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Hepiinyn:

‘Evoc moAd evolapépov TpOmOg EKUETAAAELONG TOL VLIOAOYICTH &lvar M avamtvén &vdg KoL
NAEKTPOVIKOD Tayvidolov. Amd v emoyn] Tov Ponguéypt kot onuepa, ta Pivteo maryvidia Exouvv
oLAAGPEL TV avTacio dioeKaTOpLPI®Y avOpOTWV.

To Xna Game Studigivor pia mAatedppo mov Tapéyetatl and ™ Microsoft ko divet tn dvvatdtnta
0€ EMOYYEMUOTIEC 1] EPOCITEXVES TPOYPOUUATIOTEG KOU (POITNTEG Vo, ONUOVPYNOOLV Kol Vo
OLYEPIOTOVY MAEKTPOVIKA TOLYVIOW YPNOUYOTOIOVTAS TN YA®ooo mpoypoppotiopov C#. Ta
oyvidlo owtd eivar cvopPatd pe to Asttovpyikd cvotnuo tov Windows, vy kovooia Pivteo
moyvididv Xbox 360,6mmg eniong kot pe TNy TAat@dpua yoyaymyiog Zunetg Microsoft.

YKomdG TG TG epyaciog NTav N HEAETN TV dLuVaTOTHTOV NG TAaTEOpurac Xna. H peAémn avt
TPOYUOTOTOWONKE Pe TN dNUIOVPYIN LIKG EPAPUOYNG EIKOVIKNG TEPUNYNOTG TOV EVEMUATMOVEL TOVG
SLAPOPOVS TLTTOVG EIKOVIKMY KOGU®V UE TOVS 0MOI0VE GLUVEPYALETOL KO TO HOVIEAO (QUGIKNG TOV
PN CLOTOONKE.

Yvuykekpyéva, onovpynnke €vog tprodldototog KOGHog pe TN Pondeta Aoyiopikov oyedioong
YPAPIKAOV TPV Olootdoemv. Xpnotpomombnkay emmAéov 1ol TPIoddoTaTo HOVTELD, MOl Kol
VOEG amd Tov TaykOGUL0 10T0. Elodyovtog Ta avtikeipeva autd otnv mhatedpuo Xna, peretonke n
0éom, n mEPIOTPOPN Kol M OvOTAPACTOCT) TOVG otV 000vn. Téhog, £yve elcoymyq TG UNYOVIG
(QULOIKNG KO 1] LEAETN TNG AELTOVPYIOG TG TAV® GTA LOVTEAN TTOV YPNCLULOTOMONKAY.
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Abstract:

Perhaps nothing does a better job of harnessingdier of the interest of the user than a good
computer game. From the early days of Pong todtest titles of today, video games have captured
the imagination of billions of people.

Xna Game Studio is a platform provided by Microgbtit enables students, professional and non-
professional game programmers to create games @ingrogramming language that will run on
Windows, Xbox 360 console and the Microsoft Zune.

The scope of this final year dissertation was talgtthe advantages offered by Xna platform. This
study was presented via a virtual tour applicatiat integrates the various formats of virtual erl
and the physics engine that was used to collabuori#tie

Specifically, a three-dimensional (3D) world wagated with the help of 3D modeling software.
There were also 3D models, sounds and textures Idaded from the World Wide Web. These
objects were inserted in the Xna platform and swdior their position, rotation and how they can be
drawn on the screen. Finally, the physics enging applied and studied on how it works on the 3D
models that were used.
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Ewcaywyn

1.1 Avaopoun

IToté dev vaMpe koAvTEPT oTIYUN Yoo va udbete mog va 10 mpoypoupotilete. Ot ovyypoveg YADOGEG
TPOYPOUUATICUOD, GE GUVILAGUO HE TA 1GYVPA Kol EVPEWS ABESIHN TEPIPAAAOVTA AVATTVENG, TPOCPEPOLY
évo eapetikd U€poc Yoo v, gpyactel kamowoc. 'Eva gvpld  @dopo  Asttovpyik®dv  wepPorAovimv,
CUUTEPIAAUPAVOLEVOY TOV KIVITOV GLOKELMV, TMOV VTOAOYIOTMOV, TNG POLITTOTIKNG, TOV EVOOUOTOUEVEOV
CLOTNUATOV, KOODC Kol Toyvidldy, onuaivel 0Tl pmopeite vo  epopupocete T1G OeE10TNTEC  TOV
TPOYPOULULUATIGLOD GOG £VO TEPAGTIO PACLLO OLOPOPETIKMY TOUEWDV.

O TPOYPUUUOTIGUOC OO ERITPETEL VO PEPETE TIC 10€EC Gag otn {on, Kol pe TV YAd®ooo, tpoypapuaticpod C #
rot o XNA pmopeite vo pabete moAld yio0 To Tdg SOVAEVOVY TO TOLyVidlo OKOMO KOt VO ONULOVPYHGETE TO
OKd GOG EVIEAMG VEQ TOLYVIOLOL.

H C# etvar o polikd onpo@eiing yA®ooo TPOYPOUUATIGHOD OV YPNCIUOTOEITOL a0 TOAAEG YIMAOES
TPOYPOULULUATIOTEG AOYICUIKOV GE OAO TOV KOGLLO.

IToAlol mpoypappaTIotég amo@dcicay vo el6EAB0VV GTOV TOUEN TNG TANPOPOPIKNG KOl EOIKOTEPA TOL
TPOYPAUUATIGHOV, e€outiog TmV NAEKTPOVIK®VY Tatyvidl®v. H avémtuén evdg mayvidtod pumopet va, givat €vog
omd TOLG TO TPOKANTIKOVC KAGOOLE TNG UNYOVIKNG AOYIGLUKOD, Wtopel icme va etvar 1 wo onpavtikn! [Toté
670 TOPEABOV dev TAV SLVATO GTOVE TEPIGGOTEPOVG TPOYPUUUATIGTES VO, SNUIOVPYNCOVY TaLyVidd Yol piot
Kovoolo moryvididv. H Microsoft deiyvel to dpdpo yioo 10 wdg pmopei éva mouyvidl vo. avomtuybei yia
Kovooreg mayvididv. H peydin £idnon yia to Xbox 360sivar 61t 1 Microsoft £xer Eodéyel téo0 oAb ypodvo
HEe Ta YpOVIOL oTNV OMUovpyio. €vOG TOPAY®YIKOV Kol oTofepod mepPdAlovtog avamtuéng Yo Tovg
TPOYPOULATIOTES.

Ac kavovue e ovadpopn otig uépeg tov Dos.T'o va npoypappaticovy moryvidio kot va etidEovv demospt
TPOYPOALULATIOTEG GVVIOMG EMPETE VAL YPAWYOLV KMIKA YOUNA0D eMITESOL Yo va, LWANGoVY amevbeiog e v
KAPTOL YOV, TNV KAPTO YPOPIKOV KOl UE TIG CLOKEVEG €16000V. AVLTO TPOPOVAS NTAV KOVPAGTIKO KOl O
KOIKOG VTOC NTOV EMPPETNE GE CPAALOTA, O1OTL Ol JLPOPETIKOL KATACKEVAGTEG YEPILOVTOV SLOPOPETIKA
10 BIOS, 115 60peg €166600v/e£6d0V KO TNV UVAUTY, ETOUEVOS O KOOIKOG UTOPOVGE VO, EKTELECTEL o8 éval
GUOTNHO KOt OYL GE KATO0 GAAO.

Apyotepa, n Microsoft kokhopdopnce to Windows 95kertovpyikd cvotnua. [ToAlol mpoypopuatiotéc oy
EMELVANKTIKOL 6TV avantuén morvidiov yio Windowskot dikaimg-yioti v vanpye TpoOmog yio vo pTacovy
oto eninedo Tov VAkov (hardware)o va kévovv mpdypata mov amortovoay peydan toydtta. Toa Windows
95 giyav €va TPOOTOTELTIKO TPATLTTO UVIHNG TOL KPATOVGE TOVG TPOYPOUUUOTIOTES HOKPLA OO TO VO EYOVV
npocPaon ot yauniov emmédov mapepPdoeic oto hardware.

Io v ermilvon avtod tov mpoPAnuatog, 1 Microsoft dnuodpynoe wia texvoroyia mov ovoupdleton
DirectX. T'ia. tnv axpifeia ovopaldtav Windows Game SDKTo Eegkiviud tov, alAdd ypiyopa aidaée ovopo
UeTd omd évav dnuooctoypdeo mov émonte pe to ovopota tov API, to DirectDraw, 1o DirectSoundiat
DirectPlay,kaidvtag to SDK Direct 'X". "Etot yevviifnke to DirectX 1.0Aiyovg ufveg uetd v kokhogopio
tov Windows 95.
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E&attiag tov DirectX, ot mpoypoppotiotéc eiyov évay tpomo vo, dnutovpynoouvy Toryvidia pe pio tnyn mov Ho
UTOPOVGE VO, AEITOVPYNGEL GE OAOVG TOVE VTTOAOYIOTEG, aveEaptnta amd to VAIKO Tovg. Ot twintéc hardware
ntov Tpodbupol va cuvepyoastovv pe ) Microsoft, yio v tomonoinon pog demaenc yio v tpdoPactn Tov
VAKOD Tove. Anpodpynoav 0dnyodg cLokevng 6Tovg onoiovg To DirectX ba yaptoypagpodoe to API tovg,
€10l elye AnoeBel pépiuva yioo OAeC TIG €pyuciec mOL TMPONYOLUEV®G £mpeme va, Yivouv oamd TOVG
TPOYPOUUATIOTEG TALYVIOIOV, £TCL EKEIVOL glyav TEPIGGOTEPO YPOVO v E0GEWOVV Yo VO SNUIOVPYHGOLY TO
nayvidwa tovg. Ot mwintég to ovopaoay avtd, Hardware Abstraction Layer (HAL).

Me 10 mépacua Tov YpOvVeV EldaUE TPOUEPT) OVATTVEN OTOV KAASO OVATTUENG MAEKTPOVIK®OV ALY VIOIDV.
Ortav 1 Microsoft épepe 610 mpooknvio To Xna, tov Aeképuppro tov 2006,apéocmng £yve Eekdbopo 6Tt avt N
véa TEYVOAOYia EXEL VO TPOSPEPEL YKALO OLVATOTHTMV G€ OAOVG OGOVE AGYOAOVVTOL e TNV avanTuén Pivieo
mayviolov. To Xna oyedtdotnike amd 10 UNndEV Yo, PEYOAVTEPT] EVKOAMO GTOV TPOYPOLUUOTICUO, EVD OEV
Bvoialovtal o1 emdOcELG 1| Ol OLVATOTNTEG Yo TNV €MITELEN OLTOV TOV GTdYoV. Ta TehevTaia YpPovia Exet
avortuyBel po peydAn kowdtnto yopm and to Xna. Me o sovtoun avoltnon otov moykdco 16td, kide
evolopepOuEVog umopet va Bpet éva peydro apdud and mapadsiypoto kdSKo o€ TOANG Site, vo kavel
EPpOTOELS o€ d1apopa mapdbvpa cul{ntioswv (forum)mov oyetiovral pe avTd, 1| KOO Kol VO GUVAVTHGEL
dAhovg xpnoteg Tov popdlovrol To 1610 Tabog oe Kamolo amd To XNa groupypnotoy.

Avt 1 epyacia, e&nyel TG AvVOTTOGGETOL L0 TPIGOLACTOTN EQOPLOYT 1 OTolo EKTEAEITAL GTO TTEPIPAAAOV
tov Windows, 1t epyaieio ypeldoTnKay Kot Tt TPOPAALATA TUPOVGIAGTNKOY KATE TNV TOPEiLD, avATTUENS TG,

MoOaivovrog vo Ilpoypanportilete

Av dev éxete mpoypappaticel moté mply, Unv avnovyeite. O mpoypappoTiopdg dev  elval EMGTAUN
TUPAOA®V. YTapyovv moAhol TepiocdTePOl AVOPOTOL GTOV KOGLO TOL £XOVV HAOEL TPOYPUUUOTIOUO OO TV
emoTNUN TOPavAmv. Ot KaKEC EONCEIC YIoL TNV EKUAONOT TOV TPOYPOUUATIGHOD givol OTL €YETe TOAAN
SLaPOPETIKG TPAyLaTa Yo Vo LABETE KaTA TNV eKKivnon, Kot avtd pmopel va TpokaAiésel cOyyvorn. AALG To
KAEWA Y100 TNV EKUAONON TPOYPAULOTIGHOD EIVOL OTTAG:

0 IIpoxktiki): No dovAehete GUVEXELN KOl VO YPAQPETE TPOYPALLLATO KOl OVOYKACTE TOV E0VTO GOG VO,
oKePTEL TOL TPy LOTO, QO TNV TAELPE ETTAVONG TOV TPOPANUAT®V.

0 Merétn: KowrdEte mpoypappata mov Exovy avamtuydet and dAiovg Tpoypappatiotés. Mmopeite va
pnéBete MOAAG amd T HEAETN TOL KOOIKA OV AAAOL £XOVV OMOVPYNGEL. AVAKOADTTOVTIOG TO TMG
Kamolog GAAOC €xove Tn JoLAEWd gival €va peyaio onueio exkivnong vy t Avon oag. Kot va
Boudote 0TL 68 TOAAEG TEPIMTAOGELG, OEV VILAPYEL KOAVTEPT AVGT], LOVO ADGELG TTOV Eival KOADTEPW GE
éva ouyKeKpIpEVO TAaiolo (ue Gl Adylo, Ueptkéc Gopég ypetdletal pia Tpoosyylon mov ivor
ypryopdTEPN N M LUKPOTEPN 1 1 710 EDKOAN 6T XPNoN Kot 0OT® KaOeENG).

0 Eppovi: H avéntuén npoypappdtov sivor oxkAnpn dovield. Kat eogic mpémet va dovAéyete orinpd
vy oavTd. O KOPLOg AOYOC TOV Ol TEPIGCOTEPOL eV AKOAOVOOVYV MG TPOYPOUUATIOTEG €lval OTL Tal
TOPUTAVE, O)L Yiotl Ogv PmOpovv va KoataAdfovv. Qot0c0, un €iote mOAD emipovol. Av dev €yete
AvoEL Eva, TPOPANLLOL TPOYPOUUATICUOD GE KATOL0 LEYAAO ¥pOVIKO dldcTnua, 0o TpEmeL va. KAVETE Eva
StdAepa kol va {ntoete Pondeta M, TovAd IOTOV, VO omopakpuvleite omd 1o TPOPANUA KoL Vo
enovéldete o avtd apyotepa. Mévoviag emdve OAN TN vOyxTo TPoomabfdVIOS Vo AVGETE Eva
TPOPAnua dev glvarl éva KaAd oxE010. ATAG TpokaAel ekvevpioud to Tpwi. Av EEKovpACTEITE KoL
EeOyete Yo Alyo, Kot eMOTPEYETE 6TO TPOPANUA TO TP®i, B exmAayeite TOG0 cLYVA pmopeite va To
dopbwacete og AMyo Aentd.
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1.2 To DirectX

To Microsoft DirectX givoar pio cvAdoyn amnd e@appoyés demoemv mpoypoupaticpod (AP yu
dtekmepainon Kadnkoviov mov oyetilovtol pe to ToAVUESH, KOl 10iMG TOV TPOYPOULLATIOUO TULYVIOIDY Kot
Bivteo, otig MAateopueg tng Microsoft. Apyikd, o ovouata avtdv tov API, 6Aa Eekivnoav ue Direct, 6mwg
Direct3D, DirectDraw, DirectMusic, DirectPlay, Da&sound,xat obvto kobeéng. To dvopo tov DirectX
gmvondnke g 6pog otevoypapia yio Oha avtd ta APIS ftov drapkodc X yia 1o cvykekpiuévo ovoua API) kat
obvtoua £yve 1o ovopa thg cvAloync. Otav n Microsoft apydtepa opiletat yio v avamTvén piog Koveolag
oy vy, to X giye ypnopwomombel mg Pdon yo v ovopoosio tov Xbox yia va dgiyvouv 6t1 1 Koveora
ovt Paciletoan oe teyvoroyioa DirectX. To apyikd X  €xer petapepbei ommv ovouacic tov APl mov
oyxedidotnke yioto Xbox, 6nmg 1o XInput kot to Cross-Platform Audio Creation Tool (XACT}podeio
dnuovpyiog Nyxmv), eved to mpdtumo DirectX cuveyiotke vy to Windows APIs6nwg 1o Direct2D ko 1o
DirectWrite.

To Direct3D a 3D APl yia ypagikd péoa oto DirectX) ypnoiponoteitor €0pEwc yioo v ovamtuén tov
Bivteo mayvididov yio ta Microsoft Windows, Microsoft Xboxxar Microsoft Xbox 360To Direct3D
ypNopomoteitol eniong amd GAAeg ePaprOYEC AOYIGHIKOD Y10 TV OTTIKOTOINOT KOl Y10, EPYUCIEC YPUPIKDV
onwc 1 CAD / CAM unyovikn. Onwg to Direct3D givon m 1o gvpdtepa SNUOGIOTOMUEVT] GUVIGTOGH TOV
DirectX, givai koo va, 00ue o ovopato "DirectX” ko "Direct3D" va, ypno1onotodvTon EVOAAUKTIKA.

To loywopiké DirectX Development Kit (SDK),amoteheiton amd Pifliodnkeg ypoévov extéleonc o€
avadlavoung ovadkn popen, poll HE TO OLVOOSELTIKG £yypo@o Kol KEPOAIdEG Yo Ypfon oIV
K@dkomoinon. Apyikd, ot ypovol extéleong glyav eykatactadel Ldvo amod moaryvidlo 1 pNTag and To YPNOoTI.
Ta Windows 956gv Eekiviioav pe to DirectX, aAld to DirectX nepihapfavetar oto Windows 95 OEM
Service Release Za Windows 98«at too Windows NT 4.0qpbav otnyv ayopd pe to DirectX, dnog £yt kébe
éxdoon tov Windows mov kvkhoeopnoe petd. To SDK eivor dwobéoipo g dwpedv AMym. Eved ot ypovot
eKTELEONC €lval 1010KTNTO, KAEIGTOD KMOUKO AOYIGUIKO, TTNYAI0G KMOKOG TOPEYETAL Y10 TNV TAELOVOTNTO TOV
deryudrov SDK.

To Direct3D 9EX,to Direct3D 10kt to Direct3D 1llgivar dwbéopo povo ya too Windows Vistaxon to
Windows 7,610t1 ke pia amd avtéc Tig véeg ekddoelg ktiotnke vo e€aptdrarl and ta véa Windows Display
Driver Modeln onoia &ixe sioaydei yio too Windows VistaH véa Vista / WDDM apyttektovikn ypopikmv
mepilapPdverl o véo dtoyeipion uvniung 086vng mov vmoompilel ewovikonoinon (virtualizing) viikov
YPAPIKOV 6€ TOAMATALG EQapLOYEC Ko vInpeosies, Onwg to Desktop Window Manager.

History

Zta, téAn Tov 19941 Microsoftitav ota mpdOvpa g KuKAOPOpiag TOV ETOUEVOL AEITOVPYIKOD GLGTAUTOC,
ta Windows 950 Baotkog mopdyovtag mov Ba kabopicel v aéio katavdiwong, o npoypotorombei e to
VEO TNG AEITOLPYIKO GOt oV Pacilotav o€ peydio Pabuod yio to T Tpoypdupata o eivar og Béon va
Aertovpyodv ue awtd. Tpeig vdiinior tng Microsoft —o Craig Eislero Alex St. Johnkot o Eric Engstrom -
OvVNoLYOVoOY YLOTL Ol TPOYPULUATIOTEG £TEvay Vo, PAETOLY TPONYOVHEVO AEITOLPYIKO COGTNUO TNG
Microsoft, 7o MS-DOS, ¢ v KoA0TepPT TAATQOPLO Y10 TOV TPOYPOUUATIGHO TOLYVISIDV, TOV GNUIVEL ATyl
mayvidwe 0o avartboocovtav yio too Windows 95kat 1o Agttovpyikd cdotnuo dev Bo givor 1660 peydin
emTvyia.

To DOSenétpene Gueon npodcPacn o€ KAPTES YPUPIKOV, TANKTPOADYLO, TOVTIKIN, GCUGKEVES YOV, KOOMDC Kot
OAa To. GAAa pépm Tov ovotnuatog, evd to. Windows 95,pue to TPOOTOTELTIKO TOL TPOTLILO UVAUNG,
neploplog v wpodcPacn ce OAa 0VTA, TOV SOVAEVOLY GE TOAD WO TVIoTOMUEVO TpoTumo. H Microsoft
ypewldtav Evov TpOTo OV B0 EMETPENE GTOVG TPOYPOAUUATIOTEG VO, TAPOVY vTd Tov NBelav, kal Ba to
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ypewdlovtav ypryopa. H xuokhogopio Tov Agitovupytkod avtoh GLGTAATOS omeiye Hovo pepkod unves. O
Eisler prevbuvog avamntoéne), o St. Johnkat 0 Engstrom duayeiptomc mpoypappotog) epydotnray amd
Kooy yio tv emiAvon avtod Tov mpoPAnuartog, pe o Adon mov Bo ovoudotnke tehkd DirectX.

H npdtn ékdoomn tov DirectX kukhopdpnoe 1o Zemtéufpio tov 1995m¢ to Windows Games SDKHzov to
Win32 n avtikatdotoon tov DCI kor toWIinG APIs yu ta Windows 3.1Mg anAd Aoy, to DirectX
enétpeye Oleg Tig ekdooelg Twv Microsoft Windows,opyilovtag and ta Windows 95,va evoopotdoovy
VYNANG amOd00TG TOAVUESTL.

To DirectX 2.0éywe 1o id10 éva ototyeio tov Windowspali pe tnv kukioopia tov Windows 95 OSRza1
Windows NT 4.0cta péoa tov 19960c0 1o Windows 957tav axoun véa kot Aiya moayyvidio eiyov
KuKAoQopioel ywoo ovtd, m Microsoft mov aocyoidtav pe ™ Popéa mpodbnon tov DirectX og
TPOYPOUUATIOTEG OV MTOV YEVIKG OVcmioTol Yo v wkavotnto, tng Microsoft va dnovpynoer o
mhateopua Pivieo mayvidivv ota Windows. O Alex St. John,mov gpyaldtav ¢ gvayyeMotic Yo TO
DirectX, opyavwoe po toAvobvoetn exddmon oto Computer Game Developers Conferened9966mov o
TPOYPOUUATIOTHS Toyvidwwdy, Jay Barnsonmeprypdetnke og éva 0épo Roman, mov cvumepiidppove
TPAYLATIKA AovTdaplo, ThPEVvoug, Kot kATl wov épotale Le eomtepikd kapvoPdit. Htoav oe owtd to yeyovoc
nov 1 Microsoft tapovoiace to npdto Direct3D ko DirectPlay,kat énwg anodeiydnke, 10 OOV TUKTOV
(multi-player) MechWarrior Zov nailetot pécw Tov ToykOG IOV 16TOV.

H ouddo tov DirectX avtipetdnice 1o dOokoro £pyo tov eAéyyov kdbe éxdoong tov DirectX amd wa oeipd
omd VAKO e£omAoUO Kot AoYIoHKS. Mo TotkiMa omd S1apopeTIKEG KAPTES YPUPIKMDY, KAPTES YOV, UNTPIKEG
KapTEC, EMEEEPYUOTEG, CLUOKEVEG EIGOO0V, TOLYVIOWH KOl GALEG EQUPLOYEG TOAVUECOY eEeTdoTniay e KAOe
betakot kaOe tehikr £ékdoon. H oudda tov DirectX, eniong, extéleoe Kot Tpocipepe SOKIPEG TOV EMETPETAV
otov KAGOOo Tov VAKOD vo emiPefaidoet 0Tl Ta vEX o0 DAIKOD Kol 01 KuKAO@opieg odnydv Ba ftov
ovppatd pe to DirectX.

Ipw amo6 to DirectX, n Microsofteiye counepilafet tnv OpenGLyio tv Windows NTrAatedpua tovg. Tnv
emoyn exeivn, n OpenGL anaitnoe "high-end” vAiko xoi frav eotacpévo ot unyoviky kot otig CAD
ypnoets. To Direct3Dmov enpodxetto va givor évag ehappic cuvetaipog yia tv OpenGL gmikevipmOnke otnv
ypron tov maryvidlod. Onwg to 3D gamingueydlwoe, 1 OpenGLeEeliybnke yia vo mepthdfet v kaAdTepn
VTOGTAPIEN Yl TIG TEYVIKEG TPOYPOUUOTIGHOD Y10 OAANAETIOPOUEVEG TOAVUECIKES EQPAPUOYEG, OmMMG
oy vidw, divoviog 6ToVG TPOYPAUUOTIOTEG TV  EMAOYN avaueso ot ypnorn g OpenGLy tov Direct3D,
onwg ta 3D ypagpud API yia Ti¢ epapproyég toug. Xe ekeivo to onueio o "udym” Eexivnoe peta&d omadmv
tov OpenGL cross-platfornrar tov Windows Direct3DITapsumintovimg, 1 OpenGLurnootpixbnke ot
Microsoft ar6 v oudda tov DirectX. Av évag mpoypapuatiotig enéieye vo ypnoipomomost OpenGL 3D
API ypagikd, to dAla APIstov DirectX cuvévdlovtav cuyva pe tv OpenGLoe maiyvidio 6Tov VToAoyloT,
ene1dn] to OpenGL dev mepthopfdver 10 chvoro Tmv Asttovpyunv tov DirectX (bnwg o fxog i joystick

vrocTPIENC).

e o Kovoolo cuykekpluévng ékdoong, to DirectX ypnowonomnke wg Paon yio to Xbox tng Microsoft
kat o API g kovadrog Xbox 360.To API avamthydnke amd kowvod peta&d e Microsoft ko tng Nvidia,
70 01010 avénTLEE TO CLVNOIGUEVO DAIKO YPOPIK®Y OV Ypnoipomoteitol oo to apykd Xbox. To Xbox API
givan Tapdpoto pe v €kdoon tov DirectX 8.1,0Ald dev éxel T duVOTOTNTO EVINUEPMOGNC OTTMG KOl 01 GAAES
teyvoloyieg g koveorag. To Xbox eiye v kmdiky ovouacia DirectXbox, olid avtd ftav yio va petm0si
70 XbOX y10. TNV eumopik ToL ovopoGia.

To 2002 n Microsoft kvkho@opnoe to DirectX 9 pe vmootipin yw T ypHoN TOV TPOYPOUUATOV
TePLoGOTEPN G okiaong omd mpwv ue Pixel kar vertexékdoon Shader 2.0H Microsoft cuvéyioe va evnuepmdvet
v owoyévela tov DirectX and 1ote, eicdyovtag to povtéro shader 3.@to DirectX 9.0¢,mov kvkhopopnoe
Tov Avyovsto tov 2004,
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Amd tov Ampidio tov 2005, 10 DirectShowsdiaypdaenke amd to DirectX kou avti avtod petapépbnke oto
Microsoft Platform SDKTo DirectX SDK, wot6c0, €&arxoiovfel va amatteitor yio TV KOTOUCKELT] TOV
deryudrwv DirectShow.

.Net Framewor k

To 20021 Microsoft kukhoedpnoe o £kdoon tov DirectX coppartny pe to .NET Frameworkng Microsoft,
EMTPEMOVTOG £TOL GTOVG TPOYPOUUATIOTEG VO ETOPEANB0VV amd T Aettovpykotnta tov DirectX and 1o
gontepkd TV .NET gpappoymdv ypnoipomolidvtog coppotés YAwooes, 0nwmg 1 dayeipion te C++1qn ypnon
mg YAdooag mpoypoppotiopod C#H.Avto 1o APl ftav yvootd o¢ "Managed DirectX" f MDX vy
ovvtopia), kot {Nmoe va Aettovpyel oe 98% anddoon tov vrokeipevov DirectX APL Tov Aeképuppio tov
2005, tov ®ePpovapio tov 2006, tov Ampido tov 2006, kot tov Adyovsto tov 2006, n Microsoft
KUKAOQOPNOE SL080YIKEG EVNUEPDOGEIS o€ otV TN PipAodnkm, pe anokopveoua o £kdoon betamov
ovoudotnke Managed DirectX 2.(Evd to Managed DirectX 2.@vomoince Agttovpyieg mov mponyovuévmg
NTaV SLICKOPTICUEVEG GE TOALL CAOUATO, GE VO EVIOIO GUYKPOTNUA, 1) 0TAOVGTELOT E0PTIOEMV GE AVTO YN
TOVG TPOYPUULOTIOTEG AVATTUENG AOYIGUIKOV, 1) AVATTTUEN GE QVTH TNV £KO0GT] OTT GUVEYELD SIEKOTT, KOl OEV
vrootnpileror mAéov. H BipAiobnkn tov Managed DirectX 2.6Anée otig 5 Oxtwppiov tov 2006.

Kotd ™ ddpkeian tmg GDC 2006, Microsoft napovoiace o XNA Framework, o véo daygipion g
éxdoong tov DirectX (mapdpoio, adrid dev tavtileton pe ™ dwayeipon DirectX), mov mpoopiletar va
Bonbnoet oty avamtuén tov Toryvidiov KodioTdviag vkoloTepn TNV evowudtoorn tov DirectX, vyniod
gmmédov Shader Language (HLSWou dAlo epyareio o évo mokéto. Ymootnpilel emiong tnv ektéleon
Swaxeplopevor kmdika oto Xbox 360.To XNA Game Studio Express RTMrtov dabéoipo otig 11
Aexepppiov 2006, og dwpeav Aqyn v o Windows XPXe avtibeon pe to DirectX runtime,yuo t
dwyeipion DirectX, XNA Frameworky to Xbox 360 APIs (XInput, XACTk.Aw.) dev £yovv amoctarel G
uépoc tov Windows.

Kavéva mtpoiov g Microsoft, coumepirapfovouévng g televtaieg kuokhopopieg tov XNA |, dev mopéyst
vrootpién tov DirectX 10ywo to. NET Framework.

1.3 H OpenGL

H OpenGL (Open Graphics Librargival pia pacikr mpodiaypapn mov kabopilel diayhmooikn, Cross-
platform APl ywa ™ dnuovpyia epappoydv mov moapdyovv 2D kot 3D ypagpikd vroroyiotov. H demaon
(Interface)amoteAeitan amd mepiocotepec and 250 S10popeTikéG GUVAPTNOELS KANCE®Y, 1 OTToio, UTOPEL Vol
ypnoomomBel yio v ameikdvion TEPITAOK®V TPIGOEAGTOTOV CGKNVOV Ond amAd YEOUETPIKE GYNUOTO.
H OpenGLavantoydnke and v Silicon Graphics Inc (SGigoatd to 1992kt ypnoonoleitor evpémg 6To
CAD (mpdypappo oyedioons ypopik®V), 6TNV EKOVIKN TPOYUUTIKOTNT, TNV EMIGTIUOVIKY OLTIKOTOINGM
(scientific visualization), tqv omtikonoinon g mAnpogopiag (information visualization), kar v
npocouoinon ttRone. Xpnowonoieitor eniong og video gamespmov avtaywviCetor pe to Direct3D otig
mhateopueg g Microsoft Windows. H OpenGLlsiaygipileton amd po teyvoloyio pn KepOOGKOTIKOD
yopoktipa, o Khronos Group.

Design

OpenGLe&unnpetel 600 Pacikodc 6KOTOVG:
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1. Anoxpoyn molvmAokoTNTOG TG dloovVOESTC Le Tovg ddpopovg 3D emtayvvtég, mapovcialovtag pio
EViaio, OLOIOLOPON JIETUPT.

2. Amdxpoym da@opeTikdY duvatoTitoy Tov TAateopumy hardware @ikov) , anartdviag T oThplEn ToL
TANPOVG TOKETOV YopaxPloTikdv ™G OpenGL yi 6Aec Tig €papuoyég (YPMOYOTOIDVTOS TNV QAL
AOYIGUKOD, EQV Eival avayKaio).

Baowm Aettovpyio tg OpenGLeivon vo amodeybei ta primitives, dnmg onueia, ypoppés Kot moAdyova, Kol
vo to petatpéyel e pixels gwovootoyeia). Avtd yiveton pe tov aywmyo ypaeikav (graphics pipeline),
yVootd o kpatikn unyevny g OpenGL (OpenGL state machin@). nepiocdtepeg eviodég OpenGLeite
Bétovv primitives otov aymyo ypagikodv, 1 puouilovv tov tpdmo e tov omoio o aywyds eneéepydletar avtd
ta primitives.Tlpw and v elcaymyn tov OpenGL 2.0xd0e pdomn Tov aymyod UTopodoe Vo EKTEAEGTEL [E
uia Tpokafopropévn Asttovpyio kot vINPye dvvaTotnTo pLOoNS uovo viog otevav opimv. H OpenGL 2.0
TPOCPEPEL d1APopa. 6TAdI0 TOV gival TANPOS Tpoypappotiiopeve péow GLSL.

H OpenGL givar éva youniod emmédov, dwndikootikd API, mov omottel omd tov TPOYPAUUOTIOT Vo
VIAYopeHOEL TAL KPP PHOTO TOL OTCLTOVVTOL Y10 VO KOTOOTEL Lo oKNvY|. AvTo €pyeton oe avtibeon e
neprypapkd API, 6mov €voc Tpoypappatiotig Tpémel LOVO Vo, TEPLYPAYEL Lo GKTVT] KOl UITOPEL va, apr)oeL
™ PBPMobnkn va dayeiplotel TIG AewTOUEPEIEG TNG TOPOYNS TOv. O YounAod emmédov oyedAGUOS TG
OpenGLomattel 0md T0U¢ TPOYPUUUATIOTES VO, £XOVV KAAT YVMDGT TOL 0y®YoD YPAPIKOV, aAAd Tovg divel Kot
pa Kamoto ergvbepio vo epapprocovy aiyopifovg.

H OpenGLictopikd £xel peyddn emppon oty avimtuén tov 3D emitayvvidv, Tponbdvtag £vo, nimedo
Baoemg TG AELTOLPYIKOTNTOG TTOV iVl TOPO KOO GTOLE KOTOVOAWMTEG o€ eninedo hardware:

Rasterisednueia, ypoppég kot moAdyova o Pactkd primitives.
O petaoynuotiopds Kot 0 pOTIGHOS aymyoD

Z-buffering

TextureXaptoypdenon (texture mapping)

AvdpeiEn Alpha (Alpha blending)

O O O0OO0oOo

Mo GOvToUn TEPLYPUPT| TNG SLOOIKACTNG GTOV Oy®YO YPUPIK®OV Bo umopovoe va ivat:

0 Amotiunon, dv yperaletal, TOV GLVAPTHCEDY TOAOVOL®Y Tov KaBopilovv oplopéveg E16POEG, OTTMG
ot NURBSempaveieg, o1 kapumbAeg TpocEyYIoNS Kol 1 YEOUETPIO EMPAVELNG.

0 Vertexmpd&elg (Le KopuPéc), petatTpémoviag kol PoTilovtdg teg avaAoya pe to0 VA toug. Emiong
OTOKOPOVTOG U] OPATE TUALOTO TNG OKNVIG, MOTE VO, TAPAYEL TNV TPOPOAN TOL GYKOL.

0 Rasterisation petotpomny g mponyovuevng evnuépwong oe  pixels.Ta moldywmvo 7ov
EKTPOCHOTOVVTAL OO TO KOTAAANAO YPpOUO HEGH aAyopiOuwy TopenBoAng.

0 Avd tepdylo mpdelg, OMME N EVNUEP®OT] TIUDV, OVOLOYO LE TIC EICEPYOUEVEG KOl OTO TOPEABOV
amoOnkevpéveg TYEG PABovg, 1 cLVOVAGLOVG YPOUATOV, HETAED TV GAA®V.

0 Télog, eicépyovrar koupdtio (fragments)sto frame buffer.

IToAloi cuyypovor 3D emtayvviéc TapEyovy AELTOVPYiEG TOAD O TAV® OO TO GEVAPLO AVTO, GAAL AVTA TO
VEQ YOPAKTNPIOTIKA Eival Yevikd aEecovdp avtol Tov factkod aywmyol Kot 0yl prlikég avabemprGELg TOV.
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History

> oekaetio tov 1980,1 avdmtuén Aoyioutkod mov Bo umopohoe vo AEITOVPYNOEL LE EVO EVPV PAGLLO TV
YPOQIK®V MTav o TPoyHoTikny TpokAnot. Ot TPOoYPOUUOTIOTEG AOYICUIKOD avERTLENY CLVNOIGHEVEC
SLETOPES KoL 001YOVG Yol KAOE KOUUATL TOV VAIKOV. Avtd NTov akpiPfd Kot ElYe OC UTOTEAECUA TNV UEYAAN
OAANAoETIKAA VYT TOV TPOCTABEIDV.

Amd g apyég tov 1990,m Silicon Graphics (SGljitav mpotondpog ota. 3D ypapikd yio Tovg 6Taduong
gpyooiag. To IRIS APl GL tovg, Becwpnnke 1 eEEMEN g Ttexvoroyiag Kol £yve TO Blounyovikd TpodTLTO,
emokidlovrag ta avorytd Pacilopeva mpdtvna PHIGS.Avtd opeiletan oto yeyovog ot "IRIS" GL kpibnke
O &OKOAO GTn ¥pnom, aAAd ko emedn vrootipiée v uébodo aueonc amddoong (immediate mode
rendering) AvtiBétag, o PHIGS Bswprifnke dbokolo vo ypnoyomombel kot Eemepacpuévo amd dmoyn g
AELITOLPYIKOTNTOC.

Ot avtayoviotég g SGI (cuurepthapfovopévev tov Sun Microsystemsang Hewlett-Packarakot g IBM)
Ntav eniong oe 0éon va, dabécovv oty ayopd 3D vAko, vrooTPlOUEVEC OO EMEKTACELS ONULOVPYNLEVES
010 mpotvmo PHIGS.Avto pe tn ogpd tov mpokdiece oto SGI uepidto g ayopdg va amoduvaumbel 66o
neplocoTEPOL TPOoUNBEVTEG VAIKOV 3D Ypapikdv €1GEpYOVTIOV GTIV ayopd. L€ Lo TPOCTADELN VO, EXNPEACEL
mv ayopd, N SGlarogdcice va petatpéyel v IrisGL APl og éva avoktd tpdtomo.

H SGI ékpve 611 10 810 t0 IriSGL API, dgv ftav kotdAinio yio To dvorypo mov o@eidetatl 6 yoprynon
adetog ko {nriparto Sumhopdtov gvpeotteyviag. Emiong, n IrisGL gixe API Aettovpyieg mov dev oyetilovran
ue 3D ypagikd. T'a mapadetypa, nepieddupave éva windowing, APlylo mAinktpoAdylo kat Tovtikt, v pépet
gne1dn avortdydnke mpwv and to X Window Zootua kot o svotipote NeWStne Sunavortiydnkay.

Emmiéov, n SGI eiye évav peydho apbud meiatdv Aoyiopkod. Me v ordayr tov OpenGL API,
TPOYPOUUATIONV Y10 VO S1ATHPHGOVY TOVG TEAATEG TOVG KAEWmUEVOg Tave oto SGI ko IBM) vAiko yia
UEPIKA ¥poOVIa, 000 1 otnpi&n ¢ ayopdc ywo. OpenGL wpipace. Ev to petagy, n SGI 6o cvveyicer va
wpoonabel va dotnpnoel Tovg TEAATEG TNg ovvoeduevn pe 1o vakd SGI péco g avamtuéng tov
Tponyuévav Kot wioktntov Iris Inventorkar Iris Performer APIsipoypoppaticpoo.

Q¢ anotéreopa, n SGlkvuklopopnoe 1o tpotvno OpenGL.

H OpenGL tvrmomoinoce v mpdcPact 6to VAIKS, kot dbnoe v gufovn avamtuéng Tov mTpoypPoUUAT®Y
S1EMAPNG LAKOV, TOL GVYVA ovopdalovtal odnyoi cvokevmv (device drivers)gtovg katackevaotéc hardware
ka1 avédeoe Aertovpyieg windowingoto vrokeipevo Agttovpyikd ovotnuo. Me toca moALA S10popeTIKd, €10
YPOPIK®Y VAIKOV Kot €yovtdc ta Ao vao [AobV TNy 1010 YAMGGoH TPOYPOLUATIGHOD, €iYE ONUUVTIKE
amoteAéopato, Olvovtag OTOVG TPOYPUUUOTIOTEG OVATTLENG AOYIOUIKOD [ DYNAGTEPOV  EMTESOL
TAOTPOP LA Y ™mv avamTuén TPLGOLAGTUTOV AOY1oHLKOD.

To 1992,n SGI éptace otn dnuovpyia g avobewpnuévig apyrrektovikng OpenGL (OpenGL ARB)j
opado Tev etarpeldv wov Ba datnprioovy kol vo enekteivouy Tig OpenGLrpodiaypagég yio ta ETOUEVO
xpovia. H OpenGLe&éhée amod (kon eivor moAd mopopotla o€ otud pe) mponyovueveg 3D demapéc g SGI, 1o
IrisGL. Evag amd tovg meploptopovg tov IrisGL ftav ot mapeiye udvo v mpdcPfacn o€ Aettovpyieg mov
vrootpifovtol amd 1o vIokeipevo VAIKO. Edv 10 VAo ypapikdv dev vrootpile pia duvatdtnra, TOTE 1
epappoyn ogv Bo umopovoe va 1o ypnotponomoet. H OpenGLEenépace avtd to TpofAnpe pe v Topoyn
VTOGTNPIENG AOYIGUIKOD Y10 TO YOPOKTNPIOTIKG TTov dgv vrootnpilovtal omd To LAKO, EMTPETOVTOC TIC
EQUPUOYEC VO YPNOWOTOOVV  TPONYUEVO  YPOQEIKO HE OYETIKA YOUNANG 10YVOG  GLOTNHLOTOL.

To 1994, n SGI énauée pe v 100 vo KuKAoQOpNoEl Katt mov ovopdotnke «OpenGL++»,1 onoia
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nepliehaufove otoryeio, ommg éva APl oknvi-dudypappo  (scene-graph AP mpogavodg ue Paon v
teyvoroyia tov Performeroug). Ot mpodiaypagég Stovepndnkay pHeta&d Mymv evolapepopevav - ALY TOTE
OEV LETATPATNKE GE TPOIOV.

H Microsoft xukhopdpnoe 1o Direct3D to 1995, 1o omoio Oa kotootel 0 KOPIOC AVTAYOVIOTHG TNG
OpenGL.XZtg 17 Aekeuppiov, 1997 n Microsoftkar n SGl&ekivnoay to épyo @apevair (Fahrenheit project),
OV NTAV pio Kown tpoonddeia pe otdyo v gvomoinon twv OpenGLkor Direct3D diacvvdéoemv (kat Tnv
npocOnkn evoc graph-scene APdriong). To 1998, Hewlett-Packardvtaybnke oto épyo. 'Edeiée apyikd
Kamolo, VTocyEo ToL va Balel Taén otov kdouo tev interactive APl @Ainiemidpdpevov) 3D ypapikdv
VTOAOYIOTH, OAAG AOY® TOV OIKOVOLIK®V TEPIOPICUMV CTIS VANPECiEG Kowng woeéiewag oty SGI,
oTpaTyIkK®V Adyov ot Microsoft, kat g yevikn Elhenyng vroothpiEng Prounyoviag , eykataieipbnke 1o
1999.

Or OpenGL kvkhogopieg eivor avadpopo copuPatéc. Xe yevikéc YPOUUES, Ol KOUPTEG YPUPIKAOV 7TTOV
KuKlopopnoay petd tig ekdooelg e OpenGLumootnpilovy avtd Ta ¥oPAKINPIOTIKA £K600NG, KOOMG Kot
OA0. ToL TPOMYoLLEVA YapaKTNPloTikd. [a mapdderypa, 1 GeForce 6800ymoctnpilel OAo T YOPAKTNPIOTIKA
péxpt kar v €kdoon g OpenGL 2.0. Kdwég kapteg pmopel va givatl cOUQ®VEG TPog pa 1daitepn €kdoom
OpenGL,aALd emihektikd dev vTooTNPILOLY OPIGUEVEG AEITOVPYIES).

1.4 To Xna Game Studio

To Xna Game Studicivat éva cOvolo amd gpyoieio Tov dnpovpyndnke yio. v amkodoTEPT AVATTLEN KoL
oyedioon mayvididv dvo daotdoemv (2D) kol tpudv dwotdoeswv (3D). Onwg avaeépbnke mopomdve, éva
PBacwd tov mAeovEKTNUO elvarl OTL Ta motyvidl mov OMpovpyovvtol UEGH TOL XNa, givol cuoppotd e
drapopetikég mAatpoppeg (Windows, Xbox 360, Zunelo Xnanepilapfdaver eniong to Xna Frameworkzo
omoio givar éva odvoro amd NET Bifhobnkeg, Pacildouevec oto Microsoft .Net Framework 2.Grov
OYESLAGTNKE Y10 TV AVATTLEN TOLYVIOIDV.

H npot olokinpopévn ékdoon tov Xna Game Studio Expres®v napovcidctnke and tn Microsoft pe
dwpedv Myn, qrav otig 30 Avyovotov Tov 2006evd akolovdnoe 1 emdpevn ékdoon v 1" Noguppiov tov
2006.H Microsofttapeiye v tehikn ékdoon v 11" Aekepppiov Tov 2006.

Ztg 24 Anpihiov tov 2007,m Microsoft napovsioce thv evnuepouévn ékdoon, ovopalouevn wg Xna Game
Studio Express 1.0 Refresh.

AxolovOncav:

0 Xna Game Studio 2.0, otig 13 Aexepppiov tov 2007,t0 omoio yapaxtmpileton amd v KavoTnTa
TOL Vo ypnotponoteiton omd Oleg tig exdooelg tov Visual Studio 2005dpunepiiappovopévon tov
Visual C# 2005 Express Editiompu givar dabéoipo pe dopedv Ayn and to Xna Creators Club
website.Eniong mopéyetl ™ dvvatdmto yepiopod tov Xbox Live and to Aertovpyikd cOGTNUO TOV
Windowskat g koveorag Xbox 360.

0 Xna Game Studio 3.0 (ywa to Visual Studio 2008) to Visual C# 2008 Express Editiorfmitpénet
OTNV TOPAYDYN TOLYVISIOV VO, GTOXELOLY oTNV TAaTEOppe. Zune g Microsoft. H telikn éxdoon
ghevBepddnke otic 30 OktwPpiov Tov 2008.To Xna Game Studio 3.@mpa vrootnpiler T C# 3.0,
LINQ, énmg kou t1¢ mepiocotepeg ekddoelg tov Visual Studio 2008 Tapiyet kot akdua TeplocOTEPES
VEEG BLVOTOTNTEG, OTMG Lo dOKIUAOTIKY HEBOSO TOL EMTPENEL GTOVS SMUIOLPYOVG VO TPOGHETOVY
€UKOAO T YOPOKTNPIOTIKA GTO TOLXVIO TOVG, LIOGTHPIEN TOALUTAGY TAIKTOV Kol dnpiovpyiog
TOLYVIOUDV TTOV OOVAEVOVY GE OLPOPETIKES TAATQOPUES TOV &ivol cvuUPaTéG LE TO AELTOVPYIKO
ovotnua tov Windows,to Xbox 3606nmg eniong kot to Zune.
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0 Xna Game Studio 3.1, xvkhoeopnoe tv 11' Tovviov to 2009. H e@apupoyn vmootnpilet
avarapaywyn Pivteo (video playback)divel otovg maikteg tn duvaTtoOTITO ETKOWVOVING QKOO KL OV
Kamolog omd avtovg dev mailel o i6to maryvidt (Xbox Live Party),mopéxet vrootpién yio XACT3
(epyoreio dnuovpyiog Myov) pe vEEg SuVOTOTNTEG, OTMG TNV EVEPYOTOINGT GIATPOL 6€ KAOE KOUUATL
LUovGIKNG, mapéyel évo avabewpnuévo Audio Api, emiong divelr n Svvardtnto oTO TALVIdIK VO
ypnoorotovy Xna Avatarspmiadn uKOveg Tov avTITPOSMTEVOVY TOVE TOUKTEG.

0 Xna Game Studio 4.0, avaxowvmdnke tov Mdptio tov 2010.ITapéyet vrootpiEn yio v avémtoén
mayvidiwv oto Windows Phone kot mepiocdtepeg akopo duvototnteg ommg o dovpe Kol TLo
OVOALTIKG TOPUKAT®.

1.5 To Xna, to DirectX kot n OpenGL

Av ya&el kaveic 6Tov Taykoouo 1010 yia ekmaldevtikd £yypaga (tutorials)avéamtuéng Bivieo mayvidion, Ha
avakaAOyel TAN00g emthoydv. Avtég ot emAoyég kupaivovtal amd to DirectX, to Xna, tv OpenGL,uéypt
oAV KOTAOKEVAOTEG TTaLYVIOI®V. AV TiBeTo Aouwdv T0 epdTNHA, ol givorl 1 KOAOTEPT, HEGH omd QVTHY
NV TEPAOTIO YKAUQ, Yo Vo EEKIVIIOEL KAVELG VO OGYOAEITAL [LE TOV TPOYPOLUOTIONO Kol TV avAamTuén
ALY VIOV, DITAPYOVV TPELG CTLOVTIKEG EMAOYES 0O TIG OToleg Lmopel var dtodEEet.

To Xna givol olyovpa o ToA0 kaAn opyn yw kdmowov o omoiog uoMg Eexivnoe va aoyoigitoan pe to
avtikeipevo. To DirectX, ypnoiuevel 6€ KOOV 0 0moiog £xel LEYOADTEPOVG GTOYOVS OMME AVTOC TOL Va.
gpyootel atn Propunyavio SNUOLPYING NAEKTPOVIK®V Tayvidlov, 0ntmg erxiong kot 11 OpenGL,m onoia givat
po kaAn emioyn, apov vrootnpilet kot ToAlég mhatdppeg (cross-platform solution).

ITo avaAvtikd, to Xnaeivol icmg o kaAvtepo Eekivnua Yo Kdmolov epacttéyvrn o omoiog BéAeL vo pabet va
OVOTTTUOOEL NAEKTPOVIKA Toyvidla. Elval amdd otn ypfon Tov Kol oKORo To €0KOAO otV ekuddnon Kot
YPNON TS YADGGOG TPOYPAUUATIoNOD oV Ypnoipomotel (CH). [Tapéyetl emmiéov TV oNUAVTIKY SUVOTOTHTA
va givor ovpfotod pe v kovedro Xbox 360.Avtd onpaivel Tmg ot xpNoTteg Hropohyv e0KOAN VO TPowBGovY
TO £PY0 TOVG GTOLG PIAOVG TOVG, TNV OIKOYEVELL TOVE TTOV EYOLV TNV KOVGOAN EMTPETOVING TAVTOYPOVA GTO
moayvior va ypnowonoteiton oto. Windows, pe modd Alyec olhayég otov kmdwka. H mhatpdpua ovt,
vrootnpiletl kot v cvvepyooia pe to Zunetng Microsoft.

To DirectX £yer 10 pelovéEKTUO oG amdOTOUng KopmdAng ekuddnong, AOy® 1tng omaitnong Tov va
ypNoomolel v yAdooa mpoypoupoticpod C++. To DirectX ooy, amortel amd ToVg TPOYPOUUOTICTES VO,
&xovv i otabepn yvaoon g C++, tov deiktdv kat g dayeiptong uvnung. Mop’ 6Aa avtd, to DirectX kot
n C++ gival o1 o LY VE YPNCYLOTOIOVUEVES TEXVOLOYIES € Eva GTODVTIO AVATTLENG TOLYVIOIDV.

H OpenGL,éyel 10 peydho mAeovéKTNUE VO OOVAEVEL GE OLOPOPETIKEG TAUTQOPUES. Xvvepydletol ue to
Aertovpykd cvotnpa tav Linux, Windowskor Mac. Xpnoiponoiei v C++ yAdG60 TpOoypoppatiopond, 0nmg
kot to DirectX, opmg dev &yl v ida amqynomn 660 avtd, oty Prounyovia avartvéng toyvidiov. Qotdco,
KoL T 600 amoTeEAOVV TOAD KOAT EMAOYN OGOV 0QOPE TNV AVATTLEN TOUYVIOIDV TPLDY OLUCTAGEWV.

1.6 Aoyiouixa mov ypyociuomotnOnkay oty pyacio.

0 Microsoft Visual Studio kv .Net Framework: To Visual Studio, eivar évo olokinpmuévo
nepifdrrov avantuéng Aoyiopkov (IDE), 6mov ot mpoypapuatiotég pmopodv v, avamtd&ovy Kot vo
VAOTOGOVY  TIG EQOPUOYESG TOVG GE KOMOW Omd TIG TOAAEC YAMOGEG TPOYPOLLATIOUOV,
ovunepthapBavousvng kat g Visual C#, vy to .Net FrameworkTo .Net Framework gival to
nepPAALov avanTLENG KOl EKTELEGT|C, TOV EMITPEMEL OE SLOPOPETIKEG YADOGEG TPOYPOUUUOTIGHOD Kot
Biprobnkec va cvvepydlovtar Kol vo dnpovpyodv epappoyég v meptpaiiovta Windows, Web,
Windows Mobile, Windows Cka1 Windows Silverlight.
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0 Visual C# (C Sharp): TIpokertan yro pio avtikeluevootpogn (object-oriented)pmn opmg oyvpn

1.7

YADGOO, TPOYPOUUUATICUOD, 1] OTTOI0 EXTPETEL GTOVG TPOYPOUUUOTIGTES VO OTLLLOVPYHGOLY Eva €DPOG
epapuoydv. Xuvvovalopevn pe to .Net Frameworky Visual C#ypnoyonoeitar yio ) dnuiovpyia
gpapuoydv Windows,vinpeoieg Web, epyaieio fdoewv dedopévov (database toolsdor dira. o
NV vAomoinon g epapuoyng yprnoonomdnke to Visual C# 2008 Express Edition.

3D Studio Max: To 3D Studio Maxeivonr éva amd ta 16 vpOTEPA TPOYPAUUOTO SNUIOVPYING Kot
enefepyaciag TPLoOACTATOV YPAPIKOV OV VIAPYOLV GHUEP. XPNOULOTOIEITOL GE Lo HEYaAn
TOKIAMO EUTOPIKAV Kol KOAAITEXVIKOV EPOPUOYDV, OTMG 1) OPYLTEKTOVIKY, 1] TOPAY®OYT| TOWVIOV, 1
SLENUIOT, 1| OTTTIKY OMEKOVICT 1OTPIKAOV KOl EMGTNUOVIKOV UOVTEAWDYV, Ol KOAEC TEYVEG KOOMG Kot
TO, TOLVIO MAEKTPOVIKOV LIOAOYIGT®V. Mog Olvel TN ouvatdTnTo Vo dNUIoLPYcovUE POoctkd
OVTIKEIPEVA OT®G €tval o1 KOPOL, K®VOl, GQaipeg KTA, e KaBoplopévo TAATOG, UNKOG Kal VYOG TV
omoiv T TYWEG pumopovpe vo, puBuicovpe pe peydin akpipela. o v dnuovpyia TV HOVTEA®Y
OV YPNOLUOTOMONKOAV GTHV VAOTOINGT TG EQUpLoYNS, ypnotuorodnke to 3D Studio Max 9.0.

Adobe Photoshop: To Photoshogivol 1o yvootd oe 6Aovg Tpdypoppa eneEepyaciog YpupiK®y Kot

OTNV GLUYKEKPIUEVT EpYOcion oTABNKE YPNOUO Yo THY OAOKANpwo™ ¢ dnpovpyiog tov heightmap
TOV TPIGOLAGTATOL KOGLOV KOl TNV ENEEEPYAGIN TOV VITOAOITOV LOOV.

Eéwyeveis mapayovres

Mo v dnuovpyio piog tpiodidotatng PapUoyne, XPeiovol o Aoy amd TPIoddoTaTe LOVTIELD,
veeg (textures)mov iomg ypelooTody Yo v KaADWoLV Ta. LovTéda, Myovg kot dAla. Eva pépog amd avtd
dnovpyndnke pe 1 Pondeta TpoyplUaTog oYEdIAONG EVE TO VITOAOUTH GLAAEXTNKOAY LEG® TOL TTOYKOCULOV

10T0V.

1.8

Aoun tng gpyaciog

H epyacio avtn mapovcidlet Tig £vvoleg tng avantuéng TplodldoToT®V Totyvidldy XNa, HEGH TNG TAONYNONG
TOV QVOYVAGTN OE [0 EPOPLOYT TPLDV Ol0GTACEWDV:

Keopararo 1, Eicayoyn.
Mo chvtopun avadpoun TNV oVATTLEN TOLVISIDV, To 6TAS0 OVATTTLENG TG TAATEOpHOG XNa, Ta
AOYIGUKA €pYOAEiot TOV YPNOLOTOWONKAY KOl TO VAIKO TTov GLAAEYONKE Yoo vo. BonBnoelc otnv

avAaTTLEN TG EQUPLOYNG.

Keopdlowo 2, Xna Game Studio.
IMapovoidlet edikotepa to Xna Game Studiogny apyltekToviKe To0V GLOTHUATOG KoL TIG OTTOLTHOEL
TOV Y10 TNV avanTLEN EVOG TPIGAAGTATOL Ty vidoL. [leptypdpet T doun Uiog EQAPUOYNG.

Kepararo 3, I'poagukd.
Mo cOvToun eloaywyn oto epyoieio enelepyaciog TPIGOAGTATOV YPUPIKOV TOL YPNCILOTOONnKE
Yo T dnuovpyic Tov LAIKOD Kol Td Asttovpyel i Extoomn £ddpovg mg heightmap.

Ke@dioro 4, Avonapdotaon Ypapikdv Kol Nymv.

Ieprypapel mwg yivetor M TPosONKn Tov Ypaikod VAo oto Content Pipelinesdac yiverar n
OVOTTOPACTACT EVOG TPIOOIICTATOV OVIIKELLEVOL OTH GKNVY, TOG AETOLPYEL o KApepo Tpitov
TPOGMTOV KOl TG UVUTOPAYOVLE NYNTIKA EQE GTOV TPLGOAGTATO KOGLLO.
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Keodlawo 5, Collision Detection.
[eprypdopetl TpodTOVG E1ICAYMYNG PVGIKNG OVTIOPUCTC OTA OVTIKEIUEVO TOV TPLGOAGTATOV KOGUOV Kot
TpoTEivEL Kot AALES UNYAVES PLGTKNG.

Kegararo 6, AAAnienidpaon.

[Mapovcialel Tovg TPOTOLE TOV £VOg XPNOTNG UTOPEL VO YPNOUYLOTOCEL Y10l oV EXEL AAANAETIOpOIOT
HE TNV EQAPUOYT.

Kepdraro 7, ITpaxtikd pépog.

Xe autn v evomrta, Ba e&nynbodv evdekTikd KOPUATIO KOJIKA, 0 POAOG T®V UETAPANTOV Kol O
TPOTOG OV EMOPOVV 01 d1APopeg AerTtovpyieg otov aAydpifuo mov viomotel v epappoyn. E&nyel
TEPLGGOTEPO YU T PLGIKT CUUTEPLPOPH TOV LOVTEAW®V KOl TV KIvNon 6TV TPIedldoTatn GKNVY).

Kepdaloro 8, Tvopuia pe o Xna Game Studio 4.0.
Mia cbvtoun looymyn pue v tekgvtaio ékdoor tov Xnatng Microsoft.

Keopaiaro 9, Bifioypagpia
O yég Tov ypnopomombnkay yio va fondinocovy oty avamtuén TG EQAPUOYNC.

Avagpopd:
Wikipedia (ttp://en.wikipedia.orjy
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Xna Game Studio

Ye ovtn Vv evomra Bo wiAncovpe €dikotepa Yo to Xna Game Studiacor ta pépn amnd to omoia
amoteleitar. Onwg gimape kol 6To TPONYOVUEVO KEQAAL0, To XNa givarl éva chvoro amnd epyoieio pe €va
opyavouévo mepifdilov xpoévov ektéheong mov mopéxetor omd T Microsoft. A¢ to dovdue Aowmdv
OVOALTIKOTEPQL.

2.1 IHapovciocn

XNA Framework

To XNA FrameworkBaciletatr otnv eyyevn epoppoyn tov .NET Compact Framework 2y@a tnv avéntoén
tov Xbox 360kor tov .NET Framework 2.Guwo ta Windows.Ilepthappdver évo extetapévo chHvoro amd
BiPAoOnKeC, €181KEG e TNV AvATTLEY TOV TTOLY VIS0V, Y10 VO TPOMBNGEL TNV ETAVOYPTCLLOTOINGT| TOV KOJIKO,
o€ OAeg TIg TAUTPOpLEG TToV oToyevet. To frameworkektedeiton og pia £xdoon Tov Xpdvov ektédeong Kowng
IMwocag mov gival ertiotonomuévn yia to Tayyvidl va mapéyet Eva dwoyeplopevo tepipdrdov exktéleong. O
xpovog ektéheong eivon dabéouog yio too Windows XP, Windows Vistaar to Xbox 360.Agdopévov o1t
XNA mayvidia ypletnray yio To xpovo EKTELECNC, LTOPOVY VO EKTEAEGTOVV GE OMOLUONTOTE TAUTPOPLLL TTOV
vrootpilel to XNA Frameworkue ehdyiotn i Oyl tpomomoinon.

Ta moayvidie mov  extehodvior oto  framework sivor  teyvikd  dvvatdv  vo  givar  ypoupéva
oe onowadnmote cvpParh yYAdwooo .NET, oAld uévo n CHkar 1o XNA Game Studio Express IDEo 6Aeg ot
ekdo6oels TovVisual Studio 200noctnpilovron emionua.

Io to Adyo avtd, to XNA Framework coumokvaver yopuniod emmédov TeYVOLOYIKEG AETTOUEPEIEG OV
gumAékovtal oty Kmdikoroinon evdc moryvidiod, PePfardvovtag 6tL to 1610 to framework ppovtiler
Sl0POPA OVAUESO OTI TAUTPOPLES, OTAV TO TOLYVIOW E1GAYOVTOL 0O o GUUPAT TAATPEOPUO GE pid GAAN
KOl KOTO GUVETELN EMTPENEL GTOVG TPOYPOLUUOTIOTEG TOL TOLYVIOIOD Va EXKEVIPOOOHV TEPIOGOTEPO GTO
nepleyOuevo Kot v eumelpion tov moryvidod. To XNA Framework evoouatdveton pe évav apOpd omd
gpyareio, onmg to XACT, ywo t1g evioydoelg otn dnuiovpyia mepieyouévov. To XNA Frameworkmapéyst
vrootpiEn 1060 Yoo 2D 660 kat yio 3D dnpovpyio mouyvidion kot emtpénet ™ ypnon tov controllerstov
Xbox 360«a1 dovroeig. Ta mayyvidie XNA frameworkmov otoygbovy otnv mhotedpuo Xbox propoiv, povo
Pog 10 mapdv vo, dtaveunbodv ota puéAn g Aéoyng g Microsoft XNA yio dnpovpyote (Xna Creator's
Club). Ou Desktopepappoyég pmopodv vo. dtavépovior dmpedy KOT® amd TV TPEXOLCE 00E1000TNON NG
Microsoft.

XNA Build
To XNA Build givar éva odvolo epyodeiov Sayeipiong tov mopwv (asset pipelineXov mayvidiod mov

BonBovv pe tov kabopiopd, T dtatrpnon, T d1opbwon, Kot T BEATIGTOTONGT TWV TOP®Y TOV TMV ATOUIKMDY
aVATTLELOK®Y TPOCTOHEIDYV GTO O VIOl
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‘Eva asset pipelineafmyoc mopwv) tov moryvidiod meptypapet tn dwadikacio pe Ty omoia T0 mepleyOuevo
ToV, 6mg LVEEC kot 3D povtéra, £xovv Tpomomombel oe popeN KATAAANAN Yo ¥P1ION OO Tr| UNYOVE TOL
mayvidov. To XNA Build coufdiier otov gviomiopd tov €EapTNoe®V TOV Oy®yoy, KOl ETIGNG TOPEYEL
npdcPacn oto APl yia va evepyomotoet Ty Tepattépm emeEepyacio TV E0PTMOUEVMY OEOOUEVMV.

To e&optdpeva dedopéva pUmopovyv va avaivBodv yia vo Bondicovv ot peimon tov peyébovg evog
TOLVIOOD LE TNV EVPECT] TEPLEYOUEVOL TOV OEV YPNCIUOTOLEITAL oTNV TpayuatikéTnTo. I'loe Topdaderypa, n
XNA Build avédivon anokdlvye 61t 1o 40% tov vemdv mov cuvodedetar pali pe tov MechCommander 2
Nrav aypnoiponrointo Kut o pmopovoe va iye mapoarelpOei.

XNA Game Studio

To XNA Game Studiogivar éva oloxdinpopévo mepipdirov avdmtuéng (IDE) yuw v avdmtuén tov
mayvidlov. E& avabempnoeic £xouv KukAopopnoel LEYPL GTLEPT.

XNA Game Studio Professional

To XNA Game Studio Professiondftov o mpoypappoticpévn ékdoon tov XNA IDE pe o160 tovg
EMOyYEMUATIEG TPOYPAUUATIOTEG oy vidudy. Me Bdon to Visual Studio 2005 Team Systemn, Xna Studio
TapExeL (o doun ovvepyaciog petalld tov dnuovpydv Tov mepleyopévon. Ot epyaocieg dlayeipiong épyav,
Om®G 1M Slyeipton TOV TOPWOV, 0 EVIOMICUOG EAATTOUAT®V, 1] GLTOUATOTOINGN TOL £PYOV KOl Ol AIGTEG TOL
TOV OVTIKEUEVOV dOVAELAC, eival Kanmg avtopatomomuéveg and o XNA Studio.

To XNA Game Studio Profession&dv sivair mhéov vd evepyn avamtoén.

XNA Game Studio Express

To XNA Game Studio Expressmevfivetor 6€ @OUnNTéc, EpacITéyves, Kot aveEApTNTONG OYXESNGTEG
mayviolov. Eival dabéoyo pe dwpedv Aqyn. To Expressio mpoceépet Tig facicég yvaoeLg yio TV Toyela
ovATTUEN G€ CUYKEKPIUEVE, €101 TOV ToYVIOIDV, OT®MG 1 TAATEOPLA, OTPUTNYIKN TPOYUOTIKOD ¥pdvov,
kabmng kot first-person shootersafotov npocdmov mwwpofointéc). O TPOYPOUMOTICTEG UTOPOVY Vo
dnuovpynoovy Windows aryvidia dmpedv pe to XNA Framework,oAld yio vo ektedécovv ta monyvidio
Tovg Yo, To Xbox 3600a mpémetl vo, mAnpdoovy pe to €110 TEAOG Yo TV mpocPaon oto Microsoft XNA
Creator’s Club/XNA «Creator’s Club".

XNA Game Studio 2.0

To XNA Game Studio 2.&vkhopopnoe otig 13 Aekepppiov tov 2007.To XNA Game Studio 2.Gxet v
wKovoTTo. Vo xpnolponoteital pe oieg tig ekdocelg tov Visual Studio 2005 doumepirappavopévov g
dwpedv Visual C# 2005 Express Edition)s éva diktvopévo APl ypnoipomowdvtog to Xbox Live ko ota
Windows kot oto Xbox 360 kot va mpoopépel koAvtepo xepiopd cvokevng. Eivar emiong dwbéoio yuo
dwpedv Ayn otV otocelido tov XNA Creator’'s Club.

XNA Game Studio 3.0

To XNA Game Studio3 .0y(a 7o Visual Studio 20087 t dwpedv Visual C# 2008 Express Edition),
EMTPEMEL TNV TAPUYOYN TALYVIOI®V e OTOXO TNV TAATEOpHa Zune kot mtpochétel v vrootHpién g
KowotTag tov Xbox Live .

Mo éxdoom tov gpyareiov kukhopopnoe to LemtepPpiov 2008.H tehikn éxdoor kvklopopnoe otig 30
Oxtofpiov tov 2008.To XNA Game Studio 3.@mpa vrootnpilel tn C# 3.0,tn LINQ kot Tig mepiocdtepeg
gkdooelg tovVisual Studio 2008.

Yrapyovv opketd axoua véa yapaktnprotikd tov XNA Game Studio 3.00nmg pia SoKIaoTikn Asrtovpyia
nov mpootédnke oto XNA Game Studio 3.@ov Oa enttpéyel 6Tovg dNuovpyons va tpochETovy e0KoAd Ta.
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OTTOLTOVLEVO YAPUKTNPIOTIKG Y10, TO TTALXVIO TOVG, VIOCTRPLEN YOPOKTNPIOTIKOV Y0 GULIETOYN] TOAADY
noukt®v Tov Xbox LIVE |, 6nwg ta in-game invitesfpocskinon yio mauyviot), va dnpovpynoet cross-platform
mayvidwa wov Asrtovpyovv ota Windows,sto Xbox 360xat 6to Zune.

XNA Game Studio 3.1

XNA Game Studio 3.hwvaxowvdbnke oto cuvédplo dnuovpyav tayvidiov (Game Developers Conference)
oto San Fransicetic 24 Maptiov 2009.

H epoppoyn givor yia va meprrappdvouv vrootnpién yo avamapaywyn pivieo, éva avabewpnuévo API qyov,
Xbox LIVE Partycootnpa kot v vrootipién yio ta totyvidwa pe xpnon Xbox 360 Avatarsefdmia).

XNA Game Studio 4.0

To Xna Game Studio 4.Q6\¢ xvkhoedpnoe oamd t Microsoft. Topo vrdpyet o peyddn yxdpo omod
TAQTQOPUES AVATTUENG NAEKTPOVIKAOV Tonydidv. H avdmtvuén toug mo o eivar cuoppatn pe to Aettovpykd
ovomua tov Windows, g koveorag Xbox 360aird kot tov Windows Phone Mia apyitektoviky yio tnv
avamtuén OAmv.

XNA Content Pipeline

ToXNA Framework Content Pipelingivan éva ohvolo epyaieiov mov Oewpeital "to onueio oyediocuov,
KAeWi yOpw omd v opydvmon kot v Katavaimon 3D nepieyouévou .

Avto onuaiver 6t to XNA Game Studiquropei axdun va ypnoporondel yio Ty avamtuén Tov EUTopikov
TOLVISIOV Kol GAA®V TPOYPOUUAT®V Yo, TNV TAaTEeOpua tav Windows,av kot oty vrootipién Tov KOdika
diktdmong g Microsoftyia to Xbox/Windows Live dev pmopei va ypnoipomomdei.

H avto-avantuén kddika tov diktvov pmopel akdun va ypnopomombei pésa oto XNA €pyo cag.

TMayvidio mov dnuovpynitnkav pe o XNA Game studiquropei nAéov va dwavépovtor péom tov Xbox Live
Community Games.Thoyioukd propei eniong va, ypnoipomombei yia tn dnuiovpyia EUTOPIKGY TOrY VIOV

t0 onoia otoxevovy ota Windows.

Oa pnoovpe avaivtikdtepo yio o Content Pipelinepyodtepa.

XNA Community Games

Ta moryvidioe Xbox 360 mov eivar avertoypéva oto XNA Game Studio,unopsi vo vrofdilovtal otnv
Creator’'s Clubcowétra, yia to omoio ypeidletar kdmoto k66To¢ yio 0. cvupuetoyn og Premiumuélog. Ola
To. oy viol ov VRTOPAAAOVTOL OTNV KOWOTNTO VLRAOKEWTOL o€ afloAdyNnomn amd GAAOVG OMOTILOVS
dnuovpyodc. Av 1o moryvior mepvaer amd v afloldynon, 10te glodyetal oty Alota tov Xbox Live
Marketplace.

Ot dnuovpyol pmopovv va opicovv o T tov 200, 4007 800Babuodv yia to mayvidl tovg. O dnuovpyog
éxer o 70% amd 10, GVLVOMKA 6000 Amd TIC TOANGELS TOV TaLyVIdlob Tov g aeetnpio. H Microsoft apyucd
glye mpoPrepbel va AdPet éva emmAéov T0600TO TV €000WV AV TPoPAETETAL TPOGHETN KLKAOPOpPia Yyl Eval
oLy viol, oAAG cvT 1) TOALTIKY avokAnOnke To Mdptio Tov 2009.

H Microsoft dwvéuer emiong doxipaotikovg Aoyaprocpotve (trial  accounts) yio  ekmoudevTikég
£YKOTOOTACELG LECM TOV TPoypapuatog DreamSpark.

O1 Loyoploouoi owtol entpénovy 6tovg uabntéc vo avamtvéovy maryvidia yio v kovooia Xbox 360,aAld
évag premium Aoyaplacpog e€axorovbel vo amoarteitor yioo ™V VTOBOAR Tov Tovidh oty ayopd
(Marketplace).

EvoALokTIKEC VAOTOMOELS
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‘Eva. épyo mov ovopdletor  Mono.XNA oynupatiotnke vy v ewcayoyn tov  XNA  oto
open sourceoi cross-platform Mono framework.

2.2 Apyrtektoviky Lo6THHATOS

A@o0 &gl yivel n eykotdotacn tov Xna Game Studiogvoiyovtog to Visual Studionapatnpovpe mog £xet
Kamoleg emAoyéG Yo to Eexivnuo pog veag eappoyns. Anovpyeiote éva véo apyeio dmov Ba yiver
avantoén g epoappoyng oog, emiéyovtog File — New ProjectITopatnpeite 6t gpeaviletor éva mapdbvpo
pe emioyés (Ewc. 1). Xe avtd 1o mopabupo, emiéyovpe 1o Windows Game (3.1)Onwg Prénete, oty
opLoTEPY] TAELPE TOL TTOPABVPOL LITAPYEL N ETAOYN TNG EOPLAG OV Bd YPNOCUYLOTONCETE, VD otnV 0e&ld
mAevpd, Eva TAN00G EMAOYDOV Yo TO €100¢ TNG €POPUOYNG TOL Ba dNUIOVPYNOETE. L& VTNV TNV TEPIMTMOT
emAéyete Omwg eimope kol ponyovuévag, to Windows Game (3.1)Adocte éva 6voun 6to Toryvidl oag,
emAéETe 10 Pakelo ov BEAeTE Vo amobnkevTel ko Tatiote OK.

O1 @opueg mov mapéyel to Xna Game Studigio v avamtvén moyviduov Xna Frameworkya to Windows
glvar o1 akdrlovbeg:

0 Windows Game (3.1) — projecto. tv onuiovpyio pag Xna Framework 3.lspappoync yio
nepidrrov Windows.

0 Windows Game Library (3.1) — projegto tv dnuovpyia wog Xna Framework 3.Bifiodning
Tayvidov yio wepidiiov Windows.

0 Content Pipeline Extension Library (3.1) — projeett tmv dnwovpyio wog Pipiodnkng Xna
Framework 3.1 Content Pipeline Extension.

» e a
i 2 = e —

Project types: Templates: @
Visual C# Visual Studic installed templates
ANA Game Studio 3.0 EWindows Game [3.1) JE‘.’\."indou\u's Game Library (3.1)
XNA Game Studio 3.1 B Xbox 360 Game (3.1) Bl Xbox 360 Game Library 3.1)
_,_'_'I"Zune Game (3.1) ;::J'Zune Game Library (31)
ﬂ(ontent Pipeline Extension Library (3.1) Platformer Starter Kit (3.1)
My Templates

i 5earch Online Templates...

A project for creating an ANA Framework 3.1 Windows game (NET Framewaork 3.5)

MName: MyGame‘
Location: C:\Users\mpcugelofatsa\.Documents\Visual Studio EdUS\erjects - Browse...

|
Solution Name: MyGame [¥] Create directory for solution 1]

[ ok || concet |

Eiwk. 1 Anuovpyia véov Project 6to Xna

To nepipdArov tov Xnamov Bo avortdéete v eQaupuoyn cog eaivetol otny gwkova 2. To Xna Game Studio
napéyel wo eopua Windows Game (3.1} omoio dnuovpyel éva odvolo apyeiov yio to Eekivnua g

™

X
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£apuoyns. Avtd to véo projectmov poiig dnuovpynoorte, teprapfavel Tov faocikd KOdko ToL EKTELEL Eva

amAd TapdBupo LE YPOUATICUEVO POVTO.

5 MyGame - Microsot Visual C# 2008 epress Edltion L Y - v

File Edit View Project Build Debug Data Tools Window Help

AE-EEe] 2@ 90 8B b Debug - 86 - | @ rotation P R SN ER
b f ar | 8 =218 a3 5.
+ x| Solition Explorer -~ MyGame. ~Ix
v o graphics | E
Solution'MyGame' (1 project
1 using System; s (1] o tyGame' (1 project)
2{| using System.Collections.Generic; = | Rl ol 0
3| using Syscem.ling; B & roperties
s | Microsoft.Xna.Framework; - [ References
using Microsoft.Xna.Framework.hudio; e & O Content
us Microsoft.Xna.Framework.Content: o Bl] Gameico
a crosoft.Xna.Framework. GamerServices; 4 - %] Gamel.cs
¢ | using Microsoft.Xna.Framework.Graphics; | GameThumbnail.png
9 | using Microsoft.Xna.Framework.Input; <] Program.cs
0| using Microsoft.Xna.Framework.Media;
using Microsoft.Xna.Framework.Net;
ing Microsoft.Xna.Framework.Storage;
main type for your game
: Microsoft.Xna.Framework.Gams
ger graphics;
spriteBatch;
24 public Gamel()
5 ¢
26
=22 ;
Error List ~1 X
@0 Erors] [ 1,0 Wamings] [ (D)0 Messages
Description File Line Column  Project

Ready

Ewk. 2 Igpiarrov avamtoéng pag Xna
£QappoyNg

To véo project tepihapfavel onpovikée 1010tntec. Aeéld and 10 Pacikd mapdbvpo mov Ba sicdyete Tov
KOdKo yioo To moryvidl oag, vrdpyst éva mapdbvpo mov ovoudletar Solution Explorercol @aivetar otnv
gwova 3. AvTtég eivorl ovolaoeTIKA 01 110TNTEG OAOL TOV TOLYVISI00. AVTEC O 1O10TNTEG EAEYYOLV TOAAEG OWELG
ToL o VioL coc. Onwg yio mapddetypa, Tepthapfavouy to Yevikd voPabpo Hog epapuoyns, Tig puduicelg
Y10L TO GOAALOTO TOV EVOEYOUEVMG TTPOKVYOLV 1| EXTALOV TTNYEG Y10, TO Project.

Ipocééte ta apyeia mov dnuovpynnkav. ‘Eva sikovikd apysio (Game.ico)éva apyeio thumbnail (Game
Thumbnail.png) 6nwg eniong éva apyeio Program.cxkot évo Gamel.csAvtd onpovpyodvral €€ opiopon
amd to Xna pe m dnuovpyia evoc véov Project.To apyeio ico dnuiovpysiton yuo éva marvidr oe Windows
TAaTeopua evd to apyeio thumbnailyie miateopua Xbox 360.
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Solution Explorer - MyGame

=

& 2]

Selution ‘MyGame' {1 project]

G- =dl Properties

[« References

T, Content

- |8 Game.ico

o ] Gamel.cs

- | GameThumbnail.png
#] Program.cs

Eiwk. 3 O Solution Explorer

Méoa otov Solution Explorefpuropeite va giodyeton véeg KAGGELS, ovTiKeipeva, povtéia, BipAtobnkeg, apyeio
YPOUUATOGEP®Y Kol GAAO TOL OMpovpyeite €ogig ot 16101 1 oL VITdpPYoLVY 6 Kamowo gakero. To Content
glvol 0 yMPOg Tov €1odyeTanl OA0 TO SNUIOVPYIKO GO VAIKO Tov Ba ypnoiomonBel yio TV OAOKAT|pOGT TOV
TOLYVIOO0 GOG, OTMG HOVTEAD, EIKOVEG, MYOLS Kol GAAM. o pAncovpe v To Contentmo ovoAvtikd oto

EMOUEVO KEPAA LA

210 kGt pépog Tov mapadHpov TOV TPOYPAUUATOS, VIAPYEL v Topabupo mov ovopdletol Error List.Onmg
Kkatolofaivete, avtd ivor To onpeio mov eupavifovral Oha ta AGON Kol 01 TPOESOTOOELS TOV VTAPYOLV
GTOV KMOIKO 1] GTNV EIGAYMYN KATOL0L EMTEPIKOV 0pYEIOV.

Error List

i

=

|1ﬂ 0 Ermrs| |_;‘_\IU Warning£|'_| g Messages

Description

IMatnote to Play Buttor 4

File Line

Ewk. 4 Alota LaOov

Column

Project

amd 1o pevo evioAmv, M| matfote F5yia va deite to anotédeopa (Ek. 5).
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Ew. 5 Xxknvi} Tov oy viorov

2.3 Amarrnoeis Zootuotos

IMao ) dnuovpyia Kot TNV EKTELEST NAEKTPOVIK®V oy VISV ypetalovton To eENg:

0 'Evog nAektpovikog vmoroylotig pe Asrtovpyikd cvomua Windows kot vrootpién amd v Kapta
YPOQIKAOV Y0 T TPLOOIAGTOTO YPUPIKA, av Békete vo exteléoete ta. Xna mouyvidio cog oTov
VTOAOYIOTH.

0 TovAdyiotov Windows XP Service Pack §,Windows Vistay Windows 7.

0 To Microsoft Visual Studio 2008 C# Express Editipmo Visual Studio 2010 C# Express Edition.

0 To Xna Game Studio 34 to Xna Game Studio 4.0.

0 Av Bélete va dokiudoete Ta Toryvidlo 6ag 6€ Kamolo GAAN kovoora, 6mmg givor to Xbox 3607 to
Zune media playefa ypewaoteite Kot tov avarloyo eEomhiiopd mov Oa cvvdebel pe Tov VITOAOYIGTH
o0G.

¥ aut v gpyacio ypnowonomnke to Xna Game Studio 3.%p omoio yperdletor yio v avantuén tov
noyvidon v eykatdotoon Tov Visual Studio 2008 C# Express Editianp Microsoft Xna Game Studio 3.1

kot tov .NET FrameworkOt npoypappatiotéc, 0nme mpoavapipinke, umopoiv va xpnolonotioovy Tig e€Ng
mAateopues: Windows Vista, Windows 7, Windows XP, Xbox 36@ to Zunetg Microsoft.

2.4 Eykatrdoraocny

XNAa
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Yy gpyacia avtn, Ommg Eimoue Kol TPONYOLUEVMG, ¥pnolpworomoape to Xna Game Studio 3.1 v
gykatdotacn tov, ypewdletonr mpdta va gykoatactiocovpe to Visual Studio 2008 C# Express Editioha
Prinata yio v OAOKANP®GON NG EYKATAGTACTG TOL XNasival ta ENG:

1. Eykotdotaon tov Visual Studio C# 2008 Express Editigprov Visual Studio 2008 Standard Edition
N VYNAOTEPQL.

2. Afqyn tov tedevtaiov evnuepmcemy o to Visual Studiooro t Microsoft Update.

3. Aqyn kar extéleon tov Microsoft Xna Game Studio 3.10 dodue OVOALTIKG TOPOKAT®),
aKOAoLOOVTOG AVUALTIKA TIC 001 YIEC TOV oG SIvOVTOL KOTA T SIAPKELN TG EYKOTAGTOONC.

4. Exivwnon tov Visual Studio 20086 to @dkero tov Microsoft Xna Game Studiand 1o pevon
‘Evapén.

A@oD éyete kavel v gyKotdotoon oG omd Tig ekdocelc tov Visual Studionov avaeépope Topomndve,
gykataotiote To Xna Game Studio 3.H sykatdotoon yio. o Xna Game Studieivat modd Eekdbopn, aAld
0g ) d00pe Pripa-Pripa.

10 Tapdbupo kahmcopiopatog totnote, Next Erxouevo).

A@o¥ dapdoete tovg 6povg Gdstag Aoyisiukod (EULA- End User License Agreementyutrote, Accept
(omodoyn) ko emdéEre, Next,onwg paivetor kot 6ty elkova 6.

H emdpevn 006vn mov gpeaviletor katd Ty £yKatdoTaoT, pOTA ov emBuusite vo emTpanel 1 ETKOVOVIN
tov Game Studiaot Tov Xnanayvidiov péowm tov firewall (toiyog npootaciac) otov vroloyiot) coc. Eivat
TPOTEWOUEVO VO EMITPEYETE TNV TNV emkowvovio. H mpodtn emloyn, omouteiton av 0éhete va éxete v
woavotnta vo avantoéete ta Xnamoyvidw cag o€ pio kovedro Xbox 360.n devtepn emhoyn, amorteiton yio
diktvoko woyvidl ota Xnamoyvidio. Evepyoroiote kat ta dvo Firewall emkowvoviag ko emiéére, Next.

Inueioon: av ypnoiponoieite kamoo diio firewall Aoyiopukd otov vmoloylot) cag, iomC ypelcTel vo
npochécete Kavoveg, yio v emkowvavia pe to Xbox 360xat to Xna Frameworkind kdmoto GArho eyyeipidio

yprong (Mmanual).
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- B
{8 Microsoft XNA Game Studio 3.1 Setup ]

Welcome to the Microsoft XNA
Game Studio 3.1 Setup Wizard

The Setup Wizard allows you to change the way Microsoft
XMA Game Studio 3.1 features are installed on your
computer or to remove it from your computer. Click Next
to continue or Cancel to exit the Setup Wizard,

XNA

Ewk. 6 000vn korhooopiocpatog yio v Eykatdotaon tov Xna.

- B
8 Microsoft XNA Game Studia 3.1 Setup el
Firewall Setup for Microsoft XNA Game Studio 3.1 “‘x n c

Additional rules will be added to Windows Firewall. Please choose to enable
these rules and select which to enable, or acknowledge that you do not wish
these rules to be on.

@ Yes, I wish to select these rules to enable:

[¥] Allow communications between a Xbox360 and your computer on the local subnet,

[¥] Allow the communication of netwark games built on the XNA Framewark,

(") Mo, I do notwant these rules enabled.

If Windows Firewall is disabled, the rules will still be added in the event that Windows Firewall
|| isenabled in the future. If you are using a different Firewall application, please consult the
readme or help documentation after installation for more details,

Back || sl | | Cancel

Ew. 7 PvOpicec Firewall
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Ao deyteite T1g 1010t TEG ToL firewall, n eyxatdotaon tov Xna Game Studidio avtrypdyet o apygio otov
VTOAOYIOTH GOG Kol Bt OAOKANPOGEL TNV EYKOTACTOCN.

Mol teleudoet | eykotdotaot, totnote Finish @élog) kot eiote £tolpot va avantouéete Tig epOPUOYES GOG.
To Xna Game Studi@ygr evorombei oto Visual Studioemopévog yia vo Egkivioete amld eKKVAOTE TO
Visual Studio 2008y va dnpovpynoete ta dikd oag moryvidw (Eik. ).

Ctrl+Shift+ N

Mew Project...
Z1| OpenProject.. Ctrl+Shift+ O
|| 5| OpenFile.. Ctrl- 0O

Close

1| Close Solution

Save Selected ltems Chrl+5
Save Selected Iterns As...

@ | savenll Ctrl+Shift+5

J
|J3J0|d}{3 ugnn|os ﬁg‘

Export Template...
There is no content available yet. Content will be downloaded once a connection to the internet is

established.

| PageSetup...

3 | Print... Ctrl+P

Recent Files >

Recent Projects >

Exit
Gpen: Frorect.
Create: Project..

Getting Started g

Create Your First Application

Video Feature Tour

Learn C2

What's Mew?

Beginner Developer Learning Center
Download Additional Content
MSDN Ferums

Visual C# Developer Center

|3 Ervor List]
Ready

Ew. 8 Anuovpyia Néov Project

2.5 XnaFramework Content Pipeline

e éva mayvidlt mov dev oyetiletar pe to Xna, vmdpyel n oavnovyio Tov wog Bo ewcaybovv eEmTepikd
dedopEVa, OTTMG NYOL, YPAPIKA KO TPIOOAGTOTO LOVTEAQ.

To Content Pipelingivat éva gpyoieio pécm Tov omoiov yivetal 1) E160Y®YH TOV MULIOVPYIKOD VAIKOD KOT
10 (pOVO ekTéAEOTC TNG £Pappoyng. ‘Exel m duvatdta siocaywyng os: Meshesgikoveg, povoikn, poviéia,
NYO, YPOUUOTOCELPES, EQE.

ATAoVoTEVEL TNV ENEEEPYOTIO TOV GUVOALKOD TEPIEYOUEVOD MOTE Ol TPOYPUUUATIOTEG VO, UTOPOVV VAL TO
YEPLOTOVV o e0KOAw. [Tepiéyet o oelpd amd evEpYELEs, oL omoieg TEPILOUPAVOLY E1G0Y®OYEIC ToV dtafdlovv
T0L SEBOUEVAL KOl TOPAYOLV U0 YVOOTH HOPPT|, Evav eneEepyaoth TOL TOipveL ovTh TN Hopen, Evav compiler
7OV dMNUIOVPYEL TO £TOLO TPOG YPNOT TEPIEYOUEVO KOl TELOG, TOV SIUYEPLOTH TOV TEPIEYOUEVOL 0TOD. (XZy.2)

XNAa
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- Importer

Processor ¢ ’

_ Content
Content
L Manager
[ipoctrdll Content DOM Compiler | (Runtime)
—1 Processor — ‘
~a|— Importer ——

Xy.1 To Xna Content Pipeline

Kdat mohd evdiapépov oyetikd pe to Content Pipelinegivan 61t Paciletoar oto mepieydpevo mov ot
TPOYPUUUATIOTEG GUUTEPIAOUPBAVOVY OmOTEAECUATIKG 0TO £pyo TOLG. Avtd omnuaivel 4t 6tV 1O €pYyo
dopeital, 10 TEPIEXOUEVO LETATPEMETOL GE U0 AVOYVOPICLUN LOPPN KOl LETAPEPETOL GE KATOOV YVOOTO
(QAKEAO, £TOL TO TPOYPOUUO YVOPILEL TAVTO TTOL UTTOPEL VO PPEL TO TEPIEXOUEVO AVTO KOL TTMG VO TO JlAPACEL.
Katd v mpocbnkn tov mepieyouévov 6to XNa mTpoOypoppd, XPNOHOTOEITOL €vag omd TOVG EIGOYMYEIC
nepleyouEvoy g pépog tov framework.Avtoi ot sloaymyeic Kavovikomolovy 1o 6£30UEVA TOV TEPIEYOUEVOD
Kol to B€touv o€ o popen 1 omoio pmopel evkora va emefepyactel apydtepa. Ot popeég apyeiov mov
vrootnpilovrot eivot ot axdAovbec:

0 3D popeéc apyeiov: X (mov ypnowomoteitor and to DirectX), .FBX Enuiovpynbnke omd to
Autodeskkat vroompiletar amd to TEPIoGHTEPN EUTOPIKA Kot GAAa freewarespyaieia).

0 Material popéc apyeiov: .FX (apyeio €&, ¥pNGULOTOIOVVTAL VIO VO TEPTYPAWYOLY AETTOUEPELEC TTOV
aopovy TV emkdAvyn tov 3D povtédmv 1) yia Ty TpochnKn €@ TNV TPIEOLACTAT GKNVY).

0 2D popoéc apyeiov: BMP, DDS, JPG, PNGot TGA.

0 Apysio meprypaenc ypoppotocepmv: SPRITEFONT (xmlopyegio mov ypnoyomotodviol ord to
Xna).

0 Xml opyeia: XML (umopodv va ypnoipomombodv yioo v oamobnkevon Tov 1810THTOV TOL
TALVISIOD).

0 Audio apyeio: XAP, WAV, WMA kot MP3.

2.6 XnaFramework Class Library

Eivar o Pprodnkn and khdoeig (classes), dienapéc (interfaces)kor tomovg tiucdv (value types)rtov
ovpumeptiappavovtal oto Xna Game Studiddvt) n ipriobnkn mapéyel TpocPacn ot AEITOVPYIKOTNTA TOV
Xna Frameworkkol givor oyedloouévny oote va amotehel to OBgpélo 6mov ol gpoapuoyég tov Xna Game
Studio,ta nepieydueva kat ot Eleyyot dopodvTal.

To namespacesivar 1o mepipdAlov mov dNUoLPYHRONKE Yl VO TPOGPEPEL Ui AOYIKY| OLOOOTOINoT TV
AVOYVOPLETIKOV 1 GLUBOAOV (OTMC ToL OVOLOTOL).

Ta hamespacesov vrdpyovv €€’ oplopov katd v dnuovpyia evog projecteaivovtal mapakdto:

Microsoft. Xna.Framework

Tapéyer T1c KAAGES TOL YpeLdlovTal O GLYVE, OIS T ¥POVOUETPO. Kol ToV Ppdyo Tov Tatyvidoy (game
loop).

Microsoft.Xna.Framework.Audio
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Xpnowonotel pebddovg v va poptdvel kot va yewpiletar dedopéva Tov ypeldlovial TV ovoTapoymyn
NY@v.

Microsoft.Xna.Framework.Content

Iepiéyet ta otoyeia Tov ypdvov extédeong tov Content Pipeline.

Microsoft.Xna.Framework.Design

TTapéyxet Evav evomompévo Tpdmo LETATPOTNG TOTWV TILDV 0€ GALOVG TOTOVG.
Microsoft.Xna.Framework.GamerServices

[Tepéyer KAdoelg oV LAOTOI00V TIG S1A(POPES VTN PEGIEG TTOL GYETILOVTOL LE TOVG TATKTEG.

O vmnpecieg avTég EMKOvmvoUy amevbeiag e ToV TOiKTN Kot To 0E00LEVH TOV.
Microsoft.Xna.Framework.Graphics

ITepiéyer pebddovg mov ekpetorredoviar TG SVVATOTNTEG EMITAYVVONG LAKOD Ylo TNV OTEIKOVION TV
TPLOOIAOTUTOV OVTIKELUEVOV.

Microsoft.Xna.Framework.Graphics.PackedVector

AVTITPOG®REVEL TOTOVG dEGOUEVOV, LE GTOLYELD OV gV gival TolhamAdoio tov 8 bit.
Microsoft.Xna.Framework.Input

[Teptéyer KAdoelg yio TV omapiBunon, Ty ovamopoy®yn Kol OTEKOVIOT TPAYOLdldY, GAUTOVN, AOTMV
OVOTTOPOYWYNG KO OTOYPOPLOV.

Microsoft. Xna.Framework.Media

Iepigyel Khdoeig mov vrootpilovv to Xbox Live, tovg moAlamlolg maikteg Kot v dikTdmon yio to Xna
Frameworkroyvidia.

Microsoft.Xna.Framework.Net

ITepiéyel KAAGELS TOV EMTPETOVY TNV AVAYVOGT KoL YPAPT TOV OPYEIDV.

2.1 Tomot apyeicwv twv 3D puovtéiwv.

Ta TpLodldcTaTO LOVTELN TTOV YPTCILOTOIOVVTOL Y10, TNV VAOTOINGT] TOL EIKOVIKOD KOGUOV, dNUIOVPYODVTOL
o€ Jo primitive popen kot 6t cuvéyeto elcayovior 6to Xna pécm tov Content Pipelinedrwg avoeépbnke
KOl TOPOmave. o To. LovTELD aUTd, TO YPDOUOTO KOl 01 VYES TOL £QaproOlovTat, umopodv va dnpovpyndodv
€KTOG TOL XNA, UEC® MMV TPOYPAUUATOV dnuovpyiog Tpiodidotatov aviikelpévoy, omng to 3D Studio
Max oty mepintoon pog, | GAlov Tpoypapuudtov oxedioong, 6nmg to Maya,to Blender,to Lightwavexkot
tov Modo. Ta poviéda mov dnuovpyodvior and avtd ta Tpoypaupata, uropovy va eEoybodv 6g moAAOVC
popedtuomovg. To Xna vmootnpiler tovg X kot .FBX popeodtvmovg yio ta tprodidotota pHoviéla.
Ddoptovovtdg otic XNa epapuoyEC TOv dNUIOVPYODVTAL, Ol TPOYPUUUOTIOTEG UTOPOVY VO EGTIAGOVY GTNV
eneéepyaocia, Tnv BEom, TV kivnon Kat TV TEPIGTPOPN TOVG.

2.8 Aoun prog spapuoyig.
H doun o epoppoyng amoteieiton and kamola otddio (Zy.1):

Apykomoinon Twv cLGKELOV

Ooptwon tov art assets

Main game loop (Update, Draw a frame, Repeat)
KAglowo tov cuokevdv

Amodéouevon Tov Topwv

O O0OO0OO0o0Oo
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Apyuwortoinon Initialize ()
J l
::;l::?vﬂz“ LoadContent ()
Y !
Avaviwon byt Update ()
v J
Amnsikovion Draw ()

Yy.2 dopn puog epappoyns Xna

Yta aplotepd amewcoviletar to game loopst yevikn tov popen. H gpappoyn mepva apyikd and tig gdoeig
™me apywkonoinong (6éopevon UvAUNG, OpoUOC AVTIKEINEV®V) Kot NG avoyvoplong dedouévav (Leic,
povtéda, Myovg). XN cvvéyeln eloépyeton o€ évo l00p katd to omoio kdvel cuveymg dVo Asttovpyieg, TNV
Avavémon (Update)xor tv Arnewcovion (Draw 7 Render) Xt @don g Avavémong, 1 epappoyn dwofalet
v gicodo and tov ypnotn (uetokivinon joystick  mAnktpov) kat pe BAcm AT Kol TV TPEXOVGO YPOVIKY
OTIYUN EVNUEPDVEL TNV KATAGTAOT] TOV OVIIKEIUEVOV TOL KOGHOL. Mmopel dnAaodn vo HETOKIVACEL €val
OVTIKEILEVO, VO KAVEL £va YOpakTNpa va mopoPoAincel, Eva Papéit va ekpayel, To ypacidl va kivnbel otov
dvepo, kKAm. Emiong, ot @don avtn, eAéyyovior kot ot aAANAEmOpAoelg HeTad TOV OVTIKEIWEVOV TOV
TOLVIO0D, OMANON OV KATOL0 GVTIKEILEVO GLYKPOVETAL e KATOo GAAO, OTMC emiong LAOmOlEiTal Kot M
texvnT) vonuoovvn (artificial intelligence)kvog yopaxtipa.

Anpovpymvtog éva andd Xna project n Visual C#rtomobetel 6lov Tov KOOk Tov Projectoe o kKAGon
(class) pe 10 6vopo Gamel.Or gpapuoyée Ko To mOLXVidlo TOL SMUIOVPYOVVTAL EivVal GLVERMOG &va
avtikeipevo (object)tomov GamelH popen tov k®ddka eivor og eENG:

usi ng System

usi ng System Col | ecti ons. Generi c;

usi ng System Li nq;

usi ng M crosoft. Xna. Fr anewor k;

usi ng M crosoft. Xna. Fr anewor k. Audi o;

usi ng M crosoft. Xna. Fr anewor k. Cont ent ;
usi ng M crosoft. Xna. Fr anewor k. Ganer Ser vi ces;
usi ng M crosoft. Xna. Franmewor k. G aphi cs;
usi ng M crosoft. Xna. Franewor k. | nput ;

usi ng M crosoft. Xna. Franewor k. Medi a;
usi ng M crosoft. Xna. Franewor k. Net ;

usi ng M crosoft. Xna. Fr anewor k. St or age;

nanespace Project

{

public class Ganel : M crosoft. Xna. Franewor k. Gane

{
G aphi csDevi ceManager graphics;
SpriteBatch spriteBatch;
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public Ganmel()

{
graphi cs = new G aphi csDevi ceManager (this);
Content. RootDirectory = "Content";

protected override void Initialize()
/] TODO Add your initialization |ogic here

base.lnitialize();

}
protected override void LoadContent ()
{
/'l Create a new SpriteBatch, which can be used to draw textures.
spriteBatch = new SpriteBat ch(G aphi csDevice);
/1 TODG use this.Content to | oad your ganme content here
}
protected override voi d Unl oadCont ent ()
{
/1 TODG Unl oad any non Content Manager content here
}
protected override void Update(GaneTi ne gameTi ne)
{
/1 Allows the gane to exit
i f (GanePad. Get St at e( Pl ayer | ndex. One). Buttons. Back ==
Butt onSt at e. Pressed)
this.Exit();
/1 TODG Add your update | ogic here
base. Updat e( ganeTi ne) ;
}
protected override void Draw GaneTi ne ganmeTi ne)
{
Gr aphi csDevi ce. C ear ( Col or. Cornfl ower Bl ue) ;
/1 TODG Add your drawi ng code here
base. Drawm ganeTi ne) ;
}

2.8.1 Merafintéc
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Onoc gaivetol, vrdpyovv kdmoleg class-leveluetapintéc ot omoieg mapéyovrar avtdpate amd o Xna
onw¢ emiong évag constructorkat mévte oxopa pébodor. H mpdn class-leveluetopinty, sival tomov
GraphicsDeviceM anager. Eivat éva mold onpoviikd kot ypioipo avtikeipevo (object), 16tt mopéyst
OTOVG TPOYPOUUOTIOTES £vav Tpdmo mpdoPoong tng unyavng ypoeikov (graphics device)otov
vroloyot, To Xbox 1 to Zune. To avtikeipevo GraphicsDeviceManagefyst po 1810tnto. mov
ovoualetan GraphiasDevicenov mapovctdlel TV TPOYUOTIKY UNXOVY YPOPIKNG OVamapioTacng 6Ty
TAateopua mov ypnoponoigital. Eneidr to graphics device objeevepysi o¢ aywydc peta&d tng Xna
EPAPUOYNG TNG KAPTOG YPAPIKOV TOL unyavipatog (q axpipéotepa, e Graphics Processing Unif,tng
GPU oty kapta ypagik®v), otidnmote dnpiovpyeitor oty 08dvn e Xna epapuoyng, exteleitol Hécm
avtob Tov object.

H devtepn petafinti, eivon évo, instancerng SpriteBatch khdong. Avtd givon o facikd avtikeipevo Tov
y¥pPNOooTOEiTON Y1oL TV avamapdotacn Tov Sprites’Evo Sprite, eivat pua 8166100T0Tn 1 TPIodIGoToT
€IKOVO TTOL EVOMOUATMOVETOL GE oL LeyoAvTepn oknviy. 'Eva moawyvidt dvo dtooctdcewv dnpiovpysital pe
v avanapdotoon tolhanddv spritesotny oknvn (player sprite, enemy sprite, background sprite,).

2.8.2 MéBodor

H Initialize uébodog, ypnoonoteitar yio Ty apylkoroinon Tmv HeTafANTOV Kot GAA®Y OVTIKEUEV®V
nov oyetiCovrar pe to Gamel objectTo graphics device objectipyikonoteiton e avtd T0 oNUEio KO
umopel vo. ypnotwomomndel amd tnv Initialize pébodo yio va Ponbfoel tovg dnovpyods, va
OPYIKOTOMGoOoVV AL avTikeipevo mov eEaptdvtal and Tig puOUicelg Tovg, Yo TaPddetyo 6 VT
1EB000 GVVNOMG CPYLKOTOIEITAL 1) TIUT TOL SCOresvdg mayvidlov.

H LoadContent pébodoc, kaieiton apéonc puetd v Initialize uébodo kot extedeitan po popd KoTd TV
évapén tov maryvidod. H pébodoc avtiy ypnmowomotleitoan yioo va @optwbel amd 10 dioko OAo TO
TePLEYOUEVO TNG €QapUOYNS oV Ba dnpovpyndei, nradn ekdveg (LEEC), TPLEdIAGTATA LOVTELD, Y01,
KA. Onwg gaiveton, €& opiopov 1 LoadContentbrpovpyet éva avtikeipevo tomov SpriteBatch. Avtd
umopet va ypnoipomoinfel yio vo poptmBolv e1KOVEG GTNV EQOPUOYT.

H pébodog Update, koreitoar 60 popég to devteporento (€€ optopov) kot KAveEL OAEC TIC OTOPOUITITES
EVIUEPMOELS OTNV AOYIKN] TOL TOLVIOOV, otnv B6cm Kol TNV KATAOTOGN TOV YUPOKINP®OV TOV,
ene€epyaleton v £i60d0 and 1o TAnkTporodylo 1 To controller,kim.

2T0V TPAYHOTIKO KOGHO, Y10, TNV ANYT LG QOTOYPOPIOS, LETUKIVOVLE TO ETUTA, TOTOOETOVUE TOL ATOUA
o1t oKnvn, Aépe oto dtopa mov Bo VEAPYoLV OTN EOTOYPAPic VO QTIAEOLY TO UOAALL TOLG, VO
yopoyehdoovy kot vo. kdtoovv axivita. Kat' avaioyia, oty pébodo Updateeicdyovpe kmddika mov
GTNVEL TO GKIVIKO KoL OAO TOL VTIKEIEVO TNG OKNVNIG KoL T ETOLUALEL Y10 QOTOYPAENOT. AVTO gival KATL
oL KAvel 1 péBodoc Draw. Ze avt) ) pébodo, cvpumephapfavetor GAog 0 KOKAG oL ametkovilel Tov
Koopo Tov Toryvidlod otnvy 0086vn. H Draw koleiton eniong, auéomg petd tmv Update, 60¢popég to
devteporento (€€ oplopov, OU®S owTd propei va puoiotet).

Méypt otrypnic, n uébodog Draw, dev kdvel timota dALo, amd To va kabapilel to mapdBupo ko va B€TeL TO
ypopo tov @eoviov oe umie (Color.CornflowerBlue),to onoio umopel emiong vo pvOuotel omd to

dnuovpyo.

H aAXniovyio evnuépmong g Katdotaong Tov kKOcpov tov maryvidiov (Update)karl tng anetkdoviong tov
(Draw), ovopdleton game loop fpdyog moryvidiod) kot vrdpyst oe 6Aa To moyvidio, amd To To amho
péxpt to mo ovvleto. To game loopdavikd exteleitar 60 popég T0 dgvtepdrento yio puOUd amedviong
(framerate) 60 HzAv 1o mouyvidt éxet moAlG kot obhvOeTa avtikeipeva pe TOATAOKN QUGIKY £E0p0imon
KoL TEYVNTH VOMUOGUVT], 0 puOUdC ameikoviong pmopel va eivol apkeTd yoUnAoTEPOC,.
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‘Eva onpeio mov ypetaletan cvlnimon, eivor 1 mtapauetpog gameTime mov ypnoLUoTOoLETOL Kol omd TIG
dvo uebosdovg Updatexor Draw. H mapdpetpog avt ivol moAd onpovTikny Yo Ty AOYIKY 0AOKAN POV
TOV TOLYVIOO0 EMEWN TO oy vidl ypetaletor va EEpeL TOGOG YPOVOG TEPOCE OO TO TEAELTAIO Pra TOL
game loopyio vo kével Tovg 6moToNE VTOAOYICUOVS Y10 TOPASELYLO, VO VTOAOYIGEL T oot Béon yio
TO, AVTIKEILEVO OVAAOYD e TV TaOTNTO TOVG OTO TOLYViolL.

To Xnayevikdg ¥p1OILOTOLEL OVTIKEILEVO Y10 VO EKTPOCMOMTNGEL KOl VO 0DGEL TPOSPact o€ Aettovpyieg
TOVG, dLaPopovg mOPovg TV marvidounyovis. To GamePadivol évo avTiKeipevo mov avITpocmTEDEL
TO YEPIOTAPIO TOL TUXOV EIVOL GLVOESEUEVO OTNV TTaLyVISOUNXovY (CUUTEPIAOUBOVOUEVOL Kol TOL
VITOAOYIOTN). LTOV KMOWKE oV dnpiovpyeitor owtopata and to Xna, ypnowonoteitor yio vo Ppebdel n
TPEYOLOA. KOTAOGTOOT] TOV TALVISIOD Kol av 0 ¥PHOTNG £YEL TATHOEL KATO0 GVYKEKPIUEVO Kovuni (to
Backyia v akpipera). I'o to TAnktporoylo, to avtictoryo aviikeipevo gival to Keyboard.Avtictoyo,
to GraphicsDeviceivat éva, avtikeipevo mov eknpoconel 10 tapddupo PEco 6To onoio amekovifetat To
mayviol. H pébodog Clear mov kaieiton otnv Draw kabopilel to mopdbupo ko 0étel mg @ovio éva
GUYKEKPLUEVO YPDLLAL.

H xopia pébodog (main), éxet v €ERG Lopen:

nanespace Project

{
static class Program
{
/1l The main entry point for the application.
static void Miin(string[] args)
{
using (Ganel gane = new Ganel())
gane. Run();
}
}
}

Kot dnpovpyeiton avtdpate og P Eeywplotn KAdomn mov ovopaletal Program.cs.

Avagpopa.
Wikipedia (http://en.wikipedia.orj

Rob Miles “Introduction to Programming Through GabBevelopment Using Microsoft Xna
Game Studio” (Academic Edition),

Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Profassib(Apress),

Aaron Reed “O’ Reilly Learning Xna 3.0".
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I'pagpixa

3.1 Ipagpixa vroloyietay (computer graphics)

Ta ypoagikd vroloyiotmv (computer graphics) eivor évag kKAAd0G NG EMOTAUNG TOV VITOAOYIGTAOV TOV
aoyoieiton pe tn Beopia kot Ty TEYVOLOYio cHVOESTG EIKOVOV GE NAEKTPOVIKO VTOAOYIOTY.

Aoyiopiko

Mo v glcaymyn, v onovpyia kol TNV eNeEepyacio TOV YPUPIKOV LVTOAOYICTMOV Y¥PNCULOTOLEiTaL Eval
€101k6 AoyiloLukod mov ovopaletor “ Aoyiopikod eneEepyacioc eikovag”.

"Etot, dnpiovpyodviol ypopikd ometkovions dopopmv oYECEmV - OM®G YUpTOV Kol E0OAMY VO 1 TPLOV
Ol0OTACEMV - [E TNV YPNOT TEAEI®V, YPOUUDOV, KOUTLVA®V K.T.A. Ta oTtoryeio pmopovv va gioayfodv otov
VIOAOYIOTN LECH S10POP®YV GLGKEV®YV, (OTm¢ évag capwthg (Scanner)y po Ynexy eoToyPaEIKY Unyovn,
HE TNV HOPON YPOUU®OV, KOVKKIO®OV &ite pécm Ttov mAnktporoyiov. Otav mapovciachel 10 amotéieoua
otV 006N, 0 YPNOTNG UTOPEL VO TO YEWPIOTEL HETUKIVOVTOG TO 0pLoVTIOG Kot KaBETMS 1 TEPIOTPEPOVTAG TO,
vo 10 eme€epynoTel N VO TO TMPOEKTEIVEL pe TV ypnon oG eotoypapidag (light pen)® poivpiod ue
opapidlo. Optopévol TOTMOL AOYIOUIKOD, OTMG TO VROAOYIOTIKA @UAAM, dSwobétovv v  dvvartdtnta
dnuovpyiog ko enelepyaciog (svidg oplopévev TAuGinv) ypaeikdv mapactdoenv. H enelepyacio evog
YPOPIKOO TAPOUEVEL, (OGTOCO, UMOKAEIGTIKO OVTIKEIIEVO TOV AoYioHkoy enebepyaciag ewovag. Koptotepot
(0Ah& Oyt povadikoi) tomotl tétotov Aoyiopkov sivar to Photoshoprmg Adobe Corp.,to CorelDraw g
CorelCorp.xot to 3DStudio Maxtnc¢ Autodesk.Yndapyovv, euoikd, moAhéd axdun tpoypaupata (opiouéva,
paMoTa, StavEHOVTOL TELEIMG dwPEdV), He TOIKIAIN SUVATOTHTOV Kol YOPOUKTNPIOTIKOV OTME Kol OTUTCEMV
oo T0 AgIToVPYIKO ZHOTNHO KOl TO VTOAOYIGTIKO GOGTNIE. 6TO 07010 Ba ypnoipononfovv.

Eio1 7po@ik@v vToAoyieTOV
Ta ypo@ud VITOAOYIGTOV UTOPOLV Vo dlakplody ce JAPOPEG KATNyopieg avaAOyo HE KATOWO KPLTHPLO
KaTyoplomoinong. Avaioya pe to mAN00G TV S100TAGEWY Ol OTO1EG GLUUETEYOLV GTNV OMEIKOVION:

0 Awddotata (2d) 'pagpicd Yroloyiotmdv

o Tpiedidotato (3d) pagikd Yroroyiotdv

Avéoyoa. pe tov xpdvo otov omoio yiveror n anddoon tovg (rendering):
0 Ztotikd ypapikd YTOAOYIoTOV

o TI'pagikd Ymoloyiotmv [payuaticod Xpdvov
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Awedraotoro (2d) T'pagikd Yroloyietdv

To O1001doTOTa YPOPIKE VTOAOYICTMV OTOTEAOVV TPOCTADEIEG OMEIKOVIONG YPOPIKOV OV0 O100TACEWDY
otnv 006V Wog  ynewkng ovokevng (my. evogvmoAoyloty). Xvvnbmg tétolov  €idovg  ypagikd
YPNOOTOLOVVTOL Y10 TV dnpovpyia ypaeikdv demapav ypnot (GUI-Graphical User Interfaceyiid kot
Y10 EIKOVOYPaPNoelS PIPAIV, TEPLOSIKOV KAT. EVTOTMOV.

Zta, ypapikd pe vroloyioth cvumepthoufdvetat kot 1 eneEepyacio eikovag (oToTkng N Kivoduevng), n omoia
yivetoun pe ) Ponbeio e1dkov Aoyiopikod. H eneéepyacio swovag eivar pio omd T dSNUOPIAESTEPEG XPNOELS
TOV VTOAOYIGTH ONIUEPT, KOOMG EMTPETEL TN PEXTIOON LG QOTOYPAPING LE TNV EQOPLOYT EWVIKOV GIATPOV,
T omoio, umopovv Oyt novo va ) BeATidoovy, aALd kot vo, TV ToporlaEovy (ewtouovtdl).

Ta 600 S106TAGEDY YPUPIKE LTOPOVV VO KATATAYOLV GTIG £E1G dVO UEYIAEG KATIYOPiEG:

0 Awvvopotikd ypoagua (Vector Graphics)Xpnoipomotobvor yioo T dnuovpyia eikdvev Ommg

AoydTLuTOL, OTHOTe KATATEDEVTO KTA. OALG Kol WYEVFO-TPIEOACTATOV GYNUATOV (TPOOTTTIKY).

o Tpagwd yneidov (bitmap graphics)Olo 1o ypoeikd mov dnuiovpyovdVTAL OO YNELOToinon

VIOPKTDOV AVTIKEIEVOVY (QOTOYPOPIES, EIKOVEG amd capMOTEG KTA.) AVIKOLV G€ QUTH TNV KoTnyopio.

H Booikn dtapopd v 600 KaTnyopLdy givol To yapaktnpiotikd g avdiveng (resolution).Ta diovuopatikd
YPOEIKA "TEPLYypaeouy” po ewcova pe T Pondeta TG aVOAVTIKNG YEOUETPIOG Kal, KOTA GUVETELD, WE TN
Bonbewa e€lodoewv, Evid Ta Ypaeikd yneidwv Aertovpyobv dnwe akpimg Eva ynoedmto: Oco pukpoTepes Kot
TEPIOCOTEPEG YNPIOES YPTOLOTOLOVVTOL, TOCO TO EVKPVEG Ko OkPPBEG eivar To TeEAKO omotédeoua. H
avaivon petpdrol og Koukkideg (ynoidec) ava ivtoa (dots per inch, dpilia pia 006vn, n avéivon tov 721
96 dpi givor emapkéotarn, ov OU®C N EIKOVO TPOOPILETOL Yol EMOYYEAUOTIKY EKTOTMON, TO EAAYIOTO
amoitovpevo eivor ot 300 dpi.Ta dovvopatikd ypoeikd eivor aveaptnta avaivong (resolution free)yati
amAd g YPNOIUOTOLOHY YNOIOES Y10 TO CYNUOTIGUO TNG EIKOVOC.

‘Eva axéun yopaktnpiotikd tov ypaeikodv givar to Pdbog ypoduatog, oniadn 1o mAN00¢ TV dLadIKMV
ynoeiov (bits) Tov ypnoipomolohvtol yio TV TEPLYPAPT| TOL YpdUaTog Kdbe ynoidag (1 kabe meproyng ota
dravvopatikd ypoeikd). To onuepwvd otdvtap gival yo. pev tig 006veg Pabog ypopatog 24 bitsevod yia tig
ektunmoelg 32 bits H 006vn kat 1 ektHROOT ¥PNGIUOTOLOVYV SLUPOPETIKA YPOUATIKG TPOTLTO. YTAPYOVY Kot
YPOPIKA [e peyorlvtepo BaBog xpduatog, Tov tpoopilovtal Yo EWOIKEG YPNOELS, KAOMDE T0 avOpdmvo LATL o8
umopet va. dtokpivel tepiocdtepa and 16,7 kotoppdpia YpouoTikés dtafaduicerc).

o 11 epappoyéc tov AlSIKTOOL ¥PNGIUOTOOVVTOL OTOKAEIGTIKG TO. YPOQIKG Yynoidwv, ywuti (mpoc to
napdv!) dev givon duvati N HETAd00N HESH ALOSIKTOOV SLOVUGUATIKOV YPOUPIKDV.

O 1Om0og TOV YPAPIKOV avayvopiletal cuvnloe and TV TPOEKTAGCT] TOV OVOUATOG TOV OPYEIOL, GTO OO0
glvan amobnkevpéva (OnA. To TUALO. EKEIVO TOV OVOROTOG IOV Ppicketar de&1d amd v Teleio Tov Ywpilel ot
dv0o 1o dvopa evog apyeiov). Ot Théov cuviBelg Tomot sivat:

0 Alvvopotikd ypagikd: .cdr, .ai

o Tpoewd yneidwv: .tif, .bmp, jpg, .gif, .png @ tpeig tehevtaiol oot givar o1 KOTAAANAoL Yo TO
Awadiktvo).



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 37

Tpwedrasrtoro (3d) I'pagikd Yaoroyietdv

Ta tp1odidoTato YpapikKd VTOAOYIGTM®V OTOTELODV TPOooTADeleg OMEIKOVIONG YPOUPIKOV TPIOV O100TACEMV
OTNV - OTEIKOVIONG 600 SlocTdceE®Y - 006V (oG Yynoelokng ovokevng (.y. evog vmoroyiotn). To yeyovog Ot
N OTEKOVION YPNCLOTOLEL TPES SOTAGES TO KaO1oTd 1taitepa peaAoTiKd. TEToov €00VG YPOPIKA
ypNoomoovvtal cuvnlwg omd TPOYPAppaT OTMG TALYVIO VTOAOYIOTMOV, EIKOVIKOVS KOopovs. Ta
TPLEOLAGTATA YPAPIKA PpioKovV EMIONG EPAPLOYN GTOV KIVIUATOYPAMO, Y1 TI] ONUIOVPYI0 CKNVMV EKOVIKMV
KOoU®V (OPOKTNPIOTIKO TOPAdElyHo ol Towvieg tov kdkhov "O Apyoviag tev AcytoAdidov"') aAld kot
€KDYV EQE, TOL £IVOL AOVVATOV VO YUPLGTOVV MG TPAYHATIKEG OKNVECS.

Yratika [pagikd Yroroyiot@dv

To oTaTIKA YPUPIKE VTOAOYIGTAOV UTOTEAOVY AVTIKEILEVA YPOUPIKDV TA OO0 OV AmOdIdOVTOL TNV GTLYLY| TOV
EKTEAOVVTOL OAAG EYOVV amodobel pia opd katd T dnpovpyia tove. [Mapdderypa TETo1wV YpoEIKdV eivol Ta
pikpd Bivteo, to omoia sppoavifovial oe dtdpopa moyvidia, Kot ta omoio £xovv "yoplotel” o popd ko Kabe
@opd mov Bo To TapakolovBncovpe mopapévouy Ot o T dnuovpyics TOVE YPNOLUOTOLEITOL KATOLO
TpoOypappa dnuovpyiag ypaeikdv kot kivnong (animation)onmg to 3D Studio Maxgo Maya,to Lightwave,
7o Blenderzo cinema4dct.

I'pagiké Yroroyiotov Ilpaypatikod Xpévov

Ta ypaQiKd VTOAOYIGTOV TPAYLOTIKOD Y¥POVOD OTOTEAOVV OVTIKEILEVO YPOUPIKOV To 000 omodidovol Tnv
oTiyun mov ektedovvtat. o mopddetypa to ypoapud mov gpeavilovtor otnv o8dvn evdg vmoloyioth, o
omotlog exterel éva mayvidl, avikovv cuvnbwe oe avtv TV Katnyopio. I'to T dnovpyia Tovg omorteiTon
Kdmoto, unyavn anddoong ypagikmv (graphics rendering engingpoyuatikod ypovov, Om®E Yo ToPASETY A
1o Ogre3d;o Irrlich, to Crystal Spacerh.

E@appoyég I'pagik®dv YToroyl6TOV

Onwc &xer avoeepbel kol Tapamdvm, VTEAPYOLY CPKETEC EPAPUOYES TOV YPOUPIKMOV VTOAOYIGTOV.
Mepikég amd avtég ivorl 01 ypapikég SEmAQES XpNoT, T ToLyvidl VIOAOYIGTMYV, Ol gikovikol kocpot. Ta
YPOQPIKO VTOAOYIGTOV Ppiockovv, €miong, E€QPOPUOYN OTNV  EIKOVOYPAENCN EVIVT®V, OTNV
APYITEKTOVIKY oxediaom, otn Onpovpyios AOYoTOm®OV oAAG kol otn Onovpyio akpipéotatmv
oxedimVv yevikoTepal.

2mv gpyocio avty, £yve mn xpnomn Tov epyoreiov emeepyaciog Kot dnpovpyiog tpLodidotaTmv
yYpoaeikadv, o 3D Studio Maxpnwg kot to epyoleio eneéepyaoiag ewovag, Adobe Photoshop.

3.2 Ewaywyij oro 3D Studio Max

Ta wévta oTn VUGN UTOPOVY VO, AVOTOPUoTOHODY pe cLVELOCHODE YEOUETPIKOV oynudtev. To 3D Studio
Max mapéyel v dvvaToTnTo dNUovPYiog PACIKGOV YEOUETPIKAOV OYNUATOV, KOPoV, cpaipag, KuAivopov,
K®OVOL, Kol Oyl LOVO, T 0oic. OVORALOVTOL OVTIKELEVO KOl UTopel TO00 1 0661 TOVG OGO Kol Ol SLUCTAGELS
TOLG VO pLOUIGTOVV e PEYAAT akpifeta.

AQoV KATOOKELOGTOLV TO AVTIKEINEVA YiveTan duvarth 1 emelepyacio Tovg UE SIOPOPEG TEXVIKEG DOTE Va
épBovv oty emBountn ToVg HOPPN. O CLVIVAGHOG TOV ETEEEPYOUCUEVOV TLOL OVTIKELEVOV UTOPEL VO, dMDOEL
1010itePO TOAOTAOKES KOl PEUMOTIKEG OGKNVEC.

To 3D Studio Maxermiong mapéyel ) dvvatdtnta tomodétnone didpopwv vikdv (materials)ntdveo ota
avtikeipeva. To materialseivar éva €idog tametoapiag, N 0AM®DS LVEEG, KOl 1] GLYKEKPUEVN SuvaTOTNTA
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mpocBétel ota aviikeipeva o 0601 peoMcopov. H dwadikacio pe v omoio amodideTon ven pe KAmolo

Kavova og kGOe onueio g emodvelag, amokaieitor ameikovion voeng (texture mapping)ITio amid Oo

UTOPovGOLE VO BEMPNGOVUE TNV OTEIKOVIGT) DONC GOV L0 EMIKAAVYT] TOV OVTIKEUEVOL LE L0l EIKOVO.

To 3D Studio Maxtapéyst moAAég axopa duvatdtnteg Tov Ponbodv oTov peoioud TG 6KNVNG, OTmG Eva

VPV PACLA POTOGKIACEWY TOV UTOPEL VO YpNoLLoTomOet.

Axolovbel M tehikr] dwadikacio tov render,n omoio gvomolel OAEC TIC TEXVIKEG TOL YPMCLLOTOMONKOY

TPONYOVLUEVOC KOTA TN d1apkela NG poviedomoinong (modeling),avafeong vomdv oto avtikeipeva (texturing)
KoL NG XPNoNS POTOoKIAGE®MY, 68 évo ohVOAo omtd Kopé elkdvav. Ztnv epyacio avtr, to 3D Studio Max
oTAONKE YPHGULO Yio TNV SNUIOVPYIN OTADY YEOUETPIKOV oynudTov Kol evog heightmaprov Asttobpynoe wg

£00.(P0g GTNV GKNVI| TOV TPIGIAGTATOL KOGHOV.

3.3 Heghtmap

Ta €ddon (terrains), sivar évag Gpiotog TPOMOC Yoo Vo, EKTPOcOTNoOVUE LRaibplo TepiPdilovia otnv
TPLEOAGTATY OKNVY HoG. MTopodv vo Snptovpyodvtol Tuyoia 1 Vo 0ToBnKeuovTol Kol Vo pOpT@VOVTOL o
o diodidotorn eikdva ykpt kKhipakag, mov ovoudletoan Heightmap.

e autn v evotnto Ba pidoovue yuo to 1L eivon éva heightmap iog Asttovpyei kot mw¢ propodue va to
ONUIOVPYNCOVUE.

3.3.1 Ti &ivau Ta heightmaps,

Ta heightmapsivar apygio eikdvag 600 S6TAGEDVY, TOL YPNGILOTOLOVVIOL Yio TNV G001 KEVGT TOV
Vyovg evog e6apovg (terrain).ZvykepKipéva, TPOCOUOUDVEL TIC AETTOUEPELES TOV OPOPOVY TO VYOG Kot TO
BaBog wog emedvelag, yioo TV omEKOVIoN NG 6Tov Tplodidotoro kdopo. To heightmapkabopiler to
oyfue Tov £dapoug kat mpoohitel e€oykdpata (bumps)otny emedveia ovth. Zvvibmg, ota TeplocdTEP
npoyplupata, 6moc kot oto 3D Studio Max,ovopdletar «bump map»To heightmapeivor cuvifmg
TETPAY®VEG EIKOVEG TMOV OMOImV TO Ypdpo. (1 pavpo Ko Aompo), aviiotolyel o Tipég 6mov to 3D Studio
Max petatpénel o€ VYOUETPIKA dEGOUEVA. ZVVIOMG YPNGLLOTOOVVTOL EIKOVEG TNG KAMLOKOG TOV YKPL LE
eacpo mov Kopaivetar amd 0-255, 6mov O elvarl 10 Hovpo YPOUE TOV AVIUTPOCOTEVEL TO YOUNAOTEPO

ONUEID OTO VYOUETPO TOV €dAPOLS Kot 255 glvarl T0 AeVKO YPOUO TOV AVTITPOCMTEVEL TO VYNAOTEPO
(Ec.9).
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Eik. 9 heightmap

3.3.2 Ilo¢ Aerrovpyel kar mws onutovpyeitar Eve heightmap;

INo va kotookevdoete éva terrainand heightmapspéne npodta va @tiaéete évo diytu and KopvEEG ue
T1g 101eg dlaotdoelg pe o heightmapcon petd vo yprnoyonocete v T Tov DYoug Yo Kabe onueio
(pixel) wévw oto heightmapprwg to Kyoc (cuvtetayuévn Y) evog kOpupov ndve 1o diytv.

Ext6c and ™ Béon tov, kdBe xopver 010 diyTL TPEMEL VO TEPIEXEL KAl AAAO YOPUKTNPIGTIKE 7TOL
OTOLTOVVTOL Y10 TO EPE GOG, OTWS Ol GUVTETAYUEVEG TOL texturecag. Xtnv ekdva 10 paiveton éva TAgypa
6X6 06 KopLeEg TAve amd To X, Z planerov kdécuov.

Vertex Count X
L L . & & ]
Vertex
L L L L L . ] Count 7
L L & L ]
® & b 2 . 4 L L
@ & & L
Block .
Scale
® & & & # &
Block Scale

Ew. 10 6x6 diytv mwave and To X,Z plane.

e éva diytv amd KopvEég, N amdotact HeTald OAWV TV KAOeT®V Kal opllOVIIOV YEITOVIK®Y KOPLO®OV
O mpémer va elvar 1 0. H amdotoon ovth avIummposOmeveTal and Ty KAILOKO TOV  UTAOK, OT®G
eaivetor oty gwovo 7. Mo pikpn omdotoon UETAED TOV KOPLOAOV EMITPEMEL TV OUOAN UETAPaon
avipecso ota VYN TOV KOpue®V IOV omd To TAEYHA, 0AAL B0 XPENCTEITE TOAAEG KOPVOLS Y10, L
pueydan éxtaon £64@ovg. Mo peydAn amdetoon UETOED TMV KOPLO®DV EMITPENEL LEYAAVTEPES EKTAGELS,
OALG pmopel va amo@EPEL omdToun HETAPacn avduesa ota Dyn tov kopueav. I'a éva heightmaprov
nepiéyel 256 x 256 pixelsav n andotoon petad kdbe (evyovg kopveav (kdbeta kot opildvtia) ivor 1
UETPO, TO GLVOAKO UEyeBog Tov TapayouevoL eddpovg Ba sivor 255 X 255uétpa.

To heightmaprov £6dgovg givar cuvibwg amobnkevuévo oe eikdveg twv 8-bit, ot Tipég Tov Lyovg 1oL
Oum¢ mowkidhovv kot kvpoivovton petagd 0 xor 255, 6mov 10 0 (Lodpo ypdpe), OTOS eimape Kot
TOPATAV®, AVTITPOCHOTEDEL TO YOUUNAOTEPO SVUVATO VYOG Yo Mot Kopven Kot to 255 Qevkd ypodua),
OVTITPOGHOTEVEL TO VYNAOTEPO dLVATO VYOG Mmopeite vo peudoete | va. avENGETE TO SAGTNUA OVTO
YPNOWOTOIOVTOG £va  cuvieheotn) aAlaync «hipaxag (scale factor), to omoio pmopeite va
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YPNOUOTOGETE Y10 VO TOAAOUTANCIAGETE TIC TWES TOL VYOLG 1oL gival amobnkevpéveg oto heightmap,
wpocappolovtag to edopa g Ot ewodveg 11, 12, 13kon 14 deiyvouv T oTAdI0L dMovpyiog evog
TPIEOLACTATOL £3GPOVE TTOVL dnuiovpyHONKe pe v xpromn Tov heightmap.

Ew. 11 ITAéypa ané kopoeéc

Ew. 12 Adhayi Tng KMpokog
(scale)

XNAa
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Farspectyve

Ew. 14 Tl pop@i] £3G¢9ovg pe vem.

Mropeite vo, dnuovpynoete 1| va amoktioete heightmapsgie dtapopetikong tpdémove. Mmopeite va Bpeite
oA kon dropopetikd €idn heightmapotov naykdoo 1616, cvuneprapuPoavopévev tov heightmap
TPOYHOTIKGOV Tomofeoidv (0nmg ToOAeIG 1 axdpo Kou tomio amd dAlovg mhaviteg). Eneidn ta heightmaps
glvan ekdveg TiIg KAipoakag tov ykpt (grayscale imageslmopeite vo ypNOUOTOIGETE OTOLOONTOTE
gpyareio eme€epynciog £OVOS Yo TNV KaTackevn I v eneéepyacio Tav dikav cag heightmap.
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InueidoTe OTL, OA0L 01 TOTOL EIKOVMV o Voot piloviar amd to Xna Content Pipelingjivar £yxvpot yia
v dnovpyia evog heightmap.Avtd onuaiver 611 pmopeite va pnoUOTOMOETE GYEGOV OTOLONTTOTE
ewtoypoeio Bpiockete w¢ heightmapkal vo v enelepyaoteite ypnoIUOTOIOVIONG TO TPOYPULUO, TOV
embopeite.

Avagopd:
Wikipedia (ttp://en.wikipedia.orjy

Youtube video tutorialsfww.youtube.com

Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Profassib(Apress),

Delta 3D tutorials\yww.delta3d.orj
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Ewcaywyn kat avaropactacny ypagikmdy Kol §ywmy

4.1 [IlpocOnkny viikov

Onwg simape Kot TPONYOLHEVOG, TO DAIKO TOV YPT|CULOTOLEITAL Y10, TNV OTLOVPYic TNG EPOPUOYNG, OMANOT TO
povtéda, ot Nyot kat Aortd, poptdvovtal 6to Xnaomo to Content Pipeline.

A@o0 éyete ovALEEEL TO VAIKO OV O ypnoipomomoete, avoite to Solution Explorerov Visual Studio Exei
akppog vdpyer 10 onueio mov Ppioketar to contentkar Ba yiver M ewcaymyn tov mepleyopévov. o
UEYOADTEPN €VKOALD, TPOTEIVETOL Vo dNUIOVPYNOETE EEYMPLOTOVG PakElovg pHéoa oto content ywa va
Eeywpilete 1o €idog Tov TMEPIEYOUEVOL (Y01, EIKOVES K.A.T), 0T Yiveron pe g€l KAk mhvm oto contentiat
Add—new folder.Méca o10 @akelo pnopsite vo mpoobicete to VAIKO oag, e 0e&l KAMK TAve Tov Kot
Add—exising item Ew. 15).

"

Solution Explorer - Solution 'Project' (1 proj... |@ =

e emieE !
[ 3elution ‘Froject’ (1 project)
= :"JEF Project

[~ =d| Properties

[ [5 References

¢y Content
i e o>l References
o] | Mew Rem... I Add '

[ Existing em... Exclude From Project
4 | New Folder # | Cut
|| o Eﬂjp_rluj_g ' =3 Copy

x| Delete

Rename

_, Properties

Eiwk.15 IIpocOnkn povrélov 6to Solutionw—

Av oe ovtd to onueio xdavere build oto solution (Build»Build Solution), to Content Pipelineda
npoonadncel vo kdver compileto povielo mov poALG mpochécate, 6' avTHV TNV mepinTmon Evav KOfo. Av
dev vtapyovv AN, onuaivel Twg to Content Pipelinevayvdpioe tov tHmo Tov poviélov Kot RTov 1Kovo va
TO LETOTPEYEL GE EVOV EGMTEPIKO TOTO TOL XNA KL TOPO, AVTO EIvaL £TOLHO VO, POPTMGEL TOV KOPO.

To Content Pipelingpnowonotel évav mdpo yia va &gl mpocPaocn otig mnyés Tov nepieyouévovn. ‘Evag dAlog
Tpomog Yo vo eEakpifdoete av avayvopiomnke o poviého amd to Content Pipelinesivon va deite Tig
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1010tteg (propertieskav o mpoéceata tpooTtdiuevoy aviikeluévav. Me de€i khk otov Solution Explorer
kot emAéyovrag PropertiesKik.16).

Properties

Box.fbx File Properties v

Compile
ContentImporter  Autodesk FEX - XNA Fr
B Content Processor - Model - XNA Framewor
Copy to Qutput Dire Do not copy
File Mame Bl

Full Path ChUsers\mpougelofatsg

Ek.16 Iovdtnteg €vog apyciov potoypagiog

Onoc Prénete oy npdn napduetpo (Asset Name)ppioketor to Gvopa Tov HOVTELOV TOV TPOCTEONKE,
yopic Tov TOmo tov apyeiov. EE opiouod, 6ia to ovouata Tmv VAMKOV Tov mpootibevta 610 Project dev
meptAopfdvouy Tov Tumo Tov apyeiov. Av PAénete to Asset Nameéioutov otig 1019t TeC Tov HovTéEAOD, Oa
Eépete Ot To Content Pipelinevayvopioe tov kbpo cag. Ta ovopata Tov aviikelpévoy, ta onoio fpickoviol
GTOV 100 PAKEAO, TPETEL VAL EIVOL LOVOITKA.

Onwc mapotnpeite omv Ewova 4, kdto amd v mopduetpo Asset Nameyprdpyovv dAieg 000 ToapdpeTpot.
To Content Importeiar to Content Processollo yeyovog 61t vadpyovv avtég ot 000 110TNTEG Kol eivat
puOopévee va givon Autodesk FBX- XNA Frameworkor Model-XNA Frameworkavtictowya, sivat éva
dAlo onuadt 6t to Content Pipelinéyst avoayvmpicet tov kOPo cog. Dépovv v £vdeiEn 0Tt 0 kOPog eival
grolpog vo eneEepyaotei and to Content Pipelinec tpiodidotato poviélo.

4.2 IlpocOnkny nywv Kot povcikys

Axopo Kot 10 KaAOTEPO oy vidl Tov O PmropohoaTe Vo, VAOTONGCETE, OV Ba etval apKeETA S100KESUCTIKO OV
dev ocvumeptloppdvel nyovg.

e outn Vv gvotnTo, Oa dovpe TG UTOPOVUE VO PEATIOCOVUE EVO TTayVidl, cLUTEPIAAUPAVOVTAG GE 0LTO
NYO KoL EQE NYOV, LE OTOTEAESILA VO EEEPEVVIIGOLLLE TIG PaciKEC £VVOLEG TOL YOV 6TO XNa.

To Xna acyoleitat [ie TOV Y0 ¥PNOUYLOTOIDVTOG TV 1d10 SO TOL XPNOCULOTOLEL Yia TN Stoyeiplon Ypapik®y,
1o Content Pipelinel'ia to Xna, o fyog givat amhd évo GAAO €160 mEPLEYOUEVOD TOV TTOLYVIO10D.

4.2.1 To epyaleio onquiovpyias fyov, XACT

Me 10 XNA Framework 3.1, vmdpyovv o&V0 SloQOPeTIKol  TPOTOL YOO TNV VAOTOINGT
TOL NYOV. L& TPONYOVLEVEG EKDOCELS TOV XNA, Ol TPOYPOUUUUTIGTEG YPTOLLOTOI0VCAY EVa EpYaAEio OV
ovoualetan  Microsoft Cross-platform Audio Creation Tool (XACT amokAeloTIKA Yo,  TOV
Nyo. Xpnowonotwvtog to XACT, ot TpoypapUUOTIoTEG LTopodGAV VO dNULOVPYHCOVY apyEio. Nyov To
onoio enc&epyaloviav amd to Content Pipelinacot epapudloviav ypnoiporoidvrag to APl fyov tov
XNA FrameworkMe 1o Xna 3.1,10 XACT pmopei akoun va ypnoponondei yio tnv vAomoinon fyov
yw. Tov vohoytot) kou To Xbox 360.Evtovtolg, enedn 1o Zune dev vrootpilet ) pnyovy XACT, n
opada tov XNA éxer mpocbécet éva Eeympioto AP yia ) xpiion Tov oty avartoén fyov oto Zune.To
amlovotevpévo avtd APl vrootnpileton eniong amd ta Windowskot to Xbox 360.



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 45

Tati va ypyoiuonoujcete Ty mo nepiniokny uébodo XACT, av vroctipiletar to amlomoujuévo API
Y0V a0 0AES TIS TAATPOPUES;

To XACT cag mapéyetat pe éva pikpd oTovvTio Nyov. Mropeite va eneepyaoteite e0KoAa TV €viaon,
NV ENaVAANYN OTOG Kol GAAEG O10TNTEG TOV NY®V Y®PIG vo ypetdletor va enelepyoaoteite Kavévay
KOO,

H pébodog XACT tov Mywv Tov ¥pnoUomolobvTal, TPOCSPEPEL WOIOTNTEG TEPQ Amd TIS StaBECIES TOV
¥PMNOILOTO0VV TO omAomomuévo API, odhd g avtdAlaypa, givar po o moAdTAokn HEBOdOG EPapLoYNg
TOL N(OV.

Kotd v aviartoén mayvidiov yio tov vroloytoty kot 1o Xbox 360,01 mpoypappatiotéc uropovv va
ypnowonomoovy gite v unyavy XACT 1 10 APl mov avartoydnke yoo ) ovpPatoétnre pe to
Zune.Qot660, LRAEAPYOLV  OPIGUEVO  HOVOOIKA TAEOVEKTALOTA YL TNV EQOPUOY] MOV  TOL
ypnowonotovy to XACT, omwg eivar 1 duvatdmta vo ONUOVPYNCETE KOUUATIOL HOVGIKNG, VO,
EMEEEPYAOCTEITE TNV TOLOTNTO TOL MOV KOl VO, OMLLOVPYNOEL EMAVOAYELS Kot GAAD eé €€ amd Tov
KOOKA GO,

4.2.2 Xpnowomoidvrag THY AmioTOIUEYY HOPPI] YIA TOV 1]X0.

Kotd v avantuén evog moryvidiod yio. Tov vroloytoth kot to Xbox 360, eivon po koA 10éo yo va
enm@eAnfodue amd to 0@éAN Tov Tpoceépel o XACT. Qotéco, to XACT dev vrootnpileton amd
toZune, ¢tot to XNA Framework 3.1mapéyet éva amlomomuévo APl ya tov Mxo, 0mw¢ eimape kot
TOPUTAV®, TOL £xel TPOoTeDEl Y100 VO EMTPEYEL GTOVG TPOYPOUUOATICTEG VA OVOTAPAYOLV YO Yo TO
Zune.Mmropgite eniong vo ypnouomomoste 1o amiomotnuévo avtd APl oto epifdiiov tov Windows
kat 6to Xbox 360,0v dwamictdoete 011 dev ypeldleote o TPOGOETO YUPUAKTNPIGTIKA TOV TOPEYOVTOL ATO
0 XACT.

Mo v avamopaywyn evog Nyov ypnolomomvtag Ty aniovoteprn péBodo, to mpdto Prina sivor va
npocOéoete £va apyeio Myov oto projectoac. Ouundeite 611 6Tav TpodKETan Yo to XACT, 1o apyeia
Nyov dev pootifeviol oto projectoro Visual Studio.Avtd dev ovufaivel motdoo, dtov aoyoreiote ue
v amlomompévn péBodo. Xe autn TV TEPINTOOT, Ta apyeia Nyov avieTonilovial cav GALES TTNYEg
oto content pipelinecat mpémel va mpooteBovv oo Visual Studio,ue tov 1610 TpdTO TOL E1GGYOVTAL KO
TO, LOVTEAQL.

To API yia tov 1o oto Xna 3.1lvrootpiler Wav, Wmakor Mp3 tomovg apyeiov. ®a dovue Aomdv Tmg
LITOPOVLE VUL EIGAYOVLE TOV YO 6T0 oy vidt poc. 1o Solution Explorekat 6to onpeio mov Ppicketat o
Contentfa. kévoovue v mpocHnikn tov Nyov. IIpocbicte Evav véo @dkelo pe dvopo “sounds”,pe de&i
KMk emAéEre Add — EXxisting ltemkor emidéEre to apyeio mov Béhete amd tov QAaKeElo Tov &ivat
amobnkevpévo (Ewc.17).
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Solution Explorer - Seluticn 'Project’ (1 project) @

_:; Solution ‘Project’ (1 project)
.—“ 5.7 Project

- [Zd] Properties

.. |3 References

=, Content

-3 References

----- 5] Gameico
e ] Gamel.cs

| GameThumbnail.png
o ] Program.cs

Ew.17 Ewsayoyn tov fxov 6to Content Pipeline

Onwg ko pe Tic GAleg mnyéc, oOtav €xete mpoobécer 1o opysio oto project, o mpémer va
glote og Béon va mpofdiete Tig 1810TNTEC TOov oto Visual Studio (F4kat va deite 6t1 To Content Pipeline
TO £YEl OvayvOPIcEL KoL TOL £xel OMOoeL évo dvopo (asset namednwc emiong Kot T  OTOPOITNTEG
010N TES TOV YpELGlovTaL.

MoMg @optmBel o Myoc oto Project coag, mpémel va. dnpovpynoete o, uetaPAnty tov THmOL
SoundEffectotnv onoia 6a goptdoete 10 apyeio Nyov péoa and to Content Pipelinellpocbéote v
axorovdn petapinty (class level variablegtmy kidon tov Gamel:

SoundEf f ect Soundef f ect ;

A@ob eTiaEate o peTaffAnT Nyov, Tpénel va nepdoete oty petawmint avti to SoundEffecuiéon and
v uébodo LoadContentie tov axdAovbo Tpodmo:

Soundef fect = Cont ent. Load<SoundEf f ect >( @ sounds\ power -j ui ce");

Mo va Kavete avomopayoyn Tov Nyov, pmopeite vo koAiécete v pébodo Play tov avtikeypuévou
SoundEffect.

T vo avorapdyete Tov 1fy0, 6tav EEKvioet To oty vidl, Tpochiote Tov aKdOlovbo KMAKA GTO TEAOG TNG
LoadContenjief6d0ov, apéomg petd and to onueio mov kdvate loadtov o amd to Content Pipeline:

Soundef fect. Pl ay() :

Mropeite vo, EKTEAECETE TO TPOYPOAUUE GOG KO VO, OEiTE/AKOVGETE TAL OTOTEAEGLATAL.

To SoundEffect.Plagmictpépet éva avtikeipevo tov tomov SoundEffectinstancep omoio pmopeite va
YPNOUOTOUCETE Y10 TAVGN, SLOKOTN, KOl VATOPAY®OYT TOL X0V, KaBd¢ kal va pubuicete v évioon
KoL GAAEG TTTUYEG TOV MXOVL. MTOpEiTE Vo TNV (PNCIUOTOMGETE MG EENG:

SoundEf f ect | nst ance soundeffectinstance= Soundeffect. Pl ay();

Ot 1010tTeg TIc PeBOdov avTg Aowmov,00 6aGg dMCOVY TEPIGGOTEPO EAEYYO TEPA OO TO MG O MNYOG
avorapdyetol. H mo obvOern 1010t ta g nebddov autg d€xetol T€06Ep OpiGLOTAL

0 To mpmdrto Opioua, oag emtpénel vo puBuicete v éviaot tov Myov g pio T pueto&d 0.0f ko 1.0f.
Mw Twunq  1.0f oviotoyel oy évtaon mov  givol  ouyxpoveg  puBuicpévn  oto

™

X
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SoundEffect.MasterVolumeap onoio givor amd povo tov o tipm petag&d 0.0f ko 1.0f, 6mov to 1.0f
OvVTIGTO(EL BTNV YeEVIKY €VTAGT] TOV GLOTHLOTOG.

0 To dedtepo dpiopa, cag emttpénel vo puOUIcETE TNV TAYXOTNTO TOL AVATAPAYETOL O X0, MTopeite val
kabopicete o T petald -1.0f ko 1.0f, 6mov 1 apvntikn tipn £xsl o¢ amotédecua TV peimon Tov
pLOuoY, evd 1 Betikn v aénon tov. To 0 ekppdlel TV PLGLOLOYIKT POT| TOV NYOV. ZNUEIDCTE OTL OVTO
va ypnoonombet yio va @TIdEETE SAPOPETIKEC EKOOCELS EVOG YOV, €val TIGTOAL KOl £V TOLPEKL, Yo
mopadetypa, 6o Hmopodoav Vo YPNCLLOTOIOVY TO 1010 €QE, LE TNV OVOTAPAY®MYN] TOV CE OLOPOPETIKO
eminedo.

0 To televtaio dpiopa cag emttpénetl va kabopicete av o yog Ba emavarapPavetat.

4.3 Kauepeg

Mo tprodidototn oknvr Umopel vo epopPavel TOAAEG KAUEPES, PAOTU KOl OVTIKEIUEVA. ANHIOVPYDOVTOG
UEPIKEG KAOGELS Y10l VO TAPOVGLAGETE OUTA TO. OVTIKEILEVO UTOPEITE VO KAVETE TO TOLYVidl GG EVKOAOTEPO
otV dlayeipnon.

Avdloya pe To €160¢ ToL oy VoL oL Ba dnpovpyYnoETE, Iomg BeEANoeTe dlaPopPeTIKO TOHTO KAUEPAG, OTWS
po kapepo, pe mpokabopicpévn Béor, o KAUEPO TPMTOL 1| TPITOL TOGMTOV, U0 TPAYLOTIKOD YPOVOL
otpattyiknc kauepo (RTS) kot ovtm kabeEng. Me to6ca drapopetikd €idn, givor xpAGIUO Vo SNUIOVPYHCETE
po Pactkn| kapepo mov Bo pmopet va emextabel yroo va dnuovpynoete ki dAla €ion. Epeic Oa dodue mmg
Aertovpyel (o oA otabepn Kapepa kot e kapepa tpitov tpocaonov (TPS).

4.3.1 Anin 3D kauepa

IMao v areovion TV HOVTEADY GTNV GKIVI TOV KOGLOL, YPELALETOL VO STUIOVPYTCOVUE TNV KAUEPA. 1|
omoio xpNoELEL Y10 aLTOHV aKPPDG T0 oKkomd. Ac BuunBovpe v néBodo Draw:

protected override void Draw GaneTi ne ganmeTi ne)

{
G aphi csDevi ce. d ear ( Col or. Cor nf | ower Bl ue) ;
/1 TODO Add your drawi ng code here
base. Draw ganeTi ne) ;

}

To mpdTo TPAyUe 7OV YpetdleTar mTpocoyn, €ivar 1 mapdpetpog mwov AapuPdver n puébodog Draw. H
napdueTpog avtn givar tomov GameTimexal avIImPos®REVEL TOV YPOVO OV TEPACE OO TV EKTELEON
Tov Toyvidroy. [otl dpwg yperdleton pio petafAnt mov Kpatdel To xpovo avtd. O Adyog eivar 0Tt KdOe
VTOAOYIGTNG €)EL SOPOPETIKEG TOLTNTEG. AV M peTaPAnt] Aowmdv, Ponbdel va kobopicovpe moTE TOL
Kwobvpeva oyédia (animationskat GAia yeyovota mpémnet va, couBodv pe Bdaorn tov ypdvo eKTEAESNG TOL
TOLVIOL0D Kot Oyt TNG TOYVTNTOS TOL ENeEepYaoTy.

>10 téh0g NG Hebodov, kaiovue v Pacikn péBodo Draw oddkinpov tov maryviowd, 1 omoic gival
omoapoitnTn Yo vo kévovue moAlamiég khnoelg otic Draw pebodovg yio ta mepleyopeva Tov moryvidlon
KoL Yo GAAOL OVTIKEILEVAL

Téhog, n K\on oto Clear mov yivetar ypNOWOTOIOVTAC THY OIOTNTO TOV YPOPIKAOV OVTIKEWEV®VY,
GraphicsDeviceAvt 1 1810TTo. OVIITPOCOTEVEL TNV TPOYLOTIKT] GLGKELT YPOUPIKMV TOV VIOAOYIOTY,
tov Xbox 3601 Tov Zunekat eNLTPENEL TNV AVOTOPAGTAGT] TV SLAPOP®Y HOVTEL®Y 6TV 006VT.
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H pébodoc Clear,ovoiaotikd ofifivel to. wavto and tn oknvr Kol v yepilel pe 1o ypodpa mov opiletat.
e autnyv v mepintoon givar 1o CornFlowerBlue Mropodue va. oAAGEovpe T0 YpMUO AVAAOYO HE TIG
TPOTIUNGELG Hog Ommg Yia Topadetype o Color.Purple.

Evd gpeig fAémovpie o Bapeti oKV LE TO ¥POUO TOV £YOVUE EMAEEEL, TO XNA SOVAEVEL Y10 VO dDGEL
avty ) oknvn. Kodel 60 @opéc 1o devtepdrento tov Ppdyo tov moryvidiod (game loop)sprvoviag o
navta omd ™ oknvy kot ™ ypoportilel. Exiong, kaiei ko tv pébodo Update 6Qpopég 1o devtepdiento
yuo va edéyEet av £xet matnOei To mAfkTpo Backand to controllertov Xbox 360.

Apo agod To game loopcokeitar 60 gopéc 1o dgvtepdrento kat Kahel kat Tig dVvo pebddovg Draw kat
Update,ywoti 0éhovpe va va kaBapicel  oxnvn kébe popa; Tomg axovyeton avemapkeg 0 va kabapilet
TN oknvi kot vo v Eavoyepilel pe oAdKANpN TN oKNVR Kol GAAC avTikeipevo Yo kdOe kavobpylo
mhaicto (frame), eivor moAd mo omotedecpatikd OU®E, omd 10 v TPOooTadNGEL Vo TapaKOAOLONoEL
OTIONOTE Kveiton 6N oknvy amd 1o évo frameaoto GAAo, va HeTakouioel To ovTiKeipeve amd Tic Béoelg
toug kol vo {oypoaeicel oTdNToTE NTav Tio® omd avtd oto mopeABov ot Béon amd TV omoia
petakvnonke. Av agaipécovpe tnv Clear,to Xnadev 6o ofnvel tnv oxnvni npv Loypagicst kabe frame
Kot 0o aToPEPEL AMPOGOOKTTO ATOTEAEGLLOLTAL.

T givan to frame; Onwg imape, To Xnae opropov kabapilel tnv oxnvn kot v Eavalmypapiletl kdbe
@opd ov kodeitar 1 Draw. Mo oknvi Tov €xel oG AmOTEAEGLA Lo OTO QVTEG TIC KANGELS OVOPEPETAL MG
frame. Mropodue vo paviaotodue éva matyvidl 0o donotdoemv 6to Xna cov éva Biffiio Kivovuévav
GYEOIOV OOV YUPVALE YPIYOPQ TIC GEMOEG TOL Y10 VO oG OMOEL £TGL TNV WevdaicOnon g xivnong. To
Xna Aowmdv, kdver avtd axpifac. E&qvro @opéc 1o devtepdiemto 1 oknvi kaBopiletor kot
Eavaloypapiletor po kowvovpylr. Otav avti n véa oknvn Eovoetioytel e kdmowov omd Tovg
YOPOKTNPES TOV €YEL, G€ oL VEQ B€o, pag divel Tnv yevdaicOnon tng kivong.

Ta worhamhd framednuovpyodv animationse éva moryvidt kat o apduds twv framenov {wypagiloviot
TO SEVTEPOAENTO AVTUTPOSMNEVEL 0WTO TTov Koeiton framerateyia to nayvidt (60 fps = 60 frames per
second).

A@ob homov mpochécate 10 VAKO cag oto Solution,oe avthy ) mepintwon évav kpo, avayvopicTnke
a6 o Content Pipelinao katavonoate v Aettovpyia tqv pebodov Draw, dev pével timota dAAo and
TO VO POPTMCETE KAl VO, ELPaAviceTe Tov KO0 avtd oty oknvi. [lpwv Aowmdv eneéepyacteite T0 poviELO
uéow kmdwka, Oa mpéner mpota va eoptwbei and to Content Pipelinece petapntég nmov Oa
YPTNOLOTOUCETE Y10 VO TNV ENEEEPYOAOTEITE.

To €€ oplopol OVTIKEIUEVO TOV YPNOIUOTOLEITAL Yo TV omoBKevon evog povtéhov eivar to Model.
IIpocBéote Aowmdv otnVv apyn Tov KOdKA TS POctKng KAAGNC TOV Toyvidolo0, oTig SNAMCELS LETAPANTOV

T0 €ENC:

Mbdel mynodel ;

Topo Aowdv, Ba ypelootel vo godyete 10 mpoyuatikd poviého péoa oe o petapinty Model mov
ovoualetan mymodel.I'a va éyete npdoPaon ota dedopéva and to Content Pipelinggpnoponoieite Ty
wotnta Contentng kKidong Game.Avt n Wwwtnta givan tohov ContentManagexot mapéyel tpdcsPaon
og OA0 To avTikeipeva mov swodymvtar oto Content PipelineH khaon ContentManagefyet o Load
1EB000 oL Ba GO EMTPEYEL VO EIGAYETE TO TTEPLEXOLEVO TTOV EMBLLEiTE.

Onwc éxer avapepBel Ko TPoNyovpEVmSG, OAN T YPAPIKE, Ol YOl KOl TO LTOAOLTO OVTIKEILEVO TOV
ypnoonoteite, Oo mpénet va icdyovior péso amd v puébodo LoadContentllpocféote Aowmov ce avt
™ nébodo 1o e&Ng:

nynmodel = Content. Load<Mbdel >( @ nodel \ Box") ;
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Avti N mopduetpog mov mepdotnke oty uébodo Content.Loadeivor to povomdtt oto apygio tov
povtédov, Eexwvovrag amd tov kopPo Contenttov Solution Explorer.To ocOuforo @ mpokodrel v
oupPporocelpd Tov aKoAovOEL va EKTEAESTEL KATA YPALLLAL.

ITapamnpeiote emiong, OtL otV KAon avutig ¢ HeBdoov 1 TOPEUETPOC TOL  YPNOILOTOLEITOL
OVTITPOGMOTEVEL TO OVOLLOL TOV GVTIKELLEVOL KOt OYL TO OVOLLO OAOL TOV apyEiov.

H pébodoc Load tg kidong ContentManagereivor o yevikny péfodog mov amoutel €vov TOTO
TOPAUETPOV TTOV VDTOOEIKVVEL TO €100G TNG HETAPANTAG oL BEAoVE Vo Exovpe TPOSPaocT. Xe avtiy TV
TEPIMTOOTN EYOVLE VA KAVOLUE HE Evayv KOPO Kot TEPIUEVOVE VO LAG EMGTPAPEL Eval OVTIKEILEVO TOTTOV
Model.

To apyeio tov kOPov Aowmdv €xer ewaybei péoo oty petafrrny mymodel kor givar €too vo
ypnowomomBel. H avamopdotaon tov aviikelpévoy Onmg simope, 8o tpénel va yivel amd v pébodo
Draw. [Tptv and avtd oumg ypedlovror kamoteg petafinteg mov Ba ypnoiponomBolv yio v UeAvion
oV KOPOV oTN oKNVT. ApyiKa TpEnel va opicovpe ) B€on tov. Znv apyn tov Gamelloutdv, ekel Tov
OMADGATE KOl TO LOVTELD, TPOGHESTE O KAT®:

Vect or 3 nodel position = Vector3. Zero;

Edd Aowmdv, opicote Tpelg GUVTETAYUEVEG (Y10 TIC TPELG SLOOTAGELS TOV YMPOL), TS X, Y Kat Z. AVTEG Tig
OVVTETOYLEVEG TIG Oécate iogg pe undév (Vect or 3. Zer 0), ot uéon dNAadn ToL TPIGOLAGTOTOV KOGHOV.
21 ovvéyela xpetdletal vo, opicETE KAMOLEG CLUVTETOYUEVEG IOV apopovV TNV Kduepa. IIpocbéote amd
KaTo To EENG:

Vector3 canPosition = new Vector3(0f, 60f, 160f);
Vect or 3 canmLookAt = new Vector3(0f, 50f, Of);

To camPaositioncot to camLookAt,opifovv mov Ppioketar 1 KApUEP LEGH GTOV TPIOAAGTATO KOGHO KO
7oV KO1TaLEL.

ITo ovykekpéva, to camPositionopiler tn Béon g kduepog kot déyetar Tpeig tipég tonov float. H
TPOTN £XEL va KAvel pe v petakivion g (shift) 6e€id n apiotepa, v opicoue pundév mov onuaivet
TG oev Ba £yl petaxivinon amd to kEvipo Tov KOcouov de&id 1 apiotepd. H devtepn, opiletl To vyog mov
Bpioketon 1 KAUEPO TOV CNUAIVEL GTNV TTEPITTMOOT 0LTH, 0TL O €ivan 60 povadeg Tdvo amd To KEVTPO TOV
Tprodtdotatov kéopov. H tedevtaio Tyun, opiletl 1o fdbog, moco pumpocstd 1 ticw dniadn, Oa Ppicketol n
Képepa amd 10 KEVIPO TOL KOGHOL. Ot BeTikég TIEG onpaivouy Kovid oty 00ovn evd ol apvNTIKES,
HoKpLd.

To camLo0okAt,opilel tov mpocavatoAopd, Tt fAEmel dnAadn 1 kauepa. Ot Tiuég Tov maipvel £xovv vo
Kévouv mdAL pe toug d&oveg X, Y kot Z. Anhadn petaxivinon de€id N apiotepd, vVyog Kot fabog. ' ot
v wepintwon 1 kapepa Korrtalel 50 povadeg Tavm amd To KEVTIPO TOV KOGHOU.

Topa Tpénet va pTIAEOVE dVO KAAGELS, Ol 0moieg Ba ypnoipomonBolv Yo va, pLag OiEOVV TV TPOOTTIKNY
™G Kapepag, dAad mwg 1 kapepa PAEreL T oxnvi. [IpocBéote amd Kdtw ta e&NG:

Matrix camner aProjectionMatri x;
Mat ri x cameraVi ewMarti x;

Xpnolpuonolovpe mvaKeG Yio HEYOADTEPT €uKOAld otov yelpopnd. o mapdderypa, yio vo KOVOLUE
TEPLOTPOPT 6€ £VOL TPLodLAcTOTO dNueio, 1 Yo va Tov oAlaEovpe Khipoko (Scale).Avtég Tig 6vo KAdoelg
Ba Tig ypnoyonomcovpe oty péBodo Initialize yua vo tovg kdvoovpue apykomoinon. Ilpocbéote Aowrdv
otV PEB0SO VTN TOV TOPUKATH KOOTKA:

cameraVi ewMarti x = Matri x. Creat eLookAt (
canPosi tion,
camlLookAt
Vect or 3. Up) ;
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‘Etot, dnuovpynoate tov Tpmto cog mivaka. Avth eival po fondntikn pébodoc mov dnuovpyel Evov
nivaka (mMatrix) o omoiog mapovoidlel Tmg o kapepo PAénel T oknvn. Ta opicuoto Tov Taipvetl, ivorl n
0¢om mov opicate TPONYOVUEVMG OTTMOC EMIONG KOl 1 TPOOTTIKY TNG KAUEPUG Kot €va didvuoua Up mov
OVTIOTOLYEL OTO TAV® HEPOG TOV TPIOOAGTATOV KOGHOL. YTapyel Aowmdv, Pondntikn puébodog yioo avtd
mov ovopdleton Vect or 3. Up.

A76 kGt Tpochéote:

camer aProj ecti onMatri x=Mat ri x. Cr eat ePer specti veFi el dOf Vi ew(
Vat hHel per . ToRadi ans( 45f),
gr aphi cs. Graphi csDevi ce. Vi ewport. Aspect Rat i o,
1f, 10000f ) ;

Kot avt emiong, ivor o Bondntikn péBodog mov opilel Tov mpocavatoMopd g kapepag. Opilet Tig
TOPUUETPOVG TOV ¥PELALOVTOL Y10 VO TAPEL TO TPLGOICTOTO CVTIKEIUEVO TOL PAETEL 1| KAUEPO KOL TOL
Coypagilel og dodaoTATEG EIKOVEG TOV QaivovTal 6T oknvil Tov KOéGpov. o va to kdvovue awTo,
ypewlouoote éva FieldOfView oe Radians dxrtivia), dnAadn ndco yevikd/mlateid PAémer avth 1
Kkapepa. Xpnowomowovue v uébodo MathHelper.ToRadiangai éxovpe ontiky) tov 45f Babudv mov
petotpénovtal o€ aktivio. EvaAlaktikd Bo propovoape va ypdyoope:

Vat hHel per. Pi Over4; (pi/4=45 degrees)

21 ovvéyela ypnopomotovue o AspectRatiatov opilel mdéco mhoteld | ynin npénetl va eivor 1 teMkn
160140t EIKOVA TN GKNVY], €IVOL OVGLUGTIKA 0 AOYOG HETAED dVO GUVTETAYUEVOV, DYOLG Kol TAATOVS
kot Ppioketon oto GraphicsDevicetv kAdon Viewport. Ta 600 televtaia opicuata, kabopilovv 1o mo
kovtvo (1f) ko To o pakpovo (L0000f)mov xet omtikn N KGpepa 6tov Tprodidotato kocuo (Ewk.18).

Aspect Ratio =
viewport width /
viewport height

View Frustum

Vertical
Field of
View

(angle)

Camera

Pasition
Near Clip

Ew.18 3D Kapepa

To emopevo Prua sivor va etiaéovpe por péBodo Draw mov Oo ypnowpomolel 6Ao 6ca opicape
nponyovuévec. dtidyvooue pia kovovpylo Draw yio vo unv kodovus v draw yuo kabe éva and ta
povtéra. Kato Aowmov and v pébodo Draw, tpocsbécte Tov ££1g KmdKoL:

voi d Drawwodel (Model nodel, Vector3 nodel Position)

{
foreach(Mbdel Mesh mesh in nodel . Meshes)

{

foreach(Basi cEffect effect in mesh. Effects)

{
ef f ect. Enabl eDef aul t Li ghti ng();
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ef f ect. Pref er Per Pi xel Li ghti ng=true;

effect.Wrld = Matrix. CreateTransl ati on(nodel Position);
ef fect. Projection = caneraProjectionMatri x;

ef fect.View = caneraVi ewMarti x;

}
mesh. Draw() ;
}

Ag to mapovue pe ™ oepd. H pébodog avtr, d€xeton dvo mapapétpoovs. H tpad eivan to poviélo, evad
n devtepn givor To onueio Tov Ba BdAetl To povtédo otov kKOGLO. O EMIGNLOC TPOTOG AVOTAPAGTUCTC EVOG
povtédov, givar avtdg mov polg yphyate. Kabe povtédo amotedeiton amd meshesl'io ke meshmpénet
va opico pa evépyeia (effect). Eva effect,mpogtoipnaler tnv punyovn ypaeikaov (graphics deviceya kdavet
renderce 6Aa ta Tpiymvo mov eTidyvouv évo meshKabopilel mov eivor to mesh, mov givon 1 kdpepa kot
av vIdpyovv eaTo 6T oknvi Tov gumAovtiCovy To meshOtav opilovue to effecttote {wypagpiclovue
10 mesh.Onorte, Eexvaue pe évav Bpodyo (f or each). O mpdroc Bpdyog, Oa evepyfioet yia kébe meshmov
vrapyel péco oto poviého. To ModelMeshavtikeipevo, £xet to dvopo mesh.Xtn cvvéysia opifovue to
effect. Xpnowonowovue pio cuvtopevon mov pog mapéyxel o Xna mov ovoudletor BasicEffect.Eneidn
VIAPYEL TO EVOEYOUEVO VO €ivonl meplocotepa amd éva, ypewlopoaote dilov éva PBpoyo (loop). Em
devtepn foreach xévouvpe o erovéinym péow tov basiceffecoviikeiévov oto meshétor wote va to
opicovpe. Opilovpe Aowdv to Tpocwpwvd effect, uéow tov tapapétpmv Enabl eDef aul t Li ghti ng()
Kot Pref er Per Pi xel Li ghting. Avtéc ot dvo mapdapetpot givar o Pacikdg eotionds oto Xna. X
ovvEyela ypnouonotovpe éva world matrix mov opiler mov Ppioketor To povtého péco otov KOGLO, TL
uéyebog £xel ko av £xsl mepotpael kabohov (dnmwg Eavoaeinape, £vag mivakag ypNCILOTOIELTAL Y10 VO,
opilel setand tprodidotata onpeia). AxoOpo 6ev 0oyOLOVUAGTE e TNV TEPIGTPOPN 1 TO HEYEDOG. Oumg
xpewaletar va opicovpe v 0éon. To translationgivar kdtt cav ooy 0éong 1 aAMdG YAlGTPM L.
Iepvdpe oe éva didvoopo ov eivar to modelPositionkat to petatpémovue o mivaka. Xpeialduaote
dAAovg 0V Tivakec Yo va {oypagicovpe To LOVTELO, 0L 070101 £X0VV VO KAVOLV LE TNV KApepa Kot givart
to ViewMatrix ko1 to ProjectionMatrix mov apywomomoope oty péBodo Initialize. Télog, Tto
mesh. Draw(), maipver 6Aa oo opicope kot o 3D meshdedouévo kar Ta 6Tédvel otny pnyovi
ypagikdv (graphics devicelyiwo va ta avamapactioet ot oknvi. To televtaio koupdrt eivar va
kaAécovpe v puéBodo DrawModelrmov potic priagaue. Tlpocéote tov mapaxdtm kddKo oty UEB0d0
Draw:

Dr awvbdel (nynodel , nodel position);
H drawba xoAéoet tnv puébodo DrawModeléva-éva framekat Bo v epgavicet otn oknvn. Extedéote to

Tpoypapua Tov o etidEate kat deite to anotédeopa (F51 to play button) Biénete évav kbpo oto
K€VTpo Tov KOGpov cag (Ewc. 19).
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Ew.19 Kvpog

4.3.2 Kauepa tpitov mpocomov

e ot v evotnta Ba avogeepbodue otov Tpdmo Asrtovpyiog pog Kauepag tpitov npocwnov (Third
Person Cameraj Chase Camera¥toyoc g kauepac tpitov mpoo®dmov givar vo, akolovBncel éva
avTikeipevo, eva Kweitol. Emiong n andotaon kotd tv omoia 1 KAuepa okoAovbel éva avtikeipevo
TPEMEL VoL €vol PETARANTY. AlPOPETIKE, PAIVETOL OTL TO OVTIKEILEVO OEGUEDETAL OO TNV KAUEPW, LE
amOTEAES A 1] KIVNOT) TNG KAUEPUG TOL 0KOAOLOEL TO aVTIKEIIEVO VO Elval amdTOUN.

IMa vo kdvete pa kKapepo va akolovbei éva avtikeipevo tpémel va pvbuicete Tig e£Ne TapapETPOLS:

(0]
(0]

(0]
(0]

Tov 61630 (Chase position)) onoia givar 1 B€om Tov oTOYOL TOL 1 KApEePa Oo TpEmet va akolovdet.
Tnv kotevBuvon mpog tov otoyo (chase direction)n omoia givoar m kotevBuvon mov mpémetr va
AKOAOVONGEL M KAUEP OVTOC DOTE VO PTACEL TO OVTIKEILEVO TOL GTOYEVEL.

H tayvnto pe v omoio kuvnydue to otdyo (chase speed).

H orootaon mov vrdpyet amd tov otdyo (chase distance), onoio givan 1 andotacn avipesa oty
Kauepo Kot tn 6Eom Tov KuvnydEL.

Edd, Oo yapaxtmpicovpe v andoTtocn autr pe TPELS LETAPANTEG: TNV EAAIGTN, TNV emBuUNT Kol TV
LEYIOTN OTOGTAOT OVALESH GTNV KAPEPO KOl TO avTIKEiLeEVo mov otoyevel. H eikova 20 mapovoialet
OVTEC TIG TPELG TOPOUUETPOVC.

XNAa
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camera

chase direction

: @
9.

H\H—HQ
: oS chase position
max distance | B

desired distance

min distance

Ewk.20 Kapepo Tpitov IIpocomov

Kdébe popd mov evnuepwvetar n kdpepa, 1 8éon g npénetl va vroAoyiotel ek véov. H 1davikn véa B€on
™G Kapepag eival ion pe tn B€om Tov 6TOYOL TNG pelov TV KatevBvven g moAlamAactalopevn el TG
amooTOoNG TOL 6TOYoV. H embBuunty véa Béon g kdpepag Oa eivor n tehikn BEom av NTav TomobeTnuévn
o€ otafepn amoOGTAOT ATd TOV KIVOOUEVO 0TOY0. 26TOGO, Y10 VO ETITPEYOVUE OTNV KApepa va KivnOei
OLOAQ, 1 0TOOTACT) AVALESH GTNV KAEPO KAl TV BECT TOV GTOYOL TG LWITOPEL VO TOIKIAAEL AVALECO GE
éva eAdiyloto Ko éva PEY1eTo €HPog.

Me avtd T0V TPOTO, M Véo BEom Tng KAuepag vroloyileTtanl pe pio ypopukn mopepBoin petad g
tpéyovcag Béong g kot g embountig 0éong ¢ xauepas. H ypopukn moapepforn sivor pua
mopeUPorn HETAED VO TILOV TOV KLHOIVOVTOL YPAUIKA Le Bdon éva kaBopiopévo Bapog, To omolo sivat
ocuvnbog évag apBpdc kvntig vrodtoctorng petald towv 0 ko 1.Tho mopdderypo, pHior YPOpUIK)
mopepporn petald tov apBumdv 10 ko 20 ypnowomowdvtag Tiun Papovg 0,50 givarl to ido pe o va
ooue, "Amce pov 1o 50 toig exatd peta&d tov 10 kot Tov 20" Tov £yl wg amotédeoua v Tiun 15.01
ypoppkég TapepPorég mov ypnoomoovy ta Papn 0, 0.25«kun 1 éxovv wg amotérecpa g Tywég 10, 12.5,
kot 20, avtioToya, kabmg ot Tipég avtég ivar 0.25ko 1007101G exatd peta&y tov 10k 20.

To Ba&pog mov ypnoipomoteital yio vo mapepufdirovpe ) Béon g Kdpepag vroroyiletor pe Pdon tov
YPOVO OV TEPACE OO TNV TEAELTAIN EVNUEPMOT KOl TNV ToXOTNTO TG Kpepoc. Qo0tdG0, ENEWN TO
mopepporiopevo Papoc mpémel vo kopaivetar petacd O kat 1, Oo mpénetl va katanviEete v a&io Tov,
nepopiloviag 1o  @aoua  petaEd O wor  1.Mmopeite  vo  ypnowuomomoete v HéEBodo
Lerp (Vector3)tov Xna yw va cog Pondnoet va mapepPdiriete ta dravocupota. Q¢ amotéheoua, ot
LKpOTEPES TIHEG Yoo TV ChaseSpeeddyvtta pe v omoio kuvnydel | kKapuepa) Ba 0dNyNcovY G Lo
apyn avtidpaon Tng KAUEPAS, KOl O TEPLGCOTEPO YPOVO TOL YpeldleTal Yo va EEKIVAGEL 1] KAUEpPa Vo
KIVelTo HETE amd TO avTIKEIpevo. YYNnAOTEPES TEC Y10 TV TOYVTNTO VTN 001 YOOV GE TayEla avTidpaon
NG KAUEPOG KOl O LKPOTEPO YPOVIKO SlAcTNnio HeTa&y TG Kivnong TG KAUepag Kal Tng Kiviong Tov
avTiKelpévo. (Avth 1 avtidpaon TN KAUEPOC GLYVA avapépetal g lag).

‘Eva dALo yopakTnploTikd yvOpIGHO TOV TPEMEL VO TPocshécete oty KAUEpA &lval M KOVOTNTO Vol
MEPLOTPEPETOL YUP® ATO TO 6TOYO TNG. I't 'avTtd 10 YOpaxTplotikd, Bo Bednoete Evav TpOTO Yoo VoL
kafopicete TN UEYIOTN TOYVTNTO TEPIOTPOPNG TNG KAPEPOG KOL TNG TPEYOLCOS MEPIGTPOPNG TNG
rkapepag. Eniong, eneidon 0éhete n mePIoTPOPN TG KAULEPOS GOG VO EEKIVAEL KOl VO CTALOTAEL OLLOAL, Bal
TPEMEL VO TAPAKOAOLOEiTE TNV TPEYOLGA TOYVLTNTO TEPIGTPOPNG. TO EMTPEMOUEVO PAGLLO TEPIGTPOPNG
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Kapepog Kabopiletor petald TG HEYIOTNG TEPIOTPOPNG Kol TG eAdylomns. Edv n mepiotpoen g
Kdpepag Ppioketol KTOG TOV 0plmV, TPETEL Vo TO BEGETE £TG1 MGTE VAL GLGPTYYOVTOL TO OPLXL AVTNG TNG
meployne. Xpetaletor éva dtavooa wov Ho amodnkeveL TNV TPEYOLGA TEPIGTPOPT TNE KAUEPAS, OTOV To
X,Y,Z Kol 01 GUVIGTOCEG TOV €V AOY® SLOVOGLATOS OVIUTPOSMTEVOVY TNV YOVIO TG TEPLOTPOPNS YOP®
amo tovg aEoveg Strafe, Upcar Headingrng kdpepog.

Téhog, ypetdleote €va d1AVUOUA Y10 TV GTOBNKEVGN TNG TOYVTNTOG LUE TNV OTTOi0 1 YOVio TEPIGTPOPNG
™G KALEPAG EVILEPDVETAL.

4.3.3 Znucia wov alilel va erabovuc:.
Orav yivetal elooywyn T@v poviédmv oto Xna, &’ opiopov Béon tovg eivar to 0,0,00nAad1| To KEVTPO

TOV KOGLOV. AVTO 1oyVeL Yio OAa Ta povtéda. To Xna dovievel emiong €§' opioUOD, LLE TOV KOVOVE TOL
3€€100 ¥ep10D Y10 TO GVOTNUA TOV GLVTETAYUEV®V, OTMG aiveTal Kot oto oyfuo (Zy. 3).

Yx-3 Kavovag 6g&00 yeprov

Ooco peyoddtepn apvnTikn Ty, 1060 To pakpid Ba sivor 1o povtéAo amd v oknvi, onAadn 1660 mo

pokpld Bo o PAETOLLLE.

To Xnavomootpilel 500 dropopeTIKoVS TPOTOVE TPOPOANG.

0 Pergpective Projection: vmoloyiler v amndotoon ond tov GEovo Z kar puOuiler to povtélo
avaroyog (Ek. 4).

0 Orthogonal Projection: ce avtiv v nepintoon n Z cuvict®oa ayvoeitat. Ta avtikeipeva £xovv to
010 péyebog Kot 68 KOVIIVEC KOl 68 LOKPVVEG AOGTACELS. Xpnotpomoteitol kupimg yio 2D (Ewc. 21).

Screen

— "

Ew.21 Orthogonal projection

2OGTNUO ZOVTETOYREVOV TG KOUEPUS:

Kdabe popd mov odrhalete Tic pubuiceig tng kauepag pe tnv pébodo LOOKAL, o pénet va vroloyilete To
davdopata tov tprov a&dvev X (strafe),Y (up) kar Z (heading) Xty sikova 22 BAénovpue 10 6OGTHUO
GUVETAYUEVOV TG KAUEPOS, TOTOOETNUEVO OTO GUOTNUO GUVIETAYUE®V TOV KOGLOV. XMUEDOTE OTL,
EMEWN ALTA T S10VOCUOTO GUVOETOVV TO GUOTHO GUVIETOYUEVOV TNG KAUEPOS TPETEL VO, Eval gviaia
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(ka1 o pnkog tovg va eivor akpifmg 1) ko kdbeta petald Tovg. Mmopeite vo. YPNOIUOTO|GETE
SLOVOGLOTO EVMONG Y10 VO OVTITPOGMOTEVCETE TIG KatevBivoelg yati to péyebog Tov davdcuatog dev
nailel pOAO GE QVTNV TNV TEPITTO®ON.

Y
camera

World

Ew.22 Zoomypo Xovretaypévov kapepag otov 3D koopo.
Mmopgite vo VTOAOYICETE T SLAVOGILATO TG KAUEPUS MG EENG:

Heading: to didvvoua avtd givar 1 korevBovon omd n 0éon g Kauepog mtpog T BEon Tov 6TdYOL TNG.
ITepryploel v katevBuvern mov avtiuetonilel n Kapepa. Mmopeite vo vToAoyicete v Koatevbvuvon
oVTH AeoPOVTAG TN BEom TC Kapepag amd T BEon mov PpickeTon 0 6TOYOG.

Up: to ddvuopo avtd kabopilel v and mave katevfuvorn g KAUEPOC Kot YPNCLLOTOLEITAL Y10, TOV
npocovatoMopd e o mapddstypo, pmopeite vo ypnoipomomoete 1o ddvvoua (0,1,0) yio va
TPOCAVATOAIGETE TO SIAVVCUO CLTO TNG KAPEPAG Gav ToV Y AEova TOL KOGHOV.

Strafe: givon 1o didvoopo ov givar kdbeto mpog o dHo mponyodueva. Avtd umopel vo Ppebei pe v
TPAEN ToL EEMTEPIKOV YIVOUEVOL TO 0Toio VToAoyiletl éva didvuoua Tov gival kKdBeTo TPog Ta dALN VO
v 0w otiypn. H pébodog Crosstng kidong Vector3 tov Xna ekterel v mpdén tov emtepikod
YIVOUEVOL. ZNUEIDOTE OTL, TO, SLAVOGLLOTO, TTOV YPNCUOTOLOVVTOL 6TO EEMTEPIKO YIVOLEVO TPEMEL VA, EYOVV
gviaia dtavdopoto (| 0o mpénel va kovovikoromoete (Normalize) to didvucuo Tov TPOKOTTEL PETH TV
wpan) kot n oepd pe v omoia wépace pe ™ pEBodo Crossoiraler v kotehbBuven Tov SlovicUATOG
OV TPOKVTTEL.

Avtd ta tpioe StovdouaTo GO TO GUGTNUO GUVIETAYHEVOV TNG KAPEPOS YPNCLLOTOOVVIOL OTOTE
ypewdleote va petakwvioete (transform)my kapepo pacilopevn otovg GEovég e. T mapdderypa 6mote
0éAeTe v LETOKIVIGETE TNV KAWPEPX TPOG TNV KATEVOVLVGT TOL KOITAEL.

Onoc avaeépape, To tpio ovtd dtavoopata Ba mtpémel vo eival KaBeto peta&d Tovg, KATL TO 0moio dev
glvar TApwg dacpariopévo. Ta mapddetypa, vrobéote Tmg 1 Kapepa Kortalel Kupiowg UTpootd, oAl
Kot EAAQPP®G TPOg T TAVE. Av kaAdovoote v pébodo SetLookAtkot ypnoipomolodoate to kowd Up
ddvvopa (0,1,0)cav tpito dpiopa, o praivate og pnedddeg yati ovtd to didvoouo dev givar eviehmg
k@beto oo headingdiavoopa g kauepag. (To strafedidvvoua o givor evielmg kdbeto oto heading
dtdvoopa OTmG Kol 610 UP dtdvucpo yati mpoépyetan omd 1o e€mtepikd Tovg ywvopevo). o vo eiote
oiyovpor 61t T0 Up didvuopa givar kébeto oto Headingdibdvovouo apod mpmdta £eTe VIWOAOYIGEL TO
strafe, npénel va vroloyioete edv véo Up didvoopa ypnoiuonotdviog po dgvtepn mpaén eEmteptkon
ywopévou peta&d tov strafexor headingdiovuopdtov og akolovbwc:
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upVec = Vector 3. Cross(strafeVec, headi ngVec) ;

Av10 B0 cog emoTpéyel Tpia SLvOCUATO VIOl To 070l UTopeite va eiote oiyovpot 0Tt lvan kdbeta to Eva
610 dA)o.

Avapopés:
Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Profassib(Apress),
Aaron Reed “O’ Reilly Learning Xna 3.0”,

Riemer Grootjans “Xna 3.0 Game Programming Reci#ieBroblem-Solution Approach”
(Apress).

Youtube video tutorialsfww.youtube.com

Microsoft Xna official home pagélttp://msdn.microsoft.com

Xna Creators Club Onlindnftp://creators.xna.com
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‘Eleyyoc yia cvykpovon

[poympdvtag oto exduevo Pripa, yro va yivel To Touyvidl HoG TO EVIVAMGIOKO KOl AEITOVPYIKO, TPETEL VA
eré€ovpe av Ta avrtikeipeva cuykpovovtol HeTa&d Toug N av Pyaivouv EEm amd ta TAAiG1o TOV TapabHpov Tov
oy vidlon. O Eheyyog Yol T GLYKPOVGT] TOV AVTIKEIWEVOV Eival Eva TOAD Kpicio cvotatiko. ‘Exete mai&et
noté kamolo moyvidr BoArc (shooter gamedmov ytvmdte 10 6TdY0 cOg YwPic va cvpPaivel timota; H éva
ayovieTikd moryvidr (racing gameprov katevfhveste mpog Tov Toix0o Kot TEMKA mepvate and péca; Avtd
givar €opyloTiKO Yoo TOVG TOUKTEG KOL €ivol OTOTELEGUO QTOYNG VAOTOUONG Yo TV OViXVeELON
GLYKPOVGEWV.

5.1 Ta Bounding Shapes

H oaviyvevon ovykpovoewmv (collision detection)unopei va @tider | va yoldoet (o gumepio. pe KATOL0
moayvidl. Avto cupfaivel 10Tt 660 o aKkpiPeig kot Eekabapot givar o1 ahyopiBLoL aviyveLOTg GVYKPOVCE®V,
1660 To apyd yivetar 1o moyvidl. Avtd sivonl po Eexabapr elcoppdmnon peTald Tng amddoong Kol TG
axpipelac 6tav avagepopacte oto collision detection.

‘Evog amd toug Mo amlovg Kot ypiyopovs Tpdmovg yio vo. epoapudcovpe collision detectioreivar péow tov
aAyopifuov tov Bounding Shapevuoiactikd, tomobetovpe yOp® amd To TPIGOACTATO AVTIIKEIPEVO Eval
Bounding shapesfpaipa 1 kOvti). Av 10 éva oyfjua técel mve oto GAAo, T0Te cupPaivel chykpovon.

Bounding Sphere: M. Bounding Sphereivot o opdipa n onoia mepihapfdver OAn n ye®UETPia TOVL
Tp1odtdotatov avtikeluévov. Opiletar péow pog kevipikng Béong ko pog aktivag (Ew. 23). To Xna pog
TopEXEL Lo, KAGon yuo v xprion g mov ovoudleton Bounding Spherélo Xna pog mopéyet ovt v kAdon
avd meshtov poviélov ®ote va punv ypeldletal va to vtoAoyicovpe gugic. Auundeite 6tL Tar povIéAL 6TO
Xna givar gtioypévo amd éva kot taveo mesh.Otav yivovior cuykpovoelg Bélovue o oeaipa mov va
epAapPavel OAOKANPO TO HOVTELO, TOV GMUOIVEL TG TNV CTIYUN OV TO HOVTEAD QOPTAOVETAL, BEAovuE Va
nePVapE pEco amd OAa To. meshesov ®ote vo avartHEOVUE Eva KUPLO TEMKO HOVTEALO.

Eik. 23 Bounding Sphere

XNAa
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Bounding Box: Bao1{6pevol 610 oyfua g yempeTpiog Tov poviéAov oag, to Bounding Boxeivar mbavo va
Topalel kodvtepo and e oeaipa. H kiaon Bounding Boxeivat svbuypappiopévn katd a&ova (Ewc. 24)
Kabe mhievpd tov Bounding Boxeivar kabetn mpog tov GEova X, Tov d&ova Y 1 Tov d&ova Z. YTapyovv ToALd
TAEOVEKTNILOTO, TTOV TPOGPEPEL M xpfon Tov Bounding Boxotov éleyxo twv ovykpovoewmv HETOED TV
LOVTEA@V:

0 H xhoon Bounding Boxepappolet modd kaho Kot 000YPOUIIGHEVO TOL TETPAYMVA GYNLLOTO LLE TOVG
GEoveg X, Y | z. Zvykpitikd pe v khdon Bounding Spheren Bounding Boxmopéyet mio
TOKTOTONUEVT] EPOPLOYT Y10 LT TEPLOTPEPOLEVO OVTIKEILEVAL.

0 Emedn n «hdon Bounding Boxeivar guboypopun pe toug GEOVES, UTOPEITE VO KAVETE OPICUEVEG
UEAETEC TIOV KATAANYOUV GTOV EAEYY0 TOV cLYKpovoemv petald tov otabepmdv bounding boxesov
glvon TayvTEPQ OO OV TA TOL EIVOL TEPIGTPEPOLEVAL.

Yrdpyovv Spmg Kol KATO LELOVEKTNLOTA GTY| YPNOT TOVG:

0 Ortav mepiotpéyovpe évo Bounding Boxdev givor o evBbypappo pe tovg d&ovec. E&outiag avtov,
av TEPLOTPEYOLUE £V LOVTELO 6TO 0Toio &xet yivel epapuoyn Tov Bounding BoxBa ypeiactel va
dnuovpynoovpe Al to Bounding Box.Avtd £xet og amotéleopa TNy ELATTIOON TG TaOTNTAG TOL
dedopévou 0Tt OAoL Ta. onueia vOG ovTiKEPEVOL emavaiapBavovtal péyxpt vo tapovv to Bounding
Box.

0 Av 10 poviédo oto omoio xel epapuootel To Bounding Boxdev givar gvbuypappucuévo pe tovg
a&oveg, o Bounding Boxfa £yt kdmotong ydpovg kevois. To 1060616 Tov GdE0L YDPOoL Ba givol To
péytoto O6tav to avtikeipevo teplotpoeel 45 poipeg amd kdmotlov dEova.

0 O adelog yopog ¢’ éva. Bounding Boxuropei va éxel wg amotéleopa AaBog TiHég OTav Yayvel yio, TV
GUYKPOLGT).

Eik. 24 Bounding Box

XNC
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5.2 H unyovy pveikng JigLibX

Yy gpappoyn mov dnuovpyniinke dev £yve ypnon tev kKAdcewv Bounding Boxkar Bounding Spheraesiia
EI00YOYN OGS UNYOVAG QUOIKNG TOV HOG TOPElYE TEPLOCOTEPES SLVATOTNTEG OTN (QULOIKN Kivion TV
LOVTEA®Y IOV YPNGILOTOONKaAY 6T 6KV ToL KOGHoV. Avth 1 unyavi ovoudletar JigLibX.

5.21 Mia cvvroun yvopiuio

To JiglibX eivar wa pnyov @uoikig m omoio €yl ypoetei oe C# yAOOGO TPOYPAUUOTIOUOD,
ypnowonowowvtag to XNA Framework tmg Microsoft. Baoiletow oty unyavny ¢vowng Jiglib o
Bpioketar 610 6TAd10 emékTaong e ‘Eyovrag éva cvotmua ya collision ko pa rigid body @xapmtov
ohuatog) pnyavn euoikng, to JigLibX eivon pio and tig suvonuévee unyavig PLGIKNIG ovoLToh KOSIKOL
oL £Y0VV OoYEONOTEL Yia TN cvvepyacia g pe To XNA.

O o70)06:

H dnpovpyla pog eEoupetikng Unyoving puoIKng mov ivatl gopnth Kot umopel va BertiotonomBel. Avtd
UTOPOVLLE VO TO TETUYOVE, EYOVTIOG U0 POVTACTIKN KOW®Vio OOV 0 KOOEVAG CUVEICPEPEL TIC OKEYELG
KoL T1G 1066 yia va fondnoet 6Aovg Lag va, TETOYOVE avTdV TOV GTOYO.

Eaywyn oto JigLibX:

Me to JigLibX, pmopeite va mpocOéoete o guoikn cvopmepipopd oto XNA mayvidlt coc. Avth 1
evotnTa Bo mepLypdyel €v cuviopio MG propeite va 1o KAvete. QoT1000, dev VIAPYEL KAAN oe Pabog
TeEKUNplon akOpa, ETCL TNV OVAYVOGT TOV KMOTKO TPOTLATOL Y10 TO MG AEITOVPYEL KATL GUYKEKPLUEVO.

H Zoyixn.

H Sdvvapukn rigid bodyeivat éva £idog npocopoinong mov ypnoiuonoteital ota mayvidio yio va dOcovy
TNV EUPAVION TNG «PUOIKNG» GUUTEPLUPOPAS TV OVTIKEINEVOVY. [0 kaOe avtikeipevo mov Oéhete va
TPOCGOUOIDOETE, amoTeAel Eva 1 mepiocodtepa copata (bodies)tov opilovtal, kabéva and ta omoia €xet
éva M mepiocodtepa Pacikd otoryeio (primitives)yia ovykpovon. I'a £va ovTIKEILEVO IE TEPIGGOTEPT, OO
&va Kivnté pépm, vmapyel £vo ocdpo Yoo KOs KOUUATL, Kol To uépn eivar dgpévo peta&d Toug e
apBpmoeic (joints). e wio wodikn yopa yio wapdderypa, o eiyate évo cdpa pe €vo collision skinywo
Baomn, éva dAlo coua pe Glro collision skinywa o pépog mov dGviwg Kiveitar kot Oo ta eiyote cuvdioet
UETOED TOLG Le [ dpBpwon.

Ta otoeia yo v ovykpovon (collision primitives),sival Bacikd oyfupoto, 0Tmg KOLTIH, GEAIPES,
Kéyovleg (Evog kOMVOPOC pe OTPOYYLAEG GKpeg, OmmG eivar optouéve €idn yommv), oxtiveg /
guBVYpapua THRpOTO, Kabmg Kot ehappd o Tponyuéva oynuata, onwg planes, heightmapsn triangle
meshesl'a va weprypdyete v TpocEyyion evog de60UEVOD GUGIKOD COUATOC (VOGS QVTOKIVIITOD, UG
KOOVIOG, Hog TOPTOC, KAT), i0m¢ va, ¥peldleTal Vo, ¥pNOIUOTOMNOETE TEPLCCOTEPO Ad £Va. GYNUATO KOl VoL
ta Parete dha pali. Avtd viomoteiton  pe ) dnuovpyia evog collision skinkot v avdbeon Tov oto
ohua. Inuewdote 0Tt 6Ao o oynuata oe évo collision skinkwovvtar poali kou poli pe to copa. Av
0élete O1OPOPETIKA PEPT OV KIVOOVTOL YOPLOTA (TNV TOPTO GE £VO. OVTOKIVITO, TOLG KPIKOVG Mg
oAvoidag), tOte TPENEL VO SNUIOVPYNOETE MEPICCOTEPOD, GO EVOL COUOTA, KOOEVE, amd To. omoio £yet
drapopetikd collision skin, kot va 1o, «oyKIGTPOGETE» HETOED TOVG YPNOLLOTOLDVTAS £vol £160¢ amd
apBpaaceic (joints). To yeyovdg 611 kGOe cdpa Exel éva otabepd, AKoumTo oYU €ivol 1 0 AdYOg OV
aVTo 10 €100¢ TNG TPOCOUOImENG ovopaleTon "dxapurtn dvvapukn copartog” (rigid body dynamics).

H pon tov eléyyov:.
v Tpocouoimon cog, 0édete vo dnuiovpynoete £va otrypdtuono (instance)svotfiuotog puotkng. To
GUOTNUO OVTO €lval TO TUALO TOL KMIKO OV B0 TPOGOUOUMCEL TNV Kiviion TV copdtov. Oéiete va



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 60

OMUOLPYNOETE EvaL CVUGTNUN GUYKPOLONG KOl VO TO OVTIGTOLYIGETE LUE TO CUGTNUO PLGIKNG, £TCL MOTE O
TPOGOUOIOTNG QLGIKNG va EEpel TG Vo AdPel cLYKPOVGELG aVTIKEWEVOY o€ éva Yeyovog (§tol Ta
TPAyUATo, OV TEPVAVE PEGH ad TOVE TOIYOVG, dEV TEPTOVY UEGO GTO £50(QOG, KAT). Anpuovpyeite énerta
éva N meplocoTepa chpata, Kobiéva omd ta omoio éxel katd kovovo évoe collision skin pe éva M
neplocoTepa Primitives oe owtd. Otav TEAEUDCETE, EVIUEPDVETE TO GVOTIUO PLGIKNG VO TPO®ONGEL TO
¥POVO Kot vo. kaTaAdfel Tmg o potdlel 0 KOGUOC TPOCOUOIMONG HETE omd Eva KPS XPOVIKO SLACTN L
mov £xel mepdoet. Mmopeite va 10 kdvete ovtd, kaddvtog thv uébodo PhysicsSystem.integrate u
divovtdg g Tov 1povo avtd oV TEPACE Yo Vo TPpoywpnoetl. Tumikd, to Prpa tov yxpdvov cog Ba gival
gite 10 ypovikd Sdotua omd v Ttekevtaio kKANnon ¢ pebddov GameComponent.Update (3ay
YPNOOTOELTE Vol LETAPANTO YPOVIKO Pa), 1| VO GUYKEKPIUEVO YpovIKO dtdotua (6mwe to 1/100t0v
devteporémton - 0.01f), kar Oo pneite otov KOGUO TEPLOGOTEPO OO £va YPOVO Yia Vo, TO KAVETE Vol
CMAGE> [LE TN PON TOV TPOYLLATIKOV YPOVOV.

¥to Xna moayvidl cog, omv uébodo LoadContent(),onpovpyeite 10 chOTHUA PVOIKNAG, TO GVOTNUA
OVYKPOVGEMV KOl TO GUUTANPAOVETE PE cmdpoTo oL Exovv collision skins@vunbeite 6La To. cOpOTO TOL
mpocBEécate Kol TL LOVTELO BEAETE VO CUVOLAGETE e KAOE GMLLOL.

H pébodoc PhysicsSystem.Integrata(gieitor otnv pébodo Updatetov Xnamoiyvidiod cag.

v upébodo Draw(), smavorouPdvere yoo kdbe évo omd TO. cOUHOTO, KOvETE eEoywyn TOL
UETOCYNUOTIGLOD Y10 TO OO KOl TO €QOPUOLETE 6TO HOVIELO OV POPTAOCOTIE YO TO GAOUN OVTO.
Inuewwote 6tL to JigLibX, mpotmobéter apywd 6t to Y onuaivel mave, emopévog M Papdnto Oo
EVEPYNOEL TPOG TO —Y ONAdN TPOG T KAT®.

Eleyrtéc:

Edv dnpovpynoete éva cwpd amd eumoddio 1 POAOVG  ¥PNGULOTOIMVTOS KOVTIA Kol GQAipES, KUOMG
gmiong kot éva £80pog ue ™ ypnon heightmap planen npocopoinct cog Oa deifel Tovg BOAovg Kot To
KOLTIA VO, TEPTOLY GTO £00.POC, KAl VO GuYKpovovTol HeETalD Tovg. Metd and Alyo, n mpocsopoinon Ba
épBel og o otdon, kot timota o evolapépov dev Ba cupPel. [a va Exete dopdon, Ba Bednoete va kdvete
dvo TpdrypaTo:

0 No npochHécete véa OUATA GTO GOGTNLO.
0 No ennpedoete T0 COUATO TOV VIAPYOVY 1HOM.

INo va mpocBécete éva véo ooua, 1o kbvere péoa and tnv uébodo Update (),mpv koréoete tnv
Integrate() Anwovpyeiote éva. véo Opyavo, dmote £va  CollisionSkin, kair mpocbéste 10 oTO
PhysicsSystemAvtog eivar évag moAd kaAdg TpoOmog yio. TNV TPocHnKN, Yo mapdderyua, UG Urdiog
Kavovioh mov ekto&evetar amd mvpofolioud E€m amd éva koavovi (vrobBétoviog Ot éxete opioel TV
TOYOTNTA TG UTOAOG KOVOVIOD GMGTA).

Io va eTnpedoeTe Ta GOUOTO, TTOV VTAPYOVY 10N, TPETEL va Kahéoete Tig cuvaptnoelg AddBodyForce (),
AddBodyTorque (), AddWorldForce Qo AddWorldTorque ()Avtég ot cuvaptioelg Ba tpochicovv
SUVAEIC GTO, GOMOTO Ol OTTOlEG Eival KATL Gav Ta «adpato xépta” Tov Tpafolv ta aviikeipeva. Qo1d00,
oL cvoompevpéveg duvauelg «kobapilovior péoa ot pébodo  PhysicsSystem.Integrate(dmrote
otidnmote kdvete otnv uébodo Update ()dev Oa éxel kovévo amotédecua. Avti' avtov, Ba mpénet vo
npocOéoete o vrokatnyopio (subclassiieykt yia oty puébodo PhysicsSystenmypnouonoidvog tnv
ovvaptnon PhysicsSystem.AddController().

Kabe popd mwov to cHoTNUa PLGIKNG KAVEL EVEOUATMOT, KAAEl TOVG EAEYKTEG, KOl Ol EAEYKTEG UTOPOVV
va. TpocBEcouy JLVALEIC Kol poméC oto Odpopa ovtikeipeva. "o mopddstypa, yioo va kdvel éva
avtikeipevo vo, metdéel mpog ta mavew, umopeite va kaiéocete v AddWorldForce(Vector3.Up * *
body.Mass 11} to coua. Apykn udlo €€ opiouov eivan 10 (newtonsiva kild, kovtd otn Papdnto
¢ I'mc), ondte ot Bo mpochécel apkerr dvvaun ya vo Tpa&el otnv BapdTnTa TOL AVTIKEIUEVOD Kot
oLyd-otyd vo 1o avaykdoel va, emttoyvuvOel Tpog ta mave. Ot pomég elval cov TIG SOUVALLELS, LE TN dopopd
OTL TPOKOAODY TO AVTIKEILEVO VA YupIioEL YOP® amd T0 KEVTPO Papovg Tov, avti vo petokwveitar (translate)
GTOV KOGLLO.



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 61

Alda tips:

Ot povadeg mov yproorolovvtal ivar. newtonsuétpa, Newtonpétpa, yiAdypappe Kot 0guTepOLenTA,
YVooto Kol o¢ AleBvég Toomua Sl (System International) povadeg tov petpikod cvotiuatoc. Towg va
glote og Béom va kdvere oAlaEete khipaka (Scale)otic ev Adym HoVAdES Yo S10POPETIKA GUGTHLOTOL
UETPNONG, GALA EIVOL TLO EDKOAO VO LETOTPEYETE GTAA T TAVTO GE UETPIKA.

Av Béhete éva ooua va gival otov kdopo, aAid vo punv kwveitat, pvbuicte v 1816tnTo. IMmMovableva
givan ion pe aAndeia (true). Avto sivatl Todd yproipo yio to £8apog, 10T, dlapopeTikd, 1 Papdtnta Oa to
TpoPnéel mpog ta kdTw pall e To VTOAOUTH OVTIKEIEV.

To B tov ¥POVOL OV YPNCULOTOLEITE TPEMEL VO €ival KPS Yo VO TAPEL KOAG OTOTEAEGLOTO TNG
npocopoinons. Mo Ty wepinov 0,01 6o Ntav cwotr. [ToAd pkpd, Ko 1 Tpocouoinor O amottnoet
TOAD peydlo vroloyiopd ko Bo tpéfel apyd. IToAd peydro, kot m mpocopoiwon Ba yiver Arydtepo
otabepn. Enueidote 0tL 0 ¥povog petald tov miaciov (frames)oto 60 Hz ivar mepimov 0.017,mov
glvol Kanwg vYNAGTEPT amd TO 100 VIKO, dALE cuVB®G Aettovpyel KaAd.

Kowtd&te 10 avtikeipevo TOL OLTOKIVATOL Yoo vo dgite mdG €évo mo ovvleto avtikeipevo esivan
GUVOPUOAOYNUEVO. ZNUEIDCTE OTL AVTO TO OVTIKEIUEVO OV YPNCLUOTTOLEL GPAipES Yo TOVG TPoY0vS. Avti
va ypnowomolel évav aplBpd amd oKTiveg, TOL TIG PiYVveEL TPOG TNV KOTELOLVGT TOV TPOYDOV, Yo TNV
aviyvevon tov £04Povg.

Awgvrpivioeig:

Primitives eivar Pacikd otoyeio dmmg kovTid, KOLTIA Ue GTPOYYLAES GKkpec, ogaipeg, heightmaps,
planesxovtid pe bounding boxon nepiotpoet.

Collision skin givai gdv ykpovn and anid tprodidotata primitivesmov ytilovv 10 Gy TOV GOUOTOS.
Plane avtimpoownevel puo eninedn enQavelo. 6TovV ymPO.

Heightmap: avtimpoocwnedel pio ovduoAn ETQAVELD. GTO XDPO.

Trianglemesh avtmpocwnevel éva civoro and Tpiywvo (moAdyova). Tuvnbog sivar yvootd owg 3D
Model.

522 Iepintwon Xvykpovens (collision event)

To woppdtt ovtd €xel va KAvel pe ToV YEPIOUO TOL ToyVIdoD € TEPIMT®OON oLV OVO OVTIKEILEVQ
ovykpovotovv petad tovg. To  JigLibX Aowmdv, mpocouoidvel GLOIKY cLUTEPLPOPE, aAAG Yoo éval
oy viol 1 kdmowo epappoy, Bo ypelotel Vo KAVETE KATL, OV Yo TOPAOEYHO EVO SLOCTNUOTAOLO
oLYKpOLOTEL pe o tepdotia eEmynwvn katoapido 1 600 AVTOKIVITO GLYKPOVGTOOV HETOED TOLC.
Y mhpyovv ToLAGYIGTOV dVO TPOTOL Y10 TOV XEPLOUO TWV GUYKPOVGEWV.

0 Xpnowonolovue covaprtiocels ernavarxinong (callback functions):

Xpnoomotovpe avtn ™ HEBodo, av BEAove va puBuicovpe T GLUTEPLPOPE GVYKPOLONG OTAGY 1
TOALOTAGV avTikewévav. [IpdTov, dnpovpyeital o cuvaptnon n oroia  epoupuroletot o€ €va 1
TEPLGGOTEPO AVTIKEIEVH Kot EKTEAEITAL KABE POpd OV cLpPaivel chykpovon).

* Anuovpyio cuvaPTHGEOV ETAVAKANGNG:

Avtn 1 cuvaptnon npénel va emotpéyel o tiun Boolean (true) false).Av emotpéyete alnbeia,
n unyovn euotkng Ba emelepydletan emepyOUeEVT GVYKPOLGT, 0AAMG Ba ayvoeital 1 chykpovo
ovtn, Ba gival dnAadn KATL GOV EAVTAGLA, 6TO 0oio To éva avTikeipevo Ba mepvdetl péoa omd 10
dAho. Xperdletar 600 mopopétpovg, ot omoieg B dobBovv amd tnv emavakAinon. H mpot
TOPAUETPOC Elvat TO avTIKEILEVO Gag (0 1610KTNTNG) Kot 1 S£HTEPN EIVOL TO AVTIKEIUEVO LE TO OTTO10
oLYKPOVETOL (0 GLYKPOLOUEVOC). MTopeite va Kabopiocete T CLUTEPLPOPA Y10, E01KE avTIKEIpEVA
N KAAGELS OVTIKEWWEV®DV.
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* E@appoyn g cuvdptnong Eravakineng 6To avTIKEiNEVo:
Topo pmopeite va ypNCLLOTOCETE VTN TN GLVAPTNON Yo KO avTikeipevo Tov ypeldleote.

0 Xpnowonorovue ta Collisionlnfos:

Edm, kaBopilovue pio AMoto amd aviikeipeva yio va ELEYEOLV Y100 GUYKPOLGT). XPNGILOTOIMVTOS THY
ouvaptnon callback pog divel éva yeyovog, oALG vapyetl EAAENYT TANPOPOPIDOV OT®S TO TOGO Uésa
6TO ovTiKEIpEVO givar To dAAo avTikeipevo. Ed® pmopovpe vo Kdvovue moALld TeplocoTepa amd OTL
GTO TTPOTNYOOUEVO TOPADELYLLOL.

* IIpocToypoocia

Xpewlopoaote évav CollisionFunctor,o omolog xdver éheyyo yio (edyn oto omoia cvuPaivet
obvykpovon (owtd dokiualet yio 6Aa ta dSvvatd (evyn povo pio popd), yio po. Alota ond bodies,
OV TPEMEL VoL EAEYYOVTOL Kol pie GAAN Alota yioo v amofrikevon evog CollisionInfo yw kabe
GUYKPOLOT).

* AViYVEVLGT GVYKPOVGE®V

Tivetal aviyvevon cvykpoboemv o€ (o povtiva evnuépwong (update routine)yio mapdderypo otnv
avavEWDGCT TOL KOGLOV.

5.2.3 Apyeia mov yperalerat v etcayfovv

o va ypnowonotoovpe v unyovh evowng JigLibX ot va v epopudoovue otov kdcHo pog,
TPEMEL VO, EIGAYOLLE T APYELD TOV AVTIOTOLYOVV GE KAOE £va 0md T OVTIKEILEVO TOV YPNCULOTOLOVLLE
0TO TOLVidL, £TC1 MOTE VO UTOPOVUE VO KAVOULLLE TIG AmOpaiTNTES TAPEUPAGELS Y10 TO OMOTEAECLOL TTOV
0élovpe. Xtov mapoKato Tivaka eoivovtal ta apyeio wov ypeldletol va eicayfovv.

Filename Status
Collision\CollisionDetection\BoxBox.cs ported
Collision\CollisionDetection\BoxHeightmap.cs ported
Collision\CollisionDetection\BoxPlane.cs ported
Collision\CollisionDetection\BoxStaticMesh.cs patie
Collision\CollisionDetection\CapsuleBox.cs poried
Collision\CollisionDetection\CapsuleCapsule.cs  ed't
Collision\CollisionDetection\CapsuleHeightmap.psrted
Collision\CollisionDetection\CapsulePlane.cs ported
Collision\CollisionDetection\CapsuleStaticMesF gpsrted
Collision\CollisionDetection\DetectFunctor.cs pare

Collision\CollisionDetection\SphereBox.cs poried
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Collision\CollisionDetection\SphereCapsule.cs pob te
Collision\CollisionDetection\SphereHeightmap.cs tpdr
Collision\CollisionDetection\SpherePlane.cs ported
Collision\CollisionDetection\SphereSphere.cs poted

Collision\CollisionDetection\SphereStaticMesh.cs rtpd

Collision\CollisionInfo.cs ported
Collision\CollisionSkin.cs ported
Collision\CollisionSystem.cs ported
Collision\CollisionSystemBrute.cs ported
Collision\CollisionSystemGrid.cs ported
Collision\Materials.cs ported
Geometry\Primitives\Box.cs ported
Geometry\Primitives\Capsule.cs poried
Geometry\Primitives\Heightmap.cs ported
Geometry\Primitives\Plane.cs ported
Geometry\Primitives\Primitive.cs ported
Geometry\Primitives\Sphere.cs poried
Geometry\Primitives\TriangleMesh.cs poried
Geometry\AABox.cs ported
Geometry\Distance.cs ported
Geometry\indexedTriangle.cs ported
Geometry\intersection.cs ported
Geometry\Line.cs ported
Geometry\Octree.cs ported
Geometry\lOverlap.cs ported
Geometry\Rectangle.cs portad
Geometry\Triangle.cs ported
Math\Transform.cs ported
Physics\Body.cs ported
Physics\Constraint.cs ported



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 64

Physics\ConstraintMaxDistance.cs ported
Physics\ConstraintPoint.cs ported
Physics\ConstraintVelocity.cs ported
Physics\ConstraintWorldPoint.cs ported
Physics\Controller.cs ported
Physics\HingeJoint.cs ported
Physics\Joint.cs ported
Physics\PhysicsCollision.cs portad
Physics\PhysicsSystem.cs ported
Vehicles\Car.cs ported
Vehicles\Chassis.cs ported
Vehicles\Wheel.cs ported

To dibypappa v KAdoewv mov ypnotuonotei To JigLibX gaivetar otnv eikova 25.
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5.3 Allec unyavéc puoikng

Kdmoteg axopo unyaveég GLGIKNG Yo To LovTéda tov XNa, mpotevopeveg ard to Xna Creators Clubivar ot
TOPOKATO:

0 Farseer -16vo y1o 600 8106TACE®V PLOVTEAQL.
o Bullet

e BulletX: An6 to XnaDevRu:Yrootpilel 1660 t0 Xbox3606c0 kot ta Windows.
*  XBAP: An6 tov Chris Cavanaglfiaciopévo oto BulletX and mévo.

Newton

Oops! 3D Physics Framework

Bepu physics <o gumopikn yprion aAhd dopedv yio, U EUTOpIK.
Jello Physics o mayvidia d0o dactdoemy.

Physics2D.Net o moyvidia dvo dtctdoemy.

O O O oo

Av otoyevete povo oty mAateopua tav Windows,tote umopeite vo ypnoIUOTOIGETE OTOLUONTOTE OO TIg
EUTOPIKEG UNYOVEG PVGIKNG 1| UNYOVEG ovoryTol kddike (Open sourceMepikég £xovv gvkoin dour, 1 iomg
ypEWOTEL va TV aALGEeTE €0ELC.

0 PhysX

0 ODE (Open Dynamics Engine)
0 Newton Game Dynamics

« Newton physicsAnuovpynnke péca o 8 pe 10 dpeg Kot 1 TOOTNTAS TNE TO AVTOVOKAJ.

Avagopd:
JigLibX official homepageH(tp://jiglibx.codeplex.comn)/

JigLibX wiki page http://jiglibx.wikidot.com),

Wikipedia (ttp://en.wikipedia.org/

YouTube video tutorialsWww.youtube.com

Resources for Xna Game Developewsv(v.xnaresources.com

Xna Creator’s Club Onlinéhtp://creators.xna.com

Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Professib(Apress).
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Ariniemiopacny ue to ypnoty

Eivon moAd dtookedootikd Kot Opop@o vo. fAErovpe Evav KOPo Tov dnuovpynoape epeic vo eppaviletal oty
0006v1. Ydpyovv ToALG Kot O eVOLAPEPOVTO TPAYUATO TTOV UTOPOVUE VO Kdvovue akopo e to Xna. Ilap’
O0ML0 OV 0 KUPOC EUPAVIOTNKE GTNV OGKNVN Kol OEIXVEL OUOPPOG, OV KAVEL TimoTa, €ival OTAGUOG, TOL
ONUOIVEL TOG TPETEL VO TOV YEPICTOVUE EUEIG Ot 10101. AAA®OTE TOGO JUCKESAGTIKO €lvan £va oy vidt av
dev vIapyel AAANAETIOPACT LE TOV YPNOTN; X€ aVTO TO KEQAANL0, Ba doVUE TMC £VOC XPNOTNG UTOopel va Exel
TO XEPIOUO amd T0 TANKTPOAGYLO Kot amd 10 Tovtiki. 'ETotl 1o mouyvidt avtd Ba kdvel kdti emmiéov omd to va
delyvel KaAd Kot OLOPQO.

6.1 Eicodos ano to minKTpoioyio

H &icodog and to mAnktpordyo yiveror péoo amnd v khdon Keyboard,n omoio Ppicketor péoo oto
Microsoft. XNA.Framework.Input namespacH. kidon oot €xet po ototikny pébodo mov ovoudletat
GetStaterov anokabiotd TV TpéYovoa KaTtdoTaoT ToL TANKTpoAoYiov péca oe wia KeyboardStatéops.

H KeyboardStatedoun mepiéyel tpeig pebd6ovg TANKTPOL 7OV UG Oivel TNV AEITOVPYIKOTNTA TOL
ypewlopaote. Avtég eivat:

0 Keys [] GetPressedKeys()
H onola emotpépet Evov mivako amd TANKTPO Tov £xovy TtatnBel TNV oTrypn Tov Kodeitol 1 pébodoc.
0 bool |sKeyDown (Keys key)

H pébodoc avt eivor tomov booleantov onpaivel 6t déxeton cov tipéc, ainbdea M yéuata (true, false) Avtd
eEapTdTol amd TO oV TO TANKTPO AVIUTPOSMTEVETAL atd TNV wapapeTpo IsSDown, av dnhadn eival Totnpévo
TNV oTLyUN Tov Koheiton 1 péBodoc.

0 bool IsKeyUp (Keys key)

Avt m pébodoc emotpépel emiong oinbel M wépota. Avtd efoptdror amd TO OV TO TANKTIPO
OVTITPOGOTEVETOL O TNV TTapApeTpo ISUP, av apédnke dniadn v otiyun mov kodeitol 1 pébodoc.

Zav TopAdELY O, TNE XPNONG TOV TANKTPOoAOYiov, av BéLeTe va eEAEyEete av To TANKTpo ‘A’ givon Tatnuévo, Bu
OglTe TOV TAPOKATO KMOOUKA:

i f (Keyboard. Get State().|sKeyDown(Keys. A))

/1 do sonet hi ng
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6.2 Eicooog aro to movrtiki

To Xna mapéyet v kAdon Mouseyio oAAnAenidopacn LE TO TOVTIKL, 1) OTOI0, CUUTEPLPEPETAL TAPOWUOLY, LIE
v KAaomn tov TAnktpoioyiov. H kAdor mov ypnoipomnoleitol yio To Tovtiki, TePLEYEL Kol avTh o péEBodo
mov ovopdletan GetStaten onoia ypnoyLomoteitar yio va Tapel 0e00UEVA ATO TO TANKTPOAOYIO HECH OE Ui
MouseStatéoun. Aéyetor dniadn v Tp€yovca Kotdotaon Tov movtikiov. H khdon Mouseéyst akdpo o
puébodo a&lo onueimong. Avty eivor void Set Position(int x, int y). Avt n uébodog emttpénel
GTOVG YPNOTEG VO opicovv TV BEom Tov TovTIKIoD. AVt 1 BE0m givol GYETIK UE TNV TAVO aploTEPT YOVia
TOV TOPaBvPOL TOL TALYVIOLOD.

H dour MouseStatéyst apketéc 1010tnteg oL pog fondave va katoddpoovpe i copPaivel pe to movtikt kébe
oTyun otav kaAovpe v uébodo GetStateAvtég ol 101dtNTES giva:

0 H LeftButton, 1 onoia eivar tomov ButtonStatekor emiotpépel TV KATAGTAGN TOV OPLGTEPOD
TAKTPOL TOV TOVTIKIOV.

0 H MiddleButton, sivor k1 avti tomov ButtonStatexoi emotpépet ™V KATAGTAGT TOL HECHIOV
TAKTPOL TOV TOVTIKIOV.

0 H RightButton, eivar tomov ButtonStatexotr emotpépet v Katdotoon tov 6600 TANKTPOL TOV
TOVTIK10V.

0 H ScrollWhedlValue, givar tomov axepaiov (int). Emotpéeet Ty 6uvolikn cLGGOPELUEVT Kivhon
g podag tov movtikiov (scroll wheel)ard v otiyun mov Eexivioe 1o moryvidl. o vo udbovpe
OG0 KvnonKe 1 poOdA, GCLYKPIVOLLE QLTAY TNV TN LE TOV PLOUO TNG TPOYOVLEVIC TIUNG TTOV E1XE M
poda.

0 X, givorl OOV axKePAiov Kol EMGTPEPEL TNV T TNV 0p1LOVTLIaG BECNC TOV TOVTIKIOD GE GYECT LE TV
TOVO aploTePn Yovio Tov Tapabipov Tov ToLvidlov. Av T0 ToVTiKl fplioKeTal oV aploTepn TAELPA
oV mopabvpov, M T vt gival apvnTikn. Av to Tovtikt PpiokeTor otnv deflo. TAEVPA TOL
mopaBOpov, N T vt givarl peyaidtepn amd 10 TAATOG TOV TopadvPOV.

0 XButtonl kou XButton2. Avtég ot 600 1310TNTESG, YPTOLOTOIOVTOL GE TEPITTMOOT TOL VITAPYOLY
emmpocheto mAnkTpa ko givar Tomov ButtonState.

0 Y, &ival TOMOL oKeEPOAIOL KO EMGTPEPEL TNV TN TNG KABETNg BE6MG TOL TOVTIKION GE GYéom UE TNV
v yovio Tov TopadHpov Tov T VISIov. AV TO TOVTiKL gival TAvVe and To Topabvpo, 1 TN gival
apvntikn. Av 10 movtikt Bpioketal kGt ond to mopdBvpo TOL TOLKVIOWOV, 1 TR ALt Eival
peyaAvTepN omd 10 VYOS Tov TOPAdVPOVL.

Towg mpocé&ate OTL €€’ OPIGHOV 0 KEPGOPOS TOV TOVTIKLIOD Elval Opliopevog va eitvarl Kpueog étav To ToVTiKL
EPVAEL TAVD amd €vo mapabvpo maryvidtov tov Xna. Av 08élete va gaivetat o k€poopag oto Xnawapabvpo
umopeite va 1o kavete Bétovtag v Wotnta IsSMouseVisibleion pe true.

AveEdptnra amd To av 0 kEPGoPUS Eival oplopévog va, paivetor 1 oy, 1 dou] MouseStaterov emioTpépetan
amo v kAnon g GetStatauedodov, mévto B kKpatdel TV TPEYOVCO KATAGTUCT) TOV TOVTIKIOV.

Avagopd:
Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Profassib(Apress),
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Aaron Reed “O’ Reilly Learning Xna 3.0”.
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Yiomoinon

e autn TV evotnra, Ba e&nynbovv evOeIKTIKG KOUUATIO KOJIKA, 0 POLOG TOV UETARANTAOV Kot O TPOTOG TOL
EMOPOVV 01 OLAPOPEG AetTovpYyieg GTOV AAYOPIOLO OV VAOTOEL TNV €PUPLOYN. O WANGOVE TEPIOCOTEPO
Y10 QUGTKT] GUUTEPIPOPE TOV LOVTEAMV KOl KIVIOT] GTNV TPIOIACTOTN OKN V.

1.1 Ileprypoon ths TPOyPoUUaTICTIKHG TPOCEYYICHS

H epappoyn ovty, Paciomnke Kupiowg 0T QUGIKY GUUTEPLPOPAE TOL EYOVV T TPIOOIUCTOTH CVTIKEILEVA
UETOED TOVG, OTOV GLYKPOVGTOVV, OTAV TEGOVV Amd PEYAAO VYOS, TaV KIVOUVTOL GE £VO OVAOLOAO £00.POG
KA., kKaBmg emiong kol oty Agttovpyia e kKapepas. Ta koping avtikeipevo amd To omoia omotedeital ovTh
N eppuoyn (to avtokivnto, To KOVTIA, 0L 6Qaipeg, To heightmap)éyovv apkeTéc opo1dTNTEG GTN PLGIKT] TOVG
OTMC KOl GTY] CULUITEPLPOPH TOLG YEVIKOTEPO. ATO TOPOLOLN YOPOKTNPOTIKE, OTT®G 1 0éo1 TOUG OTOV
tprodidotato koo (X,Y,Z), uéxpt oe Kowvég 1810TNTES, OTMG 1) AVOTAPAGTAGT TOVG GTI GKNVI 1 0 EAeyy0G
ovykpovoewv. 'Etol kpiBnke avaykoio n opadomoincn Toug Kol O GLUYKEKPIUEVA 1] OMovpyAbo Bacikdv
KAAGE®V GTIC 0moiec Ba VILAPYOLY OAN AVTE TA KOWVE YOPAKTNPIGTIKE KOl 0L AELITOVPYIES.

To avtikeipeva mov ypnoonombnkoy otny oknvi, Ntav &va avtokivinto, £vag kuPfoc, o ceaipa, &va
heightmapcot éva, koppdtt HoVGIKng, OTOE PoiveTal Kot oty eikova, 26.

e
=~ Saxlamaritsa
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Ewk. 26 Avtikeipevo g €poppoyig.

To avtoxivnto Eexvael and éva OPIGUEVO VYOO GTNV GKNVI TOV KOGHOL Kol ovaAioyo pe tnv palo tov
TEQTEL PUOIKA 0TO £dapog. O ypNoTNg £xel T SLVVATOHTNTO VO LETOKIVEL TO OVTOKIVITO GTOV TPIGOACTATO
KOO0, YOPIG aVTO VO TEPVAEL KAT® OO TO £00p0G, 1 LECOH Omd TO KOLTIA KOl TIC CQUIPES HE TO Omoin
eVOEYOUEVMC VO oLYKPOoLGTEL. OTav 0 ¥pNoTNG LETOKIVIGEL TO QVTIKIVITO €KTOG OpilmV avTd TEPTEL GTO KEVO.
To kouvtid, opiopéva Ko avtd va EEKvovv omd €va GUYKEKPLUEVO VYOG oL dmONKe UECH KMOKA,
avamopayovTol PEYPL Evay aplBud kol TEPTOLV QULOIKA 6T0 £00po¢. TéAog, To 1010 cupPaivel Kot pe Tig
oOUIPES, Ol OTTOIES AVOTOPAYOVTUL GLUVEXMDC,KAOE Popd oV avavemveTol kot 1 oknvi. H kdpepa tov kdcpov,
glvo KGpepa Tpitov TPOSHOTOV Kot akoAovBel Ty Kivnon tov avtokvitov. O Mg, avamapdyeTol GTnY apyn
OV EKTEAEITOL 1] EQPUPLLOYT.

21 ovvéyela Bo dovpE HEGH OO EVOEIKTIKA TOPUSEIYIOTA KOIKO KAOE KAAONG, OTMG Y10 TAPADELY LA, DG
pvOuiotnke 1 KAUEPX, TMG OOVAEVEL TO GVTIKEIUEVO TOL CVTOKIVIITOL, TOL KVUPOL Kol NG CEOIPOS, MG
ypnoponoooue o heightmapi.d.

INUEDOTE OTL, Y10 TV VAOTOINGT QLTS TNG EPAPUOYNG, YPEWACTNKE EKTOG OO TNV EICAYMYN TOV LOVIEA®V
uog oto ContentPipelinen swayoyn xdmowwv References oyagopéc) mov ypnoipomoidnkav yio o
0AOKANP®OEL 0 Kdopog. Avtd fTov, 1 Biiodnkn Tov JigLibX yio tnv epappoyn g QLUGIKNEC GLUTEPLPOPES
ota povtéda, mov €ywve omd to. Referencestov Solution Explorerkot to dil apyeio ywe to Generated
Geometry,mov ypnowonomnke yoo v vAomoinon tov Heightmap,mov éywve and 1o Referencestov
ContentPipeline®a wiAncovpe mo ovaALTIKAE Y10 GVTA T KAT.

Na Bvpdote 6T g KaOBe KAAGN TOL dNUIOLPYOVUE KOl 1] OO YPTCLUOTOLEL TNV UNYXAVT] PLGIKNG TPETEL VL
mpocHéTovpe Ko va avtictorya hamespaces.

7.2 H xiaon Gamel

270 KeQAAOO 2, WANGOUE aVOAVTIKA Yyio TN Bootkn dour pog epapuoync. Anuovpymviog éva, amid Xna
project ,n Visual C#tonobetel 6Aov Tov kddika Tov projectoe o kidon (class)ue to ovopa Gamel.Ou
EPAPUOYES KoL TOL TTOLYVIOLOL IOV dNovpyovvTaL Vol GVVETMS éva, avTikeipevo (Object)tbnov Gamel.
Me ) ompiiovpyia avtig TS KAAoNS, avtdpota dnpovpyodvtal kal kdmoleg pébodot ol omoieg pag fondodv
omv avantuén g spopuoyng, (Initialize, LoadContent, Update, Drawju e&nyndnkav avolvtikd oto
KePdAao 2 owtng TG epyaciog. Extog and avtég tig pedoddovg, dnpiovpyndnkay Kot KATOEG OKOUO TOV LOG
Bondnoav oty enitevén tov oTdYOL MO, TIG 0moieg o SOVLE TOPUKAT®.
H Gamelkidaon Aowmdv, gival n Pacikn KAGSN TOV TPLGOAOTOTOL KOGUOL uas. Méoa og avth, yivetar 1
OMNA®ON TOV HOVIEA®V Kol TOV MOV, 1 ap)lKoroinon UeTofAnt@v mov oyetiloviol pe GAAeg KAAGELS, M
E100Y®YN TNG QLOIKNG UNYXOVIAS TTOV €PAPUOLETOL OTO MOVTEAD HOG, O YXEWPICUOC TOL TOLYVIOOD OTO TO
YPNOTN, N KANGOT AAA®V KAAGEDV K.AT.
Ymv Poaockry Aowmdv kAdon ko €@ amd tov Constructor dnioocape OAeg TIC HETOPANTEG TOL
YPNOLOTOMCALE. AVTEC NTAV:

0 Toa povtéria tov KOGHOL
O ot mov ypncipLoTo|OnKoV
H pnyavii vowiig
H xépepa
"Eva avtikeipevo tomov CarObjecttov ypnoipuonodnke yio 10 LOVIEAOL TOV QVTOKIVITOL
Avtikeipevo tomov Sphereacot thmov CrashBox

O O O0OO0OOo

7.2.1 H aoaywyn tns unyovijs pueIKyg
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H pnyovi euotkng etvar auti mov eAéyyet 0Tt oyeTileTon LE TNV QLOIKT o€ KdBe mpocopoiwon. OTdnmoTE
ypnowonotet To JigLibX amaitel kou éva cvotua puokig. I'a va dnpovpyncovpe va dev eivol 1660
dvokolo. Apyikd Tpémel va mpochicovpe Ta &g Namespacestmy apyn Tov KOdka 6g kKafe KAAoT Tov
ypnoomotel To svoTnua PLokng. IlposBétovpe Aoov Ta e€g hnamespaces:

usi ng JigLi bX. Mat h;

usi ng Ji gLi bX. Physi cs;
using JigLi bX. Geonetry;
usi ng JigLi bX. Col l'i si on;

Onoc katorafaivete, To NAMESPACABITA £X0VV VO, KAVOLV LLE TOL LABMUOTIKA KOt Tr QUGIKN TNG
IOV PLOIKNG OV £QOPUOLETaL 6TO LOVTEAN, OTMG Kal LE TN YEMUETPio Tovg kat ta collision.
2y Pacwn khdon Gamelgtny apyn tov kddka kot £Em and tov constructomposHitovye Tov
TOPOUKATO KOO

Physi csSystem worl d = new Physi csSystemn();

Kot éto1 €povpe 10 O0wk6 pog ovotnua @uowkne. Ilopd to yeyovdg O6TL M opydveon dev €xel
0AOKANPWOEL. AV ETPOKEITO VO, GLUVEYICOVUE OO €0 KOl APNVOVTAG TO GOGTNUA QUOIKNG ¢ EXEL, TA
OVTIKEIUEVE poc amhdg o TEPAGOVY TO €vo HEGO amd TO GAAO. ZVVETMC, TPEMEL Vo TpocHEcove Eval
ovomua cvykpovong (collision system)to cvotnuo euotkng pog. IIpocbicte Tov akdiovbo kmdiko
KAT® amd avtdv Tov UOALC TPpochicate:

physi cSystem Col | i si onSystem = new Col | i si onSyst enSAP() ;
Xe auTn TN Ypappn kodka kabopiletar moto chotnpa chyKpovong Ba ypnoioromet.

Yrdpyer éva terevtaio TPAYUO TOL TPETEL VO KOAVOLUE TPV TPOYWMPNCOVUE TEPIGGOTEPO ONO TN
dNovpyiol TOL GLOTANOTOC PLGIKNC. B0 TPETEL VA, EVILEPDVOLE TOV KOGLO KdBe T0c0. H evnuépmon
avty ovoudletar "evowudtoon” (integrating)otnv opoloyio g euotkic. Otav éva 6OGTNIO PLOIKNAG
EVILEPMOVETAL, OVOLOOTIKA €PapUOlel PapdTnTo 68 OAN TO OVTIKEILEVO UOG KOl EVIOTILEL TEPIMTMOCELG
OUYKPOLONG HETAED TOVLC. TNV TPOAYUOTIKOTNTO €ivol TOAD 7o mepimioko oamd ovtd, oAAG Ot
AemTopépeleg eivar aoUavVTEC 6€ aLTO TO oNUETD.

H evnuépwon tov cuotnuatog eLoIKNG givor 0KoAN and v TAevpd poc. Kdvoope amidg po kinon
ot pébodo Integrate,rov cvotuotog euowkng. [aipvel o mopduetpo Tpocdopilovtac TOGOG ¥POVOg
€xel mepdoet amd TV TEAELTOIN KANON TNG EVOOUATOONC. XpNoiponoldvag ™ pébodog Integratesivan
16060 €0KOAO OGO KOl TO Vo TpocOéoete Ty akdlovdn ypouun kddika oty puébodo Updaterng Paoiknig
KAdong Tov Toyvidov, Gamel:

float tinmeStep = (float)ganeTi me. El apsedGaneTi ne. Ti cks /
Ti meSpan. Ti cksPer Second;
Physi csSyst em Current Physi csSystem I ntegrate(ti neStep);

To PhysicsSystem.CurrentPhysicsSysten éva otatikd péhog g kAdong PhysicsSystemov éxet
OPLOTEL Y10 TO TEAELTAIO GVOTNUO QVGIKHG 7OV ONuUovpYHOnKe. Avtd givol T0 GUGTNUO QUVOIKNG TOV
opicape Tponyovuévmg oty Pactkr kAdon GamelXpnoipuonolodue ovtd 10 6ToTIKO UEAOS Yo AOYOUG
gUKOMOG Ko £1ol dev ypelaleton vo mepdoovpe pia petafinty PhysicsSystemoe omowadfmote
GLVAPTNOT TO YPEBLETAL.

To v mapduetpo g peboddov Integrateypnoipomotodue v Topduetpo gameTimenov mepvaue oty
uébodo Update.
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To choTa LGIKNIG ival TAEOV TAPNC KoL ETOLLO Y10, TV TPOGOLOImoT evO¢ factkol KOGHOV. Xe 0TO
T0 onueio OUMG 0 KOGHOG HOg givol HAAAOV Yopvog. Aev vrdpyel Timota o ovtdév axoua. o va
KaTokn Ol 0 KOGLOG HE KOLTIA Kol GQAIpES Kot OTIONTOTE GALO BEAovE Yo va TOV eumAovTicovplE, Oa
dnuovpynoovpe ot kKAGon vy KaBe avtikeipevo mov Ba d€yetal To GVOTNUO QUOIKNAG Kol TIG
TOPAUETPOVG TIOV ¥PEWALOVTAL Y10 VO OAOKANP®BOLV KOl VO AELTOVPYNGOVV GMOGTE GTN| CKNVY| TOV
KOGHOV. Oa MANGOVUE Y10, AVTEG TIG KAAGELG OVOAVTIKOTEPO TAPOUKATM.

Ono¢ simape ko mapamdveo mpémnel va kdvovpe kor sioaywyr tov JigLibX amd 1o Referencestov
Boaowov Project.TInyaivovtag Aowmdv otov Solution Explorerue 6e&l khk péoa oto Poaocikd Project
(oVv mepintwon pog to Start),oto References» Add ReferenceEkei pog epeavietor o véa kaptéda
oL epthapPavet Tig PipAtodnkeg mov pag enttpénet To XNava, EI6AYOLLE. TNV TEAEVLTOIO KOPTEAQ, OTTMG
eoiveton kot otig ewkoveg 27 ko 28, emiéyovpe 1o JigLibX xou matdpe ok. AlQOPETIKA, KAVOLLE
browse to Bpickovpe amd kel mov givar amodNKeLUEVO KOl TATAUE OK.

Solution Explorer - Solution 'Start’ (1 project) @
BloE
'_: Solution 'Start’ (1 project) -
. 47 Start
|Zd| Properties

=

@ Add Reference... |

. -3 Microsoft.Ana Framework

| Microscft.Xna.Framewurk.GamE;
L

-« mscorlib

m

-« System

-« System.Core
-« Systern.Data

« «[ 3 Systemn. Xml
-« System.Xml.Ling
=0 TJ Content

- [ References

| 7] box2.FBX

.. 0 car-reverse-lwav ]
4 m | »

Ew. 27 \Ewaymyﬁ ava@opag yro. to JigLibX
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i i Add Referance &Iﬁ1
[NET [ COM | Projects [ Browse | Recent |

Component N;me Type Version Source
GeneratedGeometryPipeline.dll File 1.000 Ch\Users\mpougelofatsal...
GeneratedGeometryPipeline.dll File 1.0.0.0 Ch\Users\mpougelofatsah...
HeightmapCollisionPipeline.dll  File 1.0.00 Ch\Users\mpougelofatsal..
HeightmapCollisionPipeline.dll  File 1.000 ChlUsers\mpougelofatsal...

i HeightmapProcessor.dll File 1000 CihUsers\mpougelofatsal..,

' JigLibX.dll File Ci\lUsers\mpougelofatsal..
JigLibX.dil File 1,000 Ci\Users\mpougelofatsal...

[ ok || conce

Ew. 28 Ewoayoyi avagopag JigLibX

1.2.2 Anuiovpyia avtikeluévwy

A@ol dNOVPYNCOLLE TIG KAUCELS TOV GVTIGTOLYOVV GTO OVTIKEILEVO TOV KOGUOL Hag, Onwg Bo dodpe
OVOALTIKOTEPQ TOAPOKAT®O, OTNV PaciKn KAAOT TOL KOGLOL oG dnpovpyovue To avTikeipeva. To TpmTto
Prpa etvor 1 dMAmon| tovg oty Khdon Gamelgtny apyr tov kddika kot £ amd Tov constructor.
IIpocBétovpe Aowmdy tov €ENG KDL

Mbdel box, sphere, car, wheel, hm
Sphere sph;

CrashBox bx;

Car Obj ect car oj ect;

Me avtov tov 1pdémo dnimvooue to poviého pog (box, sphere, car, wheel, hmhutd to povtéia
apyotepa Ba apykorombodv ot uébodo LoadContentcor o Tapovv To LOVTELD TTOV £XOVUE ELGAYEL
nponyovuévag oto ContetPipeline.

Ta Sphere, CrashBokot CarObjectoniovouv tpio avtikeipeva mov givon tonov Sphere, CrashBokot
CarObjectavtiotorya. Avtég ot 800 eivor khdoelg (tig omoieg Bo dovpe OVOALTIKOTEPA TTLO KATM), Ol
omoieg mePVAVE TIG LETAPANTES KO TOL YOPOKTNPICTIKG TOVG OTO LOVTELD KATA TN dnpiovpyic TOVC.

v pébodo LoadContentoptdvoupe ta poviédo pog otig LeTaPANTEG Tov HOALS TidEoue w¢ eENG:

box = Content.Load<Mdel >("box2");
sphere = Cont ent. Load<Mbdel >("sphere");
car = Content.Load<Model >("car");
wheel = Content.Load<Mbdel >("wheel ");
hm = Cont ent. Load<Mbdel >(" hayt emap");

KdaBe petafinm tdpa tepiéyel péoa e ta poviélo mov siyav siooybei vopitepa amd to ContentPipeline
KoL ELY0V ovVOyvoPLoTel ETITUYOS amd ovTo.
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T ™ dnpovpyia Tov avtikeévov Tpochétovpe otny idto LEB0SO TOV TUPAKATM KMOTKOL:

sph = new Sphere(this, sphere, 1f, Matrix.ldentity, Vector3.Up * 100f);
Conponent s. Add( sph) ;

car Cbj ect = new Car (bject(this, car, wheel, true, true, 30.0f, 5.0f, 4.7f,

5.0f, 0.20f, 0.4f, 0.05f, 0.45f, 0.3f, 1, 520.0f,

physi cSystem Gravity. Length());

car Obj ect. Car. Chassi s. Body. MoveTo(new Vect or3(-20, 8, -40), Matrix.ldentity);
car Cbj ect . Car. Enabl eCar () ;

bx = new CrashBox(this, box, new Vector3(1, 1, 1), Matrix.ldentity, new
Vector3(12, 0, -3));
Conponent s. Add( bx) ;

Hei ght mapOhj ect hei ght mapCbj = new Hei ght mapCbj ect (this, hm Vector 2. Zero);
t hi s. Conmponent s. Add( hei ght mapQbj ) ;

Ot peTafAnTég TOV OMOVPYNGALE TPOTYOVUEVMG, TOPO TOIPVOLV T OPIGUATO TOV OVTIKEIUEVOV OO TIG
KAdoeglg Tovg amd Tig omoieg Kot Eyovv opiotel. Epeic edd tovg divovpe Tic TYwég mov Ba Eyovv Otav
EUQAVICTOVV GTN GKNVI] TOV TPIGOIUCTATOV KOGLOV oG, Oa S0VUE OTIG TOPAKATM EVOTNTES TL OPIGLLOTOL
maipvel To kKGOe Eva 0O AVTA TO AVTIKEIUEVOL.

Ac dobue Oumg Ayo to avtikeipevo mov déxetar to heightmapOnwg mopoampodie, n dnpovpyio Tov
petaPAntodv umopel va yivel kor amd v LoadContentuéfodo, démov kat to mepvaue katevbeiov otnv
HETOPANTY oV TH.

Ouwg, to 0T1 €160y0pE OTIG LETUPANTEG LOG TO OVTIKEILEVO OEV OMUAIVEL TG UTOPOVILE VO TOL SOVUE KOl
GTNV OKNVN ToL KOGUOV Hag. Av tpé€ovpe To moryviol, Oa dovue O6tTL axopo PAEmovUE TV prAe 006v,
OT®G oTNV 0pyN Tov EeKvioape TV Onpovpyia g epyaciag. Avtd copfaiverl yiati axopa dev £xovue
opicel v kdpepa mov Ba kortdalel Tov KOGUO HaG. Ao WAGOVUE Y10 AV TO TUPUKATO.

71.2.3 Kivyon avtoxivitoo

O ypnotg oe avtd 10 onueio €yl ™ dvvatdTTA Vo, Kivel 1o avtokivnto. H glcodog divetor amd to
TANKTPOAOYL0. O YpNoTNG LWITopEl va. KIVIOEL TO auTOKivITO HE To PEAdKL, UTPOoTd, Ticm, de&ld Kot
apotepd. o va to methyovpe, Tpocbitovpe oty puébodo Updatetov mapaxdtom kmduka:

Keyboar dSt at e keyState = Keyboard. Get State();
if (keyState.|sKeyDown(Keys. Escape))
this. Exit();

e outd TO onueio dEYETAL TIG KOTUGTAGELS TOL TANKTPOAOYiov. Av to TANKTpo EScapesivar matnuévo,
tote teppatilel TV eopupoyn. ZTnv ovvéxew mpocHBétovpe pe Tov 1010 TPOTO AANEC TEGGEPIG
KOTOOTAGELG Y10 TO TANKTPOAOY10. AV TO TANKTPO oL £xel matnOel etvan To Tavm Perdkt, To de&i Perdxt,
T0 aploTePd Perdxt 1 10 KAt Peldxl. Xe Kabe katdoToon amd OLTEG, KIVEL AVOAOY®OS TO GVTOKIVNTO
SivovTdg TOv Kot ol EMTAYVLVOT, Yo TOPASELYL, OTNV TEPIMTOON TOL £ival TOTNUEVO TO TTAve Peldxt,
tote B Aéyape to ENG:

car Cbj ect. Car. Accel erate = 1. 0f;

7.24 Ot uéBooor DrawBoxes kou DrawSpheres
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O1 600 avtég pébodot, dnuovpyndnkay e oKOTO VoL PTLAYVOVY OVAAOYQ HE TNV EXAVAANYT TOV £XOVUE
opicel vo €yovv, umdieg kot kovtid. Eyovtag avtéc tic dvo peboddovg, dev eivar amapaitnto va
dnuovpynoovpe Ta KOVTId Kot TI¢ o@aipeg mov etidEaue Tponyovuévog oty uébodo LoadContent.

H pébodog DrawSpheresinuovpyel cuveydg kavobpyieg opaipeg amd o, Kot kabe gopd and avt ™
po. oeaipa, Pyaivouv tpelg kKoavovpyiec. Kaeitoaw oy pébodo Draw va yevvdel cuveydg Kovovpyleg
umdAes. Emopévag kdbe popd mov kaAeitar ) pébodog Draw kakeiton kat n uébodog DrawSpheres.

H pébodog DrawBoxes,éyel opiotel va kokeitar oy pébodo LoadContentyov onpaiver ot Ba v
KOAEGOLLE Lid @OPA Kot B0l eKTEAECTEL Y10 000 KpaTAEL 1) EMOVAANYT TOV opicape va Exel. Anpiovpyet
o€ o oelpd omd dEK0 KOUTLd, E1KOGT KOVODPYLOL.

Mo pébodo v kadovpe og €ENG:

Dr awSpheres() ;
Dr awBoxes() ;

Té\og, oty Pacikn KAGOT KOAOVUE TNV KALEPA 1] OTTOL0 YPTCLUOTOLEITAL Y10 V. PAETOVLLE TV GKNVT TOV
TPLOOIACTATOV KOGLOL Lo KO TO AVTIKEIEVO TOV TOV EUTAOVTILOVV.

7.3 H xiaon PhysicsObjects

H xhdon avtn ypnolponoteital yio vo. SMGEL GTO, OVTIKEILUEVA TOV YPNCLOTOOVVTAL GTNV EPOPPUOYN, TO
body ka1 o collision skin.H PhsysicsObjeatAnpovopusei v kAdon DrawableGameComponenip to Adyo
ot dev mepthopPavel dikn g € opiopon uébodo Draw().

H «Adon PhysicsObjectxinpovopeitar and kdbe aviikeipevo mov ypnoylomoleital 6to moyvidl pog Kot
ypnowomotel tn unyovh euotkng JigLibX. Aiver ota poviéda T 1010TNTEG KLl TO, YOPAKTINPLOTIKG TOV
nmepAopfavet.

Anovpyel 6mog ginape, éva bodyxat éva collision skinmov epappolel oto LOVTELD TOV TNV KATPOVOLODV
€101 OOTE VO, £(OVV QLGIKN GLUTEPLPOPE TOV AVTOD TOVG KOl O GYECT] UE TO GAAC, OVTIKEIUEVO TTOL
GLYKPOVOVTAL.

Anpovpyel €va povtédo 1o omoio ypnolonolel otov constructormmg kot tov divel KaBe @opd €va Tvyaio
YPOLLAL.

Eniong dnhdvel éva avtikeipevo tonov CarObjectkal 1o omoio ypnoionolel yio To GvTOKIiVITO TOV KOGHOL
HaG. Oa JUANGOLLLE Yo aVTO o€ o 0d TIG ETOUEVES EVOTITEG.

H PhysicsObjectrepihapfdver v pébodo SetMass,n omoia 6&yeton évav dekodikd apBud, o omoio
avtiotoyel oty uala tov primitive, mv omoia kot divovpe dtav To dnuiovpyodie omd v Pacikr KAGGT Tov
Tayvidon pag v Gamelektog and ) uala, divel oto primitives kot GALo yopokTnplotikd, Ommg sival n
oTafepdTNTA KoL 1] TUKVOTNTO TV OVTIKEIWEVOV QVTOV.

Téhog, péoa and v pébodo Draw mov €yovpe onpovpynoel, Epopprolel Ta EPE TOL KOGLOL, TNV TPOOTTIKN
KOl TOV TPOGOVOTOAICUO TNG KAUEPUS, YPTOLLOTOLOVTIOG TNV KAUEPO OV £YOLUE QPTIAEEL o€ Kamol GAAN
KAGoM Kat eival 1 Bacikn) KAUEPO TOV KOGLOL oG Kal Oa TV doOE otV EXOUEVT EVOTNTA.

7.4 H xiaon Camera

H xAdon Cameraeivar 6mo¢ katalafaivovue Kot 1 KAAGT oL dNUIOVPYEL TV KAUEPO TOV KOGUOV pHog. Tt
ovcia Ba glye av dnuovpyodoape OAoV TOV TPLOOACTATO KOGLO, EUTAOVLTIGHEVO e KTipla, OpOUOVC,
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ovtokivnta, avlp®dTovg Kot 0TdNmoTe ayyilel v avtacio pag, xopig va vdpyel 1 Kapepa ov pag fonddet
va Ta dovE OAa aVTA,

H hdon g kduepag, kinpovouei v kidon GameComponetny omoio eivar 1 KAGoN mov pHog divel
AELITOVPYIKOTNTO OTO T VIO Kot EXEL VO KAVEL e OAOKAN PO TO TEPIEYXOLEVO TOV TTALYVIOI0D.

Onoc WwAnocope Kol 6g TPONYOVLEVN EVOTNTA, N KAUEPQ YIOL VO AEITOLPYNOEL CWOTA, YpeldleTal Kamotla
Bacwd cuotatikd. Avtd eivat, n 0éa g (View), o tpocavatoliopdg g (projection)n 6¢on g (position),o
oT0Y0¢ TG av gival kauepa Tpitov mpoommov (target),évav apiBud mov opilel To Mo Kovivd onueio mov
umopei va kortdéel (nearPlaneDistance)yav apBud mov aviieTolyei 610 mo pokpvvd onueio Tov punopsi va
de1 (farPlaneDistancedai to aspect ratiao omoio givatl 0 Adyog d00 S106TAGEMY, TOV VYOVE Kot TOV TAATOVG
TOV TTOLYVIOIOV O,

Ola avtd elvor Tivakeg oploHEVOL HEGO GTNV KAACT TG KAUEPAS, VO OEXOVTAL TILEG KOl VO TIG EMLGTPEPOVV,
avéioyo pe v B€om g Kapepag kabe popa.

H xapepd pag etvar opipuévn va kortdlel kdbe popd To TGm HEPOC TOV CVTOKIVIITOL KAl VO, TO 0KoAoLOel Katd
v Kivnon tov. H kduepa éxel g puotkn kivnon yuoti €xel optotel ko 1 TepoTpoPi] Tov Ba Exetl kibe popd.
oL oTpifel To avtokivnto, £101 dev givar YaT{OUEVT EMAVE® TOV OGTE VO KAVEL OTOTOUES KIVIOELG.

H evnuépoon g Béag g kapepag opiletar oe o pébodo mov ovoudletan UpdateView.H pébodog avt
mepLEYeEL vav Tivoko Tov déxeTor dVo ywvieg mov moAlomAactdloviar (X kot Y) yio va d®GOvV TNV
TEPLGTPOPT] TNG KALEPAG KOL Ol 0TTOLEC YpNoIonolovvTaL 0mtd TV HEBodo mov opilel Tov 6TdYO TNG KALEPOC.
O1 yovieg avtég ypnoomotovv v pébodo Math.Asin,n omoia emiotpépel o yovia mov 10 Muitovd g
glvar 0 ap1Budg mwov kabopiletat.

v uébodo UpdateViewdnuovpyodue éva didvoouo Vector3mov avrtictoryel otn 0éon tov otdyov Kot
déyeTon otV mETINTOON pog tn B€om mov mpémet va axolovBel n kdpepa, dnAadn ™ BEon Tov CLTOKIVITOV
LLOG.

H pébodoc avth €xel kar GAlo éva didvospa mov eivar to UpVector g kduepoc pog. Kot déyetar éva
Stdvuopo UP Kot TV TEPLGTPOPT TNG KALEPOC,

Téhog, oty pébdo UpdateViewsdivoope kor tov mivaka View wov givol 1 0o g Kapepag kot déyetal
0¢om g, ™ B€om ToL 0TOYOL Kal To UpVectornov dnpovpycope TpoyoLUEVAC.

H xhdon g xduepog mepiéyet o uébodo mov ovoudletor UpdateProjectionov mepiéyet tov nivako tov
TPOGOVATOMGHOD TNG KAUEPAG Kot dExeTol To Yeviko medio otmikng ¢ kauepag (fieldofview), to aspect
ratio, To kovTivo Kot 10 LoKpLVO GMUEID TTOV PIopEl va e 1] KAUEPO KOl TOV OPICOLE TPONYOVUEVAC.

Méoca oty Pacikn kidon Gameltov moyvidod pog, divoous tnv 0éon mov mpémel vo £xel N KAUEPO
YPNOLOTOIDVTAG TOV TOPOUKAT® KMOOKAL:

Vector3 rotation, sss, bla;
Quat erni on ddd;

Matrix chup;
car Cbj ect . Car. Chassi s. Body. Ori ent ati on. Deconpose(out sss, out ddd,
out bla);

chup = Matri x. Creat eFronQuat er ni on( ddd) ;

rotation = chup. Left;

rotation. Normalize();
camer a. Posi tion = car Obj ect . Physi csBody. Posi ti on + (new
Vector3(0, 3, 0) + rotation * 11);

H mapdpetpog out mov ypnoipomolodue oe avtd 1o onueio givon éva referencerng C#, 1o omoio mepvdet
uetaPAntég pe avapopes. Eival mapopoto pe to ref ue m dwagopd 611 dtav ypnoponoid o ref amarreiton dti
wpénel M petafAnty va £xel apyikoromBél apv mepdotel. [a va ypnoomomoovpe v mapduetpo out. H
uébodog drevkpdvinong (definition methodkor 1 pébodog knong (calling methodtpénetl va ypnoyonotovy
pntd v AEEn kAedi (keyword) out.

To Quaternion fetpad®mvio) mov YPNCUOTOOVHE. T TETPUdDOVIC ATOTEAODV TIV YEVIKELUEVT] LOPOT TOV
HYOSIK®V aptBpdv Tov TPoKOTTovLY amd v Ttpdobecn Tov Pacikmdv otoyeiov i, | kot K oe mpaypatikodg
appovg, émov ta i, j ko K tkavomotodv tn oyéon iM2="2=k"2=ijk=-1 ka1 0 moAhomAaclocuog Bempeitan
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TPOGETOPIOTIKOC. Kabe tetpaddvio amotedel ypapupukd cuvévacud tov facikov tetpadoviov 1, i, j kot K.
'Etot, pmopel vo ex@pootel pe povadikd tpomo wg atbitcj+dk, 6mov a, b, c,xon d givar ot mpaypotikol
apBpoi.

7.5 O1 kiaoeig Sphere kou CrashBox

O1 Khaoeig Spherexar CrashBoxeivat ot 600 KAAGEIS TTOL OVTIGTOXODV 6T 600 HOVTEAN Uag, ToV KOPo Kot
v opaipa. Ot Khaoelg avtég potdlovv oAl peta&d toug. Onmg sinaple, To LOVTEAN TOL XPTGLLOTOIOVV TV
umovry euoikng JiglibX kAnpovopodv amd v kAdon PhysicsObjectn omoio eivor vrevbvvn yua
dnuovpyia tov bodyxar tov collision skinmov epappolovtat oto povtéha avTd.

H «hdon Spherepéyetar og opicpata tov kOG0 6Tov 0moio o mapactel, Eva Povtélo, Tov gival | ceaipo
ov £yovpe NON ewodysl oto content pipelinecar poptdoetl amd v pébodo LoadContentsto moryvidt pog,
Hio T OEKadIKOD TOTTOV OV €Vl 1 OKTIVOL TIG CQOIPAC, VOV TIVOKE TOV OVTIGTOLKEL 0TV TEPIPAALOVTIKY
TPOCAPUOYN TNG oeaipoc kabmg kol Eva didvucpa mov opilel v Béon g otov Tpiedidotato koopo. Tig
TIES aVTEG TIG OIvoLE gUETG OTav TNV dNUovpyodUE péca arnd TV Pacikn KAdoT Tov matyviolov pog Gamel.
H xldon CrashBoxdéyetarl ocav opicuata Kt ekeiv tov KOGHo mov Bo mapactel, éva, Lovtélo, Tov gival o
KOPOG pHoG oV emioNg EXOVLE EIGAYEL KAl POPTOCEL GTO TALYVidL, £va, SIAVLUGLO OV avTIoTolyEl 6T0 péyebog
TOV TAEVPDV TOV KOLTIOV, VOV TIVOKO OV OVTIGTOYXEL 6TV TEPIPOAAOVTIKY] TPOGOPLOYT TOV KOLTIOD Kol
TéA0G TN 001 TOL KOVTIOV GTOV TPLOOLAGTATO KOGLO LLOC.

Kot o1 800 kAdoeig pag, kKAnpovopodv 6rmg siroue omd v kKAdon PhysicsObjectrov onuaivel mog 8&yovon
éva véo ompa ko éva collision skinmov epappoletar to cdpo owtd. To véo avtd copa pali pe to collision
skin mov tov gpopudoTNKE, pe TN ol Tov £Qupuoletal Tivm 610 HOVTELD OV Taipvel TIg WOTNTES TG
KAGong ko evepyonotgitat. Tov diveton éva scalewo uala, kot pio, petakivnon.

Téhog epappoletal o€ aVTA £Vl EQPE YPDUOTOC.

7.6 H kidaon Heightmap

H hdon avty, kAnpovopel 6mmg kol OAa to. ovtikeipeva, amd v kAdon PhysicsObjectAéyeton cav
opiocpota, Tov KOcpo o610 omoio Ba mopootel, évo poviélo mov aviiotoyyel oto heightmapmov &yovpe
dnuovpynoetl Kol elodysl og ikova dHo dlootdoewv amd To content pipelinecat éyovue poptdoel otnv
petaPAnTn mov ypnotponotei uéca oty uébodo LoadContenkou éva didvoopa VECror2mov aviietoyei oty
petapoin g 0éong Tov heightmapOnmg kot pe ta GAAG OVTIKEIUEVE, Ol TIHEG TTOV OVTIOTOL{OVV GE OVTA Tal
opicpoara, divovtor kotd ) dnuovpyia tov heightmapomyv Booik) kKhdon tov mayvidiod pog Gamelkat
péoa otnv uEBodo Tov dNUIOVPYOVVTAL.

Onwg ko pe to, Ao avtikeipeva, étot ko oto heightmapgeapuoleton éva bodyxat éva collision skin.

H diapopd pe to heightmapeivat, mog edd 6&xeton ko kKamoleg emmALov 1010TNTEG TOV TIG MaipveEL amd TNV
KAdon Heightmaplnforov £yet dnuiovpynbei yio tov yepiopd evdg eddgovg tomov heightmapkat yuo tnv
omoia Bo LA ooV LE TTO AVOALTIKG TOPOKATO.

7.7 H xlaon CarObject

H «idon CarObject avtiotoryei oto oviikéiuevo tov ovtokwvitov. Kinpovopei omd tnv  kAdon
PhysicsObject®nmc kat 6ha To vroloura ovTikeipeva, Tov Tov eapuolel éva body kat éva collision skin
Yo TNV QUOIKT] GUUTEPLUPOPA TOV KoL Yol VO UTOPEL VO, GLYKPOVETOL UE OAO TOL VTOAOITO AVTIKEIEVO TOV
KOGHOV. Xg LT TNV KAAoT INADVOLUE TO HOVTEAD TOV GTOKIVITOL 7OV Eival TO TAV® UEPOS TOV, KABMG
emiong kol po podo, mov o YPNCILOTOMGOLLE Yo VO, ONULOVPYHOOVUE Kol OAEC TIG VTOAOUTEG TOV
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OVTOKIVATOV. AVTA To dVO TO TOipvovpe Eex®PloTd ®G HOVIEAN, Y10 VO UTOPOVUE VO OMGOVUE OTO
QUTOKIVNTO LOG Mo QUGTKT] KivioT Kol o1 pOdeg va unv gival otabepéc mive Tov, OAAL VO UTOPOVY Va. EYOVV
TNV aviAoyn TePIoTPOPN OTOTE EUEIS GTPIYOLE TO AVTOKIVITO oTNV KoTELOLVGT OV BEAOLE.

H «Adon avtn) déyeton o¢ opiouata, Tov KOGUO oTOV 0moio Ba mopacTtel, TO LOVIEAO TOL OWTOKIVITOL, TO
uovtédo g podag, wo petafAnth tomov booleanywo thy purpootd kivion Tov avtokivitov, o Tuf boolean
Yoo TV To® kaTebBuvorn Tov avToKiviTov, Evav deKadKd aplOUd TOL OVTIGTOLXEL OTN UEYIOTN TN TG
Yoviog TEPLOTPOPNS, Evav deKadIKd aplOud yio Tov puOpd TG TEPIOTPOPNC, Evay dEKOIIKO TOL OVTIGTOUYEL
otV TP TG pOOAG GE Lo TAOVY KIVion TOV TOKIVITOV, £vov dekadtkd aptBpd yio v tpin g podag
OTNV UTPOCTA KIVI|G1 TOL OLTOKIVITOV, TPELS KOO OEKASKOVE Yo TV pOda, TOV GVTIGTOLYOVV GTNV OKTIVO
g podag, TV kivnon, v e&looppdmnon g, £va axépato mov Ba gival o aplBudg Tov aktiveov yio kébe
poda, Evav OeKadtKO yloL TV POTN MOV AOKEITAL, £vav OEKAdIKO TOL OVTICTOLEL OTNV UEImOT TOL TAATOLG
TOAGVTOONG, £vav OEKAOIKO TTOV aVTIGTOWEL otV pelwon g Kivnong g podag kol €vov deKOIIKO TOL
avtiototyel oty PapvtnTa Tov.

Ot Tipég avtég divovtal 6To aVTOKIVIITO OTOV TO ONOLPYOVUE oTNV PAacIK) KAGGT TOL A Voo Hog TNV
Gamel:

car Cbj ect = new Car Cbject(this, car, wheel, true, true, 30.0f, 5.0f, 4.7f,
5. 0f , 0. 20f, 0. 4f, 0. 05f, 0. 45f, 0. 3f, 1, 520. 0f ,
physi cSystem Gravity. Length());

H pada tov opileton péoa oe avtn v KAGoN:
Set Car Mass(1500. 0f ) ;

H «\don CarObjectrepiéyet o uébodo mov wypailel Tic pddec TOL AVTOKIVATOV, 1 Omoio dEYETAL GOV
opicpoto éva povtéro tomov Wheel xor o tyurp Boolean. Méso oe avtiy v kAhdon opiletar o
TPOCAVATOMGUOG TNG POSAG, 1| TEPIGTPOPN TNG, 1 HETOTOMION TNG. Avti 1 péEBodog ypnoomotel kol v
Kauepa Tov £xovpe dnuovpynost yia kdbe meshing pddog. Méoa otnv pébodo Draw g kAdong CarObject
Coypagilovpe pia-pio Tig podeC.

Yy uébodo SetCarMassnc khaong avtg, 1 omoia déyeTar Evav dekadikd aptud mov avtioToyel ot pala
TOV OTOKIVATOV, papuolovue ™ pdlo mov Tov divobue.

7.8 H xlaon Heightmaplnfo

H HeightMapInfosivou o cuAloyn otoyeiov oyetikodv pe to heightmapIlepiiappdver TAnpogopieg yio 1o
o0 YnAd givor to £dagog (terrain), kot tdéoco peydin eivor n andotoaon uetald TV Kopve®V Tov. Eniong,
£XEL OPKETEC AELTOVPYiEG, VIO v mhpel mAnpopopiec oyetiké pe o heightmap counepirappavopévov tov
VYovg Tov € dlaPopeTikd onpeia, Kot av évo onueio givar oto heightmapEivol to 1codvvapo tov ypdvov
extéleonc tov HeightMaplinfoContent.

Ta wedia wov meprhapfavel avtn 1 kKAdon gival ta €EN7g:

0 ’Eva terrainscale, to omnoio givorl 1 andotoon petaé&d kabe e10660v oty oty Wotnta Height. T
napaderyua, av to 1o terrainscalesivar 30, to Height [0,0] kot o Height [1,0] eivan 30 povédeg
HOKPLA TO £Vl amtd TO GAAO.

0 ’'Evav mivaxa omd dekadikovg mov ovopdletar heights Eivot évag mivaxag 600 dwctdoewv and floats
7oL pag Aéel o vyog kdbe BEong Tov heightmap.

0 ’Eva didvoopo Vector3 (heightmapPositioniov opiler 11c yovieg -X, -z tov heightmapotov
TPLEOLAGTATO KOGLO.
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0 ’Evoav dekadikd mov aviiotoryel oto mAdtog tov heightmapovurepilappavouévon tov terraiscale
(heightmapWidth).

0 ‘Evav dexadikd avtiotoryei oto vyog tov heightmap, copnepiiappavopévov tov terrainscale
(heightmapHeight).

O constructorng kK domng Heightmaplinfaupyicomotel 6deg Tig THEG TOV pEADV.

H xhdon avt mepiéyetl pa ovvaptnon torov booleany omoio déyeton pa 0o kot pog Aéel mote 1 OxL, N
0éon eivar oto heightmaplIlpdto Aémovue o givor 1 Béon tov heightmapcon petd eAéyyovue av avti 1
Tun Pyaiver o and o dpro. tov heightmap.

H «Adon Heightmapinfodiabéter eniong v cuvaptnon GetHeightn omoia déyeton pio Béon ko emoTpépet
10 vyog tov heightmaps’ avtd 1o onueio. Ilpocoyn! Avti n cvvdptnon Oo eppavicest éva exceptionav m
Béom dev givar Tave oto heightmapTo mpmto mpdyua mov TPEMEL VoL KAVOLUE GE QVTN TI CLVAPTNOT Eival
va Bpovue mota givar | 0éon tov heightmap Avto Ba pog 1o kével mo gdkolo apydtepa. Xpnoyomotovue
dwaipeon akepaimv yio va fpodue Tov otov Tivako pe ta vyn gival to positionOnHeightmamuundeite 611
dloipeoT TV aKEPUI®MY TAVTA GTPOYYVAOTOLEL TPOC TO KAT® £TCL (OGTE TO OMOTEAECUO OVTMV TWV OPECEDY
va glvar o1 OgikTeG TNES TAV® APIoTEPNG OO TIC TECTEPIS YWVIEG TOL TTapadHpov.

Yy ocvvéyela ypnoomotovpue modulusyia va Bpovpe 1d6co pokpld eipocte amd TV TAVE aploTtepn yovia
tov apabvpov. To mod pog diver pa T and 0 emdg to terrainscaleta omoio petd doupodue TPog To
terrainscaleo va kdvovpe normalizetov og 1.

AoV voloyicovpe Tovg OgiKTEG TOV YOVIOV TOL Tapabdipov pog, Kot Bpodie mov ipacte 010 mopabupo,
YPNOLOTOLOVUE OLYPOUUIKY TapEUPBOAN Y100 v vVToAoyicovpe To Vyog poc. Ilpdta vrhoyilovpe ta Yy ond
TIC GKPEG TOL TATOV KOl TNG KOPLPNG TOV Tapalfipov oG LE TO Vo TapeUPAAove omd TV aploTepn Kot TV
de&18 mhevpa.

v ovvéyela TapeuPdiovpe peta&d Tov V0 VTOV TIUMV Y10l VO, VTOAOYIGOVUE TO VYOG TG BEong pHag.
Téhog, 1 khGon Heightmapinfogepilappdver dAAn wa kidon pe 6vopo HeightMapinfoReadem onoia kat
0o poptdoel v Heightmapinfadtay Eexvioet to oty vidl pag. Avtr 1 KAAoT 10 YPEGTEL Y10 VO GUVOVAGEL
1o HeightMapInfoWriter.

1.9 Evociktino mapadctyuo puolkis o€ éva. factko 3D koocuo

Avt M evomTo EMOEIKVOEL TTOC ovomTuyOnke €vo Pacikd KOUUATL TOV TPIGOIICTOTOL KOGLOL
ypNoonoldvTag T pnyovy evoikng JiglibX. Q¢ mapddetypo avtig evotrag o ypnoyonotcovpe 500
KovTid. To mpdTo KouTi elvar €voc peydiog KOPog mov ivarl otabepdc. To devtepo KovTi elvar Evog Pikpdg
KOPog Tov gival ynAd atov aépa. O pKpoc KOPog TEPTEL TAV® GTO OKIVITO KOVTL Kot ovomndd pokpld. Avtod
KATOOEIKVVEL TOGO TN PapdTNTa 0G0 Kol TNV 0viYVELST GUYKPOLONG.

XKOTOG AVTNG TNG EVOTNTAG EIVAL 1 KATOVOTOT) AELITOLPYING TNG PUGIKNG OV EQPAPUOGTNKE.

7.9.1 Eexwvovrag to Project

To TPOTO-TPOTO TPAYLO TOL TPEMEL VA KAVOLUE €Ival Vo SNUIOVPYAGOLUE €va VEO Toyvidl, HOTE Vo
yphwovpe péca 6Aov pag tov kmdwa. [Ipochéote o namespacesov ypeldlovtal Yo TV EIG0YOYN TG
unyovng euotkng. H onpovpylc Tov GUOTAHOTOC QULGIKNG YiveTdl HE TOV TPOMO OKPIPOG 7OV
TOPOVCIACTNKE KOl TOPOTAV®. MOvo mov yio AOYOvg amAOTNTOG KOl KOADTEPNG opydvmong, Oa
dnuovpynoovpe pia véa péBodo mov Bo ¥PNCUOTOICOVUE Yo vV, SNUIOVPYNCOVUE EKEL TO GLOTNUA
euoikng pag. Ipoobiote Tov mapaxdte kOdKo otV Pactkn kKhdon tov projectoag kot (€ amd tov
constructor:

private void InitializePhysics()
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Physi csSystem worl d = new Physi csSysten();
wor | d. Col I'i si onSystem = new Col | i si onSyst en5AP() ;

}

Onwg imope Kot TPONYOLUEVOCS, €0M OMULOVPYOVLE TO GUGTNUA PUCIKNG. APoD akolovbnoete Kot To
vroloma Pripato oV TEPLYPAPTNKAY oTNY evotnta 7.2.1710 TNV €160y®YN TG UNYXOVIS QUOIKNG, Oa
YPEWGTOVUE Eva HOVTELO €VOG KOPoV. AVTOg 0 KOPog Ba mpémel va eival 6To KEVIPO TOL KOGLOL TOL
dnuovpyndnke kot vo givar peyébovg 1. Kavte sioaymyn tov xbPov avtod oto ContentPipelingie tov
TPOTO OV EXEL TEPLYPUPEL GTO TPOTYOVLEVO KEPAAULAL.

Ao £€ytve 1 €160YMYN TOL LOVTEAOD LOC KOL T XAV QUOTKNG Lag ivorl £Tolun va KEvel Tpocsopoinon
€vOG PactKod KOGHOL, TO EXOUEVO Prpa ival va UTAOVTICOVE TOV KOGUO aVTO pE Ta KouTld. [ va to
TETOYOVLE VTS Bl SNULOVPYHCOVLE pid KAGGT TTOV GLTOLUTOMOLEL TV OladIKAGTOL.

71.9.2 Anuiovpyia ths kiaens BoxActor

H «Adon mov Ba dnovpynocovpe ovopdletor BoxActor.H katnyopio avtr Ba yepiotel T onuovpyio
€vOG KOLTIOL G€ TPooopoimon pag kKot Oa v epeavicel otnv oknvi. [a va Egkvrioovpe, dnpovpynote
éva véo kevo apyeio oto projectoog kot ovopdote to BoxActor.csBdAte ta axdiovba 6to apyeio:

usi ng System

usi ng M crosoft. Xna. Fr anewor k;

usi ng M crosoft. Xna. Franmewor k. G aphi cs;
usi ng JigLi bX. Mat h;

usi ng Ji gLi bX. Physi cs;

usi ng JigLi bX. Geonetry;

usi ng JigLi bX. Col l'i sion;

public class BoxActor : Drawabl eGameConponent

{

private Vector3 position;
private Vector3 scal e;

private Body _body;
public Body Body

{
get
{
return _body;
}
}

private CollisionSkin _skin;
public CollisionSkin Skin

{
get
{
return _skin;
}
}

public BoxActor(Ganme gane, Vector3 position, Vector3 scale)
base(gane)
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this.position = position;
this.scale = scal e;

Avtd axpifog sivar to Paocikd mepiypappa g kAdong BoOXActor.Avt kAnpovopel omd v
DrawableGameComponedidtt 1 BoxActor 6o npénel va cuvtdooetal £161 GoTE Vo umopovue va 500LE
Tt oupPaivet. To medio g BEong (position)kpatdel n Tpokabopiouévn B£om Tov KEVIPOL TOL KOVTLOV. To
nedio g Khipokog (scale)pordst to péyebog kdbe TAcvpdc Tov KovTIoL.

To nedio _bodyxar n Body 181610, gival avapopés oto copa tov kovtiov. Eva body,oto nepieyduevo
tov JigLibX eivor kTt mov xveiton kou mepioTpépetar. Agv Pmopel vo GUYKPOVGTEL He OTIONTOTE TTap’
oA avtd yopig ™ Ponbelo evog CollisionSkin.Avtog givan o okomdg g _Skin kot tov Skin tov
uelov. Eivon avagopég oto collision skintov cdpatog tov kovtiov. Eva collision skingivar avtd mov
TePLYPapel Tov QUOIKO Oyko Tov ompotog. Eivar avtd mov Aéel oto JiglibX ndg va evtomilet
GLYKPOVGELS LETAED TOV COUATOV.

7.9.3 Anuiovpyio evos Body xar Collision Skin

Avti ) ottyun ovte o bodyovte to skin éxovv opiotei. Avtd givar To onueio mov to projectuog yivetat
mo mepinhoxo. ['a va exvioovpe, TpocBéoate Tov akdAovBo kMdOKe 610 TEAOG TNG POCTKNG Hag KAGONG
TOV A Voo, otov BoxActor constructor.

_body new Body();
_skin new Col | i si onSki n( _body);
_body. Col lisionSkin = _skin;

O k®ddkag avtdg givarl mold anddg. Xpnoipomolobue tov CoONstructormg kidong Body yia m dnpovpyio
evog véou oopatog. Kdvoope to id10 mpdyua yio to collision skinue e&aipeon o6t mepvape ) véo body
7oV dnpovpyRdnke oe owtd. H tpitn ypouun tov kddwke kabopilel to collision skintov coupatog oto
véo collision skin mov poiic xévape. Topo éxovue ta Poocikd tov body ko tov skin étowa, alAd
OTEYOVV TTOAD 0O TO VO TEAEIDGOLV.

To endpevo mpdyua Tov TPENEL v Kavovue gival vo mpocBécovpue éva primitive oto collision skin.Ta
primitives, 6rtm¢ éyovue TEL KO GTO TPONYOVUEVA KEPAALM, Eival PacIKE avTIKEILEVO TTOVL GLUVOETOVY TOL
O TMEPIMAOKN avTIKEipEVa oe o ueydin mpoocopoimon. Ioapoadeiypata tov primitives amnotelovv, ot
opaipeg, To. KoLTIAL Kou To eminedo (planes). Agdopévov 6Tt 10 avrtikeipevo mov BEAovpe Yoo v
TPocouoimoT 6gv givol TimoTa TEPIGGOTEPO OO EVa, KOVTI, TO HOVO primitive mov ypeialdpocte givar Eva
kovti (boXx).

INo va dnovpynoovpe éva box primitive, Snuiovpyodpe éva véo otrydtumo (instance)mg kidong
Box. Metd ) dnpovpyio Tov box primitive,ypnoipomoiodpe t pébodo AddPrimitive péso otnv Khdon
CollisionSkin.H pébodoc avti Aaufdvetl o véo pag primitive kou to mpocbétel oto collision skin,dote
10 body nag tdpa vo puropei va cuykpovetor pe aAAa avtikeipeva. ToroBetiote tov akdAovo KdSKo
670 KAT® PEPOG TOL constructor.

Box box = new Box(Vector3.Zero, Matrix.ldentity, scale);
_skin. AddPrimtive(box, new Material Properties(0.8f, 0.8f, 0.7f));

H npot ypapun dnuovpyet pia véa kKAdon Box. H npdn moapdpetpoc tov constructorivat n 8éon tov
KovTloL 6€ oyéon pe o ompa (body).@élove TO KOVTI 6GTO KEVIPO TOL GOUATOG, OGTE 1| BEGN Vo eivor 1
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apykn o€ avtnv v mepintoon. H enduevn mopduetpog ivor o mposavatoloude (orientation). Avtd
kaBopiler v mepioTpoen TOL KOVTOD OE OYEon HE TO KouTi. ®flovpe TO KOLTL Vo Elvan
ELOVYPAUUIGHEVO LE TO COUN ETGL MOTE VO YPNOLUOTOIODUE TOV Tivako tawtdtrog (identity matrix),to
omoio onuaivel O6tL dev vmbpyer mepiotpoen. H tpitn ypouun eivar 1o péyebog TOL  KOLTIOV
(scale) Xpnoipomolobue v KAipoko (scale)mov divetanw oe ot v KAdon, péom tov constructor.
H dgdtepn ypouur mpocbétel o xovti oto collision skin,dote 10 chua vo PTopel vo. GUYKPOVOTEL Ue
dAlo avtikeipevo. H mpdtn mopduetpog sivatl to primitive mov 8éAovpe vo mpocbécovue to onoio eivat
10 véo pog kovti. H dedtepn mapauetpog kabopilel £va mposapuocuévo vAkod (custom material)Eva
vAkd (material),ota mhaicio ¢ Pvoikrg eival avtd oV KaBoPILel TIC OTNTEG TG EMPAVELNS EVOG
OVTIKEWEVOD, OTT®MC 1 avamndnon kot n tepn. [aite pe T1¢ mapapétpovg yio vo deite TOC T0 Kabéva
emmpedler v mpocouoiwon. Mmopeite emiong vo YPNOUYOTONCETE £vo TPOKABOPIGUEVO VAIKO,
avtikofiotdvtoag ™ devTEPN TOpAuETpo pe o T omd to MaterialTable.MateriallD fefoiwBeite o1t
éyete Béon g int).

7.9.4 Opilovrac tyv uale tov Box

Topa mov €yovue TEAEIDOEL PE TNV TPOSHNKN TOL KOLTIOV Ba TPEMEL Vo YivOuv TPOCAPUOYES V1o TO
omua, enetd N pala tov €xet aAAAEEL. AVTEC Ot aAlaYEC TOPOLCIAlovTol KOADTEPD LEC® OPIGUEVOL
kodika. I[IposBéote avt ) péBodo otnv KAdon BoxActor.

private Vector3 Set Mass(fl oat mass)

{
PrimtiveProperties primtiveProperties = new PrimtiveProperties(
PrimtiveProperties. MassDi stributi onEnum Soli d,
PrimitiveProperties. MassTypeEnum Mass, nass);

float junk;
Vector3 com
Matrix it;
Matri x itCoM

Ski n. Get MassProperties(prinitiveProperties, out junk, out com out it,
out itCoM;

Body. Bodyl nertia = it CoM
Body. Mass = j unk;

return com

H pébodoc avtr o kabopicer ™) palo tov kovtol poc. Amhd potaetl to collision skinywo onpavtikég
TANPOPOPIEC GYETIKA LLE TO CMLLOL KOL TOPEYEL TIC TANPOPOPIEC AVTEG 6TO GOUN 0vTO. Emotpépet toTE TO
Kkévtpo g naloc tov ocopatog. Kaiovpe avty ™ pébodo petd v mpocsbikn tov box primitive oto
collision skin.ITpocBéote Tov axdA0VO0 KMOSIKA 6TO0 KATM PEPOG TOV constructor.

Vector3 com = Set Mass( 1. 0f);

Avtd kaBopiler ) palo tov copatog ico pe éva, oAAd kol amoBnkevel to kévipo NG MAloc yuo
UEALOVTIKT YPNON).
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7.95 Opilovrac tyv Oéon Tov BoX

21N GUVEYELN, UETAKIVOUUE TO oo ot B€on mov kabopiletar ot TapapéTpovg Tov constructorkon
npocappolovue to collision skinvo tapialer pe to povtého pag. Ipocbéote T akdOAoVOO 6T0 KAT®
uépog tov constructor.

_body. MoveTo(position, Mtrix.ldentity);
_ski n. Appl yLocal Transform new Transform(-com Matrix.ldentity));
_body. Enabl eBody() ;

H npom ypopun petokwvel 1o copa. To petakivel otn Béom mov kabopiletar amd v TpdTI TOPAUETPO
mov givaw M 0éon g BOXACtor ommv mepimtoon oavt). H debtepn mapduetpog kabopilel Tov
TPOGOVATOMGHO TOV KoVTIoD. Agv BéAovpe owtd vo adhGel étotl dote va to kabopilovpe otov identity
matrix.

H égvtepn ypopun petaxvel to collision skinoto kévipo g péloc tov chpatog. Avtd givon Kl yio va
gvbuypaupiosr to poviého mov Oa dovpe otnv oknvy pe 1o cdpa mov 1o JigLibX 6o mpimer vo
HETOKLVEL.

H televtaio ypoppr €vepyomolel 10 GO0 Yo TNV TPOGOUOI®OT, O10TL VOl OTEVEPYOTOUNUEVO €E
op1opo0.

71.9.6 Anuiovpymvrog tov k66U

Topo mov 6Xo to frameworkéyst etiaytei, givor koaupdg vo dnuiovpynoovpe tov kKoouo pag. Tyoive
mico ot pébodo InitializePhysicsotny Boocikn) khdon tov Toyvidiod pog katl tpochécte ta €£1G 61O
TéN0¢ TG nebddov.

fallingBox = new BoxActor(this, new Vector3(0, 50, 0), new Vector3(1, 1, 1));
i movabl eBox = new BoxActor(this, new Vector3(0, -5, 0), new Vector3(5, 5,

5));

i movabl eBox. Body. | movabl e = true;
Conponent s. Add(f al | i ngBox) ;
Conponent s. Add(i movabl eBox) ;

®o mpémel emiong vo TpochEéceTe TOV aKOAOVOO KMOKO GTNV KOPLET| TNG KAAONG Y10 Vo ONADCETE TIG
UETOPANTEG TTOL YPTCLLOTOLOVVTOL.

BoxAct or fallingBox;
BoxAct or i nmpvabl eBox;

O k®d1Kko¢ mov poAMG wpochécsape alomotel v KAaon BOXACtor yio va otmoovue tov k6cuo pog. H
TPAOTN YPOUU ONpovpyel T0 KOvTi TOov TEQPTEL, TO OMoio avépepa otnv oapyn g evotroc. Epeig to
dnovpyode 6mwg Ko kKébe GALo ototyeio Tov TOLVIdV €KTOC omd TIG TPoOcheTeg MapapéTpovs. H
TPOTN TOPAUETPOG €ivar M Pacikn kAGon tov Toyvidv. H devtepn eivanr n 0éon. H Béon movu
wpocdlopicape ivorl TPAYHOTIKG YNAd Kot ¢ €K TovTov TEQTEL. H Televtaio mopdueTpog givol to
uéyebog tov koutiov. Epeic amid B ovpe va stvar £val pukpod kouTi.

H dedtepn ypopun kdver akptPaog to 1010 mpdypo ektdg amd to OTL TO OKIVIITO KOVTi €lval TOAD TLo
YOUNAQ KoL pPeyaAvTepo.

H 1pitm  ypopun ypnowomotei v 1didmrta tov Body vy v oaxwvnoic Tov  kovtiod
(immovable).@étovpe v 1B16tTa Immovabletov odpotog va givor ainbeia, kabiotdviog £To1 akivnTo
TO avTIKEIPEVO LG Me autoév Tov TPOTO TO KOLTi oL TEPTEL B0l UmOopEl VO GUYKPOVOTEL e avTO TO
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KovTti. X avtifetn mepintmon to akivnro KiPdTio Ba TEPTEL E€icOV YpIYOpa LE TO TPMTO KOLTL KOl gV
0o cLYKPOVGTOVV TTOTE.

v TéTOpT KOl TEUMTN GEPE TPOGOHETOLHE TO KOLTIE OTn GLAAOYN TOV GTOWEI®V 7oL Eglval
EVOOUATOUEVT otV Pacikn KAEon Tov Toawyvidlov poc. Me avtov tov tpoémo Loypapilovtal avtdpato
amo v game class.

Topo n mpocopoimon pog eivar TARpng. Ta wavio oto JigLibX éyovv pvOuiotel ko givar £roa vo
Eekvnoouy. Av Kol eV EYOVUE TEAELDOEL OKOUA. AV EKTEAECOVLE TMPO TO Ty Viol, Ba doVuE pia KEVR
umhe 00ovn. Agv Ba dovpe TOVg ®PaAiovg KOHPOVG HOG TOL GLYKPOVOVTOL. AVTO cLpPaivel ETEWdN TO
JigLibX to pudévo mov kdvetl t0 péPog Tov £pyov o€ Eva moryvidl. ®o, VAOTOGEL TV QVGIKT, GALG TOTE
dev Ba oyedudoel Timota oty oknvn pog. [pénet va 1o Kavoupe gpeig ot idtot.

7.9.7 Eugaviiovras tov K66uo 6tH 6KNVY

®uunbeite 0 povtédo Tov KOPoL pog Tov Kavoue otnv apyn. To onueio avtd eivar Tov Ba yiver ypnon
Tov. Edv 0 kOBog dnuovpyndnke cmotd oto kévipo tov, Ba Tpémetl va glval otny opykn Tov B€om Kot
TpEMEL vaL £yel uNKo¢ TAgvpdc 1.

Onoc kabe povtéro, Ba mpénel va 10 poptdcovpe npato and to Content Pipelinellpocbécte avt ™
puébodo oty Khaon BoxActor.

protected override void LoadContent ()

{
}

nodel = Gane. Cont ent. Load<Model >("boxModel ") ;

Oa pémet va odhaEete To "boxModel" 6 awtd Tov ovopdoate 1o poviélo cog oto Content Pipeline.
[péner emiong va Tpochécete avtd 10 MEdio otV apyn TG KAdong BoxActor étol wote va pmopeite va
YPTCULOTOGETE TO LOVTELO EVOD GYEOLALETE.

private Mdel nodel;
21 ovvéyeto Tpochiote TNV axdAovdn pnéBodo oty KAdon BoxActor.

private Matrix GetWorl dMatri x()

{
return
Matri x. Creat eScal e(scale) *
_skin.GetPrimtiveLocal (0). Transform Orientation *
_body.Orientation *
Matri x. Creat eTransl ati on(_body. Posi tion);
}

H pébodoc avtn onpovpyet tov world matrix {tivaxag tov k66Hov) mov o KAVEL TO LOVTELO GTNV GKNVI
vo Touplalel pe 1o oodpo tov kovtov oto JigLibX. O apdrtog mivakag Tov ypnoiuonolovus givar £vag
nivakag scaleylo va kdvel 1o kovti 6to péyebog mov kabopiotnke otov constructor.

O debtepog mivakag TEPOTPEQPEL TO KovTi 670 TG To collision skintepiotpipeTon.

O 1pitog mivakag TeEPIoTPEPEL TO KOVTL, COLPOVA LLE TOV TPOGUVATOAICUO TOV COUOTOG.

O televtaiog mivakog petokivel To Kovti otn Béom tov copatoc. Epeig ta cuvdvdlovpe yio va mapovpe
tov world matrixtov kovtio0.
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Extoc a6 tov world matrix,n avanapdotoor tov kovtiod amattel £vav mivako yio tnv ontikn (View) kot
évav Yo tov mpooavatolond (projection)Asdopévov 0tL Kovévo amd to 600 Ogv givol oplopévo g
Koo dedopuévn BoxActor Ba to amobnkevcovpe oty Pacikn kKAdon tov maryvidrov. [Ipocbéate tov
oKOAOVBO KMIKA 6TV KOPLET| TG KAACNG TOV TOLYVISLoV.

private Matrix _view,
public Matrix View

{
get
{ _
return _view,
}
}

private Matrix _projection;
public Matrix Projection

{
get
{
return _projection;
}
}

Avtdc givar 0 Paotkog KMAKAG Yo TV omofKeEVOT TG OTTIKNAG KO TOL TPOGOVATOMGHOV (mivakes) kot
Yo va EMTPETEL TIG EEMTEPIKEG KAAGELG VA £X0VV TPOGPacT o€ avtd. Ao TPEMEL Vo TPochEéceTe KM
vy va puBuicete tovg Vo owTovG Tivakec. BaAe ta mapokdto oto Kdtw pépog Ttov constructortmg
Bacikng KAAoNE TOL TOLYVIOOV.

_projection = Matrix. Creat ePerspectiveFi el dOf Vi em
Mat hHel per . ToRadi ans(45. 0f ),
(fl oat)graphics. PreferredBackBufferWdth /
(fl oat)graphics. PreferredBackBufferHei ght,
0. 1f,
1000. of

)
AvTiypayTe TOV TOPOKATO KOk 6To TéA0C TG uebddov Update.

_view = Matrix. Creat eLookAt (
new Vector3(0, 5, 20),
fallingBox. Body. Position,
Vect or 3. Up

)

Av1oc 0 view matrixéyst oprotei vo kortdlel T 0€om Tov KOVTIOD TOV TEQPTEL £TCL MOTE VO WTOPOVLE VL
T0 BAEmovpe OAN TV dpa. Mropolpe eniong va pvluicovpe tn 06on TG KAUEPOS Y0 O KOAT OTTIKY
Alyo mo mive Kol Tiom amd To aKiviTo KOUTL.

Topa, n Pacikn KAaon tov mayvidod sivar tedeiwg étoun. Epeic 0o mpocbécovpe pio axdun pébodo
otV KAdorn BoxXActor kot 0o €yovpe tedeinoet. [IpocBéote v akdAovdn péBodo 610 KdT® PEPOG NG
KAdong BoxActor.

public override void Drawm GaneTi ne gameTi ne)

{
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Basi cWor | dGane gane = (Basi cWorl dGane) Gane;

Matri x[] transfornms = new Matri x[ nodel . Bones. Count];
nodel . CopyAbsol ut eBoneTr ansf or nsTo(t ransf orns) ;

Matrix worldMatrix = GetWorl dMatri x();

foreach (Model Mesh nesh in nodel . Meshes)

{
foreach (Basi cEffect effect in mesh. Effects)
{
ef f ect. Enabl eDef aul t Li ghti ng();
ef fect. Pref erPerPi xel Lighting = true;
effect.Wrld = transforns[ nesh. Par ent Bone. | ndex] * worl dMatri x;
effect. View = gane. Vi ew,
ef fect. Proj ection = gane. Proj ection;
}
nmesh. Draw() ;
}

}

H npd ypoppn xobiotd tnv KAAoT TOL ToyvidloD Vo, EKTEAEITAL 6TO game componerttny epuproy”
uog wov givarl n kKAdon BasicWorldGameAvto yivetan £tol, dote v pmopolpe vo, £xovpe mpdoPaon
0TOVG TiVAKES VIEW kal projectionnov uoiig mpoobécape otnv Paoikn kAdon. To vrdrlouro Tov KOdKO
glvol amAd KOSKAG Yol TV avamapdoToon TOV PactKOv HOVIEA®Y UEXPL VO PTAGOVUE GTO UEPN OTOV
Bétovpe To Tovg mivakeg v £@é. [ToAlamlactdlovpe Tov Kavoviko mivaka tov kocpov (world matrix)ue
tov world matrix mpape amd ™ pébodo GetWorldMatrix.@étovue 10te TOLC TivOKEG ViIEW Kot
projection,ue avtodc amd v game class.

To project eivan tdpo €toipo. [poympnote kot ektedéote 1o kot Ba deite 10 KoLTI TOL TEQPTEL VO
GLYKPOVETO TAV® GTO AKIVNTO KOVTI KOl VA, avamndd LEPIKEG POPEC.

Avtd apkel yio v kotovonon g onovpyiog evog Pactkod amiov kOGO pe T fondeta TG UNYavig
evoikrg JigLibX.

7.10 Eixoves mroyiaxis



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy

- = — —
=~ Saxlamaritsa miﬂi . .

== Saxlamaritsa

88



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy

=~ Salamaritsa

U

" Ew. 31

=~ Saxlamaritsa M‘- -

e

Ew. 32

89



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy

== Saxlamaritsa j = +"ﬁ'i’; - iﬁi L

~~ Saxlamaritsa

90



TEI KpATng - Tunua Epappoopevng MAnpo@opikng & MoAupeowy 91

5~ Saxlamaritsa

Avagpopa.
Aaron Reed “O’ Reilly Learning Xna 3.0",

Riemer Grootjans “Xna 3.0 Game Programming Reci#ieBroblem-Solution Approach”
(Apress),

Alexandre Santos Lobao, Bruno Evangelista, JoserAat_eal de Farias and Riemer Grootjans
“Xna 3.0 Game Programming, From Novice to Profassib(Apress),

Rob Miles “Introduction to Programming Through GabBevelopment Using Microsoft Xna
Game Studio” (Academic Edition),

Xna Creator’s Club Onlinéhtp://creators.xna.com

Youtube video tutorialsww.youtube.com

JigLibX wiki page http://jiglibx.wikidot.com).
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I'vaopuia ue ro Xna Game Studio 4.0:

To Xna Game Studio 4.Q6\¢ xvkho@dpnoe omd tn Microsoft. Topo vrapyet wo peyddn yxdpo omod
TAQTQOPUES aVATTUENG NAEKTPOVIKAOV Tonydidv. H avdmtuén toug ma Bo eivar cuoppotn pe to Aettovpykd
ovomua tov Windows,tng koveorag Xbox 360aird kot tov Windows Phone Mia apyitektoviky yio tnv
avamTuEn OAmV.

Microsoft.Xna.Framework.Input.Touch: Onwg sivar yvooto, 1o Windows Phonerepiioufdver 006vn
agng (Touch Screen)a to Adyo avtd, N opdda avantuéng tov Xnaffeie va mpochécetl éva kavobpylo
namespaceanv oAAniemidpacn pe tovg ypnoteg. O TPOTOC €1GOYWOYNG TOL OTOV KMOIKA TNG EPOPLOYNG,
yivetol o¢ €ENg:

usi ng M crosoft. Xna. Franewor k. | nput . Touch;

To namespacevtd nepiéyet kdmoto epyareio
o TouchCollection

TouchLocation

TouchLocationState

TouchPanel

TouchPanelCapabilities

O o0oo0oo

[T avorvtikd:
TouchCollection: Edm mapéyetar mpdsPacn oty 006vn agng tov Windows PhoneYndapyet dvvatdmta
gloayoyng véag Touch Screemunc 1 6Awv Twv Touch Screen.
TouchLocation: Eivot to onueio émov maipvel OAEG TIg cLVIETAYUEVES TG 000VIG 0pNC.
TouchLocationSate: Avtéc (Invalid, Moved, Pressed, Releasedyot o1 mbovéc koataotdcelg tng 006vng
agng. Mropodv va ypnopomombodv oty TouchLocationdote va yivetal éheyyog ywo. To av 1 00ovn xet
natnOei (pressed)aneievdepmbei (released)ietaxivndel (moved),n akvpwbei (invalid).
TouchPanel: Avty givar 11 000vn TG GLOKEVNG, OO TNV OTOI0 TOPEYOVTOL TANPOPOPIES Y10 TOV TPEXOV
YEPLOUO, TNV TPEYOVGO KOTAGTAOT KUl TIG OLUVATOTNTEG TOL TAPEYEL | GUGKELT.
TouchPanel Capabilities: Edd Bpickovtat ot 1810tTeg TG cLOKELNG OTwE 1 wicon (pressure)y ochvdeon
(connection)p péyiotog pududs aeng (MaxTouchCount).

Solution Explorer: 1o Xna 3.1,0 Solution Exploremtav 6mwg @oivetat kot oty gikova nopakdton (Ew.
36):
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Solution Explorer - = X

P Solution 'WindowsGamel' (1 project)

= i_.’ WindowsGamel
=d| Properties

«a References

EI r__ﬂ Content

G- (il References

.. [#] Game.ico

- #] Gamel.cs

- Iz GameThumbnail.png

i ] Program.cs

E1k.36 Xna Game Studio 3.1 Solution Explorer

Y10 Xna 4.06pwg, Ppioketon Eexwpiotd omd 10 Pfacikd project,cav va £xel Tpootedel mg véo, To omoio eival
OUmG oLVOESEUEVO e TO Pootkd, 0w eaivetal kot oty Ewk.37:

Solution Explorer * =X

_g Solution 'WindowsGame3d' (2 projects)
4 f_.’ WindowsGame3
=d| Properties
«d] References
4 | Content References
g WindowsGame3Content
i3 App.config
] Game.ico
#] Gamel.cs
Iz GameThumbnail.png
#] Program.cs
F] r__v WindowsGame3Content (Content)
«J] References

E1k.37 Xna Game Studio 4.0 Solution Explorer

To viké (hardware) emrrayvve To 3D APl eroWindows Phone 7: Avtd onuaivel Tmg to. tpiodidotata
nayvidwa 0o éxovv v duvarotnto vo maifovrar oto Windows 7xivntd thAéewvo. Eivar éva modd Boaoikd
YopaKkTNpotkd 10 omoio Oa aAAdEer ko Bo dapopedcoel TV Propmyovics avATTLENS MAEKTPOVIKMV
TaVISIHV Ko g ayopds. To udvo mov ypedletar eivar to Microsoft Visual Studio 201&o1 to Xna Game
Studio 4.0.civar 6n yvwotd nog 1 cvokevy Zune g Microsoft vrootpiler 3D, alAdd sivor o&icov
omovdaio 1o yeyovog o6t vrootnpiletar ko and To Windows Phone.

Xbox Live Yroetipiin: Eivar éva omovdaio yapaktnpiotikd eniong. Ot yprioteg umopovv vo tpocHécovy
£TIKETEG 070 TTayvidlo (GameTagsikon eikdveg mov avamaplotohy Tovg id1ovg (avatars)ypnouonoidvTog Tig
VINPEGIEC TOV TALYVIOOV TOL TO KAVOLV L0 SVVOUIKS Kot O106KESUAGTIKO.

Oy Zune 610 Xna 4.0: Avetuy®g, N avamtuén oy vidldv TpLav SlooTdoemy yio to Zuneba sivol dtobéoiun
oto Xna 3.1,0y1 opwg oto Xna 4.0.H oudda avartvéng tov Xna, anopdcioe vo otoxevoet pe to Xna 4.0
otnv mhateopue Windows Phone ®au va unv coumepthapel to Zunes’ avtd.
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Avagopd:
Wikipedia (ttp://en.wikipedia.orjy

Xna Creator’s Club Onlinéhtp://creators.xna.com

Microsoft Xna official homepagéen({tp://msdn.microsoft.cojn
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Biplioypagio kou arieg nyyég

Aaron Reed “O’ Reilly Learning Xna 3.0"

Riemer Grootjans “Xna 3.0 Game Programming RecipfesProblem-
Solution Approach” (Apress)

Alexandre Santos Lobao, Bruno Evangelista, Jos@ntLeal de Farias
and Riemer Grootjans “Xna 3.0 Game ProgrammingmFidovice to
Professional” (Apress)

Rob Miles “Introduction to Programming Through Garbevelopment
Using Microsoft Xna Game Studio” (Academic Edition)

Microsoft Xna official homepage
Xna Creators Club Online

Xna Community games reviews
JigLibX official homepage
JigLibX wiki page

Wikipedia the free encyclopedia
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YouTube: Xna&nynon and educovg (video tutorials)

Resources for Xna Game Developers (www.xnaresowaas

Delta 3D tutorials (www.delta3d.org)
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