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Anuovpyia aryviov pe xpron XNA kot Direct3D

Abstract

This is a two-dimensional computer game made in XNA framework
written in C#, using Direct3D11 HLSL shaders. It belongs to the category
of arcade games containing rich visual and sound effects with integrated
and easy to use menu. The purpose of this project is the research on the
technologies that exist in this field, the study of real-time programming
and the level of difficulty and complexity needed for its creation and its
potential usage.
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Tvvoym

Mpokettal yia €va S161aotato NAEKTPOVLIKO Tatyvidt ptiaypévo oto XNA
Framework oe yAwooa C# rtou xpnotpornolel Direct3D11 shaders oe
yAwooa HLSL. AvrikKel otnv Katnyopla Twv arcade matyxvidlwy
TIEPLEXOVTOAG TTAOUCLO OTTTIKA Kol NXNTKA effects pe oAokAnpwpévo Kal
gUXPNOTO Menu. ZKOMOG TNG KATAOKEUNG TOU ELval n €PEUVA TIAVW OTLG
TEXVOAOYLEC TTOU UTIAPXOUV OE QUTOV TOV TOUEQ, N LEAETN TOU
TIPOYPOUUATIOMOU OE TIPOYHATIKO XpOVo Kot To eminedo SuokoAlag Kat
TIOAUTTAOKOTNTAC TIOU XPELAETAL VLA TNV KOTOLOKEUT TOU, KABwG Kal oL
Sduvartotntecg aflomoinong Tou.
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Elcaywyn

Onwc¢ 6ol yvwpllou e, 0 KOOUOC TWV NAEKTPOVIKWV TTaXVISLwv ival
HEYAAOG Kal PLeYyOAWVEL KAONuepva. Mall OpWCE LE TO KOLVO KaL TNV
TIOLKIALOL TOU HEYOAWVOUV KOl OL TEXVOAOYIKEC QTTALTOELG TOU OO TOUG
H/Y (kat oxL povo). Kabwg ol KataoKeuaoTECG o vVISLwy poomabolv
elte va e€0LOLWOOUV TOV TIPAYUATLKO KOOUO KAvVovTaG Ta malxvidla 6co
TO SuVATOV PEAALOTIKOTEPA €lTE va mpoodEpouv BEapa kat edE, n
avaykn yla peyaAutepn enefepyaotikn Suvaun epudavilete 6Ao Kalt
TEPLOCOTEPO. AUTO €XEL GUOLKA OOV ATIOTEAECHA EVA TEPAOTLO KOMUATL
™G €€EALENG TNG TEXVOAOYIOC, AKOMO KOL OO TIG LEYOAUTEPEC ETALPLEG
OTOV XWPO VO OITOCKOTIEL OE AUTO.

AOyo NG MoAuAokOTNTAS TWV aAyopiBuwv Kat puoLkd tou peyEBoug
NG SoUAELAG Ttou amalttel va peyaho mawxvidt, edw kat ToAAA xpovia oL
HLEYAAOL KATOOKEVAOTEG £XOUV SNULOUPYNOEL BAOIKEG SOUEC OTLG OTIOLEG
TIAvw XTtilouv ta matyvidia toug. Ot SU0 YEVIKOTEPEC KATNYOPLEG lval oL

HNXavEG axvidlwy (game engines) kat oL pnxaveg ypadikwv (graphic

engines).

To peyalo epwtnua Kat £vag anod Toug AOYoug auTr¢ tnG epyaciag sivatl
TO TL TPOTOL UTIAPXOUV Tou Ba eTitpEPouv o€ KAToLov va SnuLoupynoet
gva 61KO Tou mayvidy, xwplc va £xeL otnv SLABeoN TOU HLa ETOLUN
pnxavn maxvidlol n ypadkwy Kol LEXPL TIOU UTtopel va GpTaoEL.

Yrnidpxouv Sladopa epyaleia Tou Unopel va XpNOLUOTIOLHCEL KAVELS yLa
va ¢TLALEL Eva NAEKTPOVLKO Ttayvidl. Mepika eival dSwpedv Kal dev
XPELALETAL KAVELG YVWOELG TIPOYPOLUATIOMOU YLa VoL TAL XPNOLLOTIOL OEL
aAAQ oL SuvaTOTNTEG TOUC lval TIEPLOPLOUEVEG. AANA epyaAeia TTou
UOpEL KaVELG var ayopAoeL olyoupa €X0UV HEYOAUTEPEC SUVATOTNTEC
aAAQ €xouv TNV LKA TOUC pnxavn matxvidlov Kat ypadilkwv. Movo éva
OHwG Sivel tnv duvatotnta tnG Snuoupylag evog NAEKTPOVIKOU
mayvidLov oxedov amo to undév, xwpig tnv avaykn xpnong EToLUwy
HNXavwyv, oxedovV XwpLg EPLOPLOPOUG Kal LE Ttapa TTOAAEG SuvaToTNnTEC.
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AuTO eival to XNA framework tng Microsoft. EméAe€a va to
XPNOLLOTIOLOW YLO TNV KATACKEUT TOU TtaXvidlol oU UE OKOTIO TNV
HEAETN TNG TEXVOAOYLOG TWV TTALXVLOLWY KaL TWV TPOTIWV aéLlomoinong

Tou.
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Mnyxavi) Hayvisiov

Mta pnxavn mayvidlou sival éva oUoTnua AoYLoULKOU oXeSLAOUEVO yLa
™ dnuioupyia Kot tnv avamtuén Bvteomayvidlwy. Yapxouv OAAEC
HUNXAVEG TaxVISOLWV oL omoleg eival oxedlaopuéves va Soulelouy oe
KOVOOAEC BvteomatyviSlwy Kol AELTOUPYLKA CUCTAUOTO ETLTPATIE LWV
uTtoAoylotwyv onwc ta Microsoft Windows, Tto Linux, kot to Mac OS X. H
KEVTPLKA AELTOUPYLKOTNTA TTOU TIAPEXETAL TUTILKA QTTO [LOL LY OV
rayvidLov mepthapBavel pla pnxavn ¢wrtoamnoddoonc ("renderer") yia
2D A 3D ypadika, pia pnxavy GuGoLKNG 1 EVIOTILOUOU GUYKPOUCEWV
(collision detection, kaBwg kat collision response), Axo, scripting,
animation, texvnt vonuoouvn, Siktuwon, streaming, dtaxeiplon
HvAUNG, vApata (threading), umootrplén tomwkonoinong, Kat €va ypagdo
oknvng (scene graph). H dtadikaoia tng avamtuéng matyxvidlou cuyxva
OLKOVOULKOTIOLELTOL LE TO OTL OE PEYAAO HEPOC N S punxovr) maxvidou
gnmavaypnotpomnoleitat yia va dnuioupynbouv Stadopetikd matyvidia.

AlOTA YVOOTOTEP®WV UNYAVWOV TTALYVISLOV:

e Unreal Engine

e Steam Engine

e CryEngine2

e Gamebryo

e Trinigy Vision Engine
e Multiverse Network

e Bigworld Technology
e HeroEngine

e Monumental Games
e Exit Games Neutron

e Project Darkstar

e DX Studio
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F'pa@ko MepiBailov

Ta ypadkd uTtoAoYLOTWVY 1 ATAWC YpadLKA, Elval EVAC EMLOTNUOVIKOG
KAQS0C TS MANPodOopPLKN G TTou acXoAeital pe Tn Bewplia KoL tnv
TexvoAoyia alyoplOuLKAG ocUVBEDNC ELKOVWY O NAEKTPOVLKO
umoAoylotr. Katd kavova, ota ypadlkAd UTTOAOYLOTWY N 100606 TwV
UTTOAOYLOMWV €ival CUPBOALKES TtEPLYPadEG TNE OTITIKAG OKNVAG KAl N
£€060¢ Pndlakég elkoveg A Bivteo, pe N xwpilg aAnAemnidpaon Ue tov
xprnotn. Ta ypadlkd UTTOAOYLOTWYV €XOUV HEYAAN TIOWKIALO EPOpUOYWV:
aélomolouvtal m.Y. otig ypadikég Stenadég xprotn (GUI), ota mawyvidia
UTTOAOYLOTWVY, OTNV ELKOVLKH TIPOYHATIKOTNTA KAl OTNV OTTTIKOTOINoN
debopévwy. Entiong edapudlovtal otnv elkovoypadnon eVtUnwy, otnv
apxLtektovikn oxedilaon, otn dnuioupyia AoyotuTtwy aAAd Ka,
gupuTEPQ, 0TN SnuLoupyla akplBéotatwyv oxedlwv.

TUOTOL YPA@PLK®OV VTTOAOYLOTWV

Ta ypadikd uTtoAoyLOTWY UIopoUV va StakplBolv e Katnyopieg,
QVOAOYWC LE KATIOLO KPLTHPLO:

Me Baon 1o mARB0G¢ TwV SLACTACEWY OL OTIOLEC CUUETEXOUV OTNV
QTELKOVLON TOUC:

e Aldlaotata (2D) ypadikd umtoAoylotwy

e Tplodidotata (3D) ypadikd urtoAoyLotwy

Me Bdaon Tn XpoVvLKA OTLyUr Kotd tnv omoia AapBavel xwpa n anodoon
Toug (rendering):

e JTATLKA YPAPLKA UTIOAOYLOTWY
[ J

IpadIKA UTTOAOYLOTWYV MPAYUATLKOU XpOVOU

2015

YeAlba 10
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» Alactata (2D) ypa@ikd VTTOAOYLOT®WV

Ta Stdlaotata ypadLkd UTIOAOYLOTWY ATIOTEAOUV TIPOCTIAOELEC
amelkoviong ypadkwyv duo Slactacswv otnv 08ovn pag Pndlakng
OUOKEUNG (m.X. evOg uTtoAoyLoth). ZuvnBwc Tétola ypadLka
XpnoLuomolouvtal yla tn dnuoupyia ypadikwv dtacuvdécewv xpnotn
(GUI), aAAa kat yia elkovoypadnrostg BLBAlwy, meplodikwy Katl Aoumwv
EVTUTIWV. MeTA tn oUVBEeOoH Toug, amoBnkevovtal os Pndlakd apxeia
ELKOVOLG KAL N TIEPALTEPW ETIEEEPYAOLA TOUC TTAVEL VAL ATTOTEAEL
QVTLKELPEVO TOU TeSiou TwV ypadLkwy, amacXoAwVvTag TAEOV TNV
Pndlakn enetepyaocia elkovag. Ta didlactata ypadkd Umopouv va
Stapeplotouv otig €€1¢ U0 PEYANEC KATNYOPLEC:

Awavuopatika ypadka (Vector Graphics): Xpnotpomnotouvtat yla th
Snuoupyia elkOVWY OTIWE AoyOTUTIOL, CHMOTA KaTateOEvTa KTA. aAAd
Kol PeudotpldldoTatwy oxNUATWV (Ttpoortikn). Altobnkevovtal wg
pHoBnuoatikol TUTIOL AVOAUTLKNC YEWHETPLOC OL oTtoloL teplypddouv
VEWUETPLKA OXAHATA, ETIOUEVWG OEV LOXVEL OE AUTA N €VvoLld TNG
aVAAUONG ELKOVAC KAl UTopouV va peyeBuvBouv / ouikpuvBouv xwpig
AMWAELO TTIOLOTNTAC.

Mpadwka Pndidwv (Bitmap Graphics): OAa ta ypadika mou
dnuoupyoulvtal anod Pndlomoinon UTTAPKTWY AVTLIKELUEVWVY
(pwtoypadieg, EIKOVEC Ao CAPWTEC KTA.) AVI)KOUV O€ aUTA TNV
katnyopla. Ta ypadikd Pndidwv Aettoupyolv omwe akpLlPwg éva
PNPLdwto: 600 PIkpOTEPEC Kal TtepLocotepeg Yndideg
XpnoLuomnotlouvtal (LeyaAutepn avaAuon), TOOO TLO EUKPLVEG Kall
akpLBEG elval To TeAkO amotéAeopa. H avadAuon LETPATOL O€ KOUKKIOEG
(bnodideg) ava ivtoa (dots per inch, dpi). Na pla 086vn, n avaAvon twv
72 11 96 dpi elval emapkEaTaTn, 0V OPWCE N ELKOVA TipoopileTal yla
ETAYYEALOTLKA EKTUTIWON, TO EAAXLOTO Amaltoupevo eivat ot 300 dpi. H
AMWAELQ TTOLOTNTAC KOTA TN peyEBuvon plag Pndloypadikng elkovog
elval avtiotpodwg avaloyn tng avaAuonc tng. Emewdn ot 08oveg omou
Ta ypadika poBaAlovral xapaktnpilovrot anod t dikq Toug avaiuaon,
ula elkova pe avaluon moAU UIKPOTEPN Ao TNG 000vNC TPETEL val
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TiPoBANBel og HIKPEC SLOOTACELG yLa va N daivetat BoAn Katl xwpic
EUKpPLVELQ.

‘Eva akOpN XOpaKTNPELOTLKO TwV ypadLlKwy lval To BABoC xpwHaTOC,
dnAadn 1o mAnBo¢ twv duadikwv Pndiwv (bits) mou xpnolpomotovvtal
yla tnv meptypadr) tou xpwpatog kabe Pndidag (A kabes meploxng ota
Stavuopatika ypadikd). To onpepLvo POTUTO yLa TG 000VEG gival To
BaBog xpwpatog 24 bits, evw yla TIg ektuntwoelg 32 bits (n 08ovn kat n

EKTUTIWGN XPNOLUOTIOLOUV SLAPOPETLKA XPWHATLKA TTpOTUTIA). YTTAPXOUV
Ko ypadkad pe peyaAltepo Babog xpwHaTtog, Tou ipoopilovtal yla
ELOLIKEC XpNOELG, KaBwWC To avOpwTvo patL dev pmopet va dtakpivel

TIEPLOOOTEPA ATO 16,7 EKATOUUUPLO XPWHLOTLKEG SlaBabuioslc.

O TUMoG Twv YpadLkwy avayvwpiletal cuvABwC amo tnv EMEKTOON TOU

OVOHOTOC TOU apXElov, oTo omoio sival anodnkevpéva (dnA. To THAM

EKELVO TOU ovopaTog Tou Bpioketal de€la amod tnv teheia mou xwpilel
ota 800 To Ovopa evog apxeiou). Ot mAéov ouvnBeLg TUTIOL Elva:

e Alovuopatika ypoadika: .svg, .cdr, .ai
o [padwka Pndidwv: .tif, .omp, jpg, .gif, .png

> Tpuaotata (3D) ypa@kd VTTOAOYLOTWV

Ta tpldlaoctata ypadlkd UTTOAOYLOTWY ATTOTEAOUV TIPOCTIAOELEC
QTELKOVLIONG Ypad LKWV TPLWV dlaotdcswyv otn - Vo dlaotdoswy - 086vn
uLag Pndlakng cuokeung (m.x. evog umtoAoylotn). To yeyovog OtLn
OTIELKOVLON XPNOLUOTIOLEL TPELG HLOOTAOELS TA KABLOTA TTOAU PEAALOTLKAL.
H Aettoupyia toug otnpiletal otn xwpikn neplypadn tpdlaotatwy
QVTIKELLEVWVY HECW ONUELWV KAl LaBnNUATIKWY TUTIWV, OE KATTIOLO
oUOTNUO CUVTETOYMEVWY, KOl oTnV TtPoBoAr akoAoUBwg Twv
OUVTETOYHEVWYV TWV onpEeiwv Toug og SUo SLaoTACELS KOTA TN dAon TNG
anodoong. TEtolwou eldouc ypadikd xpnolomnololvtol cuvrnowg amno
TIPOYPAUATA OTIWG Ta TIOLXVIiSLa UTTOAOYLOTWY KOl OL ELKOVIKOL KOGUOL.
Ta tpdlactata ypadika Bplokouv eniong epappoyn otov
Kwvnuotoypddo, yla tTn cUVOECN OKNVWYV ELKOVIKWY KOCUWV
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(XOPAKTNPLOTIKO TIOPASELY A OL TOLViEG TOU KUKAOU O ApXovToG TwV
AaxtuAldLwv) Kal yla tnv uAomoinon e8lkwy edp€ HEow TNG ouyxpPovn
PndLakng texvoloyiag (avti yla pnxavika n mpooBetika edE).

> ITATIKA YPAPLKA VTTOAOYLOTWV

To oTOTIKA YPOPLKA UTTOAOYLOTWY ATTOTEAOUV TIPOUTIOAOYLOHEVA KOl
TIPOETEEEPYAOHEVA AVTLKELUEVA YPADIKWY (CUVTETAYUEVEG ONUElWY Kal
erLdaveLwy, xpwpatiopol, pwtiopol kat udEC Toug) Ta omola Sev
amobidovtal tn oty mou tpoBaAlovtal, aAAd €xouv amodobel pia
dopa Katd tn SnULoUpYLa TOUC. 2TN CUVEXELO amoBnKevovTal Kal
avarnapdyovtat urto popdn apxeiov Bivteo, emopévwe dev pmopouv va
elval aAAnAeTSpaoTika. Mapadelypo TETOLWV YPOPLKWY ELVaL TA HLKPA
Bivteo, Ta omoia epdavilovral .. o Bvteomalyvidla, Kal Ta onolo
€XouV «yuploTtel» pla popa kot kabe popa mou Ba ta
napakoAovBriooupe apapEvouy idla. Na tn dnuoupyia toug
XPNOLLOTIOLELTAL KATIOLO KATAAANAO TtpOypappa dSnpoupylag ypadikwy
Kot Kivnong (animation) onwg to 3D Studio Max, to Maya, to Lightwave,
to Blender, to Cinema4D KkTtA.

> T'pa@IKA VTTOAOYLOTWV TIPAYUATIKOV XPOVOL

Ta ypadkd UTTOAOYLOTWV TPAYUATLKOU XPOVOU ELvValL OVTIKEIHEVA
YPADIKWVY (OUVTETAYUEVEG ONUElWV KAl ETILPAVELWY, XPWHUATLOUOL,
dwTtiopol kat upEG Toug) Ta omola amodidovtal OMTIKA KATA TN OTLYUN
TIOU eKTEAELTAL EvVa TIPOYPAULLO UTTOAOYLOTH, KABe Ppopd mou autd
oupBalivel, Pe €K VEOU eKTEAEON TWV KATAANAWVY EVIOAWV /
UTTOAOYLOMWV Ao Tov enefepyaotr). MNa mapadelyua, ta ypadLkd mou
eudavilovral otnv 006vn evog umoAoyLotr] o omolog ekteAel Eva
Bwteomalyvidt, avikouv cuviBwg o€ auTnVv TV Katnyopia. Ma tnv
TtPOBOAN TOUG amalTELTOL KATIOWO XAV YPODLIKWY TIPOYHATLKOU
XpOvou, onwg yLa tapadetypa n Ogre3D, n Irrlich kat to Crystal Space.
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Ta ypadkd mpaypotikol XpOVoU UIopoUuV va eival Kot
OAANAETUOPAOTIKA, LE TN UNXavh YPADIKWVY va arokpivetal KataAAnAa
o€ €L0060ou¢ Tou XprRotn (m.X. ano nepldpePELAKA OTWG TO TTOVTIKL I} TO
TIANKTPOAOYL0), aAAd auTo Sev elval anapaitnto. Ma tov
TIPOYPOLUATIONO TOUG UTIAPXOUV SLADOPEC TIPOTUTIOTIOLNUEVEG
BBALoBnkeg, omwe n OpenGL kat to Direct3D.
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Microsoft XNA

To Microsoft XNA eivat éva L&LOKTNTO SwPEAV OET EPYAAELWV UE EVal
Saxelpllopevo meptParlAov eKTEAEONG TTOU TTOPEXETAL oo TN Microsoft
Kot SLEUKOAUVEL TNV avartuén kot Slaxelplon NAEKTPOVIKWYV TTOLyVIWV.
To XNA Baoiletal oto .NET Framework , pe ekdooelg yia ta Windows,
Windows Phone kat to Xbox . Ao moAAEG anoelg, to XNA pmopet va
BewpnBel wg éva .NET avaAoyo L TO TILO YVWOTO CUCTNHO AVATTTUENG
riavidlwy tng Microsoft, to DirectX , aAAd ameuBuvetal o€
TIPOYPOLUATIOTEG TToU evlladEpovtal yla eAadpLa matyvidia mou
TPEXOUV o€ Lo TolkAla amd mAatdpopueg tng Microsoft. To XNA sival n
Baown mAatdoppa yia to Xbox Live Indie Games .

To XNA Framework avakowvw8nke 24 Maptiou 2004, oto cuvédplo
Game Developers Conference oto Zav Xoo€, KaAidpopvia . H mpwtn
teXVoAoyLkN mpoemiokomnnon tou XNA kukAodopnoe otig 14 Maptiou,
2006. To XNA Game Studio 2.0 kukAodopnoe tov AekEuPpLo tou 2007,
akoAouBoupevo amnd to XNA Game Studio 3.0 otig 30 OktwpBplou, 2008.
To XNA Game Studio 4.0 kukAodopnoe otig 16 ZemtepBpiov 2010 padl
pe ta Windows Phone Development Tools. ZUudwva pe éva email mou
otaABnke otig 31 lavouapiou tou 2013, to XNA bev eival mia evepyd
QVOTTUOOOUEVO Kal 6ev uTtootnpiletal oto mAaiolo Tou véou " Metro
interface " twv Windows 8.

To Microsoft XNA Framework Baciletal oto .NET Compact Framework
2.0 yia to Xbox 360 kat to .NET Framework 2.0 yia Windows.
MNephapPBavel Eva ektetapévo cuvolo class libraries, eldkwv yla tnv
avamnrtuén ravidlwy, yla va erteuxBel n péylotn duvarn
gnavaypnotpomnoinon kwdika og OAeg TI¢ MAatPopues. To framework
TpEXeL o€ pLa €kdoon tou Common Language Runtime mou ival
BeAtioTOMOLNUEVN YLa gaming KoL TTAPEXEL Eval SLaxelpl{OPEVO
nieplBariov ektéleonc. Eivat StaBgoipo yia ta Windows XP , Windows
Vista , Windows 7 , Windows Phone kat Xbox 360.

To XNA framework cupumukvwveL XapunAoU eNTESOU TEXVOAOYLKEC
AETITOUEPELEG TTIOU EUTTAEKOVTAL OTNV KwdLKoTolnon evog maxvidlou,
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BeBawwvovtag otL To i6lo to mAaiolo ppovtilet yia tn Stadopd petall
TwV MAatdopuwy, otav ta raxvidla petadepBel amnod tn pia mAatdpopua
O€ JE HLoL GAAN, KOL LE QUTOV TOV TPOTIO ETTPETOVIAC OTOUG
TIPOYPOULUATLOTEG TTALXVLOLWVY VA ETUKEVTPWOOUV MEPLOCOTEPO OTO
TIEPLEXOUEVO Kal TNV eumelpia tou gaming. To XNA framework gival
EVOWHATWHUEVO UE HLa OELpQ amo epyaleia, onwc to Cross-platform
Audio Creation Tool (XACT), ywa va Bon6noest otn dnuioupyia tou
ravidov. Mapexel umootnptén yia dnuiouvpyia 2D kat 3D mayvidiou
Kol eTTtpéneL tn xprion Xbox 360 controllers. Matyvidia ¢ptiaypéva oto
XNA framework rtou otoxevouv tnVv nMAatdoppa tou Xbox pmopouv va
Stavépovtal povo amno peAN tng Microsoft XNA Creator’s Club, pe pia
ouvépoun 99 Sohapiwv / £1o¢. Desktop epappoyég umopouv va
StaveunBouv dwpeadv cludpwva e tnv Loxvouoa adelodotnong tng
Microsoft.

To XNA Framework BorBnoe moAU ULKPEG ETOLPLEC 1) KOl ATAQ OUASEG
OTOUWV VO KATAOKEUAOOUV NAEKTPOVIKA Ttatxvidia. Mepikd and autd
HaAlota (0nwce ta Terraria, Reus kat Magicka) katadepav va tpanéouv
To BAEUHOTO TTAVW TOUG LE TEPAOCTIOUC APLOOUC ayopaoTWY o OAo
TOV KOOUO.

Mrmopetl otig apxeg tou 2013 to XNA Framework va pnv unootnpiletot
e aro tnv Microsoft aAAd auto dev elval amapaitnta Kol To TEAOG
Tou. Eva mpoypappa pe to ovopo Mono. XNA dnuoupynOnke pe okomo
Vv petadopd tou XNA oto open source-cross platform Mono
framework. Ztnv cuvéxela auto eixe oav anotéAeopa tnv Snulouvpyia
ToUu MonoGame. Evog framework Baotlopévo mavw oto XNA Framework,
HE TLG (61leg SUVATOTNTEG TTOU OUWGE ETIEKTELVEL TO EUPOC TTAATHPOPUWY
pLag Kat elvat cuppato pe i0S, Android cupneplhapfavouévou Ttou
OUYA, Mac OS X, Linux kat Metro for Windows 8, Windows RT ka
Windows Phone 8, 6nw¢ emniong kat Playstation Mobile og 2D.
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MonoGame

To MonoGame gival €éva eAeUBepo AOYLOULKO TTOU XPNOLUOTIOLE(TOL Ao
TOoUC oXeSLAOTEC ALY VIOLWV e oKoTO va kavouv ta Windows kait
Windows Phone natyvidia toug va tpéxouv o€ aA\a cuotripoata. Mpog to
napov unootnpilet ta Mac OS, Linux, iOS, Android , to PlayStation
Mobile , katL tnv kovooAha Ouya. YAorolei to Microsoft XNA 4 Application
programming interface.

To MonoGame emyelpet va epappooet mAnpwc to XNA 4 API. Auto to
ETITUYXAVEL 0 OAeC TIC MAATPOpUeC Microsoft xpnotponowwvtog
SharpDX kat DirectX. Ooco yia Ti¢ un Microsoft mAatpopueg, oL eLOLKEG
LKovotnTeG TNG MAatpoppac Souvdevouv péow tng BLBAL0OAKNG OpenTK.
Ma tig mAatdpoppeg OS X, i0S, kat / A To Android, to Xamarin platform
runtime eivat anapaitnto. Auto To runtime MAPEXEL ULAL CUVTOVIOUEVN
epappoyn OpenTK mou emnttpénel otnv opdda MonoGame va
ETUKEVTPWOEL oTnV puBULON TwV ypadKwV TNG TMTAATPOPLAC.

Ot duvatotnteg ypadikwyv tou MonoGame mpogpyovtat ano to OpenGL,
OpenGL ES, 1} to DirectX. Ao tnv MonoGame £€kdoon 3, to OpenGL 2
QTOTEAECE TO ETUIKEVTPO yLa TG Suvatotntes. OL mponyoU UeveC ekOOOELG
ToUu MonoGame (2.5) xpnotpomnotouv OpenGL 1.x yia tnv anédoon twv
ypadikwv. Aflomolwvtag to OpenGl 2 emitpénel oto MonoGame va
urnootnpifel shaders pe oTtdX0 TLG TTLO TIPONYUEVEG SUVATOTNTEG
anodoong otnv mAatdopua.

To Content Management cuveyileL va akoAouBei to XNA 4 Content
Manager. H opdda MonoGame £xeL SnULOUPYNROEL £VA VEO TIEPLEXOLLEVO
dounon mou pmnopel va evowpatwOel pe to Microsoft Visual Studio yla
va napadwaoel Content building Suvatotnteg yia ta Windows 8 Desktop
niou ol Windows 7 xprioteg eiyav xpnotlpornotost oto Microsoft XNA.

To MonoGame €xeL XpnoLUomolnBel yLa apKETA EUTTOPLKA ETLTUXNHEVA
nayvidia, cupmneplapBavopévwy Twy Bastion, Transistor kat Fez.
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Direct3D

To Direct3D eival éva graphic application programming interface (API)
yla ta Microsoft Windows . Xpnotpornoleitat yla tnv anodoon
TPLOSLACTATWY YPADIKWVY 0 EPAPUOYEC OTIOU N ATtoSO0ELS Elval
ONUAVTLKEG, OTwC Ta Ttayvidia. To Direct3D xpnoLlonolel tnv
ETULTAXUVON UALKOU , €dv gival Stabgoiun otnv Kapta ypadkwy ,
ETUTPEMOVTAG TNV ETLTAXUVON UALKOU 0AOKAnpou tou 3D rendering
pipeline 1 akopa kot peptkn erttayxuvon. To Direct3D ekBETEL TIG
niponyuéveg dSuvatotnteg tou 3D gpraphic hardware,
ocuunepAapBavopévwy Twv Z-buffering , W-buffering, Stencil buffering,
spatial anti-aliasing , alpha blending , To color blending, mipmapping,
texture blending, clipping, culling , atmospheric effects, perspective
correct texture mapping , mpoypappatilopeva HLSL shaders ko ta
effects. H evowpatwon pe aleg DirectX texvoAoOyLleC ETILTPETEL OTO
Direct3D va mapadwoel XapaKTNPLOTIKA, OTtwG video mapping,
hardware 3D rendering og 2D overlay planes, kot akOun Kot sprites,
napExovtag tn xpnon Twv 2D kat 3D ypadlkd og SLadpaOTIKEG OXETELS
TWV HECWV EVNUEPWONG.

To Direct3D meptéxel ToAEG evtoA£g yia 3D computer graphics
rendering, Qotooo, ano tnv €ékdoon 8, Direct3D £XeL AVTIKATAOTAOEL TO
DirectDraw framework kat emiong £xeL mapelL tTnv evBUVN yLa TNV TTAPOXNA
Twv 2D ypadikwyv . H Microsoft mpoomaBel va avavewvel cuveXwE To
Direct3D yia va urtootnpi€etl tnv tedevtaia StabEoiun texvoloyia yla Tig
kapteg ypadikwv 3D. To Direct3D npoodépel mAnpn vertex software
efopoiwon, aAAd kaBoAou pixel software e€opoiwon yla
XOPOKTNPLOTIKA Ttou dev elval StaBéopa oto hardware. lNa
TAPASELYUQ, OV TO TIPOYPAU TTOU KAVEL Xprion tou Direct3D amautel
texvoloyla pixel shader kat n kapta ypadlkwv oTov UTTOAOYLOTH TOU
xpriotn 6ev umootnpilel auto To XapaKTNPLoTIKO, To Direct3D bev Ba to
urnoAoyioel. To APl ev mepllapPavel Reference rasterizer (REF )
OUOKEUN), N omola ULMELTOL PLO YEVLIKN KAPTA YPADLKWY OTO AOYLOULKO,
av Kal elval TToAU apya yla tig meploootepes epappoyeg 3D oe
TIPAYHOTLKO XPOVO Kal cuvBwe XpNOLLOTIOLE(TAL LOVO YLa TOV
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EVTOTILOUO opaApdatwy. Eva véo real-time software rasterizer, WARP,
€xeL oxeblaotel yla va ppnBel mAnpwg to cUVOAO TwV SuUVATOTATWY TOU
Direct3D 10.1 kat nepthapfavetat pe ta Windows 7 kat ta Windows
Vista Service Pack 2. Ot ermib6oelg Tou Aéyetal OtL eival oto (bLo emninedo
ue TG low end 3D kdapteg oe multi-core enefepyaoTEc.

Mépocg tou DirectX, to Direct3D eivat Stabéotpo yio ta Windows 95 kal
avw, Kal elval n Baon yia to vector graphics APl yia ta Xbox kot Xbox
360. O kUpLog avtaywvlotig tou Direct3D eival to OpenGL. To
Fahrenheit Atav pla npoondBeta anod tig Microsoft kat SGI yia tnv
evornolnoel tou OpenGL kat tou Direct3D otn dekaetia tov 1990, aAd
TEAKA aKUPpWONKE.

Direct3D 11

To Direct3D 11 kukAodopnoe wg Hépog Twv Windows 7. Mapouaotaotnke
oto Gamefest 2008 oti¢ 22 louAiou 2008 kot oto Nvision 08 TeXVLKO
oUVESPLO oTLG 26 Auyouaotou, 2008. H AMD mapouciaoe epyaocia
DirectX11 uAtkoU oto Computex otig 3 louviou 2009, to omoio
ekteAovoe oplopéva DirectX 11 delypata tou SDK. Ta xapoKTnpLOTIKA
Tou meplapfavouv: Yoot plén ywa to Shader Model 5.0, dynamic
shader linking, mpoomneAdotpoug mopouc, TpoOoBeTOUC TUTIOUG TTOPWV,
uTtopouTtiveg, geometry instancing, kaAun wg pixel shader eloodou,
TipoypPapUaTI{OpEVN APEUPBOAR TWV ELOPOWV, VEEG LOPPEC CUUTILEDNC
textures (1 véa popdn LDR kat 1 véa popdn HDR), texture clamps yia
ToV TEPLOPLopO podoptiong tou WDD, 16K texture opla, Gatherd
(urtootipLén yia multi-component textures, umtootipLén yla
npoypoppatilopeva offsets), Drawlndirect, cuvtnpntiki oDepth, Depth
Bias, mpoomneAdaoiun pon €660u, per-resource mipmap clamping,
floating-point mapdaBupa, oL evioAég petatpornrc shader, BeATIwHEévN
multithreading.
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Direct3D Pipeline

. Input Assembler: AtaBalel o€ vertex ta dedopéva anod pa
edapuoyn Kal ta mpowbet oto Pipeline.

. Vertex Shader: EkteAel Aettoupyieg o€ €va povo vertex tnv ¢popa.
. Hull Shader: ExteAel Asttoupyieg oe ouvoAa patch control points,
Kot SnuLoupyel emUTA£ov oTolyela yvwotad wg patch constants.

. Tesselation stage: Yrodialpel tn yewpeTpia yla va Snuoupynoet
high-order avamnapaoctdocelg tou hull.

. Domain Shader: EkteAel Asttoupyieg otig e€66oug tou tesselation,
LE Tov (8Lo Tpomo Omnwc to vertex shader.

. Geometry Shader: emefepyaletol oAOKANpa primatives onwg
TPlywva, onuela N YpaUUEC.

. Stream Output: Mmopel va kataypaPeL TA AMOTEAECHATA TWV
TIPONYOUUEVWYV BNUATWY OTNV LUVAHN.

. Rasterizer: Metatpénel primatives o€ pixels kal ta mepvaeL otov
pixel shader.

. Pixel Shader: KaBopilel To teAkod xpwpa Tou pixel yia va ypadtel
ue otov render target ko Umopet emiong va UTIOAOYLOEL LA TLUA
Babouc yia va ypadrtel otov depth buffer.

10.0utput Merger: Zuyxwvevel dStadopwv TUTwV dedopéva e€66ou

Yl TNV KOTOLOKEUH TOU TEALKOU QTMOTEAECUATOG.
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High-Level Shading Language (HLSL)

H High-Level Shading Language ( HLSL ) eilval pa 18loktntn yAwooa
shading mou katackeudotnke ano tn Microsoft yla xprion pe to
Microsoft Direct3D API. Eivat avaAoyn pe tnv GLSL yl\wooa shading mou
xpnotuomnolteital pe to OpenGL npotumno. Eival moAl mapopoLla pe

1t Nvidia Cg shading language, 6nwc¢ avantuxdnkav mapdAAnAa.

MNpoypappata HLSL €épxovtal os mévte popdEg: pixel shader, vertex
shader, geometry shader, compute shader kat tessellation shader. O
vertex shader ekteleital yia KOs kopudr) mou €xel utoBANBel amo tnv
edappoyn, Kat elval Kupiwg uteUBUVOC yLa TN LETATPOTI TNG KOPUDNAG
OTTO TOV XWPOU TOU QVTIKEIEVO OTOV OTITIKO XWPO, SNHLOUPYWVTOC
OUVTETOYHEVEG YLa TO texture, KoL TOV UTTOAOYLOMO TWV CUVTEAECTWV
dwTLopOoU, OTWG To vertex tangent, binormal kat normal vectors. Otav
uLa opada amno vertices (cuvnBwg 3, yla va oxnuatioouv Eva tpiywvo)
TIEPAOEL amo tov vertex shader, n 6€on toug mapeuBAAeTe yla va
oxnuatiocouv pixels evtog tng mepLoxng kat autn n dtadikaoia eival
yvwoTr wg rasterisation . KaBe éva amod autd ta pixels épxetat pEoa amo
Vv texvoloyia pixel shader, cupudwva pe TNV omoia utoAoyiletal To
TEAKO Xpwua otnv 00ovn.

MpoalpeTika, pia epappoyn mou xpnotponolel pia diemadn Direct3D
10/11 kot 10/11 Direct3D UAkoO pmopet emiong va kaBopioel éva
geometry shader. Auto to shader naipvel wg eil0odo Tou TLG TPELG

KOPUPECG EVOG TPLYWVOU Kal XpNOLUOTIOLEL auTd ta dedopéva yla va
dnuloupynoet emumAéov Tpiywva, KaBEva armod ta omoia oTn CUVEXELD

SwaPBiBaletal otov rasterizer.

XUykplon twv Shader Model

YUykplon twv Pixel Shader
e PS2.0=DirectX 9.0 original Shader Model 2 specification.
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e PS 2.0a =NVIDIA GeForce FX/PCX-optimized model.

e PS 2.0b = ATl Radeon X700, X800, X850, FireGL X3-256, V5000,
V5100 and V7100 shader model, DirectX 9.0b.

e PS 3.0 =Shader Model 3.0.

e PS 4.0 =Shader Model 4.0.

e PS4.1=Shader Model 4.1.

e PS5.0=Shader Model 5.0.

XUykplon twv Vertex Shader
e VS 2.0 =DirectX 9.0 original Shader Model 2 specification.
e VS 2.0a = NVIDIA GeForce FX/PCX-optimized model.
e VS 3.0 =Shader Model 3.0.
e VS 4.0 =Shader Model 4.0.
e VS4.1=Shader Model 4.1.
e VS 5.0=Shader Model 5.0.
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AvTtikelpevootpe@NG IMpoypaplatiopnog

TNV MANPodopLKA AVIIKELLEVOOTPEDN TTpoypapUaTiopo (object-
oriented programming), | All, ovopaloupe Eva IPOYP A UATLOTIKO
unodelypa to onolo epdaviotnke ota TEAN tnG dekaetiag tou 1960 Ka
KaBlepwOnke kata tn dekaetia tou 1990, avtikabloTwvTog o€ HEYAAO
BaBbuo to mapadoolakd uOSELY LA TOU SOUNUEVOU TIPOYPOLUATIOMOU.
Mpokettal yia pio peBodoloyia avamntuéng mpoypappatwy,
umtootnPL{OUEVN amo KATAAANAEG YAWOOEC TPOYPAUUATIOHOU, OTIOU O
XELPLOUOG oxeT{OpeVWY dedopévwy Kal Twv Sladlkaolwv Tou
EMEVEPYOUV O€ QUTA yiveTal amo Kowou, HEow piag doung dedopévwy
TIOU Ta EPLBAAAEL WC AUTOVOLN OVTOTNTA LE TAUTOTNTA KOl SIKA TNG
XOPOKTNPLOTIKA. AUTH n dopn 6eSopEVwV KOAE(TOL AVTLKELMEVO KoL
QTTOTEAEL TIPOYUATIKO OTLYHLOTUTIO OTN UVAN EVOC oUVBETOU, Kall
TiBavwe opl{OUEVOU OO ToV XPRoTn, TUTIou Sedopévwy ovopatt KAAon.
H kAdon npodiaypddel tooo dedopéva 600 kat TG Sltadlkaoieg ol
oroleg emdpolv EMAVW TOUC: AUTA UTINPEE N TPWTAPXLKA KALVOTOLO
Tou All.

‘EtoL pmopet va oplotel pia mpodiaypadn Sopng anobrnkeuvong (m.x. pia
KAAon «tnAedpaon») n omoia va MEPLEXEL TOCO LOLOTNTEC (TT.X. Hia
HETABANTA «TPEXOV KAVAAL») 000 KL TPAEELC I XELPLOUOUG ETIL AUTWV
Twv W8otATwy (m.x. pia Stadwkaocia «avolypo tTng tnAedpaong»). ITo ev
Aoyw mapadetypa kaBe VALK TnAedpaon (kaBe avtikeipevo
QMOBONKEVUEVO TIPAYHUOTLIKA OTN UVAHN) avaroapilotatal we EEXxwpPLoTo,
«dUOLKO» OTLYULOTUTIO QUTHG TNE TPOTUTING, LOeath¢ KAAonG. Emouévwg
HOVO TO OVTIKE(UEVA KOTOAOBAVOUV XWPO OTN UVHN TOU UTIOAOYLOTH
EVW Ol KAAOELG amoteAolV anmAwg «kaAoUTa». Ot attieg mov wbnoav
otnv avarmntuén tou Al ntav ot ibLeg e auTEG TTou odrynoav otnv
avamntuén tou dounuEVou PoypaUHATIOHOU (EUKOAL cuvtipnong,
opyavwaong, XELPLOKOU Kal ETAvVaXPNOLUOToinong Kwdka HeyaAwy Kal
TIOAUTIAOKWV €PaPUOYWV), OPWE TEALKWE N OVTLIKELLEVOOTPEPEL
ETUKPATNOE KOOWC UImopoUoe va avIeENMeEEADEL O€ TTPOYPAUATA TIOAU
HEYAAUTEPOU OYKOU Kal TTOAUTTAOKOTNTAC.
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'Evvoleg

Kevipikr 16€a 0TOV QVTIKELUEVOOTPEDH TIPOYPAUUATIOUO Elval n KAAon
(class), pia auTtoTEANC KOl ADALPETLKA AVATIAPACTACT KATIOLOC
KOTNYOPLOG OVTIKELUEVWY, E(TE GUOLKWV AVTLIKELLEVWV TOU TIPOYHATIKOU
KOOUOU ELTE VONTWV, EVVOLOAOYLKWY QVTLKELHEVWY, OE €va TtepLBAAAov
TIPOYPOUUATIOMOU. MPaKTIKWG elval €vag TUmog deSopévwy, i AAALWG TO
NPooXESLo piag Soung Sedopévwy e SIKA TNG TEPLEXOEVA, TOCO
HeTAPBANTEC 600 Kat Stadlkaoieg. Ta meplexopeva autd dnAwvovtal gite
w¢ dnuoota (public) elte wg WOLwTIKA (private), pe Ta IOLWTIKA va NV
elval mpoomeAaoipa anod Kwdka ektog TG KAdonc. Ot Stadlkaoieg twv
KAdoswv ouvrnBwg kalovuvtal péBodot (methods) kat oL petafAnTEC TOUG
yvwplopata (attributes) r media (fields). Mia kKAdon mpEMeL LOAVIKA Vol
elval evvoloAoylkd autoTteAnC, va mepléxel SnAadn povo nedia ta onola
neplypadouv pia Katnyopla avIIKEUEVWVY Kal Snuooleg pebodoucg ot
OTIOLEC EMEVEPYOUV OE QUTA OTOV KAAOUVTOL ATt TO EEWTEPLKO
TPOYPOUUA, XwpPLs va e€aptwvtal arnod AaAAa dedopéva i KwdKa eKTOG
NG KAAONGC, KOL ETMOVOXPNOLUOTIOOLUN, va aroTteAel SnAadn pavpo
KOUTL SUVALEVO VO AELTOUPYNAOEL XWPLG TPOTIOTIOLNOELG WE TUAMOL
SLaPOPETIKWV TPOYPOUUATWV.

AvTtikeipevo (object)

Avtikeipevo (object) eival to otypotumo piag kAdong, dnAadn avtn
kaBautn n doun 6edopévwy (e OMOKAELOTIKA SECUEVMEVO XWPO OTN
HvAun) Baolopévn oto «KaAoUTIL) TTou POoohEPEL N KAAO.
MNapadelypatog xapn, o€ Yia avTlkelLeEVooTped YAwooa
TIPOYPOUUATIONOU Ba PrmopoUcape va 0plOOUE KATIOLO KAQON OVOUOTL
BankAccount, n onoia avamaplotd €vav Tpanellkd AoyapLocuo, KoL va
SNAwooUuUE éva avTLKELLEVO TNG Le ovopa MyAccount. To avTlKeElLPEVO
QUTO Ba €xeL SECUEVOEL XWPO OTN VAN HE BAoN TIG LETABANTEG KAl TIG
pneBodoug nmou neplypaP ape otav SnAwoape tnv kKAaon. Etol, oto
OVTIKELPEVO Ba pmopoUoEe va TIEPLEXETAL EVa yVwpLlopa Balance
(=umoAouno) kot pia pEBodog GetBalance (=enéotpee To umdAoLTO).
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AkoAoUBw¢ Ba pnmopovoape va SNULOUPYROOUUE AKOUO EVa N
TIEPLOOOTEPA AVTLKELHEVA TN (dLag KAAonG Ta omoia Ba sival
Sladpopetikég dopeg dedopévwy (Sladopetikol Tpamelikol Aoyaplaocpol
oto mapadetlypa). Ta avtikelpeva piag kKAaong pmopouv va
TIPOOTIEAACOUV TA LOLWTIKA TIEPLEXOUEVA AAAWVY OVTIKELUEVWY TNG OLaG
KAQoONG.

EvOvAdkwon 8edouévwyv (data encapsulation)
EvBulakwon dedopévwy (data encapsulation) kaAeital n WBLoTNTA IOV
NMPoodPEPOUV oL KAAOELG va «kpUBoUV» Ta LOLWTIKA dedopéva Toug amnod

TO UTIOAOUTTO TIPOYpappa Kot va e€aodaAilouv MW LOVO HECW TWV
SnUocLwy HeBOdwv Toug Ba UmopouUV AUTA Va TPOCoTIEAQCTOUV. AUTH N
TOKTLKN Ttapouotaletl povo odpéAn kabwg e€avaykalel kaBe e€wTePLKO
TiPOypOUUa VO GIATPAPEL TO XELPLOKO TIOU MIBUPEL va KAveL ota Tedia
Ll KAAONG HECW TWV EAEYXWV TTIOU UITOPOUV VOl TIEPLEXOVTOL OTLG
dnuooteg pebBodoug tng KAAonC.

A@aipeon dedopuévmv
Adaipeon debopévwy Kaleital n LOLOTNTA TWV KAACEWV val
ovarmaplotouv adalpeTIkd TTOAUTTAOKEG OVTOTNTEC OTO
TIPOYPOUUATLOTIKO TEpLBAAAov. Mia kKAGon amoteAel Eva adalpeTIKO
HOVTEAO KATIOLAG KATNyopLlag avIlKeLWEVWY. Etiong ol KAAOELG
npoodEPouv Kal adaipeon wg mpog Tov urtoAoyLotr, epooov n Kabepia
uropel va BewpnBel €vag PIKPOC KAl AUTAPKNG UTTOAOYLOTHG (e SLKN
TOU Katdotaon, HeBodoug kal petaBAnTeg).

KAnpovopkotnta
KAnpovoutkotnta ovopdletal n dlotnta Twv KAACEWV va eMeKTEIVovTalL
0€ VEEG KAAOELG, pNTA SNAWHEVEG WG KAnpovOououg (UTtoKAAOELS
'BuyaTPLKEG KAAOELG'), OL OTIOLEG UITOPOUV VAL ETLOVAXPNOLULOTIOLICOUV TLG
uetafLBacipes peBodoug Kal LBLOTNTEC TNG YOVIKNA G TOUG KAAONG AN
KoL v IpOOBETOUV SLKEG TOUG. ZTIYULOTUTIO TWV BuyaTpLKWY KAACEWV
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HUItopoUV va XpnoLpomnolnBolv 0mou amaltouvTol OTLYULOTUTIO TWV
yovikwv (epocov n Buyatpikn ivat KaTd KATIOLOV TPOTO pia TTLo
e€eldLlkeuévn ekdoxN TNG YOVIKNAG), aAAA To avtiotpodo dev LoYUEL.
MNapadelypa kKAnpovoulkotntag eival pia yovikn kAdon Vehicle
(=Oxnua) kat ot dUo To e€eldikevuEVeG UTIOKAAOELG TG Car
(=Autokivnto) kat Bicycle (=NodnAato), oL omoieg Aépe oTL
"kAnpovopouv" amnod autiv. MoAAarAr KANPOVOULKOTNTA £lval N
duvatotnTa MOV MPOCHEPOUV OPLOUEVEG YAWOOEC TIPOYPAUUATIOHOU
Hiot KAGON VoL KANPOVOUEL TAUTOXPOVO OO TIEPLOCOTEPEG OO Mia
YOVLKEG. ATO pia UTIOKAGON HUmopoUuV va MPoKUPouV VEEC UTIOKAACELG
TIOU KANPOVOHOUV amo auTnV, UE anmoTtEAEoHA pia Llepapyio KAACEWY
Tiou ouvdEovtal HeTalL Touc "ava yevid" e oXEOTELG KANPOVOULKOTNTAG.

Ynep@optwon ped0dov (method overloading)
Ynepdoptwon pebddou (method overloading) sival n katdotaon Katd
TNV omolia untapyouv, otnv oLa ) oe SltapopeTikeS KAAOELS, pEBoSOL pe

TO (1610 Ovopa kat Bavwe StadopeTikd oplopata. Av mpoKeLTaL yLa
nebodouc tng iblag kAaong dtadopomolovvtal povo armo Tig StadopEg
TOUG OTA OplopaTa KOL 0TOV TUTIO EMLOTPOPNC.

YmookéAion pe0o68ov (method overriding)
YrookéAlon peBodou (method overriding) eival n katdotacn Katd tnv
omola pia Buyatpikni KAAON KoL N YOVIKA TNG €xouv pia uEbodo
OMWVUUN Kal pe Ta (dla oplopata. Xapn otn duvatodtnta Tou
TIOAUHOPPLOHOU O PETAYAWTTLOTAC «EEPELY TIOTE VA KOAECEL TTOLAL
HEB0S0, BaoLopEVOC 0TOV TUTIO TOU TPEXOVTOG QVTIKELEVOU. AnAadn
TIOAUOPDLOUOG elval n SuVATOTNTA TWV OVTIKELUEVOOTPEDWVY
HeTayAwTTloTwy va anodacifouv Suvapka rola eivat n KatdAAnAn va
KAnOel pEBodog oe ocuvOnKeg UTTOOKEALONG.
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A@npnuévn kAaon (abstract class)

Adnpnuévn kKAaon (abstract class) eivat pia kAdon mou opiletal povo
yla va KAnpovopnBel oe Buyatpikeég UTTOKAAOELS Kal eV UTTAPYXOUV SLKA
NG oTypLoTuUTia (avtikeipeva). H apnpnuévn kKAaon opillel amAwg Eva
"oupBoOAaLo" To omoio Ba mpemnel va akoAouBoUv oL UTTOKAQCELG TNG
ooov adopad TIG UTtoypadEG Twv HeEBOdwWV Toug (0mou wg uTtoypadn
oplleTal To OVOUQ, Ta OplopaTa KOL N TLUN EMLOTPOGNC piag
Stadikaoiag). Mia adpnpnuévn KAAON UIOPEL va EXEL KOl N apnpnUEVEG
HeBo6doucg oL omoieg uAomolouvtal otnv dLa TNV KAdon (av kat puotkd
HUropoUV va uttookeAilovtal o€ UTTOKAAOELG). AVTIOETWG oL adnpPNUEVES
HEBodol TG elval amAwg €vag opLlopog TG uTtoypadrg TOuG Kat
EVATIOKELTOL OTLG UTIOKAAOELG va TG uAomtotjoouv. Mia adnpnuévn
KAAon mou Sev €XeL yvwplopata Kot OAeG ol peBodol tn¢ ivat
apnpnUEVEC Kal Snuooteg kaAeital dStacuvdeon (interface). Ot KAAOELG
TIoU KAnpovopoULv amo pia dtacuvdeon Aéyetal OtL TNV "vAomolouv".
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C Sharp (C#) N'\wooa [Ipoypappaticpov

H C # elval éva multi-paradigm yAwooa mpoypapOTIOHOU TIoU
neplhapPBavel strong typing , imperative , declarative , functional ,
generic, object-oriented, kat component-oriented 1810tNnNTEC
TipoypoppaTiopol. AvantuxOnke amno tn Microsoft oto .NET Framework
KoL apyotepa eykpiOnke w¢ mpotumo amnod tnv Ecma (ECMA-334) kal to
ISO (1SO / IEC 23270: 2006). H C # eivat pia amo TG YAWOOEG
TIPOYPOUUATIONOU oxedlaopévn yia tnv Common Language
Infrastructure.

XTO)XOL OYXESLAoNOV

e HyAwooa C # npoopiletat va eival pa ammAn, ouyxpovn, YEVLKAG
XPNongG, aVIKeLevooTpadnc YA wooa mpoypoLOTIOHOU.
e HyAwooa, Kal oL epapUOYEC TNG, Ba TIPETEL va TTAPEXOUV OTHPLEN
YLOL TLG APXEC TOU UNXAVIKOU AOYLOULKOU, OTIWG strong type
eAEyxou, oelpd oplwv EAEYXOUL , EAEYXOU OPLOU TILVAKWYV, KOl
autopato garbage collector.
e HyAwooa npoopiletal yla xprion otnv avantuén oToLyeiwv
AOyLoHLKOU KATAAANAQ yla edapUOYr OE KATAVEUNUEVA
neptlBaiiovra.
e H ¢dopntotnTa Tou MNyaiou KwdLkag eival TOAU onNUAVTLKA, OTIWE
glvatl n ¢opnTOTNTA TOU MPOYPAUHATLOTAC, ELOLIKA yLa EKELVOUG
TOUG MPOYPAUHATLOTEG TToU eival NdN e€okelwpevol pe C kat C ++.
e H Yrnootnpl&n yla tn dteBvonoinon eivatl moAL onuavtikn.
e H C# mnpoopiletal va eival KatdAAnAn ywa tn oovtaén edapuoywv
yla dpltAoevoupeva KoL EVOWHOTWHUEVO CUCTHUATA.
e Avkaln C# npoopiletal va elval OLKOVOULKA O€ OXEoN LE TN
VAN KoL TNV EMEEEPYAOTLKN LOXU, N YAwooa Sev anéBAemne oto
va avtoywvlotel apeoa tig embooelg tng C.
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Real Time Computing

ITNV EMLOTAKN TWV UTIoAoyLoTwV , real time computing ( RTC ), fj reactive
Computing , €lvol N LEAETN TWV UALKWV KOL TWV AOYLOHLKWY CUCTNUATWY
TIOU UTTOKELVTOL O€ « TIEPLOPLOOUE TIPAYUATIKOU XpOVOU», yLa
TIAPASELY LA, OL TIPOBECULEC YEYOVOTWYV OE QMOKPLON TOU GUOTHUATOC.
MpoypA AT OE TPAYUATLKO XPOVO TIPETEL VA EYYUATOL ATTAVTNGCN
EVTOC QUOTNPWYV XPOVLKWVY TIEPLOPLOUWY, TIOU CUXVA aVaDEPETAL WG
«deadlines». ATOVTACELG O€ MPAYUATLKO XPOVO CUXVA YIVETAL KATAVONTO
va €lval TnG TA€NG TwV XIAOOTWYV TOU SEUTEPOAETITOU, KOl LEPLKEG POPEC
UkpodeuTepOAETTA. AVTIBETQ, £Va CUOTNUA XWPLG EYKATACTACELG OE
TIPAYLLOTLKO XpOVO, Sev pumopel va eyyunOel pLa anavtnon os
OTIOLOSNTIOTE XPOVLKO Slaotnua (aveEdptnta amo TNV MPAYHOTIKA
OVOEVOUEVN XPOVOUC amokpLong).

Real Time Computer Graphics

Real Time Computer Graphics givat éva unomnedio Twv computer
graphics mou gotlaleTal oTNV MAPAywyr KoL TNV aVAAUCH TWV ELKOVWY
OE TIPAYHATLKO XpOvo . O 0pOog Lo cuxVA XPNOLUOoTIoLE(TOL OF
Stadpaotikd 3D ypadikd UTTOAOYLOTWY , XPNOLUOTIOLWVTAC OUVHBWG Lt
GPU, kdtL mou amnaoxoAel Kupiwg Tov KOopo Twv video games. O 0po¢
UTTOpEL EMioNG va MAPATMEUTEL O KATL OTIWG To rendering evog GUI pag
edapuoyng, to real time image processing koL TV avaAuon ULoG
ELKOVOLG.

Mapd To YEYOVOC OTL OL UTTOAOYLOTEG UITOPOUV ATTO TNV apxn va elval oe
B€on va mapayouv elkoveg 2D mou adopolV armAEG YPAUUES, ELKOVES Kall
TIOAUYWVA O€ TIPAYHOTIKO Xpovo, n dnuiloupyia 3D ypadikwv Tou
UTtoAOYLOTA Kal N TaxUTNTa mou €ivatl anapaitntn yla tn dnuloupyia
ypnyopng, kaAng nmotdtntag 3D ewkdveg o€ pLa 000vn RTav mavta eva
SUokoAo £pyo yla Tnv mapadooLlakr) apxttektovikn Von Neumann
architecture.
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Baowk£g 'Evvoleg kat XapakTnpLoTIKA TOV

XNA

Kata tnv dnuloupylia evog véou XNA project urtdpxouv EVTE BOOLKEG
override methods. OAn n doun tou matxvidlov Bacilete o€ AUTEC TIC

HEBOSOUC yLOL TNV KATAOKEUT) KOL TNV EKTEAEDH TOU.

Protected override void ()

Protected override void ()

Protected override void ()

Protected override void ( gameTime)

J 7 7 7 7
0’0 0’0 0’0 0’0 0’0

Protected override void ( gameTime)

To 1610 to XNA Framework ¢dpovtilel yia tnv Staxeiplon Toug Kat tng
KOAEL e TNV aKOAOUON OELPA KATA TNV EKTEAECH TOU TIPOYPAMATOG.

Initialize
LoadContent

Update
Draw

P w N PE

H nébodog UnloadContent kaAeite oto TEAOC TNG AELTOUpPYLAC TOU

TIPOYPAUMATOC. META o TNV EMITUXNUEVN EKTEAECT TWV TTAPATIAVW
HeBOdwv to mpoypappa Ba emavalapfavel tnv ektéleon tng Update
kot Draw pe amotéAeopa TNV dnuoupyla plag emavaindng mavw otnv
orota givat ptiayuévo to maiyvio.

2TOX0G €lval va umopouv va epapuocTolV AUTEG oL 2 cuvapTHoELS 60
dopécg to deutepOAemTo Kat va rtapayouv Snhadn 60 frames per second
(fps, kape ava deutepoAento). To XNA nipoodEpel SUo SladopeTikoug
TpOMou¢ Slaxeiplong tou xpovou tou matxvidiou, dnAadn duo
SLapopeTIkoUC TPOTOUC CUUTEPLPOPAG TNE KALONG QUTWV TWV
OUVOPTHOEWV.
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Time Step

Fixed Time Step
Me autrv Tnv texvikn To XNA apéowc LETA TNV OAOKANPWON HLOG

Update kat ptag Draw Ba meplpével 060 Xpovo XPELAIETOL LE OKOTIO VAL
UTIAPXEL 0TaBePOC pUBUOG avaveéwong (60 fps). Av Sev umipxe auth n

mavon avapeca otnv enavaAnyn, o NAEKTPOVIKOG uTtoAoyLotn ¢ Oa

eKTEAOVOE TO IPOYPAUUA OGO TO SUVATOV YpNYOoPOTEPQ, LE ATIOTEAECHA

va pnv givat idla n cupmepidopad tou matxvidlov og SLapopeTIKOUG

UTTOAOYLOTEG PE SLadOPETIKES LKAVOTNTEC KAl GUCLKA VAL LNV UTTAPXEL
OXETLKA €VLOL TOU XPOVOU OTO TtaLyVvidL.

Update

Me avwtato oplo ta 60 fps pia emavalnyn Ba mpémnel va
enavalapfavetal oe Alyotepo amnod 0.016 dsutepolenta (pe Tov Xpovo
TIOU UTtoAEimeTaL va gival n mavon). ITnv NePLUTTWon OUWE OOV O
XPOVOG yla TNV €KTEAEDN TNG emavaAnng eivat peyaAltepog, ol pEBodot
dev Ba kahouvTtaL 600 CUXVA XPELALETAL UE ATIOTEAECHA O XPrOTNG VA
avtliAapBavetal Tnv KaBuoTtEpnon auTnv.
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Variable Time Step
Me auTnV TNV TEXVLKN, TIAPOKAUMTETAL EVTEAWC TO OTASLO TNEG AVAOVHG
Kot n uEBodog Update ekteleite apéowd LeTA To TEAOG TNG Draw. ¢
QUTAV TNV TIEPLITTWON O TMPOYPAUUATIOTAC Ba tpémeL va ppovTiosl va
Sdlatnpel Tov EAeyX0 TNG PONG TOU XPOVOU KATA TNV SLAPKELD TNG
EKTEAEONC TOU TTPOYPAMHATOC, HLOG KoL SV glval Tia tavta otabepoc o
XPOVOG amo TNV pia emavaAnyn otnv aAAn Kot amno €vav NAEKTPOVIKO
umtoAoyloTtn o€ €vav GAAo.

Itnv nepintwon onou napatnpnOel peydin kabuotépnon avapueoa oTLg
enavaAnelg, to XNA aquTOUATWE OPAKAUTTEL TNV Draw Kait
enavalappfavel tnv Update pe okomo va EAATTWOEL OTOV TOV XPOVO
ekTtéAeonc. Muog kat n Update eivat umevBuvn yia 0An tTnv AOYLKN TOU
TavidLov (avaAutikr meplypodry OAWV TwWV CUVAPTHOEWY TTOPAKATW),
elval avaykaia n ohokAnpwaon tng.

To Variable Time Step av kat SUGKOAOGTEPO oTNV EPAPLLOYN TOU, ELVaL

npotipotepo tou Fixed Time Step.

Initialize

Auti n nEBodOC lval n TPWTN MOV eKTEAEITE ATIO TLG TTEVTE BACLIKEC
neBodouc, apéowe LETA armod Tov constructor Tou matyvidlov. ZKomog tng
elval va Swoel €vav TpOMo oTNV MPOYPAULOTLOTH VO TIPAYLLOTOTIOL OEL
TUXWV OPXLKOTIOLAOELS (OTWG TLUEG HETABANTWY), TIPLV TNV EKTEAECN TNG
AOYLKAG TOU MpoypAppatoc. Mmopet va mapapeivel Kev.

LoadContent

H LoadContent kaAeite apéowg petd tnv Initialize kat okomog tng eivat n
dOpTWON TWV MEPLEXOUEVWV TOU Taxvidlol onwce 3D povtéAa, textures,
ELKOVEG, apxeia nxou, fonts kat effects otnv pvAun.

2015 ZeAida 32



Anuovpyia aryviov pe xpron XNA kot Direct3D

Onwc elvat AoyLKo yLa TNV dnuoupyla evog matyvidlou Sev apkouv ta
TIEPLEXOUEVA LA AVTLKELMEVOOTPAPN G YAWCOAS TIPOYPAUUATIOUOU.
Xpetalovtal neplocotepa Sedopéva o€ LOPDEG OPXELWV OTIWG HLa
ELKOVQ, Ta omoia Ba mpémnel va poptwbBouv oTnV Hvn amnod 1o
npoypappa. Tov oKomo autod MPAYHOATOTOLEL AUTH N cuvapTnon,
urnootnpilovtag mMOAAOUG yVwoToUG TUTIOUG OPXELWY, APKETOUC WOTE va
KaAUPouv KABE avaykn KOTA TNV KATACKEUN TOU TaLxvidLou.

Update

H Update kaAeite peta tnv LoadContent kat eivat umtevBuvn yla éva
HLEYAAO HEPOC TOU TTPOYPAMUATOG, TNV AOYLKI Tou. Mg Tov 0p0o AOYLIKN
avadepOUOOTE 0€ OTIOLOOATIOTE OTOLXELO TTIOU KAVEL TO TtaLXVIOL auTo
TIoU €lvall, OTIWG OL KAVOVEC ToU, N GUOLKNA TOU KoL N cuunepLpopd OAwV
TWV MEPLEXOUEVWV Tou. OTbnmote adopd TNV Mopeia Tou mayvidlou,
ava maoa otypn, ekteAeite péoa otnv Update.

H Update eival n mpwtn amno tig duo pebodoug mou emavalapfdavovral
KOTA TNV SLAPKELA TNG EKTEAECNG TOU TIPOYPAUUATOC OTIOU YIVETE
enetepyaoio OAwV Twv Sedopévwy mou xpeLalovtal ava Ao OTLYUN
yla tTnv AoyLKN Tou Ttatxvidlol onwe n B€on evog avikelpévou. Me tnv
ermavaAnyn autng tng HeEBOSoU EXOUUE TNV CUVEXAC TTOPELD TOU
mayvidLou.

H Update naipvel cav 6plopa pa petaBAntr tumou GameTime n omola
avadEPETE OTOV XPOVO TTOU TTEPACE ATIO TNV TIPONYOUUEVN EKTEAECN TNG.
O oKOTOG AUTAG TNG METABANTAG Elval va LTTOPECEL O TIPOYP O UUATLOTELS
va €XEL €va oTaBepo Kal BACLUO TPOTIO va EAEYXEL TNV POI TOU XPOVOU
OTO TPOYpaHa. Mo TapASELYA OV OTO TTALXVIOL O TTPOYPAUUATLOTAG
BEAeL va epdavioTel Eva avTikeipevo tpla SeutepOAETTA LETA ATIO TO
TIATN A EVOG KOUUTILOU, UTTOPEL VAL TO KAVEL SNULOUPYWVTAG Ll
HeTaANnT t=3 kaL kaBe dpopd nmou kaleite n Update va adatpei to
GameTime amno autAv tnv petaBAnth. Etol 6tav t=0, TOTE TO AVTLKELUEVO
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Uopel va epdaviotel, avedptnta amo To Ooo ypryopa KTEAELTE TO
TaLvidL otov ekaotote H/Y.

Draw

H Draw kaleite peta tnv Update kal o otoxog Tn¢ elval n eKTUNTWOonN
otnv 080vn Twv deSopEvwy o XPEeLAlovTal EKELVN TNV XPOVIKN OTLYUNA
oTo TaVidL cUpdwWV HE TNV AOYLKA TTOU TIpAyUATOTOLONKE otnV
Update. Onwc avadEpOnKe mpLV KATA TNV EKTEAECT TOU TIPOYPAUUATOC
elval Bavo n Update kat n Draw va pnv mpoAafaivouv va
oAokAnpwBoUV oTov Xpovo mou Ba EMPETE. I AUTNV TNV MEPUTTWON
napakaumntetol n Draw evteAwg divovtag otnv Update xpovo va
TIPOXWPNOEL TNV AoyLKNA TOU TaXVIdLoU TIpLV TNV EMOUEVN EKTUTIWON
otnv 0Bovn.

Ye kaBe emavaAnyn tng pebodovu yivetal kabaplopog tng 00ovng amnod
TNV MPonNyoupEevn ektuntwon, ertthoyn Render Target, ektéAeon apxeiwv

He kwdika yra omtika effects ypapupévo og HLSL kot ekTUMwon HE TV
xpnon tn¢ kAdong SpriteBatch (yia 2D).

H Draw mnaipvel oav oplopa petaBAntr turmov GameTime onwg n
Update yla toug i6loug Adyoug av Kol OTtavIOTEPN N aVAYKN TNG.

UnloadContent

Autn n nEBodo¢ KaAeite 0TO TEAOG TOU IPOYPAUUOTOC AAAQ UITOpPEL Kall
va KALBel omote emBupel o mpoypappATIOTELG. ZKOTIOC TNG elval va
dwoel v duvatotnta va Staypadel amod TNV UVAUN KATL TTOU €XEL

doptwOel anod tnv LoadContent. Epocov pe tov 6po contents
avadepopaote oe bedopéva rou v avrKOUV O AUTA TTOU
Staxelpiletal n y\wooa npoypappatiopou (.. Le Tov garbage
collector) kat €xouv poptwOEL ATd TOV MPOYPAUMATLOTA XELPOKivNTA,
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glval avaykn va umtapyeL €vag TPOmog va prnopolv va adalpebouv amnod
NV HvAun otav ma Sev elval xprotLua.

AOyo tng oAU KaAng Staxeiplong twv contents amnod tov Content
Manager, n avaykn yta tnv kAion tng UnloadContent eival omavia.

Content Pipeline

To Content Pipeline elvat éva oAU xprioLo kat duvato epyaleio Tou
XNA. Kavel tnv dtaxeiplon twv contents Tou matyvidLou oAU
€UKOAOTEPN Kal BonBaeL otnv Sladopomoinon Toug amod To utoAoLto
npoypappa. Me to Content Pipeline katd tnv dnAwaon evog apxeiou (r.x.
gLKOVA N NX0G) wg content, To XNA Snuoupyel €va VEO apXELO HIE TIG
mAnpodopleg autoL oV ToU 8OONKE Kol OAEC OL TIEPETALPW EVEPYELEG
yilvovtal mavw og auto. Me auTtov Tov TPOTo eilval eniong eUKOAO va
SLaxwploTel N SOUAELA TOU TTPOYPAUUATLOTH KoL | SOUAELA TOU
oxeblaoTtn.

Art Asset
(DCC)

Content Pipeline

Content — Content
Importer | |Imported Data| | Processor i dasias Compiler

Intermefliate/
Compiled
Ass

Objﬂﬂl Onien
in Game

Ta Brpata tou Content Pipeline elval ta moapakdtw:

1. Importer. Z& auto to otaddlo 1o Content Pipeline dtafalel o
apxeLo mou Tou 800nKe.
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2. Content Processor. O Content Processor enefepyaletal 1o apxeio
HeAeTwVTAC OAEC TIG MANPOdOPLEC TOU OTWCE TOV TUTIO TOU
TIEPLEXOUEVOU TOU.
3. Content Compiler. O Content Compiler maipvel ta anoteAéopata
tou Content Processor kat dnuloupyet éva véo apxeio £ToLuo yLa
TNV XPrion Tou oo To MPOYPOUA.
4. Content Loader. O Content Loader eivat urmteUBuvocg yla tnv
avayvwon Kot ¢opTwaon Tou apXelou oTnV PVALN, OTaV aUTO
{NtNBel amod Tov MPOoYyPAUUATLOTH.

Content Manager
O Content Manager sival pa kAdon tou XNA Framework ¢ptiaypévn yla
dwoel Ta amapaitnto Epyaleia 0TOV TPOYPOLUATLOTA YLa TNV
Staxeiplon twv contents. Kata tnv dnuioupyia evog XNA project
TIAPAYETAL AUTOPATWG €va instance Tou Content Manager, pe TNV Xpnon
Tou omolou pnopet va yivel Tto Load kat Unload twv contents.

Elvat onpavtiko va avadepBei otL to kaBe instance tou Content
Manager Sdtaxelpietal tTnv pvipn mou katoaAapBdavouv ta contents mou
doptwOnKav pe autd. Me tnv Kataotpodr) Tou instance eAeuBepwveTat

QUTOMATWE N VAN TTou KataAapBavouv ta contents Tou, xwpig va
xpetaletatl SnAadn va To KAVEL XELPOKIvNTA O TIPOYPOUUATIOTAG. ETOL, HE
NV dnuloupyia Eexwplotwy instances tou Content Manager kat tnv
Kotavopn Twv contents oe autd (m.x. avad otddlo tou matxvidlov),
Uropel va yivel ebkoAa owotr dlaxeiplon tng LVAUNG.

SpriteBatch

H SpriteBatch gival pia amo tig onpavtikotepeg KAAoeLg tou XNA yla tnv
Snuoupyia 2D mayvidlwy. Eva avtikelpevo autig TG KAAOELG £XEL OAQ
Ta epyaleia ou xpetalovtal yla tnv ektinwon 2D ypadikwv otnv
0006vn. Eotw nMw¢ SnULOUPYOUHE EVA OVTLKELULEVO AUTHC TNG KAAOELC LE
To 6vopa thespritebatch.
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» Me tnv evtoln thespritebatch.Begin() Eexwvape tnv Stadikaoia
™G ektUTIWONG. Autn N KEB0SOC £xeL évte overloads kot emtd
mBava opiopata. Ta onNUAVIIKOTEPQ Elval:
e SpriteSortMode Omou emAEYOUE TIOTE KL E TL OELPA Ba yivel n
EKTUTIWON
e BlendState omou emiAéyoupe to €160¢ HIENG TWV XPWHATWY Qv
pixel
e Effect 6rmou emiléyoupe To apyelo pe Twv Kwdika Twv effects mou
BEAOUUE VO XPNOLUOTIOL)COUE OE QUTHV TNV EKTUTIWON
e Matrix omou divoupe otnv cUVAPTNON TNG EKTUNIWONG TO matrix
TIoU €TLBUMOUUE

» Me tnv evtoAn thespritebatch.Draw() ektunwvoupe otnv 08d6vn
TO sprite mou B€Aoupe e TIG EMIAOYEC TTOU emBupoUpE. H evtoAn
Draw £xel enta overloads kat evvid opiopata to onoia sivat:

e Texture2D: to apyxelo TNC elkOVAC.

e Vector2: n B€on Tou avtikelpévou og popdn dtavuopatod.

e Rectangle: éva opBoywvio mou mepIPAAEL TO KOPUATL TNG
OPXLKAC ELKOVOC TTOU BEAOUUE Vo TIPOPBAAOULLE.

e Color: To xpwHa tTNG lKOVAC. EMIAEyYovVTag AOTIPO TTOPAUEVEL
WG EXEL.

e Singe: n ywvia ToU AVTLKELWEVOU.

e Vector2: to onueio avadopdg TOU AVIIKELPLEVOU.

e Vector2: n KALHOKO TOU QVTIKELPLEVOU O popdr Stavuopatoc.

e SpriteEffect: ebw pumopoupe va oplooupe €va ano ta effects
TIou uTtdpxouV €i6n oto XNA yLa sprites Omwg my n
nepLotpodn Tou.

e Single: to BaBog.

» Me tnv evtoln thespritebatch.End() teppatiletal n dtadikaoia tng
EKTUTIWONG.
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Shaders

IToV TopEa TwV YpadlKwV Tou umoAoylotr , éva shader sival éva
T(POYPOLLLO UTIOAOYLOTI) TIOU XPNOLUOTIOLELTAL YLl VO KAVEL OKlaon : N
mapaywyn Twv KATAAANAWY EMUTESWV TOU XPWHOTOC LECA OE JLa
ELKOVQ, N €MloNG va mapdyouv el8LIka epE. Eivat SnAadn éva mpoypappa
miou A€eL otov H/Y nwg va {wypadiosl KATL, He Evav EEXxwPLoTO Kall
HovadLko Tpomo.

Ot Shaders uAomotlouv rendering effects pe tTnv xprion KopTtwv ypadLkwv.
OLeploootepol shaders kKwdikomolouvtal Yo Lovadeg enefepyaciog
ypadkwv (GPU), av kat auto dev sival anapaitnto. Ot YAWoOEC oKloong
XPNOLUOTIOLELTAL YLa VA Tipoypappatioouv to GPU rendering pipeline , to
OTIOLO AVTLKATECTNOE KUPLWE TOV aywyo otabepng Asltoupylag mou
ETUTPETEL LOVO YEWUETPLKOUG HETAOXNUATLOMOUC Kal pixel shading
Aettoupyieg. H B€on, anoxpwon, Kopeouog, dwTtelvoTNTA KAl N aviiBeon
oAwv Twv pixel , vertices , f textures mou xpnotLuonolovvTal yLo TV
KOTOLOKEUH TNG TEALKH €LKOVA UITOPOUV Va TpoTornotlnBouv ava naoca
OTLYUN, XPNOLUOTIOLWVTOG aAyopLlOpouc ou opilovtal oto shader omwg
EMiONG KoL pe eEWTEPLKEC PLETABANTEC ) textures Tou opillovrtal KATd TV
kKAnon tou shader.

2D Animations xat Texture Atlases

2TOV KOOMO TwVv 2D edpappoywy, eivat apkeTd amAd va mapouoLdosL
Kaveilg dtadopa sprites ornoudnmote BéAeL otnv 0606vN 1 va T KAVEL val
KLVvoUVTOL OTIWG YL TapAdELya EVAC XAPOKTAPAC TIOU TIEPTIATAEL. AV
OPKEL OUWG AUTO yLATL TEPA ATIO TNV UETATOTILON TOU OTOV XWPO, TPETIEL
Kot 0 (610G o xapaktnpag va delyvel OTL KLVElTE, va €xeL SnAadn Eva
animation.

Ta 2D animations dev eival timota dAAo amnod Stadopeg LKOVEC OV
evaAAaooovTal YpAyopo HE amoTEAEH TNV aloBnon tn¢ kivnong. Onwg
kot o€ €va film plag tawiag, ta animations anoteAouvrtal ano
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OTLYULOTUTIOl TNG Kivnong Ttou B€Aou e va Tteplypaoupe Kot
napouotlalovral Stadoxika otnv 00ovn.

AVTL OpWC yLa TNV Xprion MoAAWV SLodpOopETIKWY apXELWV ELKOVOG KoL
TIOAAWV sprites, yla TNV neplypadn evog animation givat mpoTipuotepn n
xprion evog Texture Atlas. To Texture Atlas slval pla eLkOva TTou TIEPLEXEL
OAa Ta KAPE TNG Kivnong. Tnv Suvatotnta va mapadyou e TO animation
LLE QUTOV TOV TPOTO paG Slvel To Tpito Oplopa TNG cuvaptnong draw Tou
spritebatch. Me tnv xprion autol Tou TETPAYWVOU UMOPOULE VOl
ETUAEEOUE TO KOUUATL TNG APXLKAG ELKOVAC TTOU BEAOUUE Vo EdAVIOTEL.
‘EToL yla TNV mopaywyr evog animation xpnolUomoloUE HOVO Eva
apxelo, amnod to omnoio eudavitovpe kabe popd SLapopeTikd TOU
KOMMUATL.

Matrices kat Fpappkn) AAyepa

H ypop ki aAlyeBpa eivol Top€ag Twyv HoBnpatikwy Kat tTng aAyeBpoac o
OTolo¢ aoXOAE(TAL LE TN HEAETN SLAVUOUATWY, SLAVUCUATIKWY XWPWV,
YPOUULKWY OTTELKOVICEWVY KL CUCTNUATWY YPOUUKWY eElowoswv. H
QVOAUTIKN YEWUETPLa amoteAel Ekppaor] TNG Kal N OLa armoteAsl
KEVTPLKO OUVOETLKO LOTO TwV GUYXPOVWYV HOONUATIKWY, LOLALTEPWE HECW
™G adnpNUEVNCS EVVOLOG TOU SLAVUCHOTIKOU XWPOU N omola Urmopet va
povteAomnoloetl TOAAA SLadpoPETIKA TPOBANALATO TTOU CUVAVTWVTOL OTNV

npagn.

JuvnOLopEVN TIPOKTLKN €lval N TIPOCEYYLON KN YPAUULKWY POALVOUEVWV
LE YPOUULKA HOVTEAQ (YPAUULKOTIOINON), TIPOKELLEVOU VO UTTOPOUV Val
edapuootolV ol pebBodoloyieg TNG ypappkng alyeppac. H ev Adyw
KYPOUULKOTNTA» adopd TO YEYOVOG OTL oL pLeBodoAoyieg auTEG
epapuolovrtol oe cUVOAO CUVOPTICEWYV OL OTIOLEC OTOV TUTIO TOUG
TIEPLEXOUV LOVO TTOAUWVU LA TIPWTOU 1 undevikou Babuou kat
neplypddouv oxeoelg petall v-dlaotatwy dltavuopdtwy. Ot
OUVOPTAOCELG AUTEC OVOUAOoVTaL KOl YPOAUULKEC ETELON, OTNV OVOAUTLKN
VEWUETPLA, ATeLKOVI{OVTOL OTTIKA UE EVOELEC YPAUEG.
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TNV MOPATAVW ELKOVA ATELKOVIIETE €val matrix. Eva matrix pmopel va

gxeL onolodnmote pPEyebog kat va mepLExet Stadopeg TIHES (OXL Lovo 0 R

1 OMwg otV €1kOvVa). H xprion Toug ota NAEKTPOVIKA Ttatxvidia eivatl n

HETATPOTIN CUVIETAYUEVWVY ATIO VA CUOTNHO 0€ GANO, XWPLG ATWAELEG.

‘Eva mayvidL mepLéxetl ouvnOwg tpia Baoikd matrices.

World Matrix: Eotw OtL €xoupe €va PoVTEAO. OL CUVTETAYUEVES

TWV SLaVUoUATWY Hag teplypadouv TNV BEon TOUG O€ GXEDN LE TO

pHovtélo. Me tnv xprion tou world matrix pmopou e va Tig

petatpePoupe and model-space oe world-space. Me autov tov

TPOTIO Ol CUVTETAYUEVEG TwpA pag utodnAwvouv tnv B€on Tou

OVTIKELLEVOU OE OXEON LE TOV KOOHO TOU matyvidLou.

View Matrix: XpnoOmoLwVvTag T CUVTETOYUEVEG LOG OTTO TO

niponyoupevo Bripa (world-space) kat petatpEnovtag Teg UE TO

view matrix mai{pvoUE TIC CUVTETAYHEVEG TOU OVTIKELLEVOU OF

oxéon Ue tov Beatr, dnAadn tnv B£on g KAUEPAC.

Projection Matrix: MeTatp£MoOVTOG TA ATMOTEAECHOTO TOU View

matrix L€ To projection matrix ouCLOOTIKA TTAlpVOUUE AV

QTOTEAECA TOV «TUTIO» KAUEPAC TOU Ttatyvidlov. Alvovtal otnv

UTtOAOYLOTH oL amapaitnTteg MAnpodopleg £TOL WOTE va YyVwpilel

TIOU BPLOKETE TO POVTEAO HOG 0TNV 000VN KAl ETOL EXOUE TLG

QVTLOTOLXEG CUVTETAYUEVEG (Sscreen space).
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[Meprypa@n Ttov Matyviov

XTo)X0¢ TG Anuovpylag

Mpokettal ya eva didlaotato arcade-puzzle maiyvidt, ¢ptiayuévo oto
MonoGame pe tnv xpron tou Microsoft XNA Framework. Zkomog tn¢
KOTOLOKEUNE TOU €lval N £pEuva TWV TEXVOAOYLWV TTOU UTIAPXOUV OTOV
XWPO aUTO, To eminmedo mMoAumAoKoTnTaS Kal SUCKOALag avantuéng otnv
XPrON TOUG Kal N mPooPactpuotnta tout. Eva akopo oToxog tne
dnuoupyiag tou eivat n HeAETn Twv SuVATOTATWV TOU, TOGO OTOV XWPO
TwV computer games, 600 Kal yla AAAOUG OKOTIOUG OTTWG
EKTTOLOEVUTIKOUG ] EPELVNTLKOUC.

To amoteAéopaTa TNG EPEVVAC AUTHC ElvaL KOTA KUPLO Adyo Betika. Ot
TEXVOAOYLEC OTOV XWPO TwV NAEKTPOVIKWV malxvidiwv Bplokovtal ot
uPnAoS eninedo kat e€eAiocovtal kKaBnpueplva ano ta peyoAutepa
OVOHLOTOL OTOV TOMEN TNG TeExvoAoyiag. H mpdodog tng texvoAoyiag twv
TALYVLO LWV Ymopel va mapatnenOel Apueca akOUa KoL amo KAToLoV
XWpLG epnelpia o€ AUTOV TOV TOUEA. Me TNV €€EALEN OUWG TNG
TeXVoAoylag Kat T SuvatoTNTEC IOV TPOohEPEL Elval AOYLKO TG KL N
TIOAUTTAOKOTNTA KATAOKEUNG aufavetal. Me TEXVIKEG OUWE OTIWCG N
Xpron wnyavwy natyvidlou, to eninedo tng SuokoAiag dev eivat

QVAAOYO TNG GUVOALKAC TTOAUTTAOKOTNTOG yLla TNV Snuloupyia evog
TaLXVLOLOU. AUTEG OL TEXVLKEG OLWG TIAPOEVOUV OTA XEPLA TWV ETOLPLWV
TIOU TLG avémtuéayv Ye anotéAeopa va eival SUOKoAo yla pLa statpian
OMASA ATOUWVY VA KATOOKEUAOEL £VA AVTOYWVLOTLKO TTaLXVioL.

Me tnv xprion tou MonoGame umopet Kaveig va dnuoupynost Eva
riaxvidt ko va To mpowBrioel oxedov o OAeC TG MAATPOpHEC. Omwg
UTOPEL va TtapatnpAOEL KAVEIG OCAUEPA, O KOOUOG TWV NAEKTPOVIKWVY

TALYVLO LWV €lval YEUATOG e HIKPEG Kol AlyOTeEpO oUVOETEG EDApPUOYES

OUYKPLTIKA JE TOL LEYAAQ OVOLATA TOU XWPOU TTOU OUWE TTOAAQ Ao

QUTA €XOUV YIVEL LUE TOV KALPO PeYAloL TiTAoL tpoodEpovTag Peyaia
KEPON OTOUC KATAOKEVOOTEG TOUC. To MonoGame bivel tnv duvatotnta
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yla KATL TETOLO Kot av Kot Sev elval akopa oOAOKANPWHEVO, UTIAPXOUV

apKeTol yvwoTol titAol kataokevaopévol o auto. QUoLKA EKTOC amo

EUMOPLKOUC AOYOUG, ULa TETola edpapuoyn Umopel va xpnotpornotn el

yla €peuva ekmaidevon, amno anAd mawxvidia aplOunTikAg yla mawdia,
HEXPL EEOUOLWOELS PUOLKWV PALVOUEVWV.

TFevika

To npoypappa tepthapBavel SUo apketd Stadopetikd modes
TavLSLoU, oAoKANPWUEVO PeVOU, puBuiosLlg, 0dnyieg kal eme€nynon
yla kaBe mode kot 086vn pe TIc peyalutepec Babuoloyiec ava mode.

Mode 1 (black hole)
Y€ aUTO TO Mode 0 aUKTNG XELPLZETOL Lo Haupn TPUTIA 0To SLACTNHA,
evw TepLBAaAetaL anod pAeyopevoug petewpites. Kabe évag and autolg
EXEL Evav apLlOpo armod 1o pndEv HEXPL TO 6. TKOTIOG TOU TatxvidloL eival
KLVWVTOG TNV Haupn Tpuma va anoppodprioeL LETEWPITEG TpooOETovTag
TOoV aplOpo Toug otov SLKO TNG Kal va oxnuatioslg dekadec. Kabes popa
Ttou oAoKAnpwvetal pia dekada o aplBUOC TNG HaUPNC TPUTIOC
undevilel. Mpaypatomolwvtog mPocOeon N omola XEL oAV AMOTEAECUA
Vv uTtépPaon tou déka oav aplBuo ya avtiv odnyet otnv Anén tou
rayvidlov (game over). Ooo 0 XpAoTNG KATAOTPEDEL LETEWPITEG TOOO
véol Ba epdavidovral amo ta akpa tng 08ovng pe tuxaioug aptBpolg
aAAG oTtadLaKka pe OAO Kol peyaAUTtepn ap)Lkn taxvtnta. To okop Tou
XPRotn o€ autod to mode lval To YeVIKO ABpOLoa TTOU EXEL
anoppodnoel. Evag petewpitng pe aplbuo pndév, mpoobétel avtopata
HLo 6ekada 0To oUVOALKO oKop Kal Sev emnpedlel Tov aplBud TG
Houpng TPUTOG.

Y€ aUTO To Mode emniong epdavilovral ta akoAouba Vo powerups.
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Otav n pavpn TPUTO CUYKPOUOTEL JE TO MPWTO (UITAE) TOTE Nn TaxUTNTA
TWV METEWPLTWY UELWVETOAL YLOL EVA XPOVIKO SLACTNUO, EVW UE TO
Seutepo (moptokaAl) avéavetal.

To mode auto nailete povo amo Evav MALKTH, XPNOLULOTIOLWVTAG TO
TIOVTIKL, TO TTANKTPOAOYLO Il aKOUA KOl KATIOLo joypad.

Mode 2 (vtoBpvixLo)

Y€ aUTO To Mode 0 AUKTNG XELPLlETOL Vol UTIOBPUXLO TO OToLo £XEL TPl
Baowka xapaktnplotika, {wn, aomida kot mupopaxika (Health, Armor,
Ammo). Avd TaKTA XpOVIKA SLACTHATA, VAPKEG ELOEPXOVTAL OO TO
TIAVW HEPOC TNG 080vNG Kal Bubilovtal 0To veEPO UE HEYAAN TaxUTNTA
KOlL ETIELTOL KLVOUVTAL apYA TTPOG TNV eMLPAVELA LEXPL VA GTACOUV OTO
Babog oto omolo Kal Ba LoOPPOT)COUV PESA OTO VEPO. IKOTIOC TOU
TaviSLov elval n anoguyn Twv vapkwy Kat mapaAAnAa n kataotpodn
TOUG € TNV XPHON TIUPOUAXLKWV.

Katd tnv ouykpouon Toug e To utoBpUXLO 1 HE PLa TOPTIAN Tou, oL
VAapKeG Kataotpédovrtal akaplaia. AAAEG VAPKEC TTou TUXWV Bplokovtat
O€ KOVTLVH anmdotacn UE aUTnV TIou HOALS e€epayel, Ba evepyomoLjcouv

TO CUOTNUO OUTOKATAOTPODAC TOUG LE ATIOTEAECHLOL VAL EKPOYOUV KOl
OQUTEC HETA amo Alya SeutepoAemta. To iSlo pumopel va cupBet kot oe
nepintwon olykpouong U0 VapKWV, KATL TTOU £€APTATE ATO TNV
duvapun ¢ olykpouone.

Me tnVv mpOoKPOU O HLOG VAPKNG OTO UTIOBPUXLO 1 TNV €KPNEN TN KOVTA
0€ 0UTO, TO UTIOPBPUXLO QUTOUATWE Ba XPNOLLLOTIOL)OEL TIG AOTILOEG TOU
av UTtAPXOULV yla TtV anoduyr {NULAG, avalwvovTag TeG. ItV
nepintwon mou dev untdpyouv aomideg To umoPpuxLo dExeTal (LA,
dnAadn pelwon tng {wng Tou.

Otav o0 Xpriong KATaoTPEYEL pLa VAPKHN HE TNV XPON TIUPOLLOXLKWY,
dnAadn TopriAwy, emiPpaBevetal e MOVTOUG AVAAOYOUC TNG
amooTaoNE TNG VAPKNG arod To umofpuxLo Kot Tng taxUuTnTag TN TNV
wpa tTNG cuykpouonc. Emiong pe tnv cuAloyn mMovtwy To uTtoBpuUxLo

2015 ZeAida 43



Anuovpyia aryviov pe xpron XNA kot Direct3D

QVATTANPWVEL EVaV ULKPO aplOuo toprlwy. Yriapxouv U0 €idn
TOPTUAWY, Ol OTTAEG Kall Ol ELOLKEC.

Y& aUTO To mode uTtdpyxouv tpia dtadopetikd powerups. To Eva
avarmAnpwvel éva PEpog tng Lwng Tou uttofpuyiou, To SeUTtepo TOPTIAEG
KoL To tpito Sivel TpeLg aomideg oto umoPpuyLo.

AUTO TO mode UTopEl vaL TTaLXTEL pe Evay 1) Kol e SU0o TalKTEG. ItV
nePmTwon Twv dU0 MALKTWVY 0 0TOXOG £lval TTAAL TO LEYAAUTEPO OKOP.
Otav kamolog naiktng e€ovtwOel, to mawyvidL cuveyiletal He auTOV OV
amopével. Oco umtdpxouv SU0 MALKTEG EVEPYOL OL ELOLKEC TOPTUAEC
TaéL6€VOUV AUTOMATA TIPOC TOV AVTLTAAO TtAKTN UE OKOTIO va
OUYKPOUGTOUV TTAVW TOU, EVW OTNV TIEPLTITWON TOU €VOC TALKTN N €L6LKN
TtoptiAn Ba Paéel kal Ba tpoomabrioeL va CUYKPOUOTEL UE TNV VAPKN
Ttou Ba amodwoEL TOUG TEPLOCOTEPOUC TTOVTOUC. To mode auTo pmopet
VaL TTOLLXTEL PE TNV XPAON Tou TAnKTpoAoyiou 1 joypad.

Mevov
To pevou tou matyvidlol BpLloKeTe 0TO ApLOTEPO HEPOC TNG 0BOVNG Kall
NMEPNAUPBAVEL TIG TAPAKATW ETAOYEG:

1. NEW GAME: ErtlAéyovtag New Game Eeklvael To matyvidy,
ocupdwva PE To eTAEYUEVO mode.

2. OPTIONS: Ta Options eival éva onUAvVTLKO KOUUATL TOU
Tipoypappatog kabwg neplAapBdavouv OAeG TIG pUBULOELG TTOU TO
adopouv. AkoAouBel n Alota autwv Twv pubuicewv.

a. Window Resolution: ESw emtAgyetal to emBupnto pEyebog

Tou napaBbupou.
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b. Fullscreen Mode: ESw gvepyormoleital n emAoyr) TnG MANPNG
oBovnc.
c. Music Volume level: ESw puBuiletal n évtaon tTnG LOUGCLKAG

TOU TaLyvidLou.
d. Sound FX Volume level: E6w puBuiletal n Eévtaon Twv

NXNTWKWV EPE.
e. Modes: Ano emiléyetat To mode mou B€Aoupe va maioue.
f. Themes: ESw umtapyouv ta Bpata yo kaBe mode.
g. Particles level: E&w emAéyetal to eminmedo akpifelag Tou

particle engine.

h. Apply: Anto edw emiBeBaiwvovtal kat anoBnkevovtal OAEG
oL puBuioelc.

i. Main Menu: Matwvtag edw ylvetal emtotpodr oTo aApxLKO
pevou.

3. SCOREBOARD: &€ autnyVv tnv 000vn unopel kaveic va deL ta
HeYaAUTEPA OKOpP TIOU €XOUV YivEL 0TO mode Tou eilval EMIAEYUEVO
€KElvN TNV OTLYUN.

4. ABOUT: Zg autrv tnv 080vn pabaivoupe mAnpodopieg yia to
kaBe mode.

5. EXIT: MNatwvtag edw KAEIVEL TO pOypOUQL.

Teyvika Xapaktnplotika tov latyviov
MNa tnv dnuloupylia Tou mavidlov ATav avaykaio n avantuén Kat n
xprion Stapopwv TEXVIKWY KoL TEXVOAOYLWV. 2€ QUTAV TNV apaypado
yivete avadopa kal eme€ynon Twv onUAvVILKOTEPWY KAl TIApouUcLoon
KOUMOTLWV KWSLKAL.

000veg
Onw¢ avadepBnke mpLy, To Tatyvidl mephapBavel Stadopeg 000veg
omnwg n 086vn twv OPTIONS r tou ABOUT. Yrniapyouv dLtadopol Tpomot
yla TNV dnuioupyia oBovwyv omwe n xprion ENUMERATIONS. Ma tnv
OUYKEKPLUEVN edpappoyn eEMEAEE TNV XpPrioN HLAC LOLOTNTOC TOU
OVTLKELLEVOOTPOHOUG TPOYPAUUATIONOU, TOV MOAUHopPLOA. ETal, e
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TNV XPron KOG KEVTIPLKNG KAAONC screen, n omoia mepLEXEL TIG BACLIKEC
OUVAPTAOELS Kal LOLOTNTEG pLag 006vng, dnulovpynoa pia KAdon yla
KaBe 0B06vn, ou OAeG TOUG KAnpovouoUV thv KAAon screen. Mg autov
TOV TPOTO £XW TNV SduvaToTNTA VO Oplow HLa LETABANTH TUTIOU screen
OTO TPOYPAHA OV, TNV currentscreen, n omoia XpnoLUOTOoLE(TAL oav
delktng NG Tp€Xouoag 08ovng oto mawyvidt. EToL pmopw va oplow ocav
currentscreen omoLodnmote maldi ano tig KAACELG Tou
OVTUTPOOWTTEVOUV TIG 000veC aAAd TtapdAAnAa kaBe popd To
currentscreen va €xeL SL0LPOPETIKO TIEPLEXOEVO.

public class mScreen

{
protected EventHandler ScreenEvent;
public mScreen(EventHandler theScreenEvent)
{
Gamel.LlLoading = true;
ScreenEvent = theScreenEvent;
}
public virtual void LoadContent(ContentManager theContentManager)
{
Gamel.lLoading = false;
}
public virtual void Update(GameTime theTime)
{
}
public virtual void Draw(SpriteBatch theBatch)
{
}
}
class AboutScreen : mScreen
{
public AboutScreen(EventHandler theScreenEvent, bool isfrompause)
: base(theScreenEvent)
{
pause = isfrompause;
}
public override void LoadContent(Microsoft.Xna.Framework.Content.ContentManager
theContentManager)
{
base.LoadContent(theContentManager);
}
public override void Update(Microsoft.Xna.Framework.GameTime theTime)
{
base.Update(theTime);
}
public override void Draw(Microsoft.Xna.Framework.Graphics.SpriteBatch
theBatch)
{

base.Draw(theBatch);
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}

Y€ aUTO To MapAdelypa €xoupe TNV KAdon AboutScreen n omnolia
kAnpovouel tnv mScreen. To mawdi tng AboutScreen givat n 066vn
ABOUT. Otav emAEYOUE MO TO HEVOU TOU TTALXVLOLOU QUTAV TNV

0006vn, TOTE N currentscreen yivete ton He to matdl autAg TNg KAAoNG Ko
EKTEAOUVTOL QVTLOTOLXO OL TTAPATIAVW CUVAPTNOELS (T TTEPLEXOUEVA
Toug lval keva Adyo peyeBoug). To i6lo cupBaivel kat yla Tig AAAEG
0006vecg Tou maLyvidLou.

duvown
Y€ £va maLyvidL ocav auto slval évtovn n Xprion Vopwv tng puoLKNC yLa
™V neplypadn Kat tTnv cupnepldopad tou natyvidiov. Ta Baocitkotepa
KOUUATLO ELVOLL N KLVNOn OTOV XWPO Kal N EAACTIKN Kpouaor).

Kivnon (Motion)

Onwg avadepdnke oe mponyoLevo KedaAalo, kaBe maxvidt anoteAel
UL olp@ amod otypotuna. Kivnon eivat n HETOTOMLON TOU
QVTIKELMEVOU otnv mapodo tou xpovou dnAadn n aldayn tng B€ong tou
o€ KAOe KaPE. AUTO ETUTUYXAVETAL LE TNV XPrON TOU SLVUOUATOC TNG
B£0nC TOU AVTIKELLEVOU, TOU SLavUOHOTOG TNE TaXUTNTOG KAl TNG
XPOoVIKAC avadopdg TN mopeiag tou maxvidiou (GameTime).

public void Move(GameTime gameTime, ModelObject movingobject)

{

movingobject.Position += movingobject.Velocity *
(float)gameTime.ElapsedGameTime.TotalSeconds;
}

ZTnv ocuvaptnon auvth divetal to GameTime KoL TO AVTIKELUEVO TTIOU
BEAOUUE va PeTaKLVAOOUUE. Emeldn) to mpoypappa mepLexel Stapopwv
el0WV KAAOELC TTOU TTEPLYPADOUV TA AVTLKELUEVQ, EYLVE XPr 0N TOU
noAupopdLopol onwc avadeépOnke mptv. H petaBAntn Position

QVTUTPOoWTEVEL TO Stavuopa B€ong kat n Velocity Tto Stavuopa
TaXUTNTOG. TNV VEQ BEON TOU OVTIKELUEVOU TNV TTAIPVOUUE Ao TNV
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nMpooBean TN TpEXoVoas BEoNC KAl TN TaxUTNTAC OE OXECN UE TOV
XPOVO TIOU MEPACE Ao TNV MponyoUpevn KAon tn¢ Update.

EAaotikn Kpovon

Katd tnv eAaotikn kpouon U0 cwHATwy, dlatnpeital KoL n opun Kat n
KLVNTLK EVEPYELX TWV CWHATWYV. EMopévwg LoxUoUV oL ToPaKATW
OXEOELCG:

Apxr) SLatrpnong g opunG:

my iy + Mally = MUy + Mals.
Apxn dlatripnong tng eVEpyeLag:
miul  mous yvd maovs

2 2 2 2

(6mou u oL TaXUTNTEG TWV CWHATWY TIPLV TNV KPOUOHN KoL U N TaxutnTa

TWV CWHATWY HETA TNV Kpouaon)

ATO TNV EMIAUCN TOU CUCTHHOTOC TWV TIOPOTIAVW EELOWOEWV TPOKUTTTEL
OTL N TAXUTNTO TWV CWHATWV UETA TNV Kpouon SlveTal amo TI¢ OXECELC:
g (Mg — ma) + 2moatig . ug(mg — my ) + 2mquy

v = 2
my + Mo , My + 1My

Ma tnv e€opoiwon TG EAACTIKAC KPOoUoNG e TNV Xprion Slavuoudtwy
xpnotpornotionke n peéBodog anod autod To apxeio
http://www.imada.sdu.dk/~rolf/Edu/DM815/E10/2dcollisions.pdf.

public void bounce(ModelObject o0l, ModelObject 02)
{
Vector2 un = new Vector2(o2.Position.X - ol.Position.X,
02.Position.Y - ol.Position.Y);
un.Normalize();
Vector2 ut = new Vector2(-un.Y, un.X);

float vln = Vector2.Dot(un, ol.Velocity);
float vit = Vector2.Dot(ut, ol.Velocity);
float v2n = Vector2.Dot(un, o02.Velocity);
float v2t = Vector2.Dot(ut, o02.Velocity);

float vlinnew = (vln * (ol.mass - o2.mass) + (2 * o2.mass * v2n)) /
(ol.mass + 02.mass);
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float v2nnew = (v2n * (o2.mass - ol.mass) + (2 * ol.mass * vin)) /
(0o2.mass + ol.mass);

Vector2 vln_vector = vlnnew * un;

Vector2 vit_vector = vit * ut;

Vector2 v2n_vector = v2nnew * un;

Vector2 v2t_vector = v2t * ut;

ol.Velocity = vln_vector + vi1t_vector;

02.Velocity = v2n_vector + v2t_vector;

}

AuTtn n ouvaptnon déxetat oav oplopota Ta SUO AVIIKEIPEVA TNG
oUYKpouong Kal UTIOAOYLZEL TNV VEA SLOVUOUATLKA TAXUTNTA TOUG.

Elval onuovtiko va onUELWooUHE TwG SV apKEL LOVO N LKOWVOTNTA TNG
gUPEONC TOU AMOTEAECUATOC TNE KpoUaNG, dAAA KoL n avixveuon tng
18106 TG KpoLoNG KATA TNV SLAPKELA TNE EKTEAECNC TOU TIPOYPALLATOG.

To XNA eival tkavo va dlaxelplotel Baoikd oxnuata 0mwe o KUKAOG Kal
TO 0pBOYWVLO KL VO OVLXVEUCEL TUXWV KPOUOELG OVTIKELUEVWY QUTWV
TWV OXNUATWV. Av Kal OAa Ta BavVwG CUYKPOUOUEVA OVTIKELLEVA TNG
epapuoyng €XOuV KUKALKO OXAHQ, TIPOTIHNCA YL EPELVNTIKOUE AOYOUG
va ovarmtUéw SIKEC pou peBOdouC yLa TNV eVPECH CUYKPOUCGEWV HETAEL
OVTIKELUEVWV.

Otav éva avtikelpevo meplypadete amod £va TETOLO BACIKO OXNUA KAL N
B€on autoU Tou oxNUAToC (Apa Kol Tou avtlkelpévou) 600l oto XNA,
TOTE AUTO UTOPEL va Hag TEL av U0 TETOLO CWLATOL CUYKPOUOVTAL. X€

KaBe aAAN mepimtwon €xoupe dVo eMIAOYEC.

H nmpwtn gival va meptBAAOUE TO QVTLKELHEVO Hag (OTL popdr) Kal av
€XEL) o€ €va Baoko oxiuo Owe To opBoywvio MapaAANAOYpPAHUO Kal
va To enefepyaoTOUE BEWPWVTAG AKPA TOU TA AKPa Tou opBoywviou
LLE TOV Tapamnavw Tpomo, adrvovrag dnAadn to XNA va anodaciosl va

UTTAPXEL cUYKPouan. Auth n KEB0SOC lval oAU KA amo danoyn
XPOVOU €KTEAEONC TNG OAAA €XEL TO UELOVEKTNHA OTL EGOCOV UTIAPXEL
Stadopad avapeoca oto opBoywvio Kal to i6lo To avTlKeipevo, elval TIOAU
rmBavo va aviyvevetal kpouon (dnAadn emadn Twv TETPAYWVWV TIOU
nepLBAAouV Ta AVILKELPEVA) XWPLG Ta (OLa T aVILKELMEVA va €XoUV EpBEL
o€ emadn.
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Sprite A Collision?

Sprite B

H aAAn evaAhaktikn pEBodog pag eyyvatal peyalvtepn akpifeta alAa
KoL LEYOAUTEPO XPOVO EKTEAEDNG. Z€ AUTNV TNV MEPLTTWON
SNULOUPYOUE EVOV TIVOKO XPWHATWY Yyl TO KABE aVTIKE(EVO OToU
KO otolyxelo Tou mivaka MEPLEXEL TO XPWHLO TOU pixel ToU aVILKELMEVOU,
yla kaBe pixel tou. Eva xpwpa meplypadete and T1€00ePLS TLUEG
OUVOALKQ, TPELG yla To xpwia tou (R,G,B) kat A yia tnv adladavela Tou
(opacity). Zto mpoypappa pag, kabs popd mov BEAOUUE va
pueAetnooupe dU0 avtikelpeva yia bavr Kkpouorn, MalPVOUE aUTOV TOV
TlVOKOL KalL LE TNV XPron Twv matrices, cuykpilvou e €va Ttpog €va Ta
pixels TOUG yLa TNV TEPLTTTWON OTIOU OL CUVIETAYMEVEG KAToLlou pixel tou
EVOG QVTIKELUEVOU oTo world space slval (OLEG UE TG CUVTETAYUEVEG
Karmolou pixel tou AAAoU avTiKELPEVOU. AUTO OUwWCE eV apkel yiati Oa
HUItopouoe KAmoLlo amnod auta ta SUo pixels va €xouv adladavela
undevikn, Onwc to pixel TNG MponyoupevNng elkovag. Etol mpEmnel twpa
VO CUYKPLVOUE HE TNV XPNON TWV TIVAKWV XpwHAaTtwy ta Alpha Twv
pixels avtwv. Av kat ta dUo €xouv Alpha dtadopo tou undevog, tote
g€xoupe ocuykpouon. Autn n pEBodoc ovopaletal kat pixel perfect
collision method.

Re\'0
[T bl [ RF T

— g
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T T EEER T
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Y€ VEVIKEG YPAUUEC Elval KAAUTEPO VA XPNOLUOTIOLOU E TNV TTPWTN
HEBobo av n epappoyn pag dev €xeL avaykn yla akpifela omwg yivete
o€ TIOAAA yvwoTa Tatyvidla. Ztnv nmepintwon Opwe mou auth N nEBodog
SeV KAAUTITEL TIG AVAYKEG HOG, UTTOPOUHE VoL SOUAEPOUUE LE TOV
ouvéuaopo Twv dU0 PeBOSwWV. Apxika Ba yiveTe pia mpwTn avixveuon
oUYKPOUONG UE TNV pwTn HEBOSO Kal av umapxeL cUYKpouaon TOTE
HUropoU e va xpnotlponotooupe tnv pixel perfect collision method yia
va aAnBevooupue pe akpifela tnv vTapPEN TNG.

Particle Engine

‘Eva Particle Engine givat pia texvikn tTng GUCLKAG TTALXVIS LWV KOl TwV

YPADIKWVY UTTOAOYLOTWY TIOU XPNOLUOTIOLEL Eval LeyAAOo aplOuo oAU
ULKpWV sprites 1] AAAwV avTIKelpeEVWY ypadLKwy yLa TV Tpooopoiwaon
OPLOHEVWY PalvoUEVWY, Ta omola elval Katd ta AAAa TToAU SuokoAo va

avanoapaxBouv e TIG CUUBATIKEG TEXVIKEG rendering - cuvBwg
WOlaitepa xaotikad cvotiuata, puotka poavopeva, A dtadikacieg mou
TIPOKAAOUVTAL OTTO XNULKEG AVTLOPACELG.

ITNV CUYKEKPLUEVN edapuoyn To particle engine ou dnuovupynoa £xeL
ooV oKoTto TNV Staxeiplon Twv cwpatidiwv GwTLdg mou adnvel miow
TOU €vag HeTewpitng kKaBwg Kiveital (mode 1) kat tig ducaAideg mou

TiapAyovTal PE TNV Kivnon tou urtoBpuxiou Kal Twv TopriiAwy (mode 2).

Ac mapoupe yla tapddelypa To mpwto mode. Me tnv Kivnon tTwv
HLETEWPLTWV, TO particle engine mapdyel avilkeipeva tng KAAoeLg particle
Omou MepléxouV texture, Stavuopa taxvtntag, Stavuopa 6€ong,
HEyeBocg kal xpovo Lwnc. MNa texture €xeL Tnv duvatotnta va emAEEEL
Tuxalo amnod pia Alota pKpwV ELKOVWV KUKAWVY LE ATTOXPWOELG TOU
TIOPTOKAAL KOl TOU KOKKLVoU. Tou Sivel oav B€on kamolo onueio oto
ToOW PEPOG TOU PETEWPLTN OMWG AUTOG KIVELTOL KAl oav TaxUTNTA pLa
HLKPA TUXOLo TLUR, avTiBeTn tnG TaxUTNTaC Tou HeTeEwpitn. O xpovog
{wn¢ tou kupaivetal ano 0.1 £wg 2 SdeutepoAenta.

Y€ KAOE KaPE KATA TNV EKTEAECH TOU TPOYPAMUATOC TO particle engine
eAEYXEL OAOUC TOUG LETEWPLTEG Kal yLa Tov KaBeva dpovtilel va
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Staypael Ta particles mou o xpovog Lwng Toug £xeL e€avtAnbet, va
SnuUoupynoeL VEQ LEXPL VA GTACEL TOV HEYLOTO OPLOUO KAl VA LELWOEL
TOV UTTOAEUTOUEVO XPOVO (WG TwV UTIAPXOVTIWV particles. O pEyLoTog
apLOUOG QVTIKELLEVWY TIOU dnULoupyouvTal e€aptatol amnod to particle

level mou €xeL opioel 0 xpoTnG oTIg puBuioeLg Tou matyvidlou.

Mo TNV mapaywyr Tou TEALKOU OTTLKOU QTOTEAECHOTOC LEYAAO pOAO
énalée to BlendState.Additive ocav mapapetpog otnv pEbodo
spritebatch.begin(). Me tnv BonBela autou, ta pixels twv particles
Talpvouv cav TN TO XPWHATIKO ABpOLoHA TTOU TIPOKUTITEL OTAV EVa
particle sprite Bplokete mavw amnod éva @ANo. e avtiBetn mepintwon ta
XPWHOTO TWV EWTEPLKWV sprites amAd Ba KAAUTITAV AUTA TTIOU

Bpilokovtal anod KATW.

Nepo kot Kbpata
Mo TNV ATTELKOVLON TWV KUUATWY TIPWTA TIPETEL VA SNULOUPYHOOUUE TNV
eMpAVELD OOV LA OELPA ATIO «EAATHAPLA» OTIWE OTNV ELKOVAL

Stretched

Compressed

M TNV Kivnon Kot TNV cupmnepldopd autwy Twv eAaTnpiwv
epappodoTnKe o vopog tou Hooke. MNa va TApou e TNV Kivnon mou
npéneL va anodobel og autd xpnolpomnoinoa tov Utepo Kavova

kivnong tou Newton. TEAoG pe aplOunTikn oAokAnpwon kot tov pébodo
Euler Atav duvatn n e€opolwon kupatog. Exovtag tnv embupuntn
emipavela Sev EPeEVE MOPA N CUMIANPWGCN TOU UTIOAOUTOU KO ATIOU
NG 080vVNG UE TG KATAAANAEC amoxpwoels wote va Sivel Tnv aioBnon
TOoU vepoU. H dnuoupyla Kot 0 XELPLOUOC TWV OTOYOVWV YIVETOL aTto €va
particle engine g181ka pTLAYUEVO YLAL AUTOV TOV OKOTIO.
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AmoOnkevon Asdopnévwv kat Acvyxpoveg Mé6odot
To mavidt €xeL tnv duvatotnta va anodnkevel oTov dioko T avwTepa
OKOp TIOU €XOUV eMITEUXOEL KO TIG puBULoELG TTOU €XEL ETUAEEEL O
xprnotng. H anoBrkeuon autn yivetal pe cuvaptnoslg tng C# priayuéveg
yla tnv dnuloupyla kat tnv eneepyacia apxeiwv, oe popdn XML. H
Sdtadikaoia tng eyypadng otov dioko dev amoteAel OUWG KOUUATL TNG
AOYLKAG TOU TaXvidLou Kat £€Tol Sev MPEMEL va TAPEUBAANAETAL KaL VO
kKaBuotepel TNV ektéAeon Tou. Tnv AVon yla auto To poBAnua divouv ot
aclyxpoveg uébodol.

Ao TNV €KKivnon tng EKTEAEONG pLag armAng LeBodou, OAeC oL EVTOAEC
NG ekteEAOUVTAL OTO (6L0 VA TTOU EYLVE N KAOn tNG. AuTo €XeL oav
QTOTEAECUA TO VIO VA ELVOL KATOAUUEVO HEXPL TO TEAOG TNG EKTEAEDNG
™ neBOdou, katL ou amoteAsi mpoBAnpa yla dtadikacieg mou pmopetl
va kaBuoteprioouv. MNa aUTOV TOV OKOTIO I EMEEEPYOOLO TWV apXELWV
yla TV amoBnkeuon Kat avaktnon mAnpodopLlwyv yivete e TNV KARon
aolyxpovwy peBodwv, mou dev Slakomrtouv tnv eEEALEN TOU
TIPOYPAUHATOGC.

public void InitiatelLoad(int mode)
{
currentmode = mode;
if (mode == 1)
currentfilename = filename;
else if (mode == 2)
currentfilename = filename2;
if (!Guide.IsVisible)
{
if (!savingORloading)
{
device = null;
savingORloading = true;
state = 2;
StorageDevice.BeginShowSelector(PlayerIndex.One,
this.LoadFromDevice, null);
loadpending = false;
}
else
loadpending

true;

}

void LoadFromDevice(IAsyncResult result)
{

device = StorageDevice.EndShowSelector(result);
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IAsyncResult r = device.BeginOpenContainer(containerName, null,
null);
result.AsyncWaitHandle.WaitOne();
StorageContainer container = device.EndOpenContainer(r);
result.AsyncWaitHandle.Close();
if (container.FileExists(currentfilename))
{
Stream stream = container.OpenFile(currentfilename,
FileMode.Open);
XmlSerializer serializer = new
XmlSerializer(typeof(SaveGamestr));
try
{
SaveData = (SaveGamestr)serializer.Deserialize(stream);
Console.WriteLine("no error");
stream.Close();
container.Dispose();
Array.Sort(SaveData.score);
Array.Reverse(SaveData.score);

}
catch
{
Console.WriteLine("file was corrupted and its deleted");
stream.Close();
container.Dispose();
container.DeleteFile(currentfilename);
}
}
savingORloading = false;
state = 9;

}

O mapandavw Kwdikac eivat éva kKoppatt tng Stadikaociag yia tnv
OVAKTNON TWV OKOP arto To apxeio. Katd tnv ekkivnon tng EKTEAEONC
OUTAC TNG CUVAPTNONG TO TIPOYPOLUA Ba TIPOXWPNOEL KAVOVLKA OTNV

EMOUEVN €VTOAN, TipLv SnAadn tnv ANén tng, HE ATMOTEAECHO VAL LNV
Slakomn n ouvEXeLa Tou TtatxvidLou.

Kwdwag HLSL kot Ene€epyacia thg Etkdvag

O kwdkag mou akoAouBel eivat ypapupévog oe HLSL kat amoteAel Tto
TIEPLEXOUEVO TOU apxeilou fx ou elval umevBuvo yla tnv mapaywyn Tou

eP€ NG pavpng Tpumag. Katd tnv KAon Tou o KwOLKAC alpVeL oav
TIOPAUETPOUG TO HEYEDOC TOU MapaBUpou, To KEVIPO TNG LalpNnG TPUTIOG
(6nAadn to emikevTpo TNG EMeEepyaciag TG ELKOVAC) KAl TV Amootacn

™G ano tnv Kapepa. Enetta €vag pixel shader ékdoong 4,0
eneepyaletal ta pixels Tou mapaBupou Kal EMLOTPEDEL TO TEALKO XpwHa
ToU KABe pixel.

2015 YeAlba 54



Anuovpyia aryviov pe xpron XNA kot Direct3D

sampler ScreenS : register(s9);
Texture2D myTex2D;

float2 screenSize;
float2 centerCoord;
float distanceFromCam;

float4 BlackHolePS(float4 poz : SV_POSITION, float4 colorl : COLORO,

texCoord : TEXCOORDO, float2 coords : TEXCOORD®) : SV_TARGET@O

{

centerCoord.x centerCoord.x / screenSize.x;
centerCoord.y = centerCoord.y / screenSize.y;
float aspect = screenSize.x / screenSize.y;
float4 color;

float2 balanced = texCoord - centerCoord;
balanced.y /= aspect;

float2 normalized = normalize(balanced);
float distance = length(balanced);

float2 pos = texCoord.xy;

pos.X = pos.x * screenSize.x;
pos.y = pos.y * screenSize.y;
float scaled = distance * distanceFromCam;
float strength = 1 / (scaled * scaled);
float3 rayDirection = float3(e, 0, 1);

float2

float3 surfaceNormal = normalize(float3(normalized, 1.0 /

strength));

}

float3 newBeam = refract(rayDirection, surfaceNormal, 1.2);
float2 newPos = pos + float2(newBeam.x, newBeam.y) * 300;

color = tex2D(ScreenS, (newPos) / screenSize);
color *= length(newBeam);
color.a = 1.0f;

return color;

technique

{

pass P@

PixelShader = compile ps_4_0 level 9 3 BlackHolePS();

}

£LKOVAL.

Itnv epappoyn yivetal eniong kat xprion Bloom Effect, piog moAu
SLadebopEvng TEXVIKNAG UE OTOXO TNV KAAUTEPN KAl PEAALOTIKOTEPN
amnelkovion. Na tnv epappoyn tov Bloom Effect undpyouv tpelg pixel
shaders pe aloBntd peyoAUTtEPO OYKO KwdLKa Kal TtoAumAokotntag. Ta
anoteAéopata tng xprnong tou Bloom Effect paivovral otnv mapakdtw
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NO BLOOM EFFECT 2 BLOOM EFFECT ENABLED

Ma tnv enefepyacia Tou TEAIKOU OMOTEAEOUATOG VAL TIPOTIUOTEPN N
xprion custom Render Target.O Render Target givat o KapBAg mou £xet
oaV 0TOXO TO TIPOYPAUA YLaL TNV EKTUTIWON TNE €lkovac. O Baolkog
Render Target &gv eival aAlog amo tov buffer tng kaptag ypadikwy,
OToU Ao kel OTEAVETAL N ElKOVA oTNV 000VN. MTopel Opwg va
dnuoupynBei elkovikdg Render Target pe tnv popdn evog Texture. Etol
UTTOPOU E VO EKTUTIWOOULE UL TIPpWTN Ao TNE ELKOVAC HOG TIAVW O€
aUTO TO texture, va To emMe€epyYAOTOUHE KOL LETA VO TTOPASWOOULE TO
TeAkO amotéAeopa otov buffer. Auto eivat Idlaitepa xproLo otav
OKOTIEVOUHE Va £DAPUOCOULE OTTIKEC TEXVLKEG OTIWC shader effects
TIAVW O€ TTOAAQ QVTLKEIPEVA. Z€ AUTAV TNV MEPIMTWON EKTUTIWVOUE TNV
€lKOVA TIPLV TNV eNetepyacia o €va texture avti yla tnv 08ovn,
enefepyalopaote TNV elkova (dnAadn €va aviikeipevo) Kal oTto TEAOG
Slvoupe To mepLexOEVO AUTOU Tou texture otov buffer tng kaptag
VPadLKWV KAl QUTA UE TNV OELPA TNE oTnVv 000vn.

Installer
Madll Pe TNV KATAOKEUN TOU TIPOYPAUHOTOC AUTOU Bewpnoa avaykaio
va dnuLloupynow Katl Eva cUCTNHUO CUMTILEONC TNE EDAPUOYAC YL
EUKOAOTEPO Slapolpacpo Kal petadopd tou. To cUVOALKO pEyeBOC TTou
KataAapBavel otov 6ioko tou H/Y HETA TNV eyKaTAoTAon TOU £ival
niepimouv 500MB evw to apxeio Tou amaltteltal yla TNV yKATAoToon
elval epimouv 50MB.

Ma tnv dnuloupyla autou Tou apxeiou ékava xpnon TG Epaproyns
Inno Setup. To Inno Setup sivat Eva mpoypappa ov avalapfavel tnv
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Snuoupyla EKTEAECLUOU OPXELOU EYKATAOTAONG LE TTAOUCLO
TIEPLEXOUEVO Kal Suvatotntes. Autd Opwg Sev Atav apketo. To Content
Pipeline tou XNA ¢povrtilel ta apxeia mou dSnuoupyel kat dtaxelpiletal

Va NV €LVOLL CUUTILECUEVQ, PE ATTOTEAECUA VO KATAAAUBAvVOUV TTOAU
Xwpo. MNa napadetypa to The Beautiful Blue Danube Waltz mou
aKOUYETAL KOTA TNV SlapkeLla Tou maxvidlol €xeL oav peyebog 6,3 MB

og popdn mp3, evw To apxeio mou dnuoupyet kat Statnpei to XNA €xel
uéyebog 70,3MB o€ popdn xnb (rmou sivat to idlo péyebog pe tnv
ékdoon tou o€ popdn wav).

MNna vo AUow auTo To MPOBANUA KATOOKEVAOA pLa VEX EdaplOYH O
Hopdn KovooAag. Ze authVv TNV edbappoyr Katadepa Vo ATIOUOVWOW
TwV KwdKa ektéAeong tou Content Pipeline xpnoluonolwvtag tov yLa

TNV LETATPOTIN 0 Xnb apXelwv Twv contents tou matyvidlov. EtoL otnv

Snuoupyla Tou apxelov eyKATAOTOONG TOU TTALXVLOLOU UTIAPXOUV oL

OUUTILEOUEVEC LOPPEC TWV OPXELWVY, OTIWG MP3 KAl jpg OOV KOTA TNV
SLAPKELA TNG EYKATAOTAONC LETOTPEMOVTAL LECO TOU KWALKA TNG
KOVoOAaG o€ popdn xnb Kal TomoBeTouvTalL EKEL TTOU TIPETEL WOTE VA TA
XPNOLLLOTIOLAOEL TO TTALYVIOL.

Screenshots pe Xevapla Xp1)omng
1. To apxiko pevou tou matxvidlou evw oto background daivetal to
mode 1.
H 066vn twv puBuicswv tou mawyvidlou.
Ta avwtepa okop tou mode 1.
Ot 0dnyleg yia to nwc nailete to mode 1.

vk wnN

To neplexopevo tou mode 1. Mmopoupe va oV e OtL N pavpn

TPUTIA £XEL TOV OPLOUO 4 Kal 0TO MAVW PEPOG TNG 006vNng daivetal

TO OUVOALKO OKOpP TWwV 44 TIOVTwVv.

6. Game Over. O xprotng €xaoe nailovrtag to mode 1 pe okop 61

7. EwKOva Tou apyLkou PeVOU HE TO eTUAEYUEVO TO mode 2 auth Tn
dopa.

8. H 00dvn twv peyoAUutepwv okop Tou mode 2.

9. H 0B0dvn pe Ttig 0dnyieg yia to nwc nailete to mode 2.
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10. Eloaywyn oto moyvidt ue évav maiktn.

11. Elcaywyn oto mouyvidt pe 00 malkteg.

12. To meplexopevo tov mode 2. ESw o BAEmoupe pia toprihn €Tupn
VO OUYKPOUOTEL e Hia vapkn, SUo BEAn ou urtodnAwvouv Tov
EPXOMO U0 VEWV VaPKWV KAl TNV TTOPELA TOUG, VAPKEC O€
Stadikaoia avtokataotpodng, Eva powerup mou MPooHETEL
TOPTUAEG 0TO UTIORPUXLO, TNV Hdpa {wN¢ Tou urtoBpuxiou Kat
KOTW OPLOTEPA TA XAPOKTNPLOTLKA TOU.

13. NapopoLla KATACTAOHN HE TNV ELKOVA 12 HOVOo TIoU TwPa TO
TaLyvidL Bploketal o€ mavon ano tov Xprotn (Katd tnv dLapkeLa
NG omoiag avtlotpEPovTal Ta XPWHATA TWV AVILKELMEVWV). OTtwg
BAEMOUE KOTA TNV SLAPKELA TNG TTAUONG O XPROTNG EXEL
npooBacn oto Hevou Tou TtaLyvidLou.

14.Eva kap€ Tou animation tng €kpnéng TpLWV VapKwV.

15. Eva kapé€ pe To urtoPpuyto va €xel SexBel peyain {nuia

16. ESw daivetal n el8LKA TOPTIAN KATA TNV EKTOEELON TNG OTIWG
OTPEPETE UE OKOTIO VAL CUYKPOUOTEL YE TNV vApKn Ttou Ba
TIPOCPEPEL TTEPLOCOTEPOUC TTOVTOUC OTOV TTOUKTN.

17. H 0806vn emiloyn¢ malktwy e TNV XpRon joypad.

18. H ekkivnon tou mode 2 pe SU0 MAIKTEG.

19. Eva akopa kapé tou mode 2 pe SU0 MALKTEG KATA TNV SLApKeLa
Tou TtaixvidLou.
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|
OPTIONS |
SECOREBOARD
ABOGY

EXIY GAME

.. ‘Vligﬂgf;s}mmn
o men Mode

OFF

=
Y’ Music Volume level
‘ 26%

Sound FX Volume level
20%

Modes
" MeDE 1

Themes
FvneEmE 1

Ewkova 1

Ewkova 2
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Ewkova 3
SPACE DE W“D

A

-

®
e
.
@
®
g‘-.‘

LV

"HOWTOFPLAY

r\/‘ou’ the b[ucL Hn[c around the screen to absorb met

i i i
- /\Esnrmnq ameteor adds his number to your score.

YOUR GOAL

-Your Goalis to collect Pm‘Ls of exactly 10 points.
- ri\cr(] time you collect 10 points your counter goes back to
0 .:”owmg you to add more ants

- ]F you collect more than 10 pomtsma ams§|c pac k, you lose

g
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Ewkova 5

Level: 5 Score: 44

GPTIONS
SCOREBOARD
ABOOY

EXIY GAME

-
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Ewkova 7

™~

I
&
& OPTIONS |

SCOREBOARD

ABOOT

EXLIY GAME

&

MABIN MENG
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Ewkova 9

HOWTOFLAY

- Fire torPe_Aocs to (Jcstroq mines and get Points.
-Move the Submarine around the screen to avoid mines.

YOUR GOAL

- Your Cxoal is to collect Points bq dcstr(u)ing mines.

- Foints will be awarded a'c‘pcn(‘]ing on the distance and the

speed of the c{cstrogcd mine.

- IF the dcstro:.’cd mine cause more mines to cxp|od’c you get
: e

bonus Points.

- Bg co”ccting Pomts you also get bonus torpcc‘]ocs.

o oo | (TR
mb” ';"”rmi%‘? : ‘:}JO“ '(hc r_il Version €.9

Ewkova 10

-

8,
M
e —

Normal Ammo 10

Shields: 2
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Ewkova 11

Normal Ammo 10

Shields: 2

Ewkova 12

Normal Ammo: 9

Shields: 2
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Ewkova 13

| p——

¥ NEW GAME
SPTIONS

EXIT

L

Normal Ammo

Shields: 2

Normal Ammo: ‘

Shields: 2
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Ewkova 15

eve] : 1 Score:

Normal Ammo: 13
Special Ammo: 5
Shields: O

Ewkova 16

Level: 1 Score: 9

Normal Ammo: 10

Shields: 2
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Ewkova 17

PLAYER 1 PLAYER 2

e

Normal Ammo 10

Shields: 2

Ewkova 18

Player 1 score: 0 Level: 1 Player 2 score: 0

Normal Ammo: Normal Ammo 10

Shields: 2 Shields: 2
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Ewkova 19

Player 1 score: 0

Normal Ammo: 10 ¢ AT Normal Ammo ]

Shields: 2 Shields: 2
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