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(Visual C# 2005 Express Edition XNA Game Studio
Express )
ov ek 2: <™k, ©Vel) —
1. [ ](Start) [ J(All Programs) [Microsoft

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

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

2. [ ](File) [ J(New
Project)
3. [Windows Game](Windows Game)
( MyFirstXNAGame ) [ 1(Name)
[ ](Location) [OK](OK)
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GraphicsDeviceManager

Initialize GraphicsDevice

LoadGraphicsContent

{ UnbadGraphicsContent

Update
)
{ Draw

ov ek 4: Ok' wmi —

.bmp .ipg

[ 1(View)

1.
)
2.
](Existing Item)
[
Pipeline Files)
3.
Content Pipeline
4.

[ ](Properties)

](Files of type)

[Solution Explorer](

[ 1(Add) [
1

[Content Pipeline Files](Content

[ ](Add)

XNA Framework

"Asset Name"
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](Properties) F4

[ ](Properties Window)

LoadGraphicsContent

C#

Nod " fiv' fiaz%h|ew-eu" 2A°

Texture2D myTexture;

I ok ' wmi L A L oqAc

Vector2 offset = Vector2.Zero;

od] k' wmidt AJoKoves zA°

SpriteBatch spriteBatch;

protected override void LoadGraphicsContent( bool loadAllContent )

{

if (loadAllContent)

{

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

spriteBatch = new SpriteBatch( graphics.GraphicsDevice );

}

26
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[ (Properties)]

ContentManager.Load

6. Draw

C#

protected override void Draw( GameTime gameTime )

{

graphics.GraphicsDevice.Clear( Color.CornflowerBlue );

/I @k ' wmi L o3 A0

spriteBatch.Begin( SpriteBlendMode.AlphaBlend );
spriteBatch.Draw( myTexture, spritePosition, Color.White );

spriteBatch.End();

base.Draw( gameTime );

}
7.
ovek 5: Ok' wm — 2]
f  Update
c#
/I K ' wmi — %~ A{ L o340
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Vector2 spriteSpeed = new Vector2( 50.0f, 50.0f );

protected override void Update( GameTime gameTime )

{
/l Xbox 360% |1 Windows# ¢ hoi s 22— & ~q AS
if (GamePad.GetState( Playerindex.One ).Buttons.Back == ButtonState.Pressed)

this.Exit();

/I ®K ' wmi L Yooq Ao

UpdateSprite( gameTime );

base.Update( gameTimge

}

void UpdateSprite( GameTime gameTime )

{
Il - 0=@*d> ' fia1d Vv # ok wm L KegAo

spritePosition += spriteSpeed * (float)\gameTime.ElapsedGameTime.TotalSeconds;
int MaxX = graphics.GraphicsDevice.Viewport.WidtmyTexture.Width;

int MinX = 0;

int MaxY = graphics.GraphicsDevice.Viewport.HeighhyTexture.Height;

int MinY = 0;

i Y%Nef| %= e % ve « o3 A°
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if (spritePosition.X > MaxX)
{

spriteSpeed.X *=1;

spritePosition.X = MaxX;

}

else if (spritePosition.X < MinX)
{

spriteSpeed.X *=1;

spritepsition. X = MinX;

}

if (spritePosition.Y > MaxY)
{

spriteSpeed.Y *=1;

spritePosition.Y = MaxyY;

}

else if (spritePosition.Y < MinY)

{
spriteSpeed.Y *=1;

spritePosition.Y = MinY;

}

29



@Y Pk 6: -
3D

: 3D XNA Game Studio Express

I  SpriteBatch Draw

I 2 BoundingBox
( 12
{ Keyboard Mouse GamePad
(- )
1
T 3D 3D

)

2 (Gamel.cs — « fi v fi &)

C#

#region Using Statements

using System;

using System.Collections.Generic;

using Microsoft.Xna.Framework;
usingMicrosoft.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 Gamel :Microsoft.Xna.Framework.Game

30
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{

GraphicsDeviceManager graphics;

ContentManager content;

public Gamel()

{
graphics = new GraphicsDeviceManager( this );

content = new ContentManager( Services );

}

protected override void Initialize()

{

base.Initialize();

}

Nod " fiv! fiaz%h|ew-eu" zA°

Texture2D myTexture;

I ok' wmi L A] L o340

Vector2 offset = Vector2.Zero;

H1d | ok' wmidt AJoKoves zA0
1

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();

}

/I k' wmi — %= A L o3n0

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

protected override void Update( GameTime gameTime )
{
/l Xbox 360% |4 Windows# e hoi J 22— & o3 A°
if (GamePad.GetState( Playerindex.One ).Buttons.Back =tostiate.Pressed)

this.Exit();
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/I @K' wmi Lt Yoeoq Ao

UpdateSprite( gameTime );

base.Update( gameTime );

}

void UpdateSprite( GameTime gameTime )
{
I - 0=@*d> ' fiat1d Vv  # ok wm L KegAo

spritePosition += spriteSpeedffoat)gameTime.ElapsedGameTime.TotalSeconds;

int MaxX = graphics.GraphicsDevice.Viewport.WidtmyTexture.Width;
int MinX = 0;
int MaxY = graphics.GraphicsDevice.Viewport.HeigmyTexture.Height;

int MinY = 0;

" %Ne| %> e Y%l it we o o5 A9
if (spritePositbn.X > MaxX)
{
spriteSpeed.X *=1;
spritePosition.X = MaxX;

}

else if (spritePosition.X < MinX)

33



{
spriteSpeed.X *=1;
spritePosition.X = MinX;

}

if (spritePosition.Y > MaxY)

{
spriteSpeed.Y *=1;
spritePosition.Y = MaxyY;

}

else if (spritePosition.Y < MinY)

{
spriteSpeed.Y *=1;
spritePosition.Y = MinY;

}

protected override void Draw( GameTime gameTime )
{

graphics.GraphicsDevice.Clear( Color.CornflowerBlue );

I ok ' wmi &  ogA0
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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.
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Model myModel;

- @d-. ~ 483 %l2d F—e:d'fia— L 340

float aspectRatio;

protected override void LoadGraphicsContent( bool loadAllContent )

{

if (loadAllContent)

{

myModel = content.Load<Model>("Conte®¥Models®¥pl wedge");

}

aspectRatio graphics.GraphicsDevice.Viewport.Width /

graphics.GraphicsDevice.Viewport.Height;

L —evek# |0 — ~ LoadGraphicsContent % 4 14 V<%= ¢ %odF . D)1
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C#

/A I —z &1 — =L =8 ik =3 A°

Vector3 modelPosition = Vector3.Zero;

float modelRotation = 0.0f;

//Dlﬁ —{::i'([)!— L ﬁsy_DleE'QL ‘:=IA9

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

protected override void Draw( GameTime gameTime )

{

graphics.GraphicsDevice.Clear( Color.CornflowerBlue );

I —1'fiehodrLaeHd o5A°
Matrix[] transforms = new MatriximyModel.Bones.Count];

myModel.CopyAbsoluteBoneTransformsTo( transforms );

Il = ¢ i 4 ~=>=|A9501| —oeo* 4 zlse/8$§’8-||—$8i3|§<==|A9
foreach (ModelMesh mesh myModel.Meshes)

{
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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 );

}
Il # td v «h ve s & e=@po- 4 oq A9

mesh.Draw();

}
}
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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 );

}

£A°K. OVe ) L (fi Rumi == A{r-]eF5¢2d A%sgV | [¢PEe]Debug) o5

ol T p.=s[ePrEe ](Start Debugging) Lol P =3 A°
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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;
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using Microsoft.Xna.Framework.Storage;

#endregion

public class GameMicrosoft.Xna.Framework.Game

{

GraphicsDeviceManager graphics;

ContentManager content;

public Gamel()

{
graphics = new GraphicsDeviceManager( this );

content = new ContentManager( Services );

}

protected override void Initialize()

{

base hitialize();

}

i A 3D: ¢i & oq A9

Model myModel,
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float aspectRatio;

protected override void LoadGraphicsContent( bool loadAllContent )

{

if (loadAllContent)

{

myModel = content.Load¥odel>("Conten¥Models®pl 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 )

{

@:IAg

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

modelRotation += (float)gameTime.ElapsedGameTime. Tothd&conds *
MathHelper.ToRadians( 0.1f);

base.Update( gameTime );

}

I/ N —z &1 — =L =8 ik =3 A°
Vector3 modelPosition = Vector3.Zero;

float modelRotation = 0.0f;

/I - D0 » —c o' = 4L ﬁsy*ngiE-QL 3 A°

Vector3 cameraPosition = new Vecto@(f, 50.0f, 5000f );
protected override void Draw( GameTime gameTime )

{
graphics.GraphicsDevice.Clear( Color.CornflowerBlue );
I —1'fiehodrLaeHd o5A°

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

myModel.CopyAbsoluteBoneTransformsTo( tramsfis );

Il = ¢ i 4 e A —oeo* 4 zlse/8$§’8-||—$8i3|§<==|A9
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foreach (ModelMesh mesh in myModel.Meshes)
{

Nidleoe-* — %% 14 A0 %[ — %l tdqA0
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.CreatePerspectiveFieldOf\(idlathHelper. ToRadians( 45.0f ),
aspectRatio, 1.0f, 10000.0f );

}
Il # td v «h ve s & e=@epo 4 o3 A9
mesh.Draw();

}

© 2007 Microsoft Corporation.All rights reserved.

Xna jpn@microsoft.com

:2007.02.20.08h38m [private build]
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C#

" . el — d N L
IRh™ DF o<z ¢ - td e e AL -3 A0

Vector3 modelVelocity ¥/ector3.Zero;

protected override void Update( GameTime gameTime )

{

if (GamePad.GetState( Playerindex.One ).Buttons.Back

this.Exit();

Il 4L =3 A°

Updatelnput();

I AL — - =3 A°

modelPosition += modelVelocity;

n - < - & o370
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modelVelocity *= 0.95f;

base.Update( gameTime );
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1T osesid —|er “q A0

C#

protected void Updatelnput()

{
I932F REY— L “3 A°
GamePadState currentState = GamePad.GetState(Playerindex.One);

if (currentState.IsConnected)

{
/I' ar @vo p < -=: ¢ 1 4 1 ye ~q A

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

1l Jio3/8 - IJ||\/ |8 4 =>=1A9

Vector3 modelVelocithdd = Vector3.Zero;

J/ AL =8 > — - 0 =%%L =3 A°
modelVelocityAdd.X =(float)Math.Sin( modelRotation );

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

it e - 14V 1= LerdifiacgAc

modelVelocityAdd *= currentState.Triggers.Right;

I '_Sl_ZinL - @:IAQ

modelVelocity += modelVelocityAdd;

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

I x%kooaf ¥ | e AWafid o=%fiadr: DKoo= [ =0t ™o
if (currentState.Buttons.A == ButtonState.Pressed)
{
modelPosition = Vector3.Zero;
modelVelocity = Vector3.Zero;

modelRotation = 0.0f;

}
}
}
meeea| o= A qaroamo o lme o mpoeic e= i
-7 ke
H93Fr REY— 4 e3 A°

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

| — GetState — 4 <~ |{ ¢ GamePadState oK ©v- s & 1+ 43A°1 -—oKove,r|s*
o «fii. o % 39d=™3A°1— |soreve %l e—  zA
Il OF &9y o E-J— =E;QiJ_ ¢28 '='=|A9

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

or evs pe— X — (  — )& A1 <~ |4 & modelrotation - A %
1340 — % o20dA%o™flers i — %e@2i sefirdgAas
1! Ji.%; - ¢J||\/ |8 4L e AN

Vector3 modelVelocityAdd = Vector3.Zero;

// 4L =8 > — - 0 =%%L =3 A°
modelVelocityAdd.X =(float)Math.Sin( modelRotation );

modelVelocityAdd.Z =(float)Math.Cos( modelRotation
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modelVelocityAdd *= currentState.Triggers.Right;
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X( )= = o % E[ds«omfii ~}F4 2z( )— — o % Efdga°e -~
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" -8 —z . i 4L - -3 A0

modelVelocity += modelVelocityAdd;

1]
®

-8 tdvzesid — zelir - A o z - i 4 -8z ¢

i dL Yooq AS

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

currentState. Triggers.Right );

)P e— & c=8K" ww dDr == Xbox360 «fis.d' = :Da4d-{r-h=2sPe
-4L A~ | s Setvibration & <3 A° Xbox360 «fis. 2! ~| o £z A 2=—:02n
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s .o T fim o T ?Zﬂ =9 01 ™9

% lkooof ¥ | e AWafid o=%fiadr-: DKk o= [ =0cwi ™

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

modelPosition = Vector3.Zero;
modelVelocity = Vector3.Zero;

modelRotation = 0.0f;

- -k e- et % Yol 4= <[V -8 ei d — 2l - =3 A°

sEt<e ot M3 Al
L—  #8 ~ %% 14 ® Xbox360

-
=
F
v

I=
)
1]
oy
3
L

drhedoPe«% 14}

erodq oVok™ m D

ceo Tfid gy

%2 %V ke —  #Nofodesod o= —90rd 1 y3 ckedK ww D%
o T fi dk stw o Tii— L < 2 0 1s%zW%|fe-afi sz oDt % eVs
TM:|=|A9

56


file:///C:\Users\i-toishi.000\Desktop\HelpLink\htm%20&%20css\SetVibration_GamePad_Input_Framework_Xna_Microsoft_M.htm

T

#* 34 '« i 3:XNAGame Studio Express 24 |Fd XACT - |Fd o »fi » —

1||F,_ - AL ,:,E_“ﬂz%:l/sg — == =00t ™

T «2:35 9or# %l Lffeco-oid %l Jis%zw%]fer

Playwiththe cameraPositon z - J i & =13 - Fe?

0% | o™m—gs - o L st E | N3 Y Fe)

q s -" - % ™= %V < % 0 ¥ A-" ”-er-

< cameraPo sition — 4L =3 A9)

T «¢owrd = 4 =11 ° Keyboard -' ei
USB « DWD » =0 1 < %% %5 A)°

0 (Gamel.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 Gamel :Microsoft.Xna.Framework.Game

{
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GraphicsDeviceManager graphics;

ContentManager content;

public Gamel()

{
graphics = new GraphicsDeviceManager( this );

content = newContentManager( Services );

}

protected override void Initialize()

{

base.Initialize();

}

" A 3D: i i oq A9

Model myModel;

N3d %l 2d rz2—|fe-re@2>'fi~A{%|[cs-e0a-s ~|f= 354
4°

float aspectRatio;

protected override void LoadGraphicsConteatl loadAllContent)

{
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if (loadAllContent)

{

myModel = content.Load<Model>("Contet¥Models®pl wedge");

}

aspectRatio = graphics.GraphicsDevice.Viewport.Width /

graphics.GraphicsDevice.Viewport.Height;

}

protected override voidnloadGraphicsContent( bool unloadAllContent )

{

if (unloadAllContent == true)

{

content.Unload();

}

IRh™ DF o<z o1 — - v A e ei — AL

Vector3 modelVelocity = Vector3.Zero;

protected override void Update( GameTime gameTime )

{

@:IAQ

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

this.Exit();
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oA eqAe

Updatelnput();

I L - - o3 A

modelPosition += modelVelocity;

1 = < - dL =3 A°

modelVelocity *= 0.95f;

base.Update( gameTime );

}

protected void Updatelnput()

{
I 92F REY — AL s3 A9
GamePadState currentState = GamePad.GetState(Playerindex.One);

if (currentState.IsConnected)

{
/I' ar @vo p < o=z ¢ 1 4 tye eq A

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

1" e% -otd v | & L o340

Vector3 modelVelocityAdd = Vector3.Zero;

60



1 4 =8 > — - 0 =%%ddL =3 A°
modelVelocityAdd.X =(float)Math.Sin( modelRotation );

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

Il e% - 1J||\/ i.—”—J’E i—g-giﬁ-@:'A9

modelVeloctyAdd *= currentState.Triggers.Right;

I '_sl_ZinL - 4:»=1A9

modelVelocity += modelVelocityAdd;

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

currentState. Triggers.Right );

I %Fcoof v | e AWafid o=¥fiadr: Dk o= [ =001 ™o
if (currentState.Buttons.A == ButtonState.Pressed)

{

modelPosition = Vector3.Zero;
modelVelocity = Vector3.Zero;

modelRotation = 0.0f;

}

/20 ) —z &0 — 4L o8 AL -3 A°®
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Vector3 modelPosition = Vector3.Zero;

float modelRotation = 0.0f;

/I : D0 » —n 0 — 4L <1.13)l/*DQ/JiE-QL =3 A°

Vector3 cameraPosition = new Vector3( 0.0f, 508800.0f );

protected override void Draw( GameTime gameTime )

{

graphics.GraphicsDevice.Clear( Color.CornflowerBlue );
I —1'fiehodrLaeHd o540
Matrix[] transforms = new MatriximyModel.Bones.Count];

myModel.CopyAbsoluteBoneTransformsTo( transforms );

Il = ¢ i 4 ~=>=|A9:01| —oeo* 4 =ls%$%-"—$8i3k<==|A9
foreach (ModelMesh mesh in myModel.Meshes)

{
Nod|eoee* — %% 14 A0 0 %[ — %l 30
foreach (BasicEffect effect in mesh.Effects)

{

effect.EnableDefaultLighting();
effect.World = transforms[mesh.ParentBone.Index] * Matrix.CreateRotationY( modelRotation
* Matrix.CreateTranslation( modelPosition );
effect.View = Matrix.CreateLokAt( cameraPosition, Vector3.Zero, Vector3.Up );

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

}
i # td VvV ah ve s &
mesh.Draw();

}

base.Draw( gameihe );

}

S= @ P o ° =£

@:IAQ

© 2007 Microsoft Corporation.All rights reserved.

XNna jpn@microsoft.com

:2007.02.20.08h38m [private build]
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