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Abstract

In this paper, by using Visual C # XNA game development application relates to a technique.
This paper proposes the design and an implement effective algorithms Effect Based on XNA Game
Development Environment. Existing in the development of the game using Directx C++ game
developers, game development, it is necessary to position a lot of the source code. Particularly
effective effect was much difficulty in the processing section. However, to eliminate this difficulty

was proposed in the paper. The possibility of developing the game in XNA-based group. For the
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superiority of the proposed paper and the comparative analysis of existing games were designed for

the development of the game was. The future study will be the design of various effects and events

which give more immersive game implementation.
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public override void DecHP(int damage)
{
base.DecHP(damage)
Game1.sndePlay(SND.HIT1);

public override void OnShow()

{

base.OnShow();

SetSID(SID.OPENING);

m_iBaseShowCnt = this.m iShowCnt *= 4;
ScenePlay.stage = 0;

Game1.SndPlay(SND.OPEN);
}
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Table 9. Algorithm outputs of Background music scene

static SoundEffect( ) soundEngine = new SoundEffect(
(int) SND..N_SNDJ;

static SoundEffectinstance( ) soiundEnginelnstance =
new SoundEffectinstance( (int)SND..N_SND);

static int sndBg = -1;

static public void SndPlay(SND snd)

{

soundEnginelnstance( (int)snd).Play();
}

static public void SndStop(SND snd)
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{
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}
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