microsoft XNA Game Studio 

Express 

XNA Game Studio Express  

  

¶  1 :   

¶  2 :   

¶  3 :   

¶  4 :   

¶  5 :   

¶  6 :   

¶  (Game1.cs ) 

☻♥♇ⱪ 1 : ♁ⱨ♩►▼▪─▬fi☻♩כꜟ 

 (Visual C# 2005 Express Edition  XNA Game Studio 

Express ) 

  

☻♥♇ⱪ 2 : ⇔™ⱪ꜡☺▼◒♩─  

1.  [ ](Start)  [ ](All Programs)  [Microsoft 

XNA Game Studio Express](Microsoft XNA Game Studio Express)  

 [XNA Game Studio Express](XNA Game Studio Express)    

2.   [ ](File)  [ ](New 

Project)    

3.   [Windows Game](Windows Game)  

 ( MyFirstXNAGame )  [ ](Name)  

 [ ](Location)  [OK](OK)   
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☻♥♇ⱪ 3 : ◖כ♪─  

 

 GraphicsDeviceManager 

 

 

¶ Initialize GraphicsDevice   

¶ LoadGraphicsContent    

¶ UnloadGraphicsContent  

  

¶ Update   (

)   

¶ Draw   

☻♥♇ⱪ 4 : ☻ⱪꜝ▬♩─  

 .bmp  .jpg 

 

 ( )  " " 

 :  

 

1.   

[ ](View)  [Solution Explorer](  

)   

  

2.   [ ](Add)   [

](Existing Item)   1 

[ ](Files of type)   [Content Pipeline Files](Content 

Pipeline Files)   [ ](Add)  

    

3.    XNA Framework 

Content Pipeline   

4.     

[ ](Properties)  "Asset Name" 

[

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\GraphicsDeviceManager_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Initialize_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\GraphicsDevice_Graphics_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\LoadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\UnloadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Update_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
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](Properties)  F4 [ ](View)  

 [  ](Properties Window)    

5.  

 :  

 LoadGraphicsContent 

 

C#  

// ↓╣│꜠fi♄ꜞfi◓≢⅝╢♥◒☻♅ꜗ≢∆⁹ 

Texture2D myTexture; 

 

// ☻ⱪꜝ▬♩╩ ∆╢ ╩ ⇔╕∆⁹ 

Vector2 offset = Vector2.Zero; 

 

// ↓╣│☻ⱪꜝ▬♩╩ ∆╢○Ⱪ☺▼◒♩≢∆⁹ 

SpriteBatch spriteBatch; 

 

 

protected override void LoadGraphicsContent( bool loadAllContent ) 

{  

if (loadAllContent) 

    {  

myTexture = content.Load<Texture2D>( "mytexture" ); 

spriteBatch = new SpriteBatch( graphics.GraphicsDevice ); 

    }  

}  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\LoadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
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 [ (Properties)]  "Asset Name" 

ContentManager.Load  

  (  

)  

6.   Draw  

C#  

protected override void Draw( GameTime gameTime ) 

{  

graphics.GraphicsDevice.Clear( Color.CornflowerBlue ); 

 

// ☻ⱪꜝ▬♩╩ ⇔╕∆⁹ 

 

spriteBatch.Begin( SpriteBlendMode.AlphaBlend ); 

spriteBatch.Draw( myTexture, spritePosition, Color.White ); 

spriteBatch.End(); 

 

base.Draw( gameTime ); 

}  

 

7.    

☻♥♇ⱪ 5 : ☻ⱪꜝ▬♩─ ⅔╟┘  

¶ Update  

C#  

// ☻ⱪꜝ▬♩─ ⅝⌐ ∆╢ ╩ ⇔╕∆⁹ 

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Update_Game_Framework_Xna_Microsoft_M.htm
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Vector2 spriteSpeed = new Vector2( 50.0f, 50.0f ); 

 

protected override void Update( GameTime gameTime ) 

{  

// Xbox 360 ⅔╟┘ Windows ≢♦ⱨ◊ꜟ♩ ◕כⱶ─ ╩ ⇔╕∆⁹ 

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 

this.Exit(); 

 

// ☻ⱪꜝ▬♩╩ ⅛⇔╕∆⁹ 

UpdateSprite( gameTime ); 

 

base.Update( gameTime ); 

}  

 

void UpdateSprite( GameTime gameTime ) 

{  

// ⌐ √╣↕◓fiꜞכ◔☻≡∂ ≢☻ⱪꜝ▬♩╩ ⅛⇔╕∆⁹ 

spritePosition += spriteSpeed * (float)gameTime.ElapsedGameTime.TotalSeconds; 

 

int MaxX = graphics.GraphicsDevice.Viewport.Width - myTexture.Width; 

int MinX = 0; 

int MaxY = graphics.GraphicsDevice.Viewport.Height - myTexture.Height; 

int MinY = 0; 

 

// ⅜№╢⅛≥℮⅛╩♅▼♇◒⇔╕∆⁹ 
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if (spritePosition.X > MaxX) 

    {  

spriteSpeed.X *= -1; 

spritePosition.X = MaxX; 

    }  

 

else if (spritePosition.X < MinX) 

    {  

spriteSpeed.X *= -1; 

spritePosition.X = MinX; 

    }  

 

if (spritePosition.Y > MaxY) 

    {  

spriteSpeed.Y *= -1; 

spritePosition.Y = MaxY; 

    }  

 

else if (spritePosition.Y < MinY) 

    {  

spriteSpeed.Y *= -1; 

spritePosition.Y = MinY; 

    }  

}  
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☻♥♇ⱪ 6 : ─  

3D 

 : 3D  XNA Game Studio Express   

 

¶ SpriteBatch.Draw.  Color  

 :   

¶ 2 BoundingBox 

(  : 2   

¶ Keyboard Mouse  GamePad 

( )   

¶   (  : XACT 

  : )   

¶ 3D  3D  (  :  3D 

)   

⌂  (Game1.cs ─◖fi♥fi♠) 

C#  

#region Using Statements 

using System; 

using System.Collections.Generic; 

using Microsoft.Xna.Framework; 

using Microsoft.Xna.Framework.Audio; 

using Microsoft.Xna.Framework.Content; 

using Microsoft.Xna.Framework.Graphics; 

using Microsoft.Xna.Framework.Input; 

using Microsoft.Xna.Framework.Storage; 

#endregion 

 

public class Game1 :Microsoft.Xna.Framework.Game 

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\SpriteBatch_Graphics_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_SpriteBatch_Graphics_Framework_Xna_Microsoft_M_O.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\BoundingBox_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Keyboard_Input_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Mouse_Input_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\GamePad_Input_Framework_Xna_Microsoft_T.htm
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{  

GraphicsDeviceManager graphics; 

ContentManager content; 

 

public Game1() 

    {  

graphics = new GraphicsDeviceManager( this ); 

content = new ContentManager( Services ); 

    }  

 

protected override void Initialize() 

    {  

base.Initialize(); 

    }  

 

// ↓╣│꜠fi♄ꜞfi◓≢⅝╢♥◒☻♅ꜗ≢∆⁹ 

Texture2D myTexture; 

 

// ☻ⱪꜝ▬♩╩ ∆╢ ╩ ⇔╕∆⁹ 

Vector2 offset = Vector2.Zero; 

 

// ↓╣│☻ⱪꜝ▬♩╩ ∆╢○Ⱪ☺▼◒♩≢∆⁹ 

SpriteBatch spriteBatch; 
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protected override void LoadGraphicsContent( bool loadAllContent ) 

    {  

if (loadAllContent) 

        {  

myTexture = content.Load<Texture2D>( "mytexture" ); 

spriteBatch = new SpriteBatch( graphics.GraphicsDevice ); 

        }  

    }  

 

protected override void UnloadGraphicsContent( bool unloadAllContent ) 

    {  

if (unloadAllContent == true) 

        {  

content.Unload(); 

        }  

    }  

 

// ☻ⱪꜝ▬♩─ ⅝⌐ ∆╢ ╩ ⇔╕∆⁹ 

Vector2 spriteSpeed = new Vector2( 50.0f, 50.0f ); 

 

protected override void Update( GameTime gameTime ) 

    {  

// Xbox 360 ⅔╟┘ Windows ≢♦ⱨ◊ꜟ♩ ◕כⱶ─ ╩ ⇔╕∆⁹ 

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 

this.Exit(); 
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// ☻ⱪꜝ▬♩╩ ⅛⇔╕∆⁹ 

UpdateSprite( gameTime ); 

 

base.Update( gameTime ); 

    }  

 

void UpdateSprite( GameTime gameTime ) 

    {  

// ⌐ √╣↕◓fiꜞכ◔☻≡∂ ≢☻ⱪꜝ▬♩╩ ⅛⇔╕∆⁹ 

spritePosition += spriteSpeed * (float)gameTime.ElapsedGameTime.TotalSeconds; 

 

int MaxX = graphics.GraphicsDevice.Viewport.Width - myTexture.Width; 

int MinX = 0; 

int MaxY = graphics.GraphicsDevice.Viewport.Height - myTexture.Height; 

int MinY = 0; 

 

// ⅜№╢⅛≥℮⅛╩♅▼♇◒⇔╕∆⁹ 

if (spritePosition.X > MaxX) 

        {  

spriteSpeed.X *= -1; 

spritePosition.X = MaxX; 

        }  

 

else if (spritePosition.X < MinX) 
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        {  

spriteSpeed.X *= -1; 

spritePosition.X = MinX; 

        }  

 

if (spritePosition.Y > MaxY) 

        {  

spriteSpeed.Y *= -1; 

spritePosition.Y = MaxY; 

        }  

 

else if (spritePosition.Y < MinY) 

        {  

spriteSpeed.Y *= -1; 

spritePosition.Y = MinY; 

        }  

    }  

 

 

protected override void Draw( GameTime gameTime ) 

    {  

graphics.GraphicsDevice.Clear( Color.CornflowerBlue ); 

 

// ☻ⱪꜝ▬♩╩ ⇔╕∆⁹ 
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spriteBatch.Begin( SpriteBlendMode.AlphaBlend ); 

spriteBatch.Draw( myTexture, spritePosition, Color.White ); 

spriteBatch.End(); 

 

base.Draw( gameTime ); 

    }  

}  

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h38m [private build]  

 

  

mailto:xna-jpn@microsoft.com?subject=Documentation%20Feedback:%20Your%20First%20Game:%20Microsoft%20XNA%20Game%20Studio%20Express%20in%202D
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XNA Game Studio Express  

√⌂☻♥♇ⱪ : 3D ─ XNA Game Studio Express 

 XNA Game Studio Express   3D 

  

XNA Game Studio Express  Windows  Xbox 360 

XNA Framework Content Pipeline  3D  2D 

Xbox 360 Microsoft Cross -Platform Audio 

Creation Tool (XACT) 

 

 

Xbox 360  Windows XNA Game Studio 

Express  Xbox 360 XNA Game Studio Express  Xbox 360 

 

↓─☿◒◦ꜛfi⌐│⁸ ─♩Ⱨ♇◒⅜ ╕╣≡™╕∆⁹ 

 1 :  3D   

XNA Framework Content Pipeline  D 

  

 2 :   

XNA Framework Input API Xbox 360 

 1   

 3 : XNA Game Studio Express  XACT   

Microsoft Cross -Platform Audio Creation Tool (XACT)  XNA Game 

Studio Express  XNA Framework Audio API 

 

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h38m [p rivate build]  

  

mailto:xna-jpn@microsoft.com?subject=Documentation%20Feedback:%20Going%20Beyond:%20XNA%20Game%20Studio%20Express%20in%203D
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XNA Game Studio Express  

─ꜟ♦⸗ 3D ─≢ : 1 ꜟ▪ꜞ♩כꜙ♅  

↓─ ≢│⁸XNA Framework Content Pipeline ╩ ⇔≡ D ⸗♦ꜟ⅔╟┘ ↑╠╣√♥◒☻♅ꜗ⁸

⌂╠┘⌐ ⌐⸗♦ꜟ╩ ∆╢≤⅝⌐ ╢∆♪כ꜡╩♪כ◖⌂ ─ ⌐≈™≡ ⇔╕∆⁹  

¶ │∂╘⌐  

¶ ☻♥♇ⱪ 1 : ⇔™ Spacewar ⱪ꜡☺▼◒♩─   

¶ ☻♥♇ⱪ 2 : ⇔™ⱪ꜡☺▼◒♩─ ⅔╟┘ Spacewar ⸗♦ꜟ─   

¶ ☻♥♇ⱪ 3 : Content Pipeline ╩   ♪כ꜡─ꜟ♦⸗√⇔

¶ ☻♥♇ⱪ 4 : ≢─⸗♦ꜟ─  (⅔╟┘ )  

¶ ⅔╘≢≤℮↔↨™╕∆!  

¶ ─   

¶ ⌂  (Game1.cs ─◖fi♥fi♠) 

│∂╘⌐ 

₈ ⱶכ◕─  : 2D ─  Microsoft XNA Game Studio Express ₉≢ ↕╣≡™╢ ⌂ ≢│⁸XNA 

Framework Content Pipeline ╩ ⇔≡⁸Texture2D  ○Ⱪ☺▼◒♩≢ ↕╣╢☻ⱪꜝ▬♩╩꜡כ♪⇔╕⇔√

↕╠⌐⁸XNA Framework ╩ ⇔≡ ⌐☻ⱪꜝ▬♩╩ │≢ꜟ▪ꜞ♩כꜙ♅─↓⁹√⇔╕⇔ ⌂ ╩

↕╠⌐ ⇔≡⁸XNA Game Studio Express ≢ ⌐ ≢⅝╢ ─ ╩ ∆╢↓≤⌐╟╡⁸ ⇔™

▬fi♃ꜝ◒♥▫Ⱪ⌂◕כⱶ─ ⌐ ≢⅝╢╟℮⌐⇔╕∆⁹ 

─ ⁸Content Pipeline│≢ꜟ▪ꜞ♩כꜙ♅─ ⌐≈™≡ ⇔⁸3D ○Ⱪ☺▼◒♩╩ ⌐ ∆╢≤

⅝⌐ ∆╢ XNA Framework API ◖כꜟ╩™ↄ≈⅛ ╩ꜟ▪ꜞ♩כꜙ♅─↓⁹∆╕⇔ ∆╢≤⁸3D ⸗

♦ꜟ⅜ ⌐ ↕╣╕∆⁹↓─⸗♦ꜟ│⁸♥◒☻♅ꜗ≤ꜝ▬♥▫fi◓╩ ╪≢™╕∆⁹↕№⁸ ╘╕⇔╞℮⁹ 

☻♥♇ⱪ 1 : ⇔™ Spacewar ⱪ꜡☺▼◒♩─  

╩◓fi▫♦כ◖ ∆╢⌐│⁸ ⌐⁸ ⅛≈ↄ™⅜♩♇☿▪ ♩כ▪╢∆ ≢∆⁹↓─ ⁸3D ⸗♦ꜟ⅔

╟┘⸗♦ꜟ⌐ ╩ ╘╢√╘⌐ ↑╠╣√♥◒☻♅ꜗ ⱨ□▬ꜟ⅜ ⌐ⱶכ◕╩♩♇☿▪─╠╣↓⁹∆≢

╢∆♪כ꜡ ⌐⁸Visual C# 2005 Express Edition ꜚכ◙כ ▬fi♃כⱨ▼▬☻⌐ ╖ ╕╣√ XNA 

Framework Content Pipeline ≤™℮ ⅜ ↕╣╕∆⁹ 

XNA Game Studio Express ≢│⁸Spacewar ☻♃כ♃כ◐♇♩⌐ ⌐ ≢⅝╢ ⅜☻כ♁ ♩כ▪⌂

№╡╕∆⁹√∞⇔⁸Spacewar ◕כⱶ ─∆═≡─ ⅜♪כ◖╖ ⌂╦↑≢│№╡╕∑╪⁹ ⌂─│▪

⁸≢─⌂╖─♩כ ─☻♥♇ⱪ│▪כ♩╩ ∆╢↓≤≢∆⁹Spacewar ☻♃כ♃כ◐♇♩─ ⅛╠ ╘╕

⇔╞℮⁹ 

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Texture2D_Graphics_Framework_Xna_Microsoft_T.htm
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¶ Windows ◖fiⱧꜙ[♩כ♃☻]⁸≢♃כ(Start) ⱷ♬ꜙכ─ [∆═≡─ⱪ꜡◓ꜝⱶ](All Programs)  ╩

◒ꜞ♇◒⇔≡⅛╠⁸[Microsoft XNA Game Studio Express](Microsoft XNA Game Studio 

Express)  ⱨ◊ꜟ♄╩◒ꜞ♇◒⇔⁸ ⌐ [XNA Game Studio Express](XNA Game Studio 

Express)  ╩◒ꜞ♇◒⇔╕∆⁹  

¶ Visual C# 2005 Express Edition ⅜ ⇔╕∆⁹ ⅜ ⇔√╠⁸[ⱨ□▬ꜟ](File)  ⱷ♬ꜙכ╩◒

ꜞ♇◒⇔⁸ ⌐ [ ⇔™ⱪ꜡☺▼◒♩](New Project)  ╩◒ꜞ♇◒⇔≡ ⇔™ⱪ꜡☺▼◒♩╩ ⇔╕

∆⁹  

¶ Xbox 360 ≤ Windows ─≥∟╠─ ≢№╢⅛⌐ ∂≡⁸ ↕╣╢♥fiⱪ꜠כ♩─ ≢ 

[Spacewar Windows Starter Kit](Space war Windows Starter Kit) ╕√│ [Spacewar Xbox 360 

Starter Kit](Spacewar Xbox 360 Starter Kit) ╩◒ꜞ♇◒⇔╕∆⁹™∏╣─ │♩♇☿▪ ♩כ▪╙

∂≢∆⁹  

¶ ⅎ╛∆™ ─Ɽ☻╩ [ ](Location)  ⱨ▫כꜟ♪⌐ ⇔╕∆⁹↓─ ∆כⱧ◖╩♩כ▪╠⅛

╢↓≤⌐⌂╡╕∆⁹  

¶ ╡─ⱨ▫כꜟ♪│ ─╕╕⌐⇔≡⅔⅝╕∆⁹♄▬▪꜡◓ Ⱳ♇◒☻⅜ ─╟℮⌐ ↕╣╕∆⁹ 

 

¶ [OK](OK)  ╩◒ꜞ♇◒⇔╕∆⁹  

Spacewar ⱪ꜡☺▼◒♩⅜⁸[ ](Location)  ⱨ▫כꜟ♪≢ ⇔√Ɽ☻≢ ↕╣╕∆⁹ⱪ꜡☺▼◒♩ ◖

⅜♪כ ⌐ ↕╣√╠⁸[ⱨ□▬ꜟ](File)  ⱷ♬ꜙכꜙꜞ♁]⁸⇔◒♇ꜞ◒╩כ◦ꜛfi╩ ∂╢](Close 
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Solution)  ╩◒ꜞ♇◒⇔╕∆⁹Spacewar ♁ꜞꜙכ◦ꜛfi│╙℮ №╡╕∑╪⁹ 

☻♥♇ⱪ 2 : ⇔™ⱪ꜡☺▼◒♩─ ⅔╟┘ Spacewar ⸗♦ꜟ─  

⅜♩♇☿▪ ♩כ▪ ⌐⌂∫√─≢⁸ ─ ╩♩◒▼☺꜡ⱪ ♪כ◖╢∆ ⇔≡╖╕⇔╞℮⁹ 

¶ [ⱨ□▬ꜟ](File)  ⱷ♬ꜙ⁸⇔◒♇ꜞ◒╩כ ⌐ [ ⇔™ⱪ꜡☺▼◒♩](New Project)  ╩◒ꜞ♇◒⇔≡

⇔™ⱪ꜡☺▼◒♩╩ ⇔╕∆⁹  

¶ Xbox 360 ≤ Windows ─≥∟╠─ ≢№╢⅛⌐ ∂≡⁸ ↕╣╢♥fiⱪ꜠כ♩─ ≢ 

[Windows Game](Windows Game)  ╕√│ [Xbox 360 ◕כⱶ](Xbox 360 Game)  ╩◒ꜞ

♇◒⇔╕∆⁹Xbox 360 ⌐ ⇔≡™╢ │⁸₈XNA Game Studio Express ⌐╟╢ Xbox 360 ┼─

₉≢ ⇔≡™╢╟℮⌐⁸XNA ◒ꜞ◄▬♃כ☼◒ꜝⱩ─ⱷfiⱣכ◦♇ⱪ⅜№╢↓≤╩ ⇔≡ↄ∞↕

™⁹ⱷfiⱣכ◦♇ⱪ⅜⌂™≤◕כⱶ╩ⱪ꜠▬≢⅝╕∑╪⁹  

─ⱶכ◕ ¶ ╩ [ⱪ꜡☺▼◒♩ ](Name)  ⱨ▫כꜟ♪⌐ ╩ꜟ▬□ⱶ ⱨכ◕⁸⇔ ∆╢ ┼─

Ɽ☻╩ [ ](Location)  ⱨ▫כꜟ♪⌐ ⇔╕∆⁹  

¶ [OK](OK)  ╩◒ꜞ♇◒⇔╕∆⁹  

⅜♪כ◖─ⱶכ◕™⇔ ↕╣╕∆⁹ⱪ꜡☺▼◒♩⌐│⁸◕כⱶ╩ ⅔╟┘ ∆╢√╘⌐ ⌂ ─ⱷ

♁♇♪⅜ ⌐ ╩≥↓╢™≡╣↕♪כ꜡⅜♩♇☿▪ ♩כ▪│≢↓↓⁸⇔⅛⇔⁹∆╕™≡╣╕ ∆╢ ⅜№╡

╕∆⁹∕─ ╩ⱶכ◕⁸≢ ⇔≡ ⌐ ≢⅝╕∆⁹ⱪ꜡☺▼◒♩⌐▪כ♩╩ ╘≡╖╕⇔╞℮⁹ 

¶ ⱪ꜡☺▼◒♩─♁ꜞꜙכ◦ꜛfi ◄◒☻ⱪ꜡כꜝ⅜►▫fi♪►─ ⌐ ↕╣≡™╢↓≤╩ ⇔╕∆⁹

↕╣≡™⌂™ │⁸[ ](View)  ⱷ♬ꜙ⁸⇔◒♇ꜞ◒╩כ[Solution Explorer]( ꜛ◦כꜙꜞ♁

fi ◄◒☻ⱪ꜡כꜝ)  ╩◒ꜞ♇◒⇔╕∆⁹ ♩◒▼☺꜡⁸ⱪ│⌐ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁√╣↕

⌐ ↑╠╣√ⱨ□▬ꜟ⅜♠ꜞכ ≢ ↕╣≡™╕∆⁹  

▪ (Solution)[fiꜛ◦כꜙꜞ♁]) fi◖▬▪ (Project)[♩◒▼☺꜡ⱪ]⁸≢ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁ ¶

▬◖fi─ 1 ꜠ⱬꜟ ⌐№╢) ╩ ◒ꜞ♇◒⇔⁸[ ](Add)  ╩◒ꜞ♇◒⇔≡⅛╠⁸[ ⇔™ⱨ◊ꜟ

♄](New Folder)  ╩◒ꜞ♇◒⇔╕∆⁹↓─ⱨ◊ꜟ♄⌐ Content ≤™℮ ╩ ♩כ▪│╣↓⁹∆╕↑

─♄ꜟ◊ⱨ◊ꜟ♄≢∆⁹↓─ⱨ ♩כꜟ─ ⌐ 2 ≈ ─ⱨ◊ꜟ♄╩ ∆╢ ⅜№╡╕∆⁹  

¶ ⇔√ Content ⱨ◊ꜟ♄╩ ◒ꜞ♇◒⇔⁸[ ](Add)  ╩◒ꜞ♇◒⇔≡⁸[ ⇔™ⱨ◊ꜟ♄](New 

Folder)  ╩◒ꜞ♇◒⇔╕∆⁹↓╣⌐╟╡⁸Content ─ ⌐ ⇔™ⱨ◊ꜟ♄⅜ ↕╣╕∆⁹↓─ⱨ◊ꜟ

♄⌐ Models ≤™℮ ╩≈↑╕∆⁹  

¶ ─ ╩ ╡ ⇔⁸Content ─ ⌐ ⇔™ⱨ◊ꜟ♄╩ ⇔╕∆⁹ ─ⱨ◊ꜟ♄⌐│ Textures ≤

™℮ ╩≈↑╕∆⁹  

ⱪ꜡☺▼◒♩ │ ─╟℮⌐⌂╡╕∆⁹ 
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⅜♩כ▪─ 2 ≢∆⁹ 3D ⸗♦ꜟ≢⁸ │♩כ▪─ ⇔™ Content ¥Models ⱨ◊ꜟ♄⌐ ↕╣╕∆⁹

⌐ꜟ♦⸗ 3D │♩כ▪─ 2 ↕╣╢♥◒☻♅ꜗ≢⁸Content ¥Textures ⱨ◊ꜟ♄⌐ ↕╣╕∆⁹

⌂ⱨ□▬ꜟ│⁸Spacewar ⱪ꜡☺▼◒♩╩ ⇔√Ɽ☻⌐№╡╕∆⁹ⱨ□▬ꜟ╩ ⇔╕⇔╞℮⁹ 

╩♄ꜟ◊Models ⱨ ≢ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁ ¶ ◒ꜞ♇◒⇔⁸[ ](Add)  ╩◒ꜞ♇◒⇔≡⁸

⌐ [ ─ ](Existing Item)  ╩◒ꜞ♇◒⇔╕∆⁹ ↕╣√♄▬▪꜡◓ Ⱳ♇◒☻╩ ⇔⁸

Spacewar ⱪ꜡☺▼◒♩╩ ⇔√Ɽ☻╩ ⇔≡⁸Contents ¥Models ⱨ◊ꜟ♄╩ ≈↑╕∆⁹

p1_wedge.fbx ╩ ⇔╕∆⁹ⱨ□▬ꜟ⅜ 1 ≈╙ ↕╣≡™⌂™ │⁸[ⱨ□▬ꜟ─ ](Files of 

type)  Ⱳ♇◒☻╩ [Content Pipeline Files](Content Pipeline Files)  ⌐ ⇔≡№╢⅛≥℮⅛

╩ ⇔╕∆⁹[OK](OK)  ╩◒ꜞ♇◒⇔╕∆⁹  

¶ ⌐⁸⸗♦ꜟ⌐ ↑╠╣≡™╢♥◒☻♅ꜗ╩ Textures ⱨ◊ꜟ♄⌐◖Ⱨ⁸⌐╘√─⧵⁹∆╕⇔כ

Windows ◄◒☻ⱪ꜡כꜝ ►▫fi♪►╩ ™≡⁸Spacewar ⱪ꜡☺▼◒♩ Ɽ☻╩ ⇔≡⁸

Content ¥Textures ╩ ≈↑╕∆⁹wedge_p1_diff_v1.tga ╩◖Ⱨ⁸╠√⇔כⱪ꜡☺▼◒♩ ⱨ◊ꜟ♄╩

⇔⁸Content ¥Textures ⱨ◊ꜟ♄⌐ ⇔≡⁸◖Ⱨכ⇔√ .tga ╩ ╡ ↑╕∆⁹  

ⱪ꜡☺▼◒♩ │ ─╟℮⌐⌂╡╕∆⁹ 
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⌐ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁⁸│ꜗ♅☻◒♥√⇔ ↕╣╕∑╪⁹⸗♦ꜟ╩ ∆╢≤⅝⌐⁸⸗♦ꜟ⅜

∆╢♥◒☻♅ꜗ╩ Content Pipeline ⌐ ∆╢ │№╡╕∑╪⁹ ≢▪◒☿☻∆╢♥◒☻♅ꜗ (2D 

☻ⱪꜝ▬♩ ⌐ ↕╣╢♥◒☻♅ꜗ⌂≥) ╩ ∆╢ ⅜№╢ ╩ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁⁸│

⇔≡ ⇔╕∆⁹∕℮≢⌂™ │⁸ ⌐♥◒☻♅ꜗ ⱨ□▬ꜟ╩ ⌂ⱨ◊ꜟ♄⌐◖Ⱨ⁹∆≢↑∞╢∆כ 

ⱨ□▬ꜟ⅜ⱪ꜡☺▼◒♩⌐ ↕╣╢≤⁸Content Pipeline ≢◖fi♥fi♠ ⱨ□▬ꜟ≤⇔≡ ⌐ ↕╣⁸

ⱪ꜡☺▼◒♩╩ ∆╢≤⅝⌐ ∆╢ ⌂ⱪ꜡☿♇◘⅜ ↕╣╕∆⁹↓╣│◘▬꜠fi♩⌐ כꜚ⁸╣↕

│כ◙ ╙ ℮ ⅜№╡╕∑╪⁹Content Pipeline ─ ⌐≈™≡│⁸₈Content Pipeline ─ ₉╩ ⇔

≡ↄ∞↕™⁹ 

ⱷ⸗ 

⸗♦ꜟ ⱨ□▬ꜟ⌐│⁸ ∆╢♥◒☻♅ꜗ─Ɽ☻ ⅜ ╕╣≡™╕∆⁹Spacewar ☻♃כ♃כ◐

♇♩ ─∆═≡─⸗♦ꜟ│⁸⸗♦ꜟ⅜ ↕╣≡™╢ⱨ◊ꜟ♄⌐ ∆╢ Textures ⱨ◊ꜟ♄≢∕

╣∙╣─♥◒☻♅ꜗ╩  │√╕⁸≡™⅔⌐ꜟ▪ꜞ♩כꜙ♅─↓⁹∆╕™≡∫⌂⌐≥↓╢∆

Spacewar ◖fi♥fi♠╩ ∆╢≤⅝│ ⌐ꜟ▪ꜞ♩כꜙ♅─↓⁸⌐  fiꜛ◦כꜙꜞ♁╢™≡╣↕

◄◒☻ⱪ꜡כꜝ─ⱨ◊ꜟ♄ ╩ ∆╢ ⅜№╡╕∆⁹ ∆╢⸗♦ꜟ╕√│ ╠⅛☻כ♁─

∆╢⸗♦ꜟ⅜ ─Ɽ☻ ╩ ∫≡™╢ ⅜№╡╕∆⁹∕─ │⁸ ─ⱨ◊ꜟ♄ ⅜ ⌐

⌂╡╕∆⁹ ⌂♥◒☻♅ꜗ Ɽ☻╩ ∆╢⌐│⁸⸗♦ꜟ ⱨ□▬ꜟ╩ ═╢⅛⁸╕√│ XNA Game 

Studio Express ╩ ─ⱶכ◕≡⇔ ≤⇔≡⸗♦ꜟ╩◖fiⱤ▬ꜟ⇔⁸ ↕╣√  Content 

Pipeline Ɽ☻ ◄ꜝכ╩ ⇔╕∆⁹ 

♪כ◖≢╣↓ ─ ⅜ ™╕⇔√⁹ 

☻♥♇ⱪ 3 : Content Pipeline ╩  ♪כ꜡─ꜟ♦⸗√⇔

ⱪ꜡☺▼◒♩╩ ⇔≡⅛╠∏∫≤ ⌐ ↕╣≡™╢ Game1.cs ─◖כ♪╩ ≡ↄ∞↕™⁹◖כ♪─╒≤

╪≥⅜ ⌐ ♪כ◖⁹∆╕╡⅛╦⅜≥↓╢№≢╖ ⌐№╠⅛∂╘ ↕╣≡™╢ ⱷ♁♇♪│⁸XNA 

Framework ─ ┘ ⇔⌐∆←⌐♪꜡♇ⱪ≢⅝╕∆⁹↓↓≢│⁸╕∏ LoadGraphicsContent  ⱷ♁♇♪─ ⅛

╠ ╘╕⇔╞℮⁹ 

⅜♪כ◖─ⱶכ◕Game1.cs ⱨ□▬ꜟ╩♄Ⱪꜟ◒ꜞ♇◒∆╢≤⁸ ≢ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁ ¶

↕╣╕∆⁹  

⁸LoadGraphicsContent≢♪כ◖─⧵ ¶  ⱷ♁♇♪╩ ≈↑≡ↄ∞↕™⁹  

╩♪כ◖ ¶ ─╟℮⌐ ⇔╕∆ (ⱷ♁♇♪─ ⌐ ↕╣≡™╢ ─ ╙ ╗)⁹ 

C#  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\LoadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\LoadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
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// ∆╢ 3D ⸗♦ꜟ╩ ⇔╕∆⁹ 

Model myModel; 

 

// ▪☻Ɑ◒♩ ⌐╟╡⁸3d ⅛╠ 2d ┼─☻◔כꜞfi◓─ ╩ ⇔╕∆⁹ 

float aspectRatio; 

 

protected override void LoadGraphicsContent( bool loadAllContent ) 

{  

if (loadAllContent) 

    {  

myModel = content.Load<Model>("Content¥¥Models¥¥p1_wedge"); 

    }  

 

aspectRatio = graphics.GraphicsDevice.Viewport.Width / 

graphics.GraphicsDevice.Viewport.Height; 

}  

↓─☻♥♇ⱪ≢│⁸◕כⱶ─ ⌐ LoadGraphicsContent  ⅜ ┘ ↕♪כ꜡⌐ⱶכ◕⅜ꜟ♦⸗⌐⅝≥√╣↕

╣╢╟℮⌐⁸Content Pipeline ⌐ ⇔╕⇔√⁹ⱪ꜡☺▼◒♩ ♦▫꜠◒♩ꜞ╩ ≤⇔√▪☿♇♩┼─ Ɽ

☻╩≥─╟℮⌐ ∆ ⅜№╢⅛⌐≈™≡ ⇔≡ↄ∞↕™⁹▪☿♇♩⌐ ⅜⌂™↓≤⌐╙ ⇔≡ↄ∞↕

™⁹▪☿♇♩⌐│ ⌐ ╩ ↑╢↓≤⅜≢⅝╕∆⅜⁸ ≢│⁸▪☿♇♩ ⱨ□▬ꜟ─ ⅛╠ ╩ ™

√╙─⅜▪☿♇♩ ⌐⌂∫≡™╕∆⁹▪☿♇♩ ─ ─ ⱶ ▪☿♇♩─ⱪ꜡Ɽ♥▫₉כ◕⁸₈│≡™≈⌐

╩ ⇔≡ↄ∞↕™⁹ 

⁹√⇔╕╡⌂⌐℮╟╢⅝≢♪כ꜡╩ꜟ♦⸗≢♪כ◖ ⌐ ⇔╕⇔╞℮⁹ 

☻♥♇ⱪ 4 : ≢─⸗♦ꜟ─  (⅔╟┘ ) 

Game1.cs ⱨ□▬ꜟ ─ 2 ≈─ⱷ♁♇♪╩ ⇔╕∆⁹ 

¶ Draw  ⱷ♁♇♪≢│⁸♥◒☻♅ꜗ⅔╟┘ꜝ▬♥▫fi◓╩ ⇔≡⸗♦ꜟ╩ ⌐ ⇔╕∆⁹  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\LoadGraphicsContent_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
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¶ Update  ⱷ♁♇♪≢│⁸⸗♦ꜟ⅜ ⌐ ≠™≡ ⅝╩ ⅎ╢╟℮⌐ ∆╢↓≤⌐╟╡⁸ ─ ≤

⌐⸗♦ꜟ╩ ↕∑╕∆⁹  

⌐ ⇔ ⌂ ╩ ⇔≡╖╕⇔╞℮⁹⸗♦ꜟ╩ ⇔╕∆⁹ ─☻♥♇ⱪ≢│⁸XNA Framework ⱷ

♁♇♪╩™ↄ≈⅛ ⇔≡⁸⸗♦ꜟ─ ≤ꜝ▬♥▫fi◓╩ ⇔╕∆⁹ 

♪כ◖ ¶ ≢ Draw  ⱷ♁♇♪╩ ≈↑≡ↄ∞↕™⁹  

╩♪כ◖ ¶ ─╟℮⌐ ⇔╕∆ (ⱷ♁♇♪─ ⌐ ↕╣≡™╢ ─ ╙ ╗)⁹ 

C#  

// ꞉כꜟ♪ ─⸗♦ꜟ─ ╩ ⇔⁸ ╩ ⇔╕∆⁹ 

Vector3 modelPosition = Vector3.Zero; 

float modelRotation = 0.0f; 

 

// ꞉כꜟ♪ ─◌ⱷꜝ─ ╩ ⇔⁸ⱦꜙכ ⱴ♩ꜞ♇◒☻╩ ⇔╕∆⁹ 

Vector3 cameraPosition = new Vector3( 0.0f, 50.0f, 5000f ); 

 

protected override void Draw( GameTime gameTime ) 

{  

graphics.GraphicsDevice.Clear( Color.CornflowerBlue ); 

 

// ─♩ꜝfi☻ⱨ◊כⱶ╩◖Ⱨ⁹∆╕⇔כ 

Matrix[] transforms = new Matrix[myModel.Bones.Count]; 

myModel.CopyAbsoluteBoneTransformsTo( transforms ); 

 

// ⸗♦ꜟ╩ ⇔╕∆⁹⸗♦ꜟ│ ─ⱷ♇◦ꜙ╩  ⱪ⇔╕∆⁹כꜟ⁸≢─╢⅝≢⅜≥↓≈

foreach (ModelMesh mesh in myModel.Meshes) 

    {  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Update_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
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// ↓╣│⁸ⱷ♇◦ꜙ─ ⅝⅜ ↕╣╢ ≢∆⁹◌ⱷꜝ⅔╟┘ ─ ⅝╙ ↕╣╕∆⁹ 

foreach (BasicEffect effect in mesh.Effects) 

        {  

effect.EnableDefaultLighting(); 

effect.World = transforms[mesh.ParentBone.Index] * Matrix.CreateRotationY( modelRotation ) 

* Matrix.CreateTranslation( modelPosition ); 

effect.View = Matrix.CreateLookAt( cameraPosition, Vector3.Zero, Vector3.Up ); 

effect.Projection = Matrix.CreatePerspectiveFieldOfView( MathHelper.ToRadians( 45.0f ), 

aspectRatio, 1.0f, 10000.0f ); 

        }  

// ≢ ↕╣√◄ⱨ▼◒♩╩ ⇔≡ⱷ♇◦ꜙ╩ ⇔╕∆⁹ 

mesh.Draw(); 

    }  

}  

≢ ⁸XNA Framework│≢♪כ◖─↓ ↕╣≡™╢ⱫꜟⱤ ⱷ♁♇♪╩ ⇔⁸ ⌂ 3D ⅔╟┘ꜝ▬♥

▫fi◓╩ ⇔≡⁸⸗♦ꜟ╩ ⌐ ⇔≡™╕∆⁹꞉ ╩☻◒♇ꜞ♩ⱴ ♪ꜟכ ⇔≡꞉כꜟ♪ ─⸗♦ꜟ─

╩ ⇔⁸ⱦꜙכ ⱴ♩ꜞ♇◒☻≢◌ⱷꜝ (ꜚכ◙כ─ ) ─ ⅔╟┘ ╩ ⇔⁸ⱪ꜡☺▼◒◦ꜛfi ⱴ

♩ꜞ♇◒☻≢│⁸3D ꞉כꜟ♪─ⱦꜙ2 ≡⇔⌐℮╟─≤╩כD ▬ⱷכ☺⌐⇔≡ ⌐  ( ) ∆╢⅛╩

⇔╕∆⁹ 

↓─⸗♦ꜟ─ ⁸CopyAbsoluteBoneTransformsTo  ─ ┘ ⇔⅔╟┘ ꞉כꜟ♪ ⱴ♩ꜞ♇◒☻─ ─

≤╒╣⧵│♪כ◖√╣╠↑ ≢│№╡╕∑╪⁹⇔⅛⇔⁸ ╩ ⌐ ∆╢╟℮⌂ ⌂⸗♦ꜟ (ⱷ

♇◦ꜙ─ ┘╟⅔⁸ꜟכ◔☻⁸ ⅜ "Ⱳכfi" ⌐╟╡ ↕╣╢) ─ ╩♪כ◖─↓⁸│ ∆╢↓≤⌐

╟╡⁸∆═≡─ⱷ♇◦ꜙ⅜ ⌐ⱷ♇◦ꜙ╩ ∆╢Ⱳכfi (№╢ ) ⌐╟∫≡ ↕╣╕∆⁹ ⌐⁸ⱷ♇◦

ꜙ│Ⱳכfi ♩ꜝfi☻ⱨ◊כⱷכ◦ꜛfi╩ ⌐⇔≡ ↕╣╕∆⁹ 

┘╟⅔ꜟ▬fiⱤ◖╩♪כ◖≢↓↓ ∆╢≤⁸ ⌐⸗♦ꜟ⅜ ↕╣╕∆⁹ ⌂♥◒☻♅ꜗ⅜ ↕╣√

≢∆⁹ⱪ꜡☺▼◒♩─◖fiⱤ▬ꜟ⅔╟┘ ╩ ← ⅜⌂™ │⁸⸗♦ꜟ╩ꜞ▪ꜟ♃▬ⱶ≢ ⌐

↕∑≡⸗♦ꜟ ╩ ╢↓≤⅜≢⅝╕∆⁹ 

♪כ◖ ¶ ≢ Update  ⱷ♁♇♪╩ ≈↑≡ↄ∞↕™⁹  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\World_BasicEffect_Graphics_Framework_Xna_Microsoft_P.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\View_BasicEffect_Graphics_Framework_Xna_Microsoft_P.htm
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╩♪כ◖ ¶ ─╟℮⌐ ⇔╕∆ (ⱷ♁♇♪─ ⌐ ↕╣≡™╢ ─ ╙ ╗)⁹ 

C#  

protected override void Update( GameTime gameTime ) 

{  

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 

this.Exit(); 

 

modelRotation += (float)gameTime.ElapsedGameTime.TotalMilliseconds * 

MathHelper.ToRadians( 0.1f ); 

 

base.Update( gameTime ); 

}  

≢∆⁹ⱪ꜡☺▼◒♩╩◖fiⱤ▬ꜟ⇔≡ ∆╢⌐│⁸F5 ◐כ╩ ∆⅛⁸╕√│ [♦Ᵽ♇◓](Debug)  ⱷ♬

◓♇Ᵽ♦]⁸≡⇔◒♇ꜞ◒╩כꜙ ](Start Debugging)  ╩◒ꜞ♇◒⇔╕∆⁹ 
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⅔╘≢≤℮↔↨™╕∆! 

─ⱶכ◕⁹√⇔╕⇔ ⌐│╕∞ ↄ─ ⅜ ∫≡™╕∆⅜⁸ ─☻♥♇ⱪ⅜ ⇔╕⇔√⁹3D ⸗♦

ꜟ⌐⁸ꜞ ▪ꜟ ♃▬ⱶ─ꜝ▬♥▫fi◓⅔╟┘ ⅝⅜ ↕╣≡™╕∆⁹↓↓⅛╠│⁸ ⌐ ╩ ╘≡ↄ∞↕™⁹ 

╦⅛╡╛∆ↄ∆╢√╘⌐ ─ ╩ ⇔╕⇔√⅜⁸Ɽⱨ◊כⱴfi☻╩ ↕∑╢√╘⌐ ∆╢↓≤⅜≢

⅝╕∆⁹√≤ⅎ┌⁸View  ⱴ♩ꜞ♇◒☻⅔╟┘ Projection  ⱴ♩ꜞ♇◒☻─ ╩⁸Draw  ⅜ ┘ ↕╣╢√┘⌐

∆╢ ╦╡⌐ ⌐ ⇔≡⅔ↄ≤⁸Ɽⱨ◊כⱴfi☻⅜ ╠⅛⌐ ⇔╕∆⁹ ─☻♥♇ⱪ≤⇔≡⁸↓─

╩ ⇔≡╖≡ↄ∞↕™⁹◕כⱶ╩▬fi♃ꜝ◒♥▫Ⱪ⌐∆╢ ⅜ ∫√╠⁸ ⌐ꜟ▪ꜞ♩כꜙ♅─ ╪

≢ↄ∞↕™⁹ 

 

┼... 

╩ : 2 ꜟ▪ꜞ♩כꜙ♅ ⇔≡⸗♦ꜟ╩  

─  

ⱪ꜡☺▼◒♩╩ ⇔ ⇔≡╖╕⇔╞℮⁹ ─ ╩ ⇔≡╖≡ↄ∞↕™⁹ 

¶ Draw  ┘ ⇔─ꜝ▬♥▫fi◓ Ɽꜝⱷכ♃╩ ∆╢⁹ ╩ ≢⅝╢⅛╩ ∆╢⌐│⁸BasicEffect  ╩

⇔≡ↄ∞↕™⁹  

¶ ─ ─ ╦╡⌐⁸▬ⱷכ☺╩ ≤⇔≡ ∆╢⁹ ⌐≈™≡│⁸₈ ◓◒♇Ᵽ ꜟכ꜡◒☻ : 

ꜝ►fi♪─ ₉╩ ⇔≡ↄ∞↕™⁹ⱥfi♩ : ∏⁸layerDepth  Ɽꜝⱷכ♃╩ ≢⅝╢ 

SpriteBatch .Draw  ─ ┘ ⇔╩ ⇔⁸ ⌐ 1.0f ╩ ⇔≡ↄ∞↕™⁹  

⌂  (Game1.cs ─◖fi♥fi♠) 

C#  

#region Using Statements 

using System; 

using System.Collections.Generic; 

using Microsoft.Xna.Framework; 

using Microsoft.Xna.Framework.Audio; 

using Microsoft.Xna.Framework.Content; 

using Microsoft.Xna.Framework.Graphics; 

using Microsoft.Xna.Framework.Input; 

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\View_BasicEffect_Graphics_Framework_Xna_Microsoft_P.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Projection_BasicEffect_Graphics_Framework_Xna_Microsoft_P.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Draw_Game_Framework_Xna_Microsoft_M.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\BasicEffect_Graphics_Framework_Xna_Microsoft_T.htm
file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\SpriteBatch_Graphics_Framework_Xna_Microsoft_T.htm
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using Microsoft.Xna.Framework.Storage; 

#endregion 

 

public class Game1 :Microsoft.Xna.Framework.Game 

{  

GraphicsDeviceManager graphics; 

ContentManager content; 

 

 

public Game1() 

    {  

graphics = new GraphicsDeviceManager( this ); 

content = new ContentManager( Services ); 

    }  

 

protected override void Initialize() 

    {  

 

base.Initialize(); 

    }  

 

 

// ∆╢ 3D ⸗♦ꜟ╩ ⇔╕∆⁹ 

Model myModel; 
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// ▪☻Ɑ◒♩ ⌐╟╡⁸3d ⅛╠ 2d ┼─☻◔כꜞfi◓─ ╩ ⇔╕∆⁹ 

float aspectRatio; 

 

protected override void LoadGraphicsContent( bool loadAllContent ) 

    {  

if (loadAllContent) 

        {  

myModel = content.Load<Model>("Content¥¥Models¥¥p1_wedge"); 

        }  

 

aspectRatio = graphics.GraphicsDevice.Viewport.Width / 

graphics.GraphicsDevice.Viewport.Height; 

    }  

 

protected override void UnloadGraphicsContent( bool unloadAllContent ) 

    {  

if (unloadAllContent == true) 

        {  

content.Unload(); 

        }  

    }  

 

protected override void Update( GameTime gameTime ) 

    {  

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 
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this.Exit(); 

 

modelRotation += (float)gameTime.ElapsedGameTime.TotalMilliseconds * 

MathHelper.ToRadians( 0.1f ); 

 

base.Update( gameTime ); 

    }  

 

 

// ꞉כꜟ♪ ─⸗♦ꜟ─ ╩ ⇔⁸ ╩ ⇔╕∆⁹ 

Vector3 modelPosition = Vector3.Zero; 

float modelRotation = 0.0f; 

 

// ꞉כꜟ♪ ─◌ⱷꜝ─ ╩ ⇔⁸ⱦꜙכ ⱴ♩ꜞ♇◒☻╩ ⇔╕∆⁹ 

Vector3 cameraPosition = new Vector3( 0.0f, 50.0f, 5000f ); 

 

protected override void Draw( GameTime gameTime ) 

    {  

graphics.GraphicsDevice.Clear( Color.CornflowerBlue ); 

 

// ─♩ꜝfi☻ⱨ◊כⱶ╩◖Ⱨ⁹∆╕⇔כ 

Matrix[] transforms = new Matrix[myModel.Bones.Count]; 

myModel.CopyAbsoluteBoneTransformsTo( transforms ); 

 

// ⸗♦ꜟ╩ ⇔╕∆⁹⸗♦ꜟ│ ─ⱷ♇◦ꜙ╩  ⱪ⇔╕∆⁹כꜟ⁸≢─╢⅝≢⅜≥↓≈
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foreach (ModelMesh mesh in myModel.Meshes) 

        {  

// ↓╣│⁸ⱷ♇◦ꜙ─ ⅝⅜ ↕╣╢ ≢∆⁹◌ⱷꜝ⅔╟┘ ─ ⅝╙ ↕╣╕∆⁹ 

foreach (BasicEffect effect in mesh.Effects) 

            {  

effect.EnableDefaultLighting(); 

effect.World = transforms[mesh.ParentBone.Index] * Matrix.CreateRotationY( modelRotation ) 

* Matrix.CreateTranslation( modelPosition ); 

effect.View = Matrix.CreateLookAt( cameraPosition, Vector3.Zero, Vector3.Up ); 

effect.Projection = Matrix.CreatePerspectiveFieldOfView( MathHelper.ToRadians( 45.0f ), 

aspectRatio, 1.0f, 10000.0f ); 

            }  

// ≢ ↕╣√◄ⱨ▼◒♩╩ ⇔≡ⱷ♇◦ꜙ╩ ⇔╕∆⁹ 

mesh.Draw(); 

        }  

    }  

}  

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h38m [private build]  
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XNA Game Studio Express  

╩ : 2 ꜟ▪ꜞ♩כꜙ♅ ⇔≡⸗♦ꜟ╩  

↓─ ≢│⁸XNA Framework Input API ╩ ⇔≡⁸Xbox 360 ◖fi♩꜡כ◙כꜚ╠⅛ꜝכ─ ╩

≢ 1 ꜟ▪ꜞ♩כꜙ♅⁸⇔ ⇔√⸗♦ꜟ⌐ ∆╢ ─ ⌐≈™≡ ⇔╕∆⁹  

ⱷ⸗ 

⁸│≢ꜟ▪ꜞ♩כꜙ♅─↓ ─ꜟ♦⸗ 3D ─≢ : 1 ꜟ▪ꜞ♩כꜙ♅₈ꜟ▪ꜞ♩כꜙ♅─ ₉

≢ ⌐♪כ◖√⇔ ╩ꜟ▪ꜞ♩כꜙ♅─↓⁹∆╕™≡™≠ ∆╢ ⌐⁸ ─ꜟ▪ꜞ♩כꜙ♅─

╩ ⇔≡ↄ∞↕™⁹ 

¶ ☻♥♇ⱪ 1 : Xbox 360 ◖fi♩꜡כꜝ─   

¶ ☻♥♇ⱪ 2 : ⸗♦ꜟ─ ⅔╟┘ ⌐ ∆╢ ─   

¶ ☻♥♇ⱪ 3 : ꜚכ◙כ⅛╠─ ─   

¶ ⅔╘≢≤℮↔↨™╕∆!  

¶ ─   

¶ ⌂  (Game1.cs ─◖fi♥fi♠) 

☻♥♇ⱪ 1 : Xbox 360 ◖fi♩꜡כꜝ─  

─ꜟ▪ꜞ♩כꜙ♅─↓ ─☻♥♇ⱪ≤⇔≡⁸◕כⱶ⌐™ↄ≈⅛─ ╩ ≢⅝╢↓≤╩ ⇔╕∆⁹Xbox 

360 ◖fi♩꜡כꜝ╩ ⇔╕∆⁹Windows ◖fiⱧꜙכ♃⅔╟┘ Xbox 360 ─ ≢ ≢⅝╢╟℮⌐

↕╣≡™╢√╘⁸◖fi♩꜡כꜝ│ ─▪♫꜡◓ ⅔╟┘♦☺♃ꜟ ╩◘ⱳכ◙כꜚ⁸⇔♩כ⌐ⱨ▫כ♪

Ᵽ♇◒╩ ∆ ⌐כ♃כ⸗ ⇔≡™╕∆⁹ 

╩╖─ꜝכ꜡♩Xbox 360 ◖fi │≢ꜟ▪ꜞ♩כꜙ♅─↓ ⇔╕∆⅜⁸╒⅛⌐╙ ╩ ∆╢ ⅜№╡╕

∆⁹XNA Framework │◐כⱲכ♪⅔╟┘ⱴ►☻ ♦Ᵽ▬☻╩◘ⱳ⁹∆╕⇔♩כⱴ►☻ ♦Ᵽ▬☻│ Windows ≢

─╖◘ⱳ⁸╣↕♩כXbox 360 ≢│◘ⱳ⁹╪∑╕╣↕♩כ↕╕↨╕⌂ ♃▬ⱪ─ ⌐≈™≡│⁸₈ ─

₉╩ ⇔≡ↄ∞↕™⁹ 

↓↓≢⁸Xbox 360 ◖fi♩꜡כꜝ╩ ♪כ◖⁸⇔ ─ ╩ ™╕∆⁹ 

☻♥♇ⱪ 2 : ⸗♦ꜟ─ ⅔╟┘ ⌐ ∆╢ ─  

≢ ╩ ⅛⇔≡╖╕⇔╞℮⁹∕─√╘⌐│⁸꞉כꜟ♪ ─⸗♦ꜟ─ ≤ ╩ ∆╢ ╩™ↄ≈⅛

∆╢ ⅜№╡╕∆⁹  

⌐╙⁸ ─ꜟ♦⸗ 3D ─≢ : 1 ꜟ▪ꜞ♩כꜙ♅₈) ꜟ▪ꜞ♩כꜙ♅─ ₉) ≢ 2 ≈─ ╩ ⇔

╕⇔√⁹3 ⱬ◒♩ꜟ─ modelPosition  ≤ ─ modelRotation  ≢∆⁹ 
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⁸↓─◦☻♥ⱶ≢│ ─ 3 ≈─ ⅜ ↕╣≡™╕∆⅜ (꞉כꜟ♪ ≢─ ─ )⁸ ─ │ 

1 ≈∞↑≢∆ ( ─ )⁹↓─♦⸗≢│⁸↓╣╠─ ╩ ⇔≡ ╩ ⇔╕∆⁹ ─ 3D ◕כⱶ

⌐│ ─ 3 ≈─ ⅔╟┘ ─ 3 ≈─ ⅜№╡╕∆⅜⁸ │ ─☻♥♇ⱪ≤⇔≡│ ≢∆⁹ 

⌐ ─ ↕╩ ∆╢√╘⌐⁸ ─ⱬ◒♩ꜟ╩ ≢⅝╕∆⁹ⱨ꜠כⱶ↔≤⌐ ⌐╟∫≡ ╩

∆╢↓≤⌐╟╡⁸3D ⸗♦ꜟ│ ≤ ╩☻ⱶכ☼⌐ ℮↓≤⅜≢⅝╕∆⁹ ⇔≡╖╕⇔╞℮⁹ 

─ꜟ♦⸗ 3D ─≢ : 1 ꜟ▪ꜞ♩כꜙ♅₈ ¶ ₉⅛╠─ⱪ꜡☺▼◒♩⅜ ™≡™╢↓≤╩ ⇔╕∆⁹

™≡™⌂™ │⁸[ⱨ□▬ꜟ](File)  ⱷ♬ꜙ⁸⇔◒♇ꜞ◒╩כ ⌐ [ⱪ꜡☺▼◒♩╩ ↄ](Open 

Project)  ╩◒ꜞ♇◒⇔≡⁸ⱪ꜡☺▼◒♩╩ ≈↑≡ↄ∞↕™⁹  

Game1.cs ≢ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁ ¶  ╩ ♄Ⱪꜟ◒ꜞ♇◒⇔≡◖כ♪╩ ⇔╕∆⁹  

♪כ◖ ¶ ≢ Update  ⱷ♁♇♪╩ ≈↑≡ↄ∞↕™⁹ ─╟℮⌐ ⇔╕∆⁹ 

C#  

// ⱨ꜠כⱶ↔≤⌐⸗♦ꜟ─ ⌐ ↕╣╢⁸⸗♦ꜟ─ ╩ ⇔╕∆⁹ 

Vector3 modelVelocity = Vector3.Zero; 

 

protected override void Update( GameTime gameTime ) 

{  

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 

this.Exit(); 

 

// ╩ ⇔╕∆⁹ 

UpdateInput(); 

 

// ╩ ─ ⌐ ⇔╕∆⁹ 

modelPosition += modelVelocity; 

 

// ─ ≤ ⌐ ╩ ⇔╕∆⁹ 

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Update_Game_Framework_Xna_Microsoft_M.htm
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modelVelocity *= 0.95f; 

 

base.Update( gameTime ); 

}  

⌐ ⅜♪כ◖√⇔ ⱨ꜠כⱶ≢ ⇔⁸ ⇔∏≈ ⌂╢ ╩ ⇔╕∆⁹ ⌐⁸ ╩ ⌐ ↕

⅜♪כ◖╢∑ ↕╣╢─≢⁸◖fi♩꜡כꜝ╩ ⇔≡ ╩ ⇔╕∆⁹ ⌐⁸UpdateInput  ≤™℮ ─

ⱷ♁♇♪⅜ ┘ ↕╣╕∆⁹↓─ⱷ♁♇♪│╕∞ ⇔≡™⌂™─≢⁸ ─☻♥♇ⱪ≢ ∆╢ ⅜№╡╕∆⁹

⌐⁸⸗♦ꜟ─ ⅜ ⌐ ↕╣⁸⸗♦ꜟ│꞉כꜟ♪ ╩∕─ ≢ ⇔╕∆⁹⸗♦ꜟ─ ⅜ ⇔⁸

₁⌐ ↄ⌂∫≡™⅝╕∆⁹  

☻♥♇ⱪ 3 : ꜚכ◙כ⅛╠─ ─  

⸗♦ꜟ⅜ ⌐ ∂≡ ∆╢╟℮⌐ ↕╣√─≢⁸◖fi♩꜡כꜝ ⌐ ≠™≡ ╩ ∆╢꜡☺♇◒╩

∆╢ ⅜№╡╕∆⁹ 

≢⅝╢ ⌂◦☻♥ⱶ≤│⁸ ∆ ≢ ╩ ∆ ≢∆⁹◖fi♩꜡כꜝ─◘ⱶ☻♥▫♇◒╩ ∆╢≤⁸

⌐⸗♦ꜟ─ ≢↕╕↨╕⌂ ╩ ∆↓≤⅜≢⅝╕∆⁹ ⌐⁸◖fi♩꜡כꜝ─♩ꜞ●╩ ⇔≡⁸ ⇔≡™

╢ ⌐ ⇔ ⇔╕∆⁹1 ⌐ ⇔ ∆ ╩ ⅝ↄ⇔≡™ↄ↓≤⌐╟╡⁸⸗♦ꜟ⅜ ⅝ ╘╕∆⁹↓╣│⁸

Spacewar ☻♃כ♃כ◐♇♩≢ ⅜ ↄ ╖≤ ≡™╕∆⁹ 

↓─ ≢⁸◖fi♩꜡כ◕╩ꜝכⱶ⌐ⱴ♇ⱪ≢⅝╕∆⁹ 

¶ ─◘ⱶ☻♥▫♇◒╩ ╕√│ ⌐ ∆↓≤⌐╟╡⁸modelRotation  ─ ⅜ ⇔╕∆⁹  

¶ ♩ꜞ●╩ ∆↓≤⌐╟╡⁸modelRotation  ─ ─ⱬ◒♩ꜟ⅜ modelVelocity  ⱬ◒♩ꜟ⌐ ↕

╣╕∆⁹  

¶ A  Ⱳ♃fi╩ ∆≤⸗♦ꜟ─ ⁸ ⁸⅔╟┘ ─ ⅜ꜞ☿♇♩↕╣⁸ │ ─ ⌐ "꞉כⱪ" ⇔

≡ ╡╕∆⁹ 

ⱷ⸗ 

♩ꜞ●≤◘ⱶ☻♥▫♇◒│ ≤╙▪♫꜡◓ ◖fi♩꜡⁸≢─⌂ꜟכ∕╣∙╣─ ⅝╩○fi≤○ⱨ≢

│⌂ↄ ─ ⌐╟╡ ⇔╕∆⁹Xbox 360 ◖fi♩꜡⁸2│≢ꜝכ ≈─◘ⱶ☻♥▫♇◒⅔╟┘ 2 

≈─♩ꜞ●⅜▪♫꜡◓ ◖fi♩꜡⁸≢ꜟכ ─∆═≡─Ⱳ♃fi│♦☺♃ꜟ Ⱳ♃fi≢∆⁹ 

╩♪כ◖ ⇔╕⇔╞℮⁹ 

Update ─♪כ◖─ ¶  ⱷ♁♇♪─ ⌐ ─ ⅜№╡╕∆⁹  

¶ protected void UpdateInput()  ≤™℮ ⇔™ⱷ♁♇♪╩ ⇔╕∆⁹  
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¶ ⱷ♁♇♪╩ ─╟℮⌐ ⇔╕∆⁹ 

C#  

protected void UpdateInput() 

{  

─♪♇ⱶ Ɽכ◕ // ╩ ⇔╕∆⁹ 

GamePadState currentState = GamePad.GetState(PlayerIndex.One); 

if (currentState.IsConnected) 

    {  

// ◘ⱶ☻♥▫♇◒╩ ⇔≡⸗♦ꜟ╩ ↕∑⁸ ⇔╕∆⁹ 

modelRotation -= currentState.ThumbSticks.Left.X * 0.10f; 

 

// ♩ꜞ●⅜ ⌐ ↕╣√ │⁸ ╩ ⇔╕∆⁹  

Vector3 modelVelocityAdd = Vector3.Zero; 

 

// ╩ ⇔≡⁸≥─ ⌐ ↄ═⅝⅛╩ ⇔╕∆⁹ 

modelVelocityAdd.X = -(float)Math.Sin( modelRotation ); 

modelVelocityAdd.Z = -(float)Math.Cos( modelRotation ); 

 

// ♩ꜞ●⅜ ⌐ ↕╣√ ↕⌐╟∫≡  fi◓⇔╕∆⁹ꜞכ◔☻╩

modelVelocityAdd *= currentState.Triggers.Right; 

 

// ⌐⁸↓─ⱬ◒♩ꜟ╩ ⌐ ⇔╕∆⁹ 

modelVelocity += modelVelocityAdd; 

 

GamePad.SetVibration( PlayerIndex.One, currentState.Triggers.Right, 
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currentState.Triggers.Right ); 

 

 

// ╦⅛╠⌂ↄ⌂∫√ │⁸A Ⱳ♃fi╩ ⇔≡☿fi♃כ⌐꞉כⱪ⇔≡ ∫≡ↄ∞↕™⁹ 

if (currentState.Buttons.A == ButtonState.Pressed) 

        {  

modelPosition = Vector3.Zero; 

modelVelocity = Vector3.Zero; 

modelRotation = 0.0f; 

        }  

    }  

}  

↓─ⱷ♁♇♪│ ↄ─ ╩ ⇔╕∆⁹ ↕™ ⌐ ⇔≡⁸ ⅔╟┘⸗♦ꜟ⌐ ⇔≡ ↕╣╢ ╩

⇔╕⇔╞℮⁹ 

─♪♇ⱶ Ɽכ◕ // ╩ ⇔╕∆⁹ 

GamePadState currentState = GamePad.GetState(PlayerIndex.One); 

↓─ GetState  ─ ┘ ⇔⌐╟╡⁸GamePadState  ○Ⱪ☺▼◒♩╩ ↑ ╡╕∆⁹↓─○Ⱪ☺▼◒♩⌐│⁸

⌂◖fi♩꜡כꜝ ⅜ ╕╣≡™╕∆⁹↓─ │⁸◘ⱶ☻♥▫♇◒⅔╟┘♩ꜞ●─ ≢∆⁹ 

// ◘ⱶ☻♥▫♇◒╩ ⇔≡⸗♦ꜟ╩ ↕∑⁸ ⇔╕∆⁹ 

modelRotation -= currentState.ThumbSticks.Left.X * 0.10f; 

◘ⱶ☻♥▫♇◒─ X ─  ( ─ ) ╩ ∆╢↓≤⌐╟╡⁸modelrotation  ⌐ ∆╢ ⅜ ↕

╣╕∆⁹ ─ ⅜ ↄ⌂╡∆⅞⌂™╟℮⌐⁸↓─   fi↕╣╕∆⁹►♄ ꜟכ◔☻⅜

// ♩ꜞ●⅜ ⌐ ↕╣√ │⁸ ╩ ⇔╕∆⁹  

Vector3 modelVelocityAdd = Vector3.Zero; 

 

// ╩ ⇔≡⁸≥─ ⌐ ↄ═⅝⅛╩ ⇔╕∆⁹ 

modelVelocityAdd.X = -(float)Math.Sin( modelRotation ); 

modelVelocityAdd.Z = -(float)Math.Cos( modelRotation ); 
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// ♩ꜞ●⅜ ⌐ ↕╣√ ↕⌐╟∫≡  fi◓⇔╕∆⁹ꜞכ◔☻╩

modelVelocityAdd *= currentState.Triggers.Right; 

↓↓≢ ╦╣╢ ⌂ ⌐╟╡⁸ ─ ⅜ⱬ◒♩ꜟ⌐ ↕╣╕∆⁹ ─◘▬fi ╩ ∆╢↓≤⌐╟╡⁸

X ( ) ─ ─ ⌂ ⅜ ╘╠╣⁸◖◘▬fi ⌐╟╡ Z ( ) ─ ─ ⌂ ⅜ ╘╠╣╕∆⁹ ⌐⁸

ⱬ◒♩ꜟ╩ ⇔⁸ⱪ꜠▬ꜘכ⅜ ♩ꜞ●╩≥─ ─ ↕≢ ∆⅛⌐ ∂≡ ⇔╕∆⁹ 

// ⌐⁸↓─ⱬ◒♩ꜟ╩ ⌐ ⇔╕∆⁹ 

modelVelocity += modelVelocityAdd; 

⌐⁸ ↕╣√ⱬ◒♩ꜟ╩ ─ ⱬ◒♩ꜟ⌐ ⇔≡⁸ ∆╢ ⌂ ⱬ◒♩ꜟ╩ ⇔⁸⸗♦

ꜟ╩ ⅛⇔╕∆⁹ 

GamePad.SetVibration( PlayerIndex.One, currentState.Triggers.Right, 

currentState.Triggers.Right ); 

♩ꜞ●─ ╩ ⇔≡⁸ⱪ꜠▬ꜘכ⌐ ⇔≡ Xbox 360 ◖fi♩꜡כꜝ─ ♇Ᵽ♪כ▫ⱨ⌐╢╟⌐כ♃כ⸗

◒╩ ∆⌐│⁸SetVibration  ╩ ⇔╕∆⁹Xbox 360 ◖fi♩꜡כꜝ⌐│ ⌂╢ ≢ ♃כ⸗─≈ 2 ╢∆

ⱶכ◕⁸≢─╢№⅜כ ≢ ∆╢▪◒◦ꜛfi⌐ ⌂ ╖ ╦∑╩ ⇔≡ↄ∞↕™⁹ 

// ╦⅛╠⌂ↄ⌂∫√ │⁸A Ⱳ♃fi╩ ⇔≡☿fi♃כ⌐꞉כⱪ⇔≡ ∫≡ↄ∞↕™⁹ 

if (currentState.Buttons.A == ButtonState.Pressed) 

{  

modelPosition = Vector3.Zero; 

modelVelocity = Vector3.Zero; 

modelRotation = 0.0f; 

}  

↓─ ⌐╟╡⁸⸗♦ꜟ⅜ ⅛╠ ⅎ≡⇔╕∫√ ⌐⁸⸗♦ꜟ╩ ─ ⅔╟┘ ⌐ ⇔╕∆⁹ 

⅔╘≢≤℮↔↨™╕∆! 

↓─ ≢⁸ ⌐ ⅝⅜ ↕╣⁸Xbox 360 ◖fi♩꜡כꜝ╩ ⇔≡ⱪ꜠▬ꜘכ⌐ⱨ▫כ♪Ᵽ♇◒⅜ ↕╣╢╟

℮⌐⌂╡╕⇔√⁹ⱪ꜠▬ꜘכ│▪◒◦ꜛfi╩ ≢⅝╕∆⁹ 

⅜≢⅝√╠⁸ ─ ╩○▫♦כ○╢№≢ ⇔≡ ╩ⱶכ◕─ ↕∑╕⇔╞℮⁹ⱪ꜠▬ꜘכ⅜▪◒

◦ꜛfi╩ ⇔⁸▪◒◦ꜛfi─ ╩ ≤ ≢ ⱶכ◕⁸≢≥↓╢∆⌐℮╟╢⅝≢⅜≥↓╢∂ ⅜ ⇔√≤

™ⅎ╕∆⁹ 
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┼... 

─♪XNA Game Studio Express ⅔╟┘ XACT ⌐╟╢◘►fi : 3 ꜟ▪ꜞ♩כꜙ♅  

─  

↕╠⌐ ⌐ ╩ ⇔≡╖╕∑╪⅛⁹ ─ ╩ ⇔≡╖≡ↄ∞↕™⁹ 

≢ⱶכ◕ ♪כ◔כ▪ ¶ ⅛╠ ╘╢╟℮⌐⁸⸗♦ꜟ╩ ⅛╠ ╢↓≤⅜≢⅝╢╟℮⌐ ∆╢⁹(ⱥfi♩ : 

Play with the cameraPosition  ⱬ◒♩ꜟ╩ ⇔≡╖╕⇔╞℮⁹◌ⱷꜝ ⱬ◒♩ꜟ│ "up" ⱬ◒♩ꜟ≤

∂≢│⌂™─≢⁸ ⌐ ⅔╟┘ ╩ ≢⅝╢╦↑≢│№╡╕∑╪⁹)  

¶ ⅜ ╢ ⌐ ≠™≡⅝√≤⅝⌐ ⌂ ⅜ ∆╢╟℮⌐ ╩ ∆╢⁹(ⱥfi♩ : modelPosition  

≤ cameraPo sition  ─ ╩ ⇔╕∆⁹)  

╩♪כⱲכ◐ ¶ ⇔≡ ╩ ⇔≡╖╢⁹Keyboard  ◒ꜝ☻╩ ⇔≡ↄ∞↕™⁹(ⱥfi♩ : Xbox 360 ⌐ 

USB ◐כⱲ⁹(∆╕⅝≢⅜≥↓←⌂≈╩♪כ  

⌂  (Game1.cs ─◖fi♥fi♠) 

C#  

#region Using Statements 

using System; 

using System.Collections.Generic; 

using Microsoft.Xna.Framework; 

using Microsoft.Xna.Framework.Audio; 

using Microsoft.Xna.Framework.Content; 

using Microsoft.Xna.Framework.Graphics; 

using Microsoft.Xna.Framework.Input; 

using Microsoft.Xna.Framework.Storage; 

#endregion 

 

public class Game1 :Microsoft.Xna.Framework.Game 

{  

file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\Keyboard_Input_Framework_Xna_Microsoft_T.htm
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GraphicsDeviceManager graphics; 

ContentManager content; 

 

 

public Game1() 

    {  

graphics = new GraphicsDeviceManager( this ); 

content = new ContentManager( Services ); 

    }  

 

protected override void Initialize() 

    {  

 

base.Initialize(); 

    }  

 

// ∆╢ 3D ⸗♦ꜟ╩ ⇔╕∆⁹ 

Model myModel; 

 

// 3d ⅛╠ 2d ⌐≥─╟℮⌐☻◔כꜞfi◓∆╢⅛│⁸▪☻Ɑ◒♩ ⌐╟∫≡ ╕╡

╕∆⁹ 

float aspectRatio; 

 

protected override void LoadGraphicsContent(bool loadAllContent) 

    {  
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if (loadAllContent) 

        {  

myModel = content.Load<Model>("Content¥¥Models¥¥p1_wedge"); 

        }  

 

aspectRatio = graphics.GraphicsDevice.Viewport.Width / 

graphics.GraphicsDevice.Viewport.Height; 

    }  

 

protected override void UnloadGraphicsContent( bool unloadAllContent ) 

    {  

if (unloadAllContent == true) 

        {  

content.Unload(); 

        }  

    }  

 

 

// ⱨ꜠כⱶ↔≤⌐⸗♦ꜟ─ ⌐ ↕╣╢⁸⸗♦ꜟ─ ╩ ⇔╕∆⁹ 

Vector3 modelVelocity = Vector3.Zero; 

 

protected override void Update( GameTime gameTime ) 

    {  

if (GamePad.GetState( PlayerIndex.One ).Buttons.Back == ButtonState.Pressed) 

this.Exit(); 
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// ╩ ⇔╕∆⁹ 

UpdateInput(); 

 

// ╩ ─ ⌐ ⇔╕∆⁹ 

modelPosition += modelVelocity; 

 

// ─ ≤ ⌐ ╩ ⇔╕∆⁹ 

modelVelocity *= 0.95f; 

 

base.Update( gameTime ); 

    }  

 

protected void UpdateInput() 

    {  

─♪♇ⱶ Ɽכ◕ // ╩ ⇔╕∆⁹ 

GamePadState currentState = GamePad.GetState(PlayerIndex.One); 

if (currentState.IsConnected) 

        {  

// ◘ⱶ☻♥▫♇◒╩ ⇔≡⸗♦ꜟ╩ ↕∑⁸ ⇔╕∆⁹ 

modelRotation -= currentState.ThumbSticks.Left.X * 0.10f; 

 

// ♩ꜞ●⅜ ⌐ ↕╣√ │⁸ ╩ ⇔╕∆⁹  

Vector3 modelVelocityAdd = Vector3.Zero; 
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// ╩ ⇔≡⁸≥─ ⌐ ↄ═⅝⅛╩ ⇔╕∆⁹ 

modelVelocityAdd.X = -(float)Math.Sin( modelRotation ); 

modelVelocityAdd.Z = -(float)Math.Cos( modelRotation ); 

 

// ♩ꜞ●⅜ ⌐ ↕╣√ ↕⌐╟∫≡  fi◓⇔╕∆⁹ꜞכ◔☻╩

modelVelocityAdd *= currentState.Triggers.Right; 

 

// ⌐⁸↓─ⱬ◒♩ꜟ╩ ⌐ ⇔╕∆⁹ 

modelVelocity += modelVelocityAdd; 

 

GamePad.SetVibration( PlayerIndex.One, currentState.Triggers.Right, 

currentState.Triggers.Right ); 

 

 

// ╦⅛╠⌂ↄ⌂∫√ │⁸A Ⱳ♃fi╩ ⇔≡☿fi♃כ⌐꞉כⱪ⇔≡ ∫≡ↄ∞↕™⁹ 

if (currentState.Buttons.A == ButtonState.Pressed) 

            {  

modelPosition = Vector3.Zero; 

modelVelocity = Vector3.Zero; 

modelRotation = 0.0f; 

            }  

        }  

    }  

 

// ꞉כꜟ♪ ─⸗♦ꜟ─ ╩ ⇔⁸ ╩ ⇔╕∆⁹ 
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Vector3 modelPosition = Vector3.Zero; 

float modelRotation = 0.0f; 

 

// ꞉כꜟ♪ ─◌ⱷꜝ─ ╩ ⇔⁸ⱦꜙכ ⱴ♩ꜞ♇◒☻╩ ⇔╕∆⁹ 

Vector3 cameraPosition = new Vector3( 0.0f, 50.0f, -5000.0f ); 

 

protected override void Draw( GameTime gameTime ) 

    {  

graphics.GraphicsDevice.Clear( Color.CornflowerBlue ); 

 

// ─♩ꜝfi☻ⱨ◊כⱶ╩◖Ⱨ⁹∆╕⇔כ 

Matrix[] transforms = new Matrix[myModel.Bones.Count]; 

myModel.CopyAbsoluteBoneTransformsTo( transforms ); 

 

// ⸗♦ꜟ╩ ⇔╕∆⁹⸗♦ꜟ│ ─ⱷ♇◦ꜙ╩  ⱪ⇔╕∆⁹כꜟ⁸≢─╢⅝≢⅜≥↓≈

foreach (ModelMesh mesh in myModel.Meshes) 

        {  

// ↓╣│⁸ⱷ♇◦ꜙ─ ⅝⅜ ↕╣╢ ≢∆⁹◌ⱷꜝ⅔╟┘ ─ ⅝╙ ↕╣╕∆⁹ 

foreach (BasicEffect effect in mesh.Effects) 

            {  

effect.EnableDefaultLighting(); 

effect.World = transforms[mesh.ParentBone.Index] * Matrix.CreateRotationY( modelRotation ) 

* Matrix.CreateTranslation( modelPosition ); 

effect.View = Matrix.CreateLookAt( cameraPosition, Vector3.Zero, Vector3.Up ); 

effect.Projection = Matrix.CreatePerspectiveFieldOfView( MathHelper.ToRadians( 45.0f ), 
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aspectRatio, 1.0f, 10000.0f ); 

            }  

// ≢ ↕╣√◄ⱨ▼◒♩╩ ⇔≡ⱷ♇◦ꜙ╩ ⇔╕∆⁹ 

mesh.Draw(); 

        }  

 

base.Draw( gameTime ); 

    }  

}  

 

© 2007 Microsoft Corporation.All rights reserved.  

 xna- jpn@microsoft.com  

 : 2007.02.20.08h38m [private build]  
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XNA Game Studio Express  

►◘╢╟⌐ XNA Game Studio Express ⅔╟┘ XACT : 3 ꜟ▪ꜞ♩כꜙ♅

fi♪─  

↓─ ≢│⁸Microsoft Cross -Platform Audio Creation Tool (XACT) ╩ ⇔≡ XNA Game Studio 

Express ◕כⱶ─◘►fi♪╩ ∆╢ ⁸⅔╟┘ XNA Framework Audio API ╩ ⇔≡◘►fi♪╩

∆╢ ─ ⌐≈™≡ ⇔╕∆⁹  

ⱷ⸗ 

⁸│≢ꜟ▪ꜞ♩כꜙ♅─↓ ╩ : 2 ꜟ▪ꜞ♩כꜙ♅₈ꜟ▪ꜞ♩כꜙ♅─ ⇔≡⸗♦ꜟ╩ ₉

≢ ⌐♪כ◖√⇔ ╩ꜟ▪ꜞ♩כꜙ♅─↓⁹∆╕™≡™≠ ∆╢ ⌐⁸ ─ꜟ▪ꜞ♩כꜙ♅─

╩ ⇔≡ↄ∞↕™⁹ 

¶ ☻♥♇ⱪ 1 : Wave ⱨ□▬ꜟ─   

¶ ☻♥♇ⱪ 2 : Wave ⱨ□▬ꜟ╩ ⇔√ XACT ⱪ꜡☺▼◒♩─   

¶ ☻♥♇ⱪ 3 : Content Pipeline ╩ ⇔√ XACT ⱪ꜡☺▼◒♩─꜡כ♪  

¶ ☻♥♇ⱪ 4 : ○כ♦▫○ API ╩ ⇔√◘►fi♪─   

¶ ⅔╘≢≤℮↔↨™╕∆!  

¶ ⌂  (Game1.cs ─◖fi♥fi♠) 

☻♥♇ⱪ 1 : Wave ⱨ□▬ꜟ─  

XNA Game Studio Express ─○⁸│○▫♦כ │ Wave ⱬ⁹∆≢☻כWave ⱨ□▬ꜟ (.wav) │⁸XACT 

ⱪ꜡☺▼◒♩⌐▪☿fiⱩꜞ↕╣⁸◕כⱶ⌐꜡כ♪↕╣╢ Wave Ᵽfi◒⌐ ╖ ╕╣╕∆⁹ 

─ │ Wave ⱨ□▬ꜟ─ ─ꜟ♦⸗ 3D ─≢ : 1 ꜟ▪ꜞ♩כꜙ♅⁸₈│≢↓↓⁹∆≢ ₉≢

⇔√ Spacewar ⱪ꜡☺▼◒♩⅜ ∟╕∆⁹ⱪ꜡☺▼◒♩⅛╠ Wave ⱨ□▬ꜟ╩ ⇔≡╖╕⇔╞℮⁹ 

╩ : 2 ꜟ▪ꜞ♩כꜙ♅₈ ¶ ⇔≡⸗♦ꜟ╩ ₉⅛╠─ⱪ꜡☺▼◒♩⅜ ™≡™╢↓≤╩ ⇔≡ↄ

∞↕™⁹ ™≡™⌂™ │⁸[ⱨ□▬ꜟ](File)  ⱷ♬ꜙ⁸≡⇔◒♇ꜞ◒╩כ[ⱪ꜡☺▼◒♩╩ ↄ](Open 

Project)  ╩◒ꜞ♇◒⇔≡ↄ∞↕™⁹  

)[♠fi♥fi◖]⁸≢ꜝכ꜡fi ◄◒☻ⱪꜛ◦כꜙꜞ♁ ¶ Content)  ⱨ◊ꜟ♄╩ ◒ꜞ♇◒⇔⁸[ ](Add)  

╩◒ꜞ♇◒⇔≡⁸[ ⇔™ⱨ◊ꜟ♄](New Folder)  ╩◒ꜞ♇◒⇔╕∆⁹↓─ⱨ◊ꜟ♄⌐ Audio ≤™℮

╩ ↑╕∆⁹  

¶ ⇔√ Audio ⱨ◊ꜟ♄╩ ◒ꜞ♇◒⇔⁸[ ](Add)  ╩◒ꜞ♇◒⇔≡⁸[ ⇔™ⱨ◊ꜟ♄](New 

Folder)  ╩◒ꜞ♇◒⇔╕∆⁹↓─ⱨ◊ꜟ♄⌐ Waves ≤™℮ ╩ ↑╕∆⁹  
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¶ Windows ◄◒☻ⱪ꜡כꜝ╩ ⅝╕∆⁹Spacewar ☻♃כ♃כ◐♇♩ ⱪ꜡☺▼◒♩ ⱨ◊ꜟ♄╩ ≈↑⁸

∕↓⅛╠ Content ¥Audio ¥Waves ⱨ◊ꜟ♄⌐ ⇔╕∆⁹∕─ⱨ◊ꜟ♄─ ⌐ⱨ◊ꜟ♄─◘Ⱪ◌♥◗ꜞ

⅜™ↄ≈⅛№╡⁸ ∆╢◘►fi♪⅜ ╘╠╣≡™╕∆⁹  

¶ ↓╣╠─ⱨ□▬ꜟ╩ Spacewar Waves ⱨ◊ꜟ♄⅛╠ Windows ◄◒☻ⱪ꜡כꜝ─ 

Content ¥Audio ¥Waves ⱨ◊ꜟ♄⌐◖Ⱨכ⇔╕∆ (Ships ¥engine_2.wav ⅔╟┘ 

Weapons ¥hyperspace_activate.wav) ⁹  

☻♥♇ⱪ 2 : Wave ⱨ□▬ꜟ╩ ⇔√ XACT ⱪ꜡☺▼◒♩─  

↓╣╕≢⌐ ⇔√╟℮⌐⁸Wave ⱨ□▬ꜟ│⁸ ─◖fi♥fi♠ ⱨ□▬ꜟ─╟℮⌐♁ꜞꜙכ◦ꜛfi ◄◒☻ⱪ꜡כ

ꜝ≢│ ⇔╕∑╪⁹Content Pipeline │⁸Raw Wave ⱨ□▬ꜟ∕─╙─╩ ∆╢─≢│⌂ↄ⁸Wave ⱨ

□▬ꜟ─◖fiⱤ▬ꜟ≢№╢ XACT ⱪ꜡☺▼◒♩╩ ⇔╕∆⁹↓↓≢⁸Microsoft Cross -Platform Audio 

Creation Tool (XACT) ╩ ⇔≡⁸◖fiⱤ▬ꜟ╩ ∆╢ ⅜№╡╕∆⁹ 

XACT ╩ ⇔≡ↄ∞↕™⁹ 

)[♩כ♃☻] ¶ Start) ⱷ♬ꜙכ≢ [∆═≡─ⱪ꜡◓ꜝⱶ](All Programs)  ╩◒ꜞ♇◒⇔⁸[Microsoft 

XNA Game Studio Express](Microsoft XNA Game Studio Express)  ╩◒ꜞ♇◒⇔≡⁸ ⌐ 

(Tools)[ꜟכ♠]  ╩◒ꜞ♇◒⇔╕∆⁹  

¶ [Microsoft Cross - Platform Audio Creation Tool](Microsoft Cross - Platform Audio 

Creation Tool) (XACT)  ╩◒ꜞ♇◒⇔╕∆⁹  

XACT ⅜ ∆╢≤⁸∆←⌐ ⇔™ⱪ꜡☺▼◒♩⅜ ⅛╣╕∆⁹XACT ►▫fi♪►⅜ ↕╣√╠⁸ ─

⌐ ™⁸↓─ ⇔™ⱪ꜡☺▼◒♩╩ Content ¥ Audio  ⱨ◊ꜟ♄ ─ ⌐♄ꜟ◊ⱶ ⱪ꜡☺▼◒♩ ⱨכ◕─

⇔╕∆⁹  

¶ XACT ►▫fi♪►≢⁸[ⱨ□▬ꜟ](File)  ⱷ♬ꜙ⁸╠⅛≡⇔◒♇ꜞ◒╩כ[ⱪ꜡☺▼◒♩╩ ≢

](Save Project As)  ╩◒ꜞ♇◒⇔╕∆⁹  

¶ ↕╣√♄▬▪꜡◓ Ⱳ♇◒☻≢⁸ ─ⱪ꜡☺▼◒♩ ⱨ◊ꜟ♄╩ ⇔⁸Content ¥ Audio  ⱨ◊ꜟ♄

╩ ⅝╕∆⁹  

¶ MyGameAudio ╩ ⇔≡ⱪ꜡☺▼◒♩─ ╩ ⇔╕∆⁹  

¶ [OK](OK)  ╩◒ꜞ♇◒⇔╕∆⁹  

ⱪ꜡☺▼◒♩│⁸ ♄ꜟ◊ⱶ ⱪ꜡☺▼◒♩ ⱨכ◕─ ─ Contents ¥Audio ─ ⌐ ↕╣╕∆⁹ ≢⁸

Content Pipeline ╩ ⇔≡↓─ XACT ⱪ꜡☺▼◒♩╩꜡⁹∆╕⅝≢♪כ ⌐⁸Wave ⱨ□▬ꜟ╩ⱪ꜡☺▼

◒♩⌐ ⇔≡⁸XACT ⱪ꜡☺▼◒♩⅜◕כⱶ╩꜡כ♪⇔√≤⅝⌐ ∆╢◘►fi♪╩ ⇔≡⅔⅝╕∆⁹ 

¶ ⌐ ↕╣≡™╢─│⁸ ─ⱪ꜡☺▼◒♩≢∆⁹↓─ ─ⱪ꜡☺▼◒♩≢⁸ ⌐ Wave Ᵽfi◒╩

∆╢ ⅜№╡╕∆⁹∕─√╘⌐│⁸[Wave Ᵽfi◒](Wave Banks)  ╩◒ꜞ♇◒⇔⁸[ ⇔™ Wave 
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Ᵽfi◒](New Wave Bank) (Wave Bank)[◒Wave Ᵽfi] ─כꜙⱦ כꜞ♠⁹∆╕⇔◒♇ꜞ◒╩   ─

⌐⁸ ⇔™ Wave Ᵽfi◒⅜ Wave Bank ≤™℮♦ⱨ◊ꜟ♩─ ≢ ↕╣╕∆⁹  

¶ ⇔™◘►fi♪ Ᵽfi◒╩ ⇔╕∆⁹∕─√╘⌐│⁸[◘►fi♪ Ᵽfi◒](Sound Banks)  ╩◒ꜞ♇◒

⇔⁸[ ⇔™◘►fi♪ Ᵽfi◒](New Sound Bank) fi♪ Ᵽ►◘] ─כꜙⱦ כꜞ♠⁹∆╕⇔◒♇ꜞ◒╩ 

fi◒](Sound Banks)  ─ ⌐⁸ ⇔™◘►fi♪ Ᵽfi◒⅜ Sound Bank ≤™℮♦ⱨ◊ꜟ♩─ ≢

↕╣╕∆⁹  

¶ ↓─ ≢⁸2 ≈─ ⇔™►▫fi♪►⅜ ↕╣╕∆⁹1 ≈│ Wave Ᵽfi◒ ⁸╙℮ 1 ≈│◘►fi♪ Ᵽ

fi◒ ─►▫fi♪►≢∆⁹↓╣╠─►▫fi♪►╩ ╛∆ↄ ∆╢⌐│⁸[►▫fi♪►](Window)  ╩◒

ꜞ♇◒⇔⁸[ ⌐ ═≡ ](Tile Horizo ntally)  ╩◒ꜞ♇◒⇔╕∆⁹►▫fi♪►⅜ ─╟℮⌐

↕╣╕∆⁹  

 

¶ Wave ⱨ□▬ꜟ╩ ≤╙ Wave Ᵽfi◒ ►▫fi♪►⌐ ⇔╕∆⁹Wave Ᵽfi◒ ►▫fi♪►╩◒ꜞ♇

◒⇔≡▪◒♥▫Ⱪ⌐⇔╕∆⁹ ⌐⁸[Wave Ᵽfi◒](Wave Banks)  ─ [Wave ⱨ□▬ꜟ─

](Insert Wave File(s)) ╩♄ꜟ◊ⱶ ⱪ꜡☺▼◒♩ ⱨכ◕⁹∆╕⇔◒♇ꜞ◒╩  ⇔⁸
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Content ¥Audio ¥Waves ⱨ◊ꜟ♄╩ ⅝╕∆⁹ ─ Wave ⱨ□▬ꜟ╩ ⇔╕∆⁹ ⌐ ↕╣╢

≤⁸ ─╟℮⌐ Wave ⱨ□▬ꜟ⅜ Wave Ᵽfi◒ ►▫fi♪►⌐ ↕╣╕∆⁹  

 

¶ Wave Ᵽfi◒ ►▫fi♪►⌐ ↕╣≡™╢∕╣∙╣─ Wave ╩◘►fi♪ Ᵽfi◒ ►▫fi♪►⌐♪ꜝ♇

כꜙ◐]⁸⇔◓ ](Cue Name)  ⱤⱠꜟ⌐♪꜡♇ⱪ⇔╕∆⁹XACT ⌐╟∫≡ ⌐ ⅜כꜙ◐™⇔

↕╣⁸↓─ Wave ⱨ□▬ꜟ╩ ∆╢ ⇔™◘►fi♪⌐ꜞfi◒↕╣╕∆⁹ ─╟℮⌂ ⅜ ↕╣╕∆⁹  
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¶ ◘►fi♪ Ᵽfi◒ ►▫fi♪►─ ⌐◄fi♩ꜞ⅜⌂™ │⁸◘►fi♪ Ᵽfi◒─ ─ⱤⱠꜟ⅛╠

─ⱤⱠꜟ⌐∕╣∙╣─◘►fi♪╩♪ꜝ♇◓⇔≡⁸◄fi♩ꜞ╩ ∆╢ ⅜№╡╕∆⁹↓─ ╩ ℮

↓≤⌐╟╡⁸◘►fi♪⌐ ⅜כꜙ◐√⇔ ↕╣╕∆⁹  

¶ ─ ─ │⁸engine_2 ◘►fi♪╩ ⅜ⱪכꜟ─⧵⌐⅝≥√⇔ ↕╣╢↓≤╩ ∆╢↓

≤≢∆⁹ ⌐ ∞↑ ↕╣≡ ∆╢⁸≤™℮↓≤⅜⌂™╟℮⌐⇔╕∆⁹◘►fi♪ Ᵽfi◒─ ─Ɽ

Ⱡꜟ⌐№╢ engine_2 ╩◒ꜞ♇◒⇔╕∆⁹↓─ ╩ ∆╢≤⁸◘►fi♪ Ᵽfi◒─ ─ⱤⱠꜟ⌐♠

כꜞ ⅜ ↕╣╕∆⁹  

¶ ◘►fi♪ Ᵽfi◒─ ─ⱤⱠꜟ≢⁸[►▼כⱩ ](Play Wave)  ╩◒ꜞ♇◒⇔╕∆⁹XACT ►▫

fi♪►─ ─ⱤⱠꜟ⌐№╢ⱪ꜡Ɽ♥▫ Ɑ▬fi⅜ ↕╣⁸ⱪ꜡Ɽ♥▫─☿♇♩⅜ ↕╣╕∆⁹  

¶ ↓─ⱪ꜡Ɽ♥▫ ⱤⱠꜟ≢⁸LoopEvent  ⱪ꜡Ɽ♥▫╩ ≈↑╕∆⁹Infinite  ⌐ ⇔╕∆⁹ ─╟℮⌐

⌂╡╕∆⁹ 


