XNA Framework 2.0

M@STER SESSION 01

e hACERR BRMBE #22




XNA Framework D fliii3s =

o VRATLEMBIEX NET Framework
« YIR—VIRIBETET
» JARTSYRIA—Ls

— Windows, Xbox360, Zune
 DirectX, MDX M o3I TLVS

v

o o NELE hACERR BRMBE #22




FF - RITIREDEE

- N XNA Game Studio
XNA Game Studio Visual Studio 2005 Z#¥r5RL
(Visual Studio 2005) -5 —LERIEE,

A—k DMl BT EDT

VTV EEEELREHDOT
XNA Framework LD,

Y&
4

f NET 2\ XNA Framework
.NET Framework Compact Framework 7|:|Z7°5“J KOA—LDHF—
for Xbox 360

LEAFERIL—LT—Y
—_— cu = g
Windows PC J L Xbox 360 CLI B EEAEE
. ) 1SO TREEINTLBEE
RS

e hACERR BRMBE #22




F A BIZEfE]

« Microsoft.Xna.Framework
— EMERIGT — L DHEEE
« Microsoft.Xna.Framework.Graphics

— 9574099 E

* Microsoft.Xna.Framework.Content
- aAVTUOVEHE

* Microsoft.Xna.Framework.Audio
- FA—T4FBEE

« Microsoft.Xna.Framework.Input
— akA—35 . YDR, F—R—FA B
* Microsoft.Xna.Framework.Storage
— ARL—U5ER
* Microsoft.Xna.Framework.GamerServices
- F—VY—H—EX
* Microsoft.Xna.Framework.Net
— RYRT—2

e hACERR BRMBE #22




F—LDEE)

Game VT A=K T S
OVARSO4A
— {rEROISRAE R DHHAE
Initialize() AV Yk
— Game IZBE:EL=#EA{ L L IE
LoadContent() AVwEk
— )Y—R-aAVTIYVDERL A IAH - IER1E
e N
— Update() AVvk

s T—LT—EDEH
— Draw() *Vwk

o F—LDEE
UnloadContent() AVwk
— YY—R AT DHE - K

L]

e hALERS HEMES #22




FT—LORNn

Run ]—> Initialize #HA1E
! F— L) J
i LoadContent AT YD IEAHIAH
; ¢
i BeginRun 45 R AL 28
i Upload \ T —2EH
| ! ] L—7
i Draw =
s =
E EndRun 2T HI0HE
| LT ! y
i< UnloadContent | 3I>T2YDEK

o | DALE

HAKERE BERMES #22



F—L)L—7

« Update() AVvk
— = LT3 RIDKEIZEHFTS
—AVMA—SGBEDARNEZITS
— BEET Ha IR—R b, BEEDEH
— thDHSWBHNELYELEBILESND

« Draw() AUk
—F—LEE(TL—L) ZEET S
— MEABNTLSIGEIEEBINDS

I

I

4 |

HAKERE BERMES #22




BEEAERTYT

« BIERTYD
— T IAILEDERTE
— 17— LU T EREERZEET 5
—~BIZ—EDRETT —LZEZEITTES
— BN ENT=IHZE [ Draw() =588
c AIERTYT
— AR RY R LVRETIL—LZHEET S

"o o HASE hALSERE REMRS #22




INDA—TIR

« BELI=T —LIL—TDETHE
o« T—LIF)TILAALA LI RT L

— HEOKBRIZAEZ R HhLE 5

— # 60 B Draw() N E1Z

-1 J7L—LDmHE(E 16.6 =F)
« AEEEBNEE

— AV RIVRILEIHEDMEIL

— TR E D=

ﬁ.ﬂﬂill

4

o o NASE hALSERE REMRS #22




757499

» Microsoft.Xna.Framework.Graphics £ B2 &
. %1#7‘;33527_5’7“574“/’77(&&IE375“_1“'5
— B KM% 88X BasicEffect THR—
—HLSL{«{E IL7-TOx/+DEE R
—ETI)LOEE (X, FBX 2% /is)

o ELLBYIZ2RITT 574V I REHHETES
(RTSAF)

Y. ,‘m<a
EE:

HAKERE BERMES #22




E{R DT E

 SpriteBatch 75X
— BB, BT AU N EHEEIT S
— Draw() AVvk

- BRZIEE

EEZRITHEET B

— DrawString() AV vk
« XFINEIEESNTZTATRRET S

e Texture2D

—EvhrR YT EEERT

~
*o [E%A

HAKERE BERMES #22



TINAREE

» GraphicsDevice D& (F4E 4
— WY T 1N RADFEIR
- TINAAD L -ERTE
- B EE—FDER
« GraphicsDeviceManager
— TINAADER - EEERTT
« FEIEELAREIZH. FTT LAY

IL

4 |

HAKERE BERMES #22




AT INATSAY

SR N1 I)LIZ KDL
B{E-3DETIL-BFETAMEEIZIE. F—LIZEE
13?»0)7&\7 975\ FNTWBE=HOTTETHS

—EIREIZ, T—2FA TR A[gEL /N1 FY)
ICEFEL. %ﬁﬁ@ﬁ?ﬁé”ﬁi}ﬁﬁ’%’a

— Windows B0 x9k& Xbox 360 7oA Ik
Tl)Y— Z% LB TES

~- BT AR EEAH AL LA EE

« 7tk
— EJLREIZ)Y—REa/8fJLL. BIl{ELIE=T—%4
—%’2/#%75\19 ETEICT —3ZmHFALTENT

"o o HASE hALERS HRMBRE #22

1hnl




7y b DA IAH

* ContentManager
— =LA VTIUVEEET S
— Load<T>() A*Vwk

s RITBIST YN B N LT 7 A I EH ARG BHTR
AT OELTIRT

e hACERR BRMBE #22




AViR—RUMEEY—EX

- BFRIFATIEER —LDEPFAIE
o F—LaiR—ARk
— GameComponent 75 X% A& L TIERL
- T—REH. BEDPZE
— F—LIZxL., EE[CEM-HIBRTES
« T—LY—EX
—H—ERTO/NAS DIRH
— BfEETCaVR—R U B S B S B RE

Y. ,‘m<a
Bk

HAKERE BERMES #22




F—I—H—E XDHEERE

« TAFMDIRMA
— T oD AA ATk
— Ayt—UNDFRIR

— X —KR—F AT

— ARL—DDER

e hALERS HEMES #22




F—I—H—E AAND %I

« GamerServicesComponent
— XNA Framework QEFEETILIZHRED
— AVR—R U LEL T —LIZEERATEE
— GamerSetrvicesDispatcher M5/ \—
« GamerServicesDispatcher
—7—X—Y—EXDRH
— Initialize() & Update() ®FEUH
- BFARETILITIREFELEL

ran
7
—
4
4
\\\\
4

4 |

HAKERE BERMES #22




2RI —5

« LAN (X RTL2D), Live [Zxf i
» JORTSVbTH—L
c Lyl VEHMNIZKHBIEERE
—TRAMZ&BEYIaV DIERL
— vl a o DBREE SN
- EHEMEDHHUDPTORIIL
— INTYNBRIDT—ER(E
— BKEFEGN\TYFERTFAE
— {SEE % D | 1E1 AV A RE

o o NASE hALSERE REMRS #22

4




vy

« TJLANV—%EGIEHEE

¢« RRk
— byl avEERLI=—4A
—T—LDIRRE, SMEHGLEEZEE
— DS INE DS MN% 5

e Tyl aADSN

L1

SV EMIDY R
S SVEMINE
"o o HASE hALSERE REMRS #22




i ae®

e vyl a2 IE GUID IZCEE T ITFENS
-~ ETHRDT7tEI)ER—D GUID DT —LAIC
oTEont=tyiaaimERd 5
-GUID Z—8ictnld, E4d70 98Ik
TEon=r—LDETORELEE
« Xbox Live 7—4—F DR
— 5—LlE GUID [T&>THERIESN S

A
A

4

C GUID D47 —LZEHEE TEEL)
— A AL TH GUID WNELGN LB E R HE

o o NASE hALSERE REMRS #22




T—RDIES

o INAFEEHIDIEFZIE

— OV TIVIERERED, T—2% B 5L B
ENH5,

« PacketWriter IZ&k2T—53%E1(E

— BinaryWriter Z#& 9 595X

— EARIET—2E D Write() AV yR &R
« PacketReader IZ&AT—4F(E

— BinaryReader Z#t#& 3 505X
- EARMGT—28 D Read~ () AV YREELE

)41\
Tl

{

Y. ,‘m<a
GE=

HAKERE BERMES #22




Z5

XNA TAROY/N—t 53—
— http://www.microsoft.com/|apan/msdn/xna/

XNA Game Studio TEATA2 RA1—/\

— http://www.microsoft.com/japan/msdn/vstudio/
express/learn/xna/

XNA Japan Team Blog

— http://www.microsoft.com/japan/msdn/vstudio/
express/learn/xna/

XNA Team Blog (%35
— http://blogs.msdn.com/xna/

S P ACERT BEMES 420



http://www.microsoft.com/japan/msdn/xna/
http://www.microsoft.com/japan/msdn/vstudio/express/learn/xna/
http://www.microsoft.com/japan/msdn/vstudio/express/learn/xna/
http://www.microsoft.com/japan/msdn/vstudio/express/learn/xna/
http://www.microsoft.com/japan/msdn/vstudio/express/learn/xna/
http://blogs.msdn.com/xna/

