Introduction

This is a short tutorial explaining how to get started with the xTile tiling engine. By the end of this
tutorial you should have a working XNA game application for Windows featuring a parallax scrolling
animated map.

Prerequisites
e Visual Studio 2008 (any edition)
e .NET Framework 3.5
e XNA Game Studio 3.1

e xTile Engine libraries (download xTile120.zip or later from http://tide.codeplex.com.releases)
e tIDE map content (download Samples111.zip from http://tide.codeplex.com.releases)
Steps
1. Start Visual Studio 2008 and create a new XNA Windows Game (3.1) project and name it
xTileGamel.
Project types: Templates: |
Smart Device || Visual Studio installed templates
Test FElWindows Game [2.1)
Win32 FWindows Game Library (3.1)
Oth\j_"‘a"‘ifges || Fxbox 360 Game 31)
'sufwm'juws Blxbox 360 Game Library (31)
Web mZune Game (3.1)
Semart Device = DZUHE Game Library (3.1)
Office ﬂContent Pipeline Extension Library (3.1)
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Reporting - My Templates
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A project for creating an XNA Framework 3.1 Windows game (MET Framework 3.5)

Name: xTiIeGama‘l|
Location: ChUsers\colinvella\Documents\Visual Studio 2008\Projects -
Solution Name: xTileGamel Create directory for selution

|| Add to Source Contral
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2. Using the Solution Explorer panel, create a new solution folder named xTile directly under the
solution. Also create a corresponding xTile folder on disk within the xTileGame1 solution folder.
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3.

Copy the xTile.dll (PC version) and xTile.Pipeline.dll assemblies from the downloaded xTile
Engine ZIP archive into the xTile solution folder created previously. Add the assemblies as
existing items under the xTile folder in Solution Explorer.
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4. Add an xTile.dll reference to the xTileGame1l project.
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|
||
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5. Add an xTile.Pipeline.dll reference to the Content project of the xTileGamel project (not the
game project itself).
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6. Add a tIDE map file and its associated tile sheet images in the Content project. Create content
folders as necessary to maintain relative path references from the map file to the tile sheet
image sources.

|_:_| r__v Content
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=~ [ Maps

- ] Map0l.tide

- [ TileSheets

: |8l Background(l.png
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7. Compile the project and verify that the tIDE map file is being correctly processed by the content
pipeline.

—————— Build started: Project: xTileGamel, Configuration: Debug %86 —-——-—-—-—

Building Maps\Map0l_tide -» C:\Users‘colinvella’\DocumentsiVisual Studic Z008%Projects'\xTileCamel'xTileGamel'binix
Discovered dependency on asset 'TileSheets‘\Backgroundll.png'...

Converted image source refenrence'..\TileSheets\Backgroundll.png' to asset reference 'TileSheets\Backgroundidl®
Discovered dependency on asset 'TileSheets‘\BackgroundOZ.png'. ..

Converted image source refenrence'..\TileSheets‘Background0Z.png' to asset reference 'TileSheets\Background0Z
Discovered dependency on zsset 'TileSheets‘\Background03.png'. ..

Converted image scurce refenrence'..\TileShssts‘Background0Z.png' to asset reference 'TileSheets\Background0Z
Discovered dependency on asset 'TileSheets\TileSheet01 png'. ..

Converted image source refenrence'._ ’\TileSheets'TileSheetll.png' to zsset reference 'TileSheetsiTileSheet0l’'
Building TileSheets\Background0l.png -> C:\Users‘\colinvella’\Documents\Visual Studio Z008\Projects‘\xTileGamel\xTil
Building TileSheets‘\Background0Z _png -»> C:wUsers‘colinvella“Documents\Visual Studio Z008%Projects'xTileGamel'\xTil
Building TileSheets‘\Background03.png -> C:\Usershcolinvella“Documents\Visual Studic Z2008%\Projects'xTileGamel‘\xTil
Building TileSheets“\TileSheetll.png -* C:\Usersicolinvella“Documents'Visual Studioc 2008\Projects‘\xTileGamel’\xTile
C:\Windows\Microsoft . NET\Framework\v3.5\Csc.exe /noconfig /nowarmn:1701,170Z2 /nostdlib+ /platform:x8& /errorreport

Compile complete —— 0 errors, 0 warnings

xTileGamel -» C:\Usershcolinvells’\DocumentsiVisusl Studio Z008\ProjectsixTileCamel'\xTileCamel\bin'\x8&\Debug'xTile
Build: 1 succeeded or up-to-date, 0 failed, 0 skipped

8. Access the code file Gamel.cs and add the following using clauses for the xTile engine:

-

using Microsoft.Xna.Framework.NHet;
using Microsoft.Xna.Framework.Storage:

XxTile engine namespaces
using xTile;
using xTile.Dimensions;
Lusing xXTile.Display:

b namespace XTileGamel

{

9. Add member variables for an xTile map, display device and viewport:



é public class Gamel : Microsoft.Xna.Framework.Game

{
GraphicsDeviceManager graphics;
| SpriteBatch spriteBatch;
f %xTile map, display device reference, and rendering viewport
Map map;
IDisplaylevice mapDisplayDevice;
XTile.Dimensions.Rectangle wviewport;
T public Gamel ()
{

10. Within the Initialize() method, instantiate the map display device, load the map resources and
set a display viewport:
é protected override woid Initialize ()

{
S/ TODO: Add wyour initialization logic here

base.Initialize ()
/ initialise xTile map display device
mapDisplayDevice = new XnaDisplayDevice

this.Content, this.GraphicsDevice):

f initialise xTile map resources
map.LoadTileSheets (mapDisplayDevice) ;

f initialise xTile rendering wviewport (hardcoded for now)
viewport = new XTile.Dimensions.Rectangle (new Size (800, €00)):

11. Within the LoadContent() method, load the map from the content pipeline:

é protected override woid LoadContent ()}

i
/f Create a new SpriteBatch, which can be u
spritebBatch = new SpriteBatch(GraphicsDevic

I Sf TODD: use this.Content to load your game

map = Content.Load<Map> ("Mapsh'HMapll™):

12. Within the Update(GameTime gameTime) method, update the map for tile animation and
update the viewport for level scrolling:



f/ update xTile map for animations etc.
J/ and update wviewport for camera movement

map.Update (gameTime.ElapsedGameTime .Milliseconds) ;
viewport.X++;

13. Within the Draw(GameTime gameTime) method, render the map visually using the display
device and viewport:

ff render =xTile map

map . Draw (mapDisplaybDevice, wviewport);

14. Compile and run the xTileGame1l project.






