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Agenda

ÅComputer Games

ïHow Computer Games work

ÅXNA

ïWhat is XNA?
ïThe XNA Framework
ïVery Silly Games
ïMaking a game in sixty minutes

ÅWhy everyone should be writing games!
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The Video Game Business

ÅBigger than the movies?

ïGTA4 sales topped half a 
billion dollars in its first 
week of release, 5 times the 
earnings of the Iron Man 
movie

Å Set to grow even more?

ïIt is now easy (and cheap) to write a game in your bedroom 
and make it available to every Xbox Live subscriber in the 
world

ïThe games industry is looking for new kind of games
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ÅGames that are very silly and sociable

ÅEasy to create and understand

ÅMainly for multiple players

ÅSome games are ñZero Graphicsò

ÅBased on examples in:

Learn Programming Now! with 
MicrosoftÈ XNAÊ Game Studio 3.0

by

Rob Miles J

http://verysillygames.com/


ñHide the Gamepadò
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Sample XNA 2D game
ñBread and Cheeseò

ÅWe are going to make a 
simple ñcasualò game

ÅThe player guides the 
cheese around with the 
bread, hitting the tomatoes 
but avoiding the peppers 
and tangerines

ÅThis is a simple, 2D, sprite 
based game



ñBread and Cheeseò



8

Computer Game Construction

Å Every game that has ever been written does these things:

1. Initialise all the resources at the start

Å This is where the ñLoadingò screen comes from

2. Repeatedly runs the game loop:

a) Update the game world

Å read the controllers, update the state and position of the things 
in the game

b) Draw the game word for the player to see

Å Display the game elements on the screen



9

Starting with our Cheese

ÅTo begin writing our game we can make some cheese 
bounce around the screen

ÅTo draw some cheese the game needs to remember two 
things

ïThe picture to draw
ïThe position on the screen to draw it

ÅIn programs these are called variables

Texture2D cheeseTexture ;

Rectangle cheeseRectangle ;
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Games and Resources

ÅModern games contain 
thousands of content 
items:

ïPictures 
ïSounds
ï3D models
ïScripts

ÅA game has to manage all 
these items so that the 
program can find and use 
them cheeseTexture = 

Content.Load< Texture2D >( "Cheese " );
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Loading the Cheese Texture

ÅA game is made up of things that hold information (the 
variables) and things that do stuff (the methods)

ÅLoadContent is a method that is called when our game 

starts running

ÅIt loads our cheese texture and makes it available for use 
in the game

protected override void LoadContent ()

{

cheeseTexture = Content.Load <Texture2D >( "Cheese" );

cheeseRectangle = new Rectangle (0, 0, 100,100);

}
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Games and Rectangles

ÅThe Rectangle tells us where on the screen the texture is to be 
drawn

ÅIt gives the position and the size of the draw operation

Creating a Bank Class

x,y

width

height
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Positioning the Cheese Texture

ÅThis will draw our cheese image at the top left hand corner 
and the cheese will be 100 pixels wide and 100 pixels high

ÅUnlike graph paper, with computer graphics the position 
of (0,0) is the top left hand corner of the screen

ïIncreasing the value of Y moves the rectangle down
ïIncreasing the value of X moves the rectangle across

protected override void LoadContent ()

{

cheeseTexture = Content.Load <Texture2D >( "Cheese" );

cheeseRectangle = new Rectangle (0, 0, 100,100);

}
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Drawing the Game World

ÅNow we have our cheese we want to draw it for the player to 
see

ÅThe game contains a Draw method that is called draw the 
game display on the screen

ÅWe need to add some program code to tell draw to put our 
cheese on the screen

ÅThis code will send commands to the Graphics Card in the 
computer to make it draw the texture

Creating a Bank Class


