Base Framework Components

[This documentation is preliminary and subject to change.] 

This section contains information regarding the Xbox framework components that are used by Xbox samples.

The Application

The CXBApplication class is the base class from which the Xbox sample applications were derived. To create a simple Xbox application, derive your application class from this class and override the following functions as needed:

	Method
	Task

	InitDisplayObjects()
	To initialize the 3-D scene objects.

	DestroyDisplayObjects()
	To clean up the 3-D scene objects.

	FrameMove()
	To animate the scene.

	Render()
	To render the scene.


Helper Classes

In addition to the base application class, several helper classes and functions are provided to handle certain tedious tasks.

	Class
	Description

	XbFont
	Since graphics device interface (GDI) calls are not supported on the Xbox console, the CXBFont class provides support for texture-based bitmap fonts. You can use the FontMaker tool to generate a bitmap font from any Windows truetype font. CXBFont then uses the bitmap font to render text to the display.

	XbHelp
	Provides a quick and easy way to render a help screen pop-up that displays the active button mappings. A transparent image of the Xbox controller is rendered on top of the current screen, and (opaque) text descriptions and lines are rendered on top of that.

	XbInput
	Contains helper functions to manage controller input.

	XbSound
	Contains classes to wrap Microsoft® DirectSound® buffer functionality and to load audio files.

	XbSwizzle
	Facilitates simple manipulations of a swizzled texture, without the hassle or overhead of unswizzling the whole thing in order to tweak a few points on the texture. This works with texture maps, cube maps, and volume maps.

	XbUtil
	Contains shortcut macros and helper functions that are used by the Xbox samples. XbUtil includes routines that control and read the timer, locate required media, support Unicode strings, and handle tedious DirectX tasks. Several constants and enums common to the Xbox samples are also defined in the XBUtil header.

	XDpPeer
	Microsoft® DirectPlay® helper functions.

	XDpVoice
	DirectPlay Voice helper functions.

	Xfvf
	Contains predefined flexible vertex formats and routines to use them.

	XMenu
	Menuing support.

	XModel
	A class to help manage meshes.

	XObj
	Helper functions for displaying objects.

	XParse
	Helper functions to tokenize a string.

	XPath
	Helper functions to append a base path to a filename.

	XPerf
	Helper functions to show off tristripping performance results.

	XShadow
	A helper class for shadow volumes.

	XTextBox
	Support for a GUI textbox.
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