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O que € o0 XNA?

O XNA é um framework gratuito para construcao de jogos desenvolvido pela
Microsoft mirado para desenvolvedores independentes/hobbistas

Seu surgimento se deu para substituir o Managed DirectX

Atualmente se encontra na versao 4.0 lancada em 16 de setembro de 2010

eas

communica
technology.

n



XNA Plataformas

PC (Windows)

Xbox 360 (Xbox Live Arcade)

Zune (XNA 3.0-3.1)

Windows Phone Edition 7 (XNA 4.0)
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XNA Pré-requisitos

Para se desenvolver uma aplicacao em XNA é necessario:

Microsoft Visual Studio
XNA Framework SDK

C# SDK

DirectX SDK
Visual Studio 2005 2008 2010
C# SDK 2.0 3.5 4.0
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C++ versus XNA
Caracteristicas G+ XNA

Curva de aprendizado  Ingreme (Demorada) Rapida (Facilitada pelo
codigo gerenciado)

Tempo de Alto Baixo
desenvolvimento (12
jogo)
Testes/debugacao Ferramentas distintas = Debugador padrao
dependendo do incluso com o C#
ambiente
Bibliotecas Diversas Diversas
Multiplataforma Sim Sim
communicatyon
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Mercado

Jogos casuais tiveram crescimento agressivo nos ultimos anos e
atualmente se encontra estabilizado

Em 2007 o faturamento do mercado de jogos casuais foi de $2,25 bilh&es

Em dezembro de 2008 a Apple Store tinha 1500 jogos e cinco meses
depois este numero cresceu para 10000

Atulamente, ha aproximadamente 1341 jogos independentes no Xbox live

marketplace
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Mercado

CAMERBYTES

Do Trix
Beat IT!
rgarnon
Blowe®
Aaron's Ping Pong - 52,122.34
Snake3 60 27,701 - 57,0470
Hiwa®* T OO0 - S5847.0:0
ZSHA Guitarpocalypse 54,539.92
Golden Royal Blackjack® &8, 0
Light Catcher 5.162 - S5416.24
EZMNTuze 52,129.60 51.490.72
Johrnny Platform 232,076 - 58,564.38 55,995.07F
Poker Squares 5,71= - 51, 197.90 5838.53
Groow® 12,000 - 56,050,000 S4,235.00
Grid Chasers¥® = e ] - 524200 S5169.40
Find Teddy 1-Feb-05 Z,181 - 5338.80 5237.16
Remote Masseuse 11-Feb-O9 55,000 . 52, 470.00 55,929,000
Exhaust 14-Feb-iO9 27,256 - 54, 791.680 53,254.12
Trajectory 20-Feb-09 1,928 - 5142.78 599,95
Tomato Blaster 22 - Feb-O9 Foa . 51210400 524.70
FoomaRoom 25-Feb-O9 A4, 703 - S55953.16 S5674.21
Alchemist 27 -Feb-09 1.256 - 5244.42 S5171.09
ol 2 283-Feb-O9 19,623 . 52,194.12 55,735.82
Snake360 Lite 10-Mar-ors 4,793 - 5509.92 S565365.94

Solar 20-Mar-09 2,000 . 53,547.72 S52,483.40
Clock 24-7F . . .

Dados de marco de 2009 communica
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XNA RPG 3D demo

Wil

Seonezd
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XNA Creators Club

@: United States (English)  « Forums « Hi, Visitor (ST
“

Site oficial do XNA com _ Xﬁa
Mmuitos recursos .

T e RESOUR _H

a community all ahout games - created by you, played by everyone

How it Works

Forum ativo ﬁ,}'

Craate your game.

“heg

.
.
"
@ Subrnit pour garne to "
gﬁ the community,

Material exclusivo para L
) ne Studio 4.0
premium \ Get Started/NoW

& oo gare,
” Maid . .
Windows Phone
J C

news

) ®  share your game with ﬁ;, ——
Phe  the warld! e

Inscricao premium:

New Create Games for
Windows Phone 7 Content!
9/29/2010

ARRouncing ten new pisces of
educational content for making
games on Windows Phone 7.

S49 / 4 meses
S99 / 12 meses

= Update to Avatar Proportions
check out our in ¥NA Game Studio 4....
GAMES CATALOG 9/28/2010
and see how much with the lsunch of the nesxt Xbox
game we gotl dashboard update will come a
slight change to the proport...

XNA Game Studio Connect
Beta for 4.0 Released
9/20/2010
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A Competicoes

A Microsoft realiza diversas competicdes que colocam em foco jogos feitos por
XNA e premiam os melhores jogos/equipes

Imagine CUP
Competicao da Microsoft que premia os melhores projetos feitos por
estudantes em certas categorias, sendo uma delas o desenvolvimento
de jogos

Outras categorias sao:
Projeto de software
Desenvolvimento embutido
Midia Digital

Também ha um tema envolvido: Protecao do meio ambiente,

desenvolvimento global
Dividida em round nacional e internacional eas
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X ngmpetigﬁes — Imagine Cup

{§_EVADE THE AGENTS FOR 2 MINUTES "

!

City Rain

Green Gears
eas
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A Competicoes

Dream Build Play

Competicao que premia vinte jogos escolhidos dentre os
participantes e que tém a possibilidade de publicar o jogo na
Xbox Live Arcade
Algumas regras
Critérios de julgamento
Diversao (40%)

Inovacao (30%)
Qualidade de producao (30%)

Jogo mirado para o Xbox 360

eas
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~

X Competicoes — Dream Build Play

P rans) 585
¥ T i

Duality Z9

Above the Clouds

_edS
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T Moy @ FIYI

i
1
|
|
|
|
|
|
|
I

Competigdes | &

Microsoft Old Spice Challenge

Nesta competicao se deve escolher entre quatro lugares e usar
as caracteristicas destes locais como inspira¢cao ao jogo

'_IISFIIMIIIFIIH--“H,‘ ‘..a-""_IISFIIATIIIFIIH-""--,L ' INSPIRATION run_““ e " INSPIRATION FOR _“‘H,‘
MATTERHORN BAMEPLAY FI31 BAMEPLAY OENALI GAMEPLAY CYPRUS GAMEPLAY

Eagles - Mountain Goats + Coconuts + Palm trees « White ponies

Grizzly bears « Forest « Moose « Raging rivers
Wildemess « Rapids + Wolves « Salmon
Rainbow trout on the grill = 4
Fishing rod and tackle box
Campfires » Wolverines
Thunderstorms and Lightning

1

1

| Sailboats « Beaches « T
i Beautiful womei

f Submarines « 5

: Lizards « C .
L ields « Swords

{ ELICK ANYWHERE T CLOSE }

A

{ oLk .l:.l;rWHEHE TO ELOSE }



A Competicoes

Microsoft Old Spice Challenge

3
1 II| x|

9048 49 13 Ancienasy

House of the Spice Capture the spice

eas
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X Publicando jogos para
Xbox 360

Welcome to the Microsoft XMNA
Framework Redistributable 3.1 Setup
Wizard

Instalar o XNA

The Setup Wizard will install Microsoft XMA Framework

F a Ze r i n SC rigé O p re m i u m n O Redistrihlutable 3.1h0n waur compgter. Click Mesxt ko continue
or Cancel to exit the Setup Wizard,
XNA Creators Club

Submeter o jogo ao Creators Club e e
esperar a avaliacao

LIVVE. Aceito, ele estara na Xbox Live

Marketplace
/> beta
P

start here... commun Ica
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Estrutura basica

XNA Framework Layers

Ganmes Starter Hits Code Content Comparnents

S — e e
Extended

Frameswark Application Mode| Cantent Fpeline

-

I . . .. R
Core

Fra L Graphics fyudic Imput Math Storege

HrectiD HACT LIHFUT iContent

: v Gamefest g
LEgEﬁd LHA Provides
=
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AN Starter kits

Starter kits sao jogos ou demos de jogos de certo género gue disponibilizam ao
programador os componentes para se construir jogos deste mesmo género

Agilizam a construcao de um jogo

Demonstram a arquitetura basico de certo tipo de jogo

(> RETRO
@ EvnLvED
2 InFO

commuhnicatiovn
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A Engines e APIs

Ha diversas APIs e engines construidas ao redor do XNA
Varias Finalidades

GUI
Terreno

Sistemas de particulas

DPSF

0 _ i -.rh-' - :"::I
“? S OX Game
o — engine

b . BaeE
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AT JFuncionamento basico

public class Gamel :

{

Microsoftt.Xna.Framework, Gare

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;

public Gamel()|. ..

protected override
protected override
protected override
protected override

protected override

vold Initialize()l. ..

void LeadContent(). ..

vold UnloadContent()|. ..

vold Update(GameTime gameTime)|. ..

vold Draw(GameTime gameTime)|. ..

eas
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GraphicsDeviceManager graphics;
ContentManager content;
SpriteBatch spriteBatch;
Texture2D myTexture;

Sprite box;

Sprite computer;

N1 T Funcionamento béasico

#region Main Metheds (Censtructor, Initialize, LeadGraphics, UnleadGraphics, Update, Draw)

public Game2d()

{

graphics = new GraphicsDeviceManager(this);
this.content = new ContentManager( this.Services );
Content.RootDirectory = "Content”;

this.box = new Sprite();

this.computer = new Sprite();

//graphics.PreferredBackBufferteight = 768;]

//graphics.PreferredBackBufferWidth = 1824;
//graphics.IsFullScreen = true;

{/Console.Writeline( this.Window.ScreenDeviceName );

2aS
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- '""“Funcionamento basico

[/ <summary>
//] Allows the game to perform any initialization it needs to before starting to run,
/// This 1s where it can query for any required services and load any nen-graphic
/// related content. Calling base.Initialize will enumerate through any components
/// and initialize them as well.
/1] </summary>
protected override void Initialize()
{

{/ TODO: Add your initialization logic here

this.LoadGraphicsContent(true);

this.box.Initialize();

this.computer.Initialize();

WindowsGamel.Input.Mouse.Initialize();

base.Initialize();

eas
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A “Funcionamento basico

/{ LoadGraphicsContent loads and reloads the graphics card memory
protected override void LoadGraphicsContent(bool loadAllContent)

{
if (leadAllContent)
{
try
{
this.spriteBatch = new SpriteBatch(this.graphics.GraphicsDevice);
this.myTexture = Content.Lload<Texture2D>("ComputerSheet");
this.box.LoadGraphicsContent( this.spriteBatch, this.myTexture );
this.myTexture = Content.Lload<Texture2D:("ComputerSheet”);
this.computer.LeadGraphicsContent(this.spriteBatch, this.myTexture);
this.myTexture = Content.Lload<Texture2D>("cursor");
WindowsGamel.Input.Mouse. LoadGraphicsContent(this.spriteBatch, this.myTexture);
!
J
catch {Exception Eﬂ
{
this.Window.Title = e.Message;
!
J
!
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N1 T Funcionamento béasico

[/ UnloadGraphicsContent clears the graphics card memary,
protected override vold UnloadGraphicsContent(bocl unloadAllContent)

{
if (unloadAllContent)

{

J
I

this.content.Unload();

eas
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AT JFuncionamento basico

[/ <summary?
//] Allows the game to run logic such as updating the world,
/|| checking for collisions, gathering input, and playing audic.
/1] </summary>
//] <param name="gameTime">Provides a snapshot of timing values.</param:
pratected override void Update(GameTime gameTime)
{
Farseer.Physics.Update( (float)gameTime.ElapsedGameTime.TotalSeconds );
this.box.Update(gameTime);
this.computer.Update(gameTime);
WindowsGamel. Input.Mouse.Update(gameTime);
base.Update(gameTime);

eas
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A 1 Funcionamento basico

S <summary

/// This is called when the game should draw itself.

/) </ summary’

f// <param name="gameTime">Provides a snapshot of timing values.</param:>
protected override void Draw(GameTime gameTime)

i
{/GraphicsDevice.Clear(Color.CornflowerBlue);
try
{
this.graphics.GraphicsDevice.Clear(Color.Black);
this.spriteBatch.Begin(SpriteBlendMode.AlphaBlend);
this.box.Draw( gameTime );
this.computer.Draw(gameTime);
this.spriteBatch.End();
this.spriteBatch.Begin(SpriteBlendMode.Additive);
WindowsGamel. Input.Mouse.Draw(gameTime);
this.spriteBatch.End();
¥
catch (Exception e)
{
l}
base.Draw(gameTime); eas
¥
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Links Uteis

http://rbwhitaker.wikidot.com/xna-tutorials

http://www.xnadevelopment.com/index.shtml

http://aprendiendoxna.wordpress.com

http://www.nelxon.com/journal/entry-1002/xdsk/

http://creators.xna.com/en-US/community_resources

http://desenvolvimentodejogos.wikidot.com/xna

http://marketplace.xbox.com/en-US/games/catalog.aspx?d=7
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