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Programming Two

Tutorial 11: C# and XNA: Fonts
Introduction
This tutorial focuses on importing and playing sounds as part of our game. It draws heavily from the MSDN site.
Importing TrueType Fonts

We want our library to handle fonts, so we will add a TrueType font to our project. We need to create a Fonts subfolder under our Content folder in our project. We can import TrueType fonts by following these steps:

1. Right-click the Fonts subfolder and click Add.

2. Click New Item and choose Sprite Font. We can name our file Arial.spritefont. This will open the newly created .spritefont XML file.

3. In the .spritefont XML file we can change the FontName element to the friendly

name of the font we want to load, Arial.

TIP

We can find the name of our font by looking in the Fonts folder in the Control Panel. We can use any TrueType font but we cannot use bitmap (.fon) fonts.
4. (Optional) We can change the Size element to be the point size we want the font to be. We can also scale the font, which we will see later.

5. (Optional) We can change the Spacing element, which specifies the number of

pixels there should be between each character in our font.

6. (Optional) We can change the Style element, which specifies how the font should be styled. This value is case sensitive and can be the following values: Regular, Bold, Italic, or Bold Italic.

7. The CharacterRegions element contains the start and end characters that should be generated and available for drawing. 
Now that we have added this spritefont file, when we compile our code the compiler will generate the resource needed so we can utilize the font in our game. The XML file is simply a description to the compiler as to which TrueType font to grab and which characters to create in the .xnb file.
Creating Bitmap Fonts
Not only can we use TrueType font resources, we can make our own bitmap fonts to be used. To do this we need to actually create the bitmap. We can either do it by hand or by using the Bitmap Font Maker Utility mentioned at the beginning of this section. After getting the base bitmap generated, we can modify it in our favorite paint program. 
The background of the image must be a fully opaque, pure magenta color (R: 255, G: 0, B: 255, A: 255). It needs to include an alpha channel that specifies which parts of the characters are visible. Once the image is created or modified we can import the image into our Fonts subfolder. XNA Game Studio Express will think it is just a normal texture so we need to modify the Content Processor value in our properties panel to be Font Texture.

Drawing 2D Text

Now that we have our font imported we can actually use it. 
It may be necessary to add relevant drawing routines to deal with fonts such as:
private Vector2 loadingPosition = new Vector2(150, 120);

private SpriteFont font;

We could have added it to our game, but it is most likely we will want to print text out on the screen in the future so now we have it loaded and don’t need to worry about it any more. However, we need to actually load the font to our game. We do this just like any other content inside of our 
LoadGraphicsContent method:

font = content.Load<SpriteFont>(@”Content\Fonts\Arial”);
Finally, inside of our Draw method, above our call to end our sprite batch, we need to add the following statement:
spriteBatch.DrawString(font, “Loading ...”, loadingPosition, Color.White);
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