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1 EIZATQI'H

O okomdg ™G TTLYKNG EpYaciog etvat 1 dnuovpyio EvOG TPIGIAGTATOL
noyvidov tomov Flight Simulator og mepiBdAirov iPhone pe xpnon iPhoneSDK
Xcode ko pag game — engine orwg SI02, Unity 3D, Stone 3D «An. Ta ypagikd
TOVL oy Vo100 Oa eivan oyedacuéva oe kdmowo 3D maxkéro dnwg 3ds max, Maya

1N Blender ko ta textures oe Photoshop.

210 mayviolt avtd o ¥pNoTNg Le T Pondela TV ETTAYVVGIOUETPOL KO TNG
multi-touch 006vng ¢ cvokevnc Oa Tpémel va pumopel va katevbvveL Eva
AEPOTTAAVO HEGO GE 0L EIKOVIKT TOAN. XNV TOAN B0 vITdPYOLVV GKOPTIO. KATO0
avTIKEIHEVO. XKOTOG TOV TTatyvidlo0 Ba eivar va GuALEEOLLE OVTA TOL

AVTIKEIPEVAL.



2 To iPhone

2.1 Ieprypoon:

To iPhone cuykatoléyetan oty katnyopio Twv smartphones Kot EVO®UOTOVEL
KIVNTO TNAEP®VO, POTOYPAPIKT] UNYOVY Kot KApEPA, acOpUoTy Tpdsfacn 61o
dtadikTvo péom wifi 1§ 3g diktHov pe dvvatotnTa web browsing kot email,
OVOTOPOY®YN TOAVUEGMVY KO TOLYVIOOUN YOV G€ pia cuokevn. Elval kotaokevacuo
¢ eTtaupiog Apple kol tpotokvkAopopnoe otig 29 Iovviov 2007. H diemapn ypriot
Baoileton Kupimg otnv 000vn ToAvagng 3.5 wvtomv mov dubétel. 'Exetl eAdyioto
VAMKO SlemaPns, LOVO 4 KOLUTIA. Zov GLGKELT] 16000V YPNGILOTTOEITON ETIONG TO
EMTOYVVGIOUETPO TPLOV 0EOVOV TO 000 ivar ToAD ¥proLo Kupimg o matyviola. To
IPhone ev yével d1a0étet povo Tig Pactkég epapuroyéc mov ypetdleton Eva sSmartphone
OTMOC EPAPLLOYT] Y10 TNV TPAYUATOTOINGT KANGE®Y, ATOGTOAN — Ayn SMS,
POTOYPUPIKT KAUEPO, avaTapaywyn ToAvpuéowy KTA. [a to KatéPacua epapuoymv
Tpitov katookevactn N Apple &gl dnpovpynoet to app store to omoio divel
npdcPaon oe mave and 300.000 epappoyeg Kot mworyvidla, LEYGAO LEPOG TOV OTOIMV

dlatiBevron dwpedy.



2.2 1Phone OS:

2.2.1 Ewoyoyn.

H mhatedppa iPhone OS givon n kopdd twv iPhone kot iPod touch.
Xtiomke pe Paon to Mac OS X kot ToAAG amd T epyadeio Kot TEXVOAOYIES TOL
YPNOUYLOTOOVVTOL Y10 TNV AVATTUEN EQUPUOYDV GTNV TAATEOPLLO £YOVV TIG Pilec
tovg ekel. [Tapd tic opotdtnteg Tov pe o Mac OS X, dev ypetdletar va givor Kdmoog
éunepog Mac OS X mpoypappatiotig va ypayetl epappoyés v to iPhone OS. To
iPhone Software Development Kit (SDK) mpoc@épetl O a 6ca yperdletal Kaveig yio
va Eexvhoetl onuovpyia iPhone epappoymv.

1Phone OS givat to Agitovpykd cuotnua mov Tpxet otig 1iPhone ko iPod
touch cvokevég. Avtd T0 Aettovpyikd GOGTNUO dtoyePileTol TO VAMKO TNG GUCKELNG
Kol TopEYEL TIG PACIKES TEXVOLOYIES TOV ATOUTOVVTOL Y10 TNV VAOTTOINGT) EYYEVAOV
EPAPLOYADV TNG GLOKELNG. AvaAoya e To av eivan eykotestnuévo o iPhone 1 iPod
touch, to Aettovpykd cHoTA EIVaL EUTAOVTIGUEVO UE SLAPOPES TPOETIAEYLULEVEG
EPAPLLOYES TOV GLOTHLATOS, OTTMG TNAEPMVO, Tayvdpoueio, Safari kth mwov Tapéyovv
T1G POCIKEC VINPEGIEG TOV GLGTHULATOC Y10 TOV PN OTN.

To iPhone SDK wepilapufavet ta epyareio Kot TIC O100GVVOEGELS TOV OTALTOVVTOL V1o,
TNV AVATTUEN, EYKATAGTAGCT, KOL TNV EKTEAECT] LLOC EPAPLLOYTG.



2.2.2 Apyrrektoviki Tov iPhone OS

H apyrtektovikn tov iPhone OS eivar mapopola pe v Bactkn opyIteKTOVIKN
tov Mac OS X. Ze vyno erninedo, to iPhone OS evepyet wg pecdlov petat&d tov
VAKoV Tov IPhone kot tov epappoymv mov gppaviCovrtor otnv 006vn. Ot papuoyéc
OV ONUOVPYOVUE TTOTE OEV OAANAETIOPOVV AUEGO LE TO DAIKO, 0AAE avT 'avToD
TEPVOVV OO TIG SIOGVVOEGELS TOV GLOTHLOTOC, Ol OTTOIEC AAANAETIOPOVV LLE TO,
KOTAAANAQ TPOYPAULATO 001 YNONG. AVTOC 0 TPOTOG dLOYEIPIONG TPOGTATEVEL TIG
EQUPUOYEC OO TO VO KAVOLV OALAYEG GTO VAIKO TNG CUOKEVNC.

iPhone OS

System Apps

H viomoinon twv iPhone OS teyvoloyidv pmopei va OsmpnBei w¢ £va 6hHvoro
OTPOUATOV. ZTO YOUNAOTEPO GTPOLATO TOV CLOTHLATOC £ivor 01 OEUEAIMOELC
VANPEGiEg 0TI omoieg otnpiloviatl OAEC 01 EQUPUOYES, EVD TOL VYNAOTEPOV EMTEIOV
OTPOUOTO TEPEYOLV T EEEMYUEVEG VTINPEGIEC KL TEYVOLOYIEC.

Cocoa Touch [j
=
Media

L

Core Services
" o~

Core OS

|-




210V KOOI PG TPOTEIVETAL 1] YPTOT GTPOUATOV VYNAOTEPOV EMUTEOV EVAVTL
YOUNAOTEPOL EMMESOV OTTOTE Eival duvatdv. Ta TAaicia LYNAOTEPOL EMMESOL Eivor
Y10 VOL LLOG TTOPEYOVV OVTIKELEVOGTPAPEIS KANGELS Y10 SOUEC KATDTEPOV EMUTEOV.
Av16 cuvn G Lo G1ELKOADVEL GTO VA, YPAYOVE EVKOAITEPO EMELON LEIDVEL TOV
P10 TOV YPOUUDOV KOOUKO TOV YPEALETOL VO YPAWYOLLLE Y10, TNV TPOSHNKN
TOAOTAOK®V YOPUKTNPLOTIKOV OTtm¢ To. SOCKet. TTaporo Ou®G mov LG amoKPOTTEL TIG
YOUNAOTEPOL EMMESOL Oev pag TG otepel. Ta mlaicia yopunAdtepov emmédon
e€axorovBov va gival dtabéoiua yio dmolov OEAEL va TaL ¥PNCYLOTOMGEL.

2.2.3 1Phone SDK

To iPhone SDK épyetat pe OAEG TIC S106VVOECELS, T EPYUAELN KOl TOVG TOPOVE TTOV
ATOLTOVVTOL Y10 TNV ovaTTuéN epapproy®v yio. iPhone pe yprion evog Macintosh
VTOAOYIGTY).

H Apple tpoceépel Tic TepiocdTePES SIOCVVIEGEIC TOV GUCTHLOTOC GE EIOIKA TOKETA,
mov ovoudleton Thaicta. To mhaiclo eival Evag KaTAAOYOG TOL TEPLEYEL UL OVVOLLKT)
Ko PipAobnkn kot Toug TOpovg (OTmg apyeion KEPAAIOAS, EKOVEG KAT) TOV
OmaTOVVTAL Yo TNV vrooTNPiEn te. ['a va ypnoiporomboidv ta mtAlaicio 0Twmg Kot
omoladNToTeE AAAN Kowvn BipAoOnKn mpénel mpdta vor cuvdoeBohV e TNV EQAPULOY.
H ohvdeon toug pe v epapuroyn divel Tpdsfact oTig SuvaTdTNTES TOV TAUIGIOV

[Tépa amod to mhaiota, 1 Apple Tpoc@épet Kot 0PIGUEVES TEYVOAOYIEC GTIV LOPPT| TOV
TPOTLTTOV Kowodypnotev Pifiodnkodv. Encidn to iPhone OS Bacileton o UNIX,
TOAAEG o TIC TEYVOAOYIES TTOV ATOTELOVV TO YOUNAOTEPO EMIMEDO TOV AEITOVPYIKOD
GUGTNLOTOC TTPOEPYOVTOL OO OPEN-SOUICEe TEXVOLOYIEC.

Opiopéva aAla Baocikd otoryeio tov SDK givat:

e Xcode Tools - ITapéyxet T epyodeio yio v avamtoén epappoydv yio. iPhone
cvunepAappavouévov Tmv akoAovlwv BaciK®V EPUPUOYDOV:

o Xcode —Eva oAoxAnpouévo mepiBaiiov avamtoéng mov dwoyelpiletan
ta Project tov epappoyav. Iepiéyet epyodeio yio v eneéepyacioa,
LETAYADTTION, EKTEAEGT, KL TOV EVIOMIGUO GPOUAUATOV GTOV KOOIKA.
To Xcode evoouatmvel Kot ToAAG GALo epyaleio Kot givot 1 KOPLO,
EPOPLOYN TTOV Y¥PNGILOTOLEITAL KATA TN SLAPKELD TNG AVATTLENG.

o Interface Builder - Epyaieio yio tnv dnpiovpyio Siema@av xpnom
ontikd (pne xpnon drag&drop). Ta aviikeipevo SIETOPOV TOL
ONOVPYOVVTOL GTN) GLVEYELN OTOONKEVOVTOL GE Lol E101KT) LOPPN



apyelOL KOl POPTMOVOVTAL GTNV EPUPUOYT TNV PO TNG EKTEAEONG,.

o Instruments — Epyaieio yio tnv avdAvon en000E®V Kol TOV EVTOTIGHO
CQUALATOV KOTA TNV EKTELEGT TNG EQAPLOYNS. MTopeite va
YPNOUYLOTOCETE LEGA Y10 VO GUAAEEOVV TTANPOPOPIES Yo, TN
CUUTEPLUPOPA YPOVOL EKTEAECTIC TNG EQPAPLLOYNS GOC KO VOL EVTOTIGEL
mOava TpoPfAnuaTa.

e iPhone Simulator — Epappoyn oe nepipdirov Mac OS X mov tpocopotmvet
10 IPhone emnitpémovtdc vo dokdoovue to IPhone epappoyég og Tomkod
eninedo.

e iPhone Reference Library - Tekunpioon avagopdg yio. to iPhone OS mov
ocvumeptroppdveror oto SDK. H Bipiobnkn evnuepovetal avtdpata dtav
dwbéoua.

[Tépa amd to yeyovog 6t 10 SDK mapéyet to Aoyiopkod mov ypetdletal yia va,
yYpayouue TG epapuoyéc, To Xcode kou to Instruments pog divovv tn dvvatotnta
dpeonc OIAANAETIOPOONG LE L0 CLVOEDEUEVT] GUGKELT] Y10 TNV EKTEAECT) KO
dopHmwon Tov KoK 6€ TPaAyUaTIKES. H avATTuEN EQUPLOYDY GE TPOUYLOTIKT
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ovokevn amottei eyypagn oto Apple Paid iPhone Developer Program, katoafoAn
1003 emoing kot €101Kég puBuioeg tov Mac kot Tng GuoKELNC.

[Teprocdtepec mMANPOPOPIES Yo TIG amapoiTnTES O10OKAGIEC MOTE VO EEKIVIGEL KOVETG
mv avamtuén epappoydv og iPhone vapyovv oty mopakdtm ceAida.

iPhone Development Guide.
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2.3 Xrpopata tov iPhone OS.

[Topaxdto Ba Tapadécm Ta Pactkd otoryeio Tov KAbe oTp®UATOS apyilovTag amd To
VYNAOTEPA TPOG TA YOUUNAOTEPOL.

2.3.1 Xrpopa Cocoa touch

To otpdpo Cocoa Touch wepiéyet Ta Pacikd mhaicia yio T dnovpyio EQAPUOYDV
IPhone OS. Ot teyvoloyieg o€ 0VTO TO GTPOLLO TOPEYOVY TV VITOSOUT OV YpeLaleTar
Y10 TNV VAOTTOIN O™ NG SIEMAPNS XPNOTN TS EPAPLOYNS KOl TNV OAANAETIOpaoT LE
TOAAEG VINPEGIEC TOL GLOTHUATOS VYNAOV emédov. Katd tnv avantuén epappoydv
TpoteiveTOL TAVTO Vo 0pyilovLLE e aVTA Ta TAOiGIO Ko vo LeTaPaivovpe ota
YOUNAOTEPO ETITEDN LOVO OTOV YPpELALETAL.

[Mapokdto eaivovion kot and o PacKOTEPU YOUPAKTNPIGTIKE TOV GTPMIATOG
Cocoa Touch.

AvVayvopLoen (ELPOVOULAY.

H avayvdpion yepovouiog etvon avtikeipeva mov pmopovue vo tpostécovpie o€ pa
EQUPLLOYTN KAl VO OVOLYVOPICOVV KATO1EG KOIVES LOPPES YEPpOVOUiac. ApoD To
npocBécovpe mpémel va OnAmdoovpe oo, uEBodog Ba Kaleital dtov EvTomicel KAmola,
yelpovouia. Otav avayvopicetl kdmota yeypovouio Kaleital n néBodog mov Exovue
dnAmcet pe opopa Eva avtikeipevo tomov UlGestureRecognizer to omoio mepiéyet
TANPOPOPIEC GYETIKA LUE TO EI00C TNG XEYPOVOUING, TIC GLVTETAYUEVEG TOV GNUEioOL 6TO
omoio GUVEPT Ko AALEG TTAN pOPOPIES.

Ta €idn oV epovomy mov avayvopilel €€ optopov to iPhone OS eival ta
TOPOUKATO.

ATAO oo (omotoodnToTe aptOpdc ToTnUdTmV)

Pinch in and out (yw Covp)

Panning or dragging

Swiping(yia odhayn oeridoc, Tpofoing KAT)

[Teprotpoen (2 daxtvra KivovvTol TPog avTifeTes KaTELOVVGELS)
Meyding d1dpkelag méTnuo
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Pinch in Pinch out

QoTOC0 AV OEV OGS APKOVV O TPOETIAEYUEVES YELPOVOLIEG UTOPOVLLE VO
OMMOVPYNCOLE Kol SIKEC LLOG.

Ynnpeoieg Peer to Peer

H peer-to-peer cuvdeoipuomra péow Bluetooth mapéyeton amd to mhaicto Game Kit.
H cvvoeoipuomra avtn avorapuBavel vo dnUovpynoeL Kot Vo opYIKOTO|GEL
TEPLOOOVG GUVIESTG LE KOVTIVEG GLGKEVEG KOl VO, TPOKEYEVOL VO EVEPYOTOGEL TOL
multiplayer yopoktnpiotikd gvog moiyvidlon, 1| Kot KAmolug EQpopUoyng.

Baowa View Controller cvetipatog

[ToALG amd o mAaicla Tov otpoduatog Cocoa Touch neptiappdvovy view controllers
Yo TV TOPOVGIOoT) TOV PACIK®OV SETAPOV Tov cvuaTipatoc. ['a mapddstypa av
YPEWOTEL VO fAAovE Lo poTOYpapio 6TV EQapproyn 1 ortoia Oa eivan gite amd
POTOYPOUPIKY) TNG CLGKEVNC, £lT€ oo TN PBAMOONKN POTOYPAPLOV TPETEL VOl
onuovpynoovpe éva UllmagePickerController. H Apple evBappiverl ) ypnion toug
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omote elval dOuvatov. Ot EAEYKTEG TOV LITOPOVE VO YPTCLLOTO|COVLE ETvar Ot
TOPOKATO:

e Euopdvion 1 eneepyacio minpogopidv erapng - Address Book Ul framework

e Anuovpyia i) va eneéepyacio yeyovotwv oto nuepoAdyto - Event Kit Ul
framework

e XvvOeom evog unvopotoc e-mail 1 SMS - Message Ul framework

e Avolyuo 1 TPOEMGKOTN O T TEPLEXOUEVA EVOG apyEiOL -
UlDocumentinteractionController UIKit framework.

o Tpapnyura pog potoypaeiog 1 eTAoyn pog eotoypoeiog amd ™ Bipiodnkn
potoypaeidv tov ypnot - UllmagePickerController UIKit framework.

o Tpapnyuna evoc Pivteo kim - UllmagePickerController UIKit framework.

IM\aiocwo Game Kit

To mhaicio Game Kit emitpénel vo mpocOnkm peer-to-peer dvvatotitov. Ilapdio mov
01 SVVATOTNTEG AVTEC YPNOLOTOI0VVTIL IO LY VA oe multiplayer motyvidio, propodv
Vo evompatmBovv Kot e @approyés. To mAaiclo mov TapEyel YopoKTNPIoTIKA
dKTOOONG €SO amd amAES, 0ALE TOAD 16YLPEG KAAGELS TOV EivOl KTIGUEVES TTAV®
oto Bonjour. Avtég ot KAAGES amokpOTTOVY TOAAEG AETTOUEPELEC GYETIKA |LE TO
dikTLO KAOIGTOVTAG £TG1 EDKOAO Y10 TPOYPAUUOTIOTEG AMELPOVS GE TPOYPOUULATIGLO
JKTOHOV VO TIG TPOGHEGOVV GTIG EQAPUOYES TOVC,.

IM\aicw IAd

Anovpynnke oty televtaio ékdoon tov iPhone OS (i0S 4.0) ko exttpénel v
dnuovpyio Ko TpocHNKN dopnuotik®y banner otic epoppoyég tov iPhone. Ot
dwpnpicelg etvar eveouatopéveg oTig Pactkéc TpoPorEg Katl Ltopovy va,
EULPOVIOTOVV OTTOTE TO BEANCOVLE.

IMlaicio Map Kit

To mhaicio Map Kit wapéyet Eva mepipdAiov yaptdv Tov umropodv vo, eVemUaT®Oovy
oe i gpappoyn. To Map Kit kAnpovopel ta xapakTnpioTikd Tov o TV EQOPLOYI
Xapteg(maps) tov iPhone extpémovioc OUmS TV TPOoONKN SIKAOV HOG CUELDCEDY
KoL TANPOPOPIDYV. Mmopovje ToAD ebkola v TPoGHEGOLLE La TETOWN TPOPOAN
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OTNV EQOPUOYN KOG UE ATYEG YPOUUES KOJKA. APOD TO OPYIKOTOMGOVIE TPEMEL VO,
0picovUE Ta PACIKA YOPAKTNPIGTIKE TOV OTMG TNV TEPLOYN TTOL Oa epPovicel OTav T0
avoiel o ypnotg to Covp KAT.

Miaiocw UIKit

To mhaicio UIKit (UIKit.framework) mepiéyet S1emapéc Tpoypoppaticod g
Objective-C mov mopéyovv ™ Pacikn vrodoun yio TV dNUOvPYio YPoPIKOV Kot
event-driven epappoymv oto iPhone OS. Kdbe epapuoyn oto iPhone OS
YPNOYOTOLEL 0VTO TO TAAIGLO Y10l VO EPAPUOGEL TO GUVOAO TMV YOPOKTNPLOTIKAOV TOV
Topnva Tov. Avtd givat:

Awayeipion epapuoymv

Awayeipion dlemapov ypiom

Ymootpi&n ypaeikov kot mopafupwov

Ynootpién Multitasking

Ymoot\pi&n yia 1o YEPIGUO aPNG Ko YEYOVOTMOV Kivinomg
AvTtikeipevo Tov EKTPOS®OTOVV Pactké TPOPOAES Kot YEPIGLOVE
YrootpiEn ya keipevo kot Web epieydpevo

Ymootpi&n amokong, avitypoens Kot ETKOAANGCNC
YrootpiEn yio animation wepleyopévav SIETapav ypnot
Evoopdtwon epappoydv cuetiuotog uéow cuvosoumy URL
YrootpiEn yia v vampecio push e Apple

Ymootpi&n npocPacidtnTog Yo dTopa Le EW0IKES aVEaYKES
Tomkd ¥povoTPOYPOUUATIGUO ELOOTOGEDY

Anovpyia apyeiov PDF

Anpiovpyio Tpocapuocuévey text View mov aAANAETIOPOVV UE TO
TANKTPOAOYIO TOL GLGTHLOTOG

Extdg amd v mopoyn tov Pacikol KOdKa Yo TV onpovpyio epappoydv, to UIKIt
EVOOUATAOVEL KOl TNV VTOGTAPIEN Y10 KATO0L YOPUKTNPIOTIKA eEapTdUEVO O TN
GUGKELT OTMG:

Agdopéva Emtayvveidopetpov

Evoopatopévn kauepa (epOcov vtapyet)

B1Aobnn potoypagidv Tov yprot

Ovopa 6GueKeLNC KO TO LOVTELO

[TAnpopopieg yia TV KatdoToon TG Uratopieg
[TAnpogopieg aicbntipa pmTdg

[TAnpogopieg TMAEXEPICUOD 0ITO GUVIEIEUEVO OKOVCTIKA

15



2.3.2 Xrpopo Media

To otpdpo Media nepiéyet Ti¢ texvoroyieg mov oyetilovral pe o YpopiKd, Tov Y0
Ko To Bivreo ko Tpoopiletor oty dNUovPYia TG KOAVTEP®V EUTELPIOC TOAVUEG WOV
o€ L0 QOPN TN GLGKEVT. AVTEC Ol TEXVOAOYIEC £Y0VV GYENGTEL YO VO KAVOLV
EVKOAATEPN TNV dNovpYia eQapuoYdV pe TéAewn ekdva kKo yo. Ta mAaicia
VYNAOD EMTEOOL KABIGTOVY EOKOAN TNV dNOVPYIO TPONYUEVOVY YPUPIK®V KoL
animations ypnyopa, Kot to TAoic1o YounAov eTimédov pog mapéyovy tpdsfacn ota
epyoaieia TOL ¥PEllOUACTE Y10 VoL KAVOLLLE TO TPAYLOTO aKPBhS OTwg ToL OEAOVUE.

Teyvoroyieg YpoQiK®V

Ta ypa@ikd vYNnANG ToOTNTOC vl GNUOVTIKO HEPOC TOV EPapproydv iPhone. O
aTAOVCTEPOC Y10 VO OTIAEOVLE UL EPAPLOYN EIVOL VO YPT|CULOTTO|COVUE EIKOVEC GE
ovvovooud pe foactkég mpoPforés kot ototyeio eEAEYyov Tov TAaiciov UIKit
aQVOVTOG £TG1 TO GUGTNUA VO KAVEL OAN T1) O0VAELN. 2GTOCO LITAPYOLV POPES TOV
Bélovpe va kbvovue kKat TEpa omd avtd wov Tpoceépetl o UIKIt. X avtég Tic
TEPUTTMOGELS UTOPOVLE VO, YPNGLUOTOMGOVUE TIG TOPUKATW TEXVOAOYIES Y10 VAL
SLOYEPIOTOVLLE TO, YPOPIKA TEPLEYOUEVA TNG EQAPLOYNG LOGC:

e Core Graphics(Quartz) — dwayepileton To

e Core Animation(uépog tov Quartz Core) — I[Ipoceépel viosTipiEN yio
onovpyia Kivnong oe mpoorég Kal dAAa TEPIEYOUEVOL.

e OpenGL ES — npoceépet vrootpiEn yio 2D ko 3D render pe emitdyvvon
VAMKOD

e Core Text — mpoc@épel éva eEEMYUEVO GTPMUO KEWWEVOL Kot Uy rendering

e Image 1/O — mpocpépet SIEMAPES Yo OVAYVOGT KoL £YYpapn oxeddV 6€ OLOVG
TOVLG TUTTOVC EIKOVOV.

e Asset Library — emtpénel nv mpodcfoon otic poToypapiss kot to fivteo g
B1pAoOMKN ¢ Tov YproT

Teyvoroyieg yov
O1 teyvoroyieg Nyov tov IPhone OS eivon oyediacuéva yia vo pag Bondncovy va,
TOPEYOVUE TAOVGL, EUTELPIN 1YOV GTOVG YPNoTES. Mo divouv ) dvvatdTnTo Vol

OVOTTOPAYOVLE KO VOL 1)YOYPOPTICOVUE DYNANG TOLOTNTAG 1)XO.

To oo po TPOGEEPEL S1APOPETIKOVS TPOTOV Y10 OVOTOPAYWYT KO EYYPAPN
TEPLEXOUEVAV MOV avaAoya LE TIG avayKeg pag. Otav emAéyovpe o teyvoloyio
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TpEMEL va AdPovpe vTdyn 0Tt Ta TAAIGIH VYNADY ETUTEIDV OTAOVGTEVOVY TNV
daokacio eved ta yaunAdtepa enineda pog 0ivouy TePIGGOTEPES EMAOYEC.
[Mapokdto mapovcialovion 6o o TAaicla apyilovtac amd To VYNAOGTEPA TPOG TO,
YOUNAOTEPQ ETTITED QL.

e [Tlaicio Media Player — mpooc@épel e0koAn TpocPacn 6TV LOVCTKN
B1BA10O7KN TOV ¥PNOTN KO LITOSTNPILEL TNV AVATOPAYWYT KOULOTIOV KO
MotV

e AV Foundation — tpocpépet £va ahvoro demapmv Obj - C gvkolmv oty
YPNOT Y10 CVOTOPOY YN KO EYYPOPT NYOV.

e OpenAL — mpocpépel £va GHVOAO OETAPDV avEEAPTHTOL TAATPOPLLOS Y10
avamapoywyn nyov stereo ) 3D

e [Thaicio Core Audio — mpoc@épetl amiéc, oA Kat eEeAyuéveg SMemapEg Yo
AVOTTAPOYYT Kol €YYPaPn 1X0V. Ot S1EMAPEC AVTEG TAPEYOVY KL
vroopién ywo buffering, avarapaymynq tolvkdvaiov tomkov 1 streamed
N)Ov.

Orvrootnpilduevol TumoL apyeiwv MYov eival ol TaUPUKATO:

AAC

Apple Lossless (ALAC)
A-law

IMA/ADPCM (IMA4)
Linear PCM

u-law

DVI/Intel IMA ADPCM
Microsoft GSM 6.10
AES3-2003

Teyvohloyieg Pivreo

To iPhone OS poag mopéyetl pepikéc texvoroyisg yio avamapaymyn Pivieo gite tomkd,
eite streamed omd 10 d100ikTVO. XE GLOKEVES TOVL TO VITooTNPilovv To 10S emtpénet
KoL TNV €yypoen Pivieo Kal TV EVGOUATOGT| TOL GE EQAPLOYEC.

Onwg pe t1g TeYvoAroyieg 0L £T61 Kot €00 TA LYNAOTEPO GTPAOUOT OTAOVGTEVOVY
1 S0 01KOGT10 EVA TO YOUNAOTEPO GTPOUATO, LLOG OTVOLV TEPICGOTEPES EMAOYEG.
[Mapokdtom mtapovcialovion 6o Ta TAaicla apyilovtag amd To VYNAOTEPO TPOG TA
YOUNAdTEPO ETTIMED QL.

e [T\aicio Media Player — mpoc@épet £va 6UVoLo amAdv oTnV YpHon SETaPOV
Y avorapoymyr| Bivieo mAnpovg 006vnc 1| un péEGa amd o EQOPUOYY.
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AV Foundation — tpoc@épet éva otivoro demapmv Obj — C yuo dtaxeipion g
EYYPOPNC KO OVOTOPAYDYNS TOULVIDV.

Core Media — mpoc@épet TG SIETOPES YOUNAOD ETTEIOV TOL
YPNOLUOTOL0VVTAL OO TO TAAIGI0 LYNAOD EMTESOL YL TNV OlaXEIPIOT UECWV.

On teyvoroyieg Pivteo tov iPhone OS vrootnpilovv v avamopaymyr apyeiov
Bivteo pe katdinén .mov, .mp4, .m4v kot .3gp TOv ¥PNGLLOTOI0VV Ui A0 TIG
TOPOKAT® GUUTIEGELS:

H.264 video, up to 1.5 Mbps, 640 by 480 pixels, 30 frames per second, Low-
Complexity version of the H.264 Baseline Profile with AAC-LC audio up to
160 Kbps, 48kHz, stereo audio in .m4v, .mp4, and .mov file formats

H.264 video, up to 768 Kbps, 320 by 240 pixels, 30 frames per second,
Baseline Profile up to Level 1.3 with AAC-LC audio up to 160 Kbps, 48kHz,
stereo audio in .m4v, .mp4, and .mov file formats

MPEG-4 video, up to 2.5 Mbps, 640 by 480 pixels, 30 frames per second,
Simple Profile with AAC-LC audio up to 160 Kbps, 48kHz, stereo audio in
.m4v, .mp4, and .mov file formats
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2.3.3 Xrpopa Core Services

To otpopo Core Services mapéyet T OepEMMOELS VINPEGIEG GLGTILLATOG TOV
YPNOLUOTO0VVTAL OO OAES TIC EPAPUOYES. AKOUO KOl 0V OEV TIC YPTCIUOTOIOVLE
dueca TOAAG PLEPT TOL GLOTHLOTOG Eival fUCIGUEVA G’ AVTEG.

XopoKTNPIETIKA VYAV EMTESOV.

In App Purchase

To In App Purchase pag divet tn duvotdtnta vo TovANGovUE TPOGOETO TEPIEYOUEVO
KOl DVIINPEGIEC LEGO OO TNV EQOPOYN Hag. [a tnv vAomoinon avtig g
duvartdtnTog ypnoponolgitol To mhaicto Store Kit, to onoio mapéyel tnv amapoitntn

VITOOOUN Y10, TNV TPOYLOTOTOINGN OIKOVOLK®DV GUVOALAYDV LEGH TOV AOYOPLUCUOV
TOV ¥PNoTH 670 ITunes.

Location Services

Xpnowomowmvrag to mAaicto Core Location pog divetl ) yewypapikn OEon tov
ypnot. I'a va Bpet ) yewypapikn BEom Tov ¥pNoTn YPNOILOTOIEl OAEC TIC
drbéoueg kepaieg g ovokevng(dmwg Wi-Fi, GSM kot GPS).

SQLite

Enupénel v evoopdtwon poag SQL Bdong dedopévav oty epapuroyn pog. Méoa
omd TNV EQUPLOYN UTOPOVLE VO, SNULOVPYNCOVLE TOTIKA apyeia fAomng dedopévav
KOl VO SLOYEPIGTOVLE TOVG TVAKES KOl TIG EYYPOUPEC G AVTAL.

Ynootnpién XML

To mhaicto Foundation pag mpooeépet tnv kKhdon NSXMLParser yio avaktnon

otoyeiov and éva £yypapo XML. [lepiocdtepn vrootpién yo tnv dwayeipion XML
TEPLEYOUEVOD TOPEYETAL OO TNV AVOIKTOL KOdKa BpAodnkn liIbXML2.
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ITlaiowe Core Services

IM\aicwo Address Book

[Ipooépel TpdaPfacn oTig emapés Tov Pipriov dievdiveemy TG CLOKEVNC LECH
Kdowo. Méow Tov mAaiciov avtod 0 YPNoTNG UTOoPEl va OEL 1} Kol VO TPOTOTOU|CEL
EYYPAPEC oo T AT OE00UEVOV TV ETAPDV.

IM\aicwo CFNetwork

To mhaiocio CFNetwork givat évo cvvoro dlemapmdv VYNANRE omddoonc yio. xpromn
TPOTOKOA®Y SIKTHOL GTNV €PaPUOYN Hac. Mog divel Aemtopepn EAeyyo otV otoifa
TPOTOKOA®Y Kol KAVOLV EDKOAT T1 ¥PNOT TOV SOUDV YOUNA0D ETTEOOV OTMC TOL
BSD Sockets. AtevkoAbvouv emiong v emikowvavio pue eEvanpemrtég FTP kot
HTTP. Iopaxdto gaivovtol Kdmoleg epyacieg mTov UmopovV vao Tpoyotonombody
ue yprion tov mhouciov CFNetwork.

Xpnon BSD Sockets

Anpovpyio Kpuroypaenuévng ovvoeong pe ypnon SSL 1 TLS
Eniivon 61ev0voewv DNS

Epyocio pe HTTP, e&vmmpettég HTTPS ko emkvpwon HTTP
Epyocia pe e§ommpetntéc FTP

Ynnpeoieg Bonjour

ITlaiow Core Foundation

To mhaicio Core Foundation givat éva oOvoro diemapmv oe C mov mapéyovv
VANPEGieg drayeiptong 0edOUEVOV GTIC EQPAPUOYES. Yoot pilovTol Ta TopoKATo:

Tomol dedopévav cuvormv(arrays, sets ki)
Bundles

Awyeipion cvpporocelpmv

Awayeipion raw dedopévav

Xeptopog URL ko Stream

Threads xou run loops

Emwowwvio Socket kot Port
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IMlaiow Event Kit

[Tpocpépet o dtemagn yio TpOGPUcT G€ YEYOVOTA TOV NUEPOAOYIOV TNG GLOKELNG,.
Mmnopel va ypnoyomomet yio tpocsOnkn evog yeyovotog 1 Yio avAaKToT| VO
VILAPYOVTOC.

Yrpopa Core OS

To otpopa Core OS mapéyel mpdGPacn 6T YopAKTNPIOTIKE YoUNA0D ETTESOL GTO
omoia etval PaCIGUEVEG O1 TEPIGCOTEPES TEXVOAOYIEG LYMAOTEP®V CTPOUATOV. XE
TEPUTTOGELS TOV Ypeldletar va d00el mepiocoTepn Pdon oty acedieia 1 ypelaleTon
VO EMKOIVMVI|COVLLE LLE L0l EEMTEPTKT) GLGKEVT] TPETEL VO, YPTCLULOTOM|GOVLE TIG
TEXVOAOYIEG OVTEC.

IMhaicwo External Accessory

To mhaicio External Accessory mopéyet VIOGTHPIEN Yo ETKOVOVIO, Le EEMTEPIKEG
GLOKEVEG GLVOEDEUEVEC GTNV GLOKELN HOG. Ot eEMTEPIKES GLOKEVESG UTOPOVV VL
ouvvdebovv pésm g 30-pin Onpoc 1§ acHpuatao pécm Bluetooth. Agod
OMNMOVPYNCOLUE oL GHVOIEST] KOL TNV OPYIKOTOI|GOVLUE UTOPOVLE VO
EMKOIVOVIGOVLE LE TNV EEMTEPIKT] GLGKEVT] CTEAVOVTAG TNG EVIOAEC TTOL
vrootnpilet.

Mlaicwo Security

[Tépo amd To EVOMUATOUEVE, YOPAKTNPLOTIKG ac@dieiag Tov iPhone OS, to mlaicto
Security pog mpoc@épet dSemaPég Tov SacPAAOVY THV AGPAAELN TOV SEOOUEVDV
oTIG €QaPLOYES. To TAOIG10 TPOCPEPEL SIETAPES Y10, TNV OOYEIPIOT] TICTOTOMTIKOV ,
IMNUOCIOV KOl IOIOTIKAOV KAEWOIOV Kol TOMTIK®OV EUMIGTOcHVNG. Ymootnpiletl kot tnv
dNovpyio ac@AA®V YeLod -TLYai®V aplOUdV.
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"o v truyokn epyacio Oa ypnoomombet to iPhone 3G

2.4 Teyvika yopoktnprotikd tov iPhone 3G:

AmoOnkevtiog yopog: 8, 16 | 32 GB uvrung Flash yio tqv anobnkevon apyeiov kot to
AELTOVPYIKO GUOTN LA

MéyeBog 000vnc: 8.9 cm (Awywviog: 3.5 ivioeg)

Avéivon 006vnc: 320x480 pixels

MéyeBog iepmdvov: 115x61x11.6 mm

Bépog iepavov: 135 ¢

Agrtovpykd cvotnua: iPhone OS

Aoyiopkod mhorynong oto Awdiktvo Safari

Aoylopikd nhektpovikol Toyvdpopeiov Push

Mnyovn widgets

Core Animation

Awyeipion evépyetag

®vpa cvvdécewv USB

AvvoTotnTo avorapaymyng nyov: Avaropayel popeéc apyeiov AAC (16 émg 320 Kbps),
Protected AAC (MP4 am6 ta iTunes), MP3 (16 éoc 320 Kbps), MP3 VBR, Audible (formats
2, 3, xar 4), Apple Lossless, formats apyeiov AIFF kot WAV

Avvatdémrta avarapoyoyns Bivieo: Avamapayet pivteo oe popen H.264

Quad band GSM / GPRS / EDGE: GSM 850, GSM 900, GSM 1800, GSM 1900
Evoopatouévo Wi-Fi (802.11b/802.11g) kot Bluetooth 2.0 (ywpic FTP uetagopd apyeionv)
ue EDR

Képepa 2 megapixel

IPod - epappoyéc moivuéomv

Cover Flow diemagn kot Tplodidoetota ypopika

Multi-touch éiemagn 006vng
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Ewovikd minktporoyio QWERTY oty 066vn aong

Agrrovpyieg: Zopoyo (kbAon) 006vng e to ddkTudo Kot peyébvvon/ouikpouvon pe ktomo 1
OmAd KTHTo daKTOAOL

Evoopatopévn, un oaroctopevn protopio pe avtovopio péxpt 5 opeg
oAiag/Bivreo/mhonynong 1 péxpt 16 dpeg avamapoywyng nyov.

Evoopotopévoc aviyveutig kivinong yia avtopatn "éEvmvn" evailoyn
op1LOHVTION/KOTAKOPVPOL TPOGAVATOAMGHOV 000VIG.

Evoopotopévoc aientpag mpocéyyiong mov anevepyonotel v 006vn 6tav TAnclalel 6to
TPOCHOTO TOV YPNOTI, MCTE VO EEOIKOVOUEITOL EVEPYELDL KO VO, ATTOPEVYETOL AVETOVUNT
EVTOAT €1GO00V.
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3 EPTAAEIA

3.1 Xcode

To Xcode eivat pio covita epyareiov yio v avamntuén Aoyisukod yio Mac
OS X, mov avartoydnke and v Apple. Xcode 3.2, | teAevtaio peydin £kdoon,
dwtifeTon dwpedv pe To Asrtovpykd cvotnua Mac OS X v10.6, aArd dev
eykafiotoatar and mpoemihoyn. Enedn n éxdoon 3.2 dev vootpileton o€
molondtepeg exd0celg Mac OS, maAidtepeg ek00c€e1g Tov Xcode dratiBevran

dwpedv amd v 1otocerida g Apple Developer Connection.

H xopra epappoyn e covitag ivor 1o oAokANpoUEVO TEPIPAAAOV AVATTUENG
(IDE), mov ovopalovron emiong Xcode. H covita Xcode mepirapupavet exiong ta
neplocdTEPO Ao Ta. fondnuarta Tpoypappotictedv g Apple, kot to Interface
Builder, pio epappoyn mov ypnoonoteitol yio TNV KATaoKELT YPUPIKOV

SETOPOV YPNOTN.

H covita Xcode meprrapfavel pia tpomomompévn €kdoon tov eEAevBepov
Loyioukod GNU Compiler Collection (GCC, apple-darwin9-GCC-4.2.1, kabn¢
ko apple-darwin9-GCC-4.0.1), kot vrootnpilel C, C++, Fortran, Objective-C,
Objective-C++, Java, AppleScript, Python ka1 Ruby ninyaiov kddika pe puo
TOIKIAMO LOVTEA®Y TTPOYPAUUOTICHOV, TTOV TEPIAAUPAVOVY OALA eV

nepropilovror og Cocoa, Carbon, and Java.
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Groups & Files

» [ Classes
b [ | Other Sources
»[ | Resources
»[ ] Frameworks
»[ ] Products
» (@) Targets
b 4 Executables
» B Errors and Warnings
w O Find Results
» % Bookmarks
»idsem
i Project Symbols
¥ [ Implementation Files
b [ NIE Files

] Q.- string Matching
*, |Code L a @
[&) sioz.cc 3646K o
[ sioz.n B
@ sin2_action.cc 219K ~
[ sic2_action.h =]
|6 sio2_camera.cc 241K o
[4] sio2_camerah =]
[4] sio2_certh ®
@ si02_emitter.cc 225K ™
[ sic2_emitter.h ®
[&) sio2_font.cc 223K o
[4] sio2_fonth =]
[& sio2_frame.cc 9K ¥
@ io2_frame.h =) =<
M; alec 1Y
4» |i@|empli1mmm‘ll)23 0 reenTouchMove( void *_ptr) % [Coltte W (@
El
~

cameralnoge = sioZImagelnit( "camera.png” );

sioZInogeLood{ coneralnage, camerciidgetStreon )z
siozInagsGenld( comeralnage, NULL, B.B7 3;
}

comeratidgetStream = sioZStreant lose( comeraWidgetStream )i
comera¥idgetMaterial = sic2Moteriallnit{ "camera” )i

#fUse SI0Z_MATERIAL_COLOR instead of SI0Z_MATERIAL_ALPHA since it's no more valid in 1.4

cameratfidgetMaterial-zblend = SI0Z_MATERIAL_COLOR;
cameraiidgetMaterial-= SI0Zinage [ SI02_MATERIAL_CHANMEL® ] = comeralmoge;
I

camerabidget = sioZWidgetInit "camera );
comeratidget-> S10Znaterial = comeraWidgetMateriol;
cameraiidget->_SI02transform->scl->x = 64.8f
comerotidget-s_S10Ztransf orm-ssc l-sy = 64.6F ;
camerawidget-> SI02transform->loc->x
cameraiidget—>_SI02transform->loc—sy
camerohidget-sareq-sx = 643
comeraiidget—s>area—sy = 645

caneratidget-= SI02widgsttapdown = camerasnaleChanges
comeraiidget—s_3102widgettouchnove = comeraAng leChangeMoved;

sin2TransfornBindtatr ix{caneralidget—_SI02transformy;

sin2EnableState( Soonsraiidgst—f lags,

[4Tr T

Ewoéva 3.1.1: Aemagn ypnotn Xcode 3.1.4
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3.2 Mnyovn oy viorov — Game Engine

3.2.1 Tleprypaon:

M pmyovi oy vidtod ivor Eva GOGTNHO AOYIGUIKOU GYESIOGLLEVO Y10 TN
dnovpyia Kot v ovantuén Prvteomoryviordv. Ydpyovv ToAALES UnyovEg
TOLYVIOLDV Ol OTTO1EG Elval oEIUGLEVES VOL SDOVAEDOVV GE KOVGOAEC
Bvteomatyvididv Ko AEITOVPYIKA GUGTAUAT EXTPOUTEL®V VTTOLOYIGTMOV OTMC
ta Microsoft Windows, to Linux, kot to Mac OS X. H kevtpin
AEITOVPYIKOTNTO TOV TTAPEYETAL TUTIKA OO L0l U0V TToity Vo100 TEPAaPAver
wo unyovn rendering ("renderer™) yio 2D 1 3D ypaikd, o pnyovn QUGIKNAG 1
collision detection (ko collision response), yo, scripting, animation, Teyvnt
vonuocHivn, dIKTV®OoN, streaming, dwayeipion pvinung, threading, vmootmpién
ToMmKoToinong, kot Scene graph. H dtadikacio tg avantuéng maryvidtov cuyvé,
O1KOVOUIKOTTOIEITOL [LE TO OTL GE PEYAAO LEPOG T 1010 Pnyovny TToryvidton

Eavaypnotpomoleital yio vo dnpuovpyndovv dtaupopetikd oy vidla.
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3.2.2 ANpo@rreic pnyovég TaL vVIoL0v:

Ot IMNUOPIAETTEPEG UNYOVES TTOLYVIOLOD Y10 O1APOPES TAATPOPLES EVaLL:

No.1: Unreal Engine 3 PC, Mac, Xbox 360, PS3

No.2: Gamebryo Lightspeed Xbox 360, PS3, Wii, PC

No.3: CryENGINE 3 Xbox 360, PS3, PC

No.4: Unity 3D PC, Mac, iPhone, Wii

No.5: BlitzTech PS3, Xbox 360, Wii, PSP, PC

No.6: Infernal Engine Xbox 360, PS3, PC, Wii, PS2, PSP

No.7: Vision Engine 7.5 PC (DX9 & 10), Xbox 360, PlayStation 3, Wii
No.8: Bigworld Technology Suite =~ MMO games

No.9: Vicious Engine 2 PC, Xbox 360, PS3 (VE2); PSP, PS2, Wii
No.10: Torque 3D PC, Mac, Xbox 360, Wii, iPhone, PS3, PSP

O1 dnpopiréotepec punyaveg matyvidlov yio iPhone eivar:

Bork 3D - Eivou puor pumyovn €181k Y10, TpoyPOoUUOTIOTEG KOl OV TEPIEYEL OTTIKA EpYOLEin
tomov WYSIWYG (What You See Is What You Get).

H pnyovn Bork3D ytioctnke €1dkd yio mAatedppeg kivntdv cvokevav. ‘Eyet tig pileg oto
Rude Engine, pia vyning anddoong Bipiodnikn ypaeikdv yua to Pocket PC, Symbian ko N-
Gage. O1 emdooelg Ko EmeKTAGILOTNTA £ival amd o facIKOTEP YOPOKTNPIOTIKE

™mg. [Tapdia avtd dev gival pro TANPNG unyovi moryvidtol He Ty €vvola 0Tt dev TEPLEYEL O
T0. omopaitnTa epyoireio yio v dnuovpyia vog moryvidtoh Omms, epyaieia yo onpovpyio
nePLEXOUEVOV, scripting kKA. AmevBOveTol KUPImG 0 ATONA e EPTEPIN GTOV
TPOYPOUUOTIOUO Kot TO KOGTOG Tov Egkva amd § 49.

Cocos 2D iPhone - To Cocos 2D iPhone &ivot éva ekteTopévo engine ovotktoh KOOI yio
v tapoyoyn 2D moyvididv yio to iPhone. Eivon Baciopévo oty apyttextovikn tov Cocos
2D yuwo python. Eivat ebkodo otnyv ekpudOnon kot oty xpnomn.
Mepd omd ta KOpLo YopaKTNPIGTIKA TNG Eivat:

e Awyeipion oknvov

e Sprites kou spritesheets

e Omntikd epé 6nmg Lens, Ripple, Waves, Liquid kot dAro

e Boowd pevon Ko Kovpumid

e 2 oloxkAnpouéveg unyavéc puotkng(Box2d kot Chipmunk)

e Yvompa copatdiov.(Particle system)

e  Ymnoompi&n Tile Map kou Texture Atlas

To Cocos 2D £yt ypnowonomBel og onpeio exkivnong yio ToOAAOVS TPOYPUUUOTIOTEG TTOV
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http://www.develop-online.net/interviews/522/The-Top-10-Game-Engines-No-1-Unreal-Engine-3
http://www.develop-online.net/interviews/523/The-Top-10-Game-Engines-No-2-Gamebryo-Lightspeed
http://www.develop-online.net/interviews/518/THE-TOP-10-GAME-ENGINES-NO3-CryENGINE-3
http://www.develop-online.net/interviews/517/THE-TOP-10-GAME-ENGINES-NO4-Unity-3D
http://www.develop-online.net/interviews/516/THE-TOP-10-GAME-ENGINES-NO5-BlitzTech
http://www.develop-online.net/interviews/515/THE-TOP-10-GAME-ENGINES-NO6-Infernal-Engine
http://www.develop-online.net/interviews/514/THE-TOP-10-GAME-ENGINES-NO7-Vision-Engine-75
http://www.develop-online.net/interviews/513/THE-TOP-10-GAME-ENGINES-NO8-Bigworld-Technology-Suite
http://www.develop-online.net/interviews/512/THE-TOP-10-GAME-ENGINES-NO9-Vicious-Engine-2
http://www.develop-online.net/interviews/510/THE-TOP-10-GAME-ENGINES-NO10-Torque-3D

EVOLOPEPOVTOL Y10, T dNovpyio Totyvididv o€ iPhone.

ITGB (Torque Game Builder) — Eivat po 2D pmyavn pe éva eEaupeticd 0KoA0 6T xpron
scene editor. [Tpoxettat yio po 2D pnyavi pe ToA0 TAOVG10 GUVOAO AEITOVPYIDV. AV
egapéoovpe 10 K60T0G T 0Toio apyilet and $ 750 to iITGB givon évag e€apeTikdg TpOTOG Yol
va EEKIVINGEL KOVELG pe TV avamTuén oy vidldv yia to iPhone.

ITGE (Torque Game Engine) - Eivat pa. 3D pmyavn amd tovg dnpovpyodg tov iTGB. H
Torque Game Engine éyetl ypnoyomombei o€ moAL0OE TITAOVE TaYVISIOV Y10 TNV TAUTPOPLLL
tov Windows. To k6otoc Eexva and $ 650.

Oolong engine - Oolong givat po. unyovn Torvioton YPoUUEVT oo To
ovvtaxtn/mpoypappatioty Wolfgang Engel. Tlepiéyet éva extetapévo chvoro
YOPOKTNPLOTIKAOV KoL pia ToAD eledebBepn adeta ypriong MIT. Qotdco ivan ciyovpa pia
UNYOVY TOL SNUOVPYNONKE TEPIGGATEPO Y10 TPOYPUULATIOTEG, Kot amortel fabid yvmon tov
OpenGL ES va ypnoporomOei. Yndpyer pio Aot culntoemv, kabog kot po opoio
ocvAhoyn and mapadeiypata. 'Eva coPapd petovéktnpa tov gival 1 EAAEWYN TEKUNPIOONC.

Shiva Ston3d - Shiva givou pio unyovi oy vidod pe editor Yo 6YESUGHO CKNVOV.
Xpnowonotlgital yio. T dnuovpyio oy vididy 6€ ToAAEG TAoTEOpues Ommws: Windows, Mac
OS, Linux, Wii, iPhone-iPad, Android, kot Palm. H Shiva ypnoiponotet mponyuévn
TEYVOLOYIOL Y10 TNV OEIKOVIOT YPOPIKAOV, TOV Y0 Kat T unyoavi euctkne. To scripting
language mov ypnoponotei givar tomov Lua kot n tiuf Eekiva and $ 250. Mepikd mold wpaia
nayviow yuo iPhone £yovv ompuovpynBel pe t xpnon mg.

Sio2Engine - SiO2 Engine givat pio. open source 3D punyovi pe £va eKTeTapnévo ohvoro
YOPOKTNPLOTIKOV Kol xpnoiponotetl Blender yio ™ dnuovpyia tov oknvav. ‘Exet
ypnoporomBei oe TOALOVG dropopeTikovg TitAovg Tov iPhone. Eivon dwpedv pe mpodmdbeon
™V gpedvion pog eikovag (splash screen) pe St pion e unyavng kot v Evapén tov
T VISlo0. AAMIGOG 1) T g eivan $ 49.99.

Unity 3D — H Unity 3D &ivot po unyovi mouyvidtod mov vadpyet €66 Kot moAAd ypdvia, Kot
ExeL yivel opKeTE OMNUOPIAES Y10 TV EVKOAID TTPOYPOUUATIGHOV TOV. ‘Exel tar d1kd g omtikd
epyoaieia ylo TNV emeepyasio GKNVAOV Kol Yo TOV TPOYPAUUATIoUO ypnoorotel Tnv C# ko
Boo. H Unity 3D &ivat yvooti yio tnv €ukoAio xpriong g, Kot £xel ypnoiporobei e moAAd
drapopetikd moryvidla iPhone. To kéctog apyilel omd $ 199 + $ 499.
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3.2.3 SIO2 Engine:

Metd amd apketd ya&ipo katéAnéo otnv SIO2Engine punyovn. O Bacikdg
AOYOC TV OTL E1val AvOIKTOD KMATKO, KO Yo TV dnpiovpyio Kot enesepyacio
3d povtéhwv ypnoponoiet blender 1o omoio ivon kot awTd 0VOIKTOH KOOKO.
Etvol moAd mhodoia o€ o pakInplotikd Kot SuvatdTnTESG Kot OeV Ypetalovton
wwitepeg yvooelg openGL yia v xpnon . 'Exet Opog kot apketéc ehdelyelg

o€ KOmo1 PACIKE YOPOKTPIOTIKA.

‘Eva amtd ta duvatd onueio e punyavhg SIO2 eivan 6t evoouatmdver T Bullet
Physics Library, pio moAd dnuo@iin open source Bipriodnkn yo real-time
vroAoYIGpO Dynamic ko

Rigid Body “puowng”, éheyyo PHYSICS

collision, Particle System kau NVIDIA PHYSX

ouiyAnes. H Bullet &yet

xpnoyLonombei oe ToALG OPEN DYNAMICS ENGINE (ODE)

naryviowa H/Y, o koveoheg Ewcovo 3.2.1: Katavopr] BipMonkdv guoikig
onw¢ PS3, WII «kAr. aAAd ko

OTOV KIVNUATOYPAPO LLE YOPOUKTNPIOTIKO TTapadetypo tnv tovia 2012 6mov
ypnowonoOnke 1 Bullet 6e cuvovacud pe Maya yua ) onuovpyia T@v
e0KOV €. Avt ™) otiyun n Bullet petd tv Nvidia Physics kot tnv Havok

Physics katéyet v tpitn 0€om oty ayopd tov PA0ONKOV GUCTKTC.
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2012 - In Theaters Friday November 13th

Ewoéva 3.2.2: Zriypotomo and v touvia 2012

H SIO2 Engine o¢ avtifeon pe dAAeg unyovég oty vidlod gival 6tny ovcia Eva.
Project tov Xcode 10 omoio mepiéyet BipAtodnkec yio TNV elcoymyn Kot
anmeikovion 3D avtikeévav, nyov, kivnong kir. Eniong mepiéyetl 17 tutorials
Y10l VOL UITOPEL O YPNGTNG VAL OEL TG VO YPT|GUYLOTOUGEL TO oK
YOPOKTNPIOTIKA TNE. Mepikd amd ta tutorials cuvodevovton ko pe video
tutorials ota omoio emeé&nyodvtar Kupimg ta fuaTo TOL TPETEL VO, YIVOLV GTO
Blender. £to makéto vadpyet Kot évag exporter ypappévoc o€ python o omoiog
avaioppdavel v eEaymyn g oknving omd to blender oe apyeio tomov .sio2. To
apyeio *.5102 otnv ovoia gival £vag EAKEAOG CLUTIEGEVOG (ZIP) 0 omoiog
nepLEyel péca Eex®PLoToN POKELOVS Y10 To. 3d OVTIKEILEVA LE TIG PLGIKES TOVG

1010TNTES, TIG KAuepes, ta texture, ta material, ta edTa, TOVG YOVG KO.
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[ action
(£ camera
] image
E ipo

£ lamp
[0 material
£ object
D script
& sound

yYY Yy vy vy vy vy yyvwy

"o v gpyaocia Oa Eexivioovpe pe to Tutorial 06 To omoio mepiEyet To Pacikd
KOOTKO Y10 0PYIKOTOINGT GKNVAG, KAUEPUS Kot TV avTIKEWEV®VY. Emtiong
TePLEYEL Lo vAoToinom euoikng ota aviikeipevo(Bullet Physics). Awo to

Tutorial ovt6 Oa kpathcovpe LéVO T TOAD PUCIKA.
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3.3 Blender

3.3.1 Ileprypaopn

"o tov 3d oyedooud Oa ypnoyoromocovue to Blender. To Blender sivat éva
TPOYPApL GYEOIOOTG TPICOLACTATMOV YPUPIKAOV, Eival EAeDBepO AOYIGHIKO KOt

Swavépetar omd v adeie GNU General Public License.

Xpnowonoteiton yioo modeling, UV Mapping, rigging, Tpocopotdocelg vepon
Ko Korrvo¥, animation, rendering kot yio onpiovpyio aAinienidpaoctikodv 3d

EQUPULOYDV OTTMC Prvteomonyvidla Kol OTTIKE EQQE.

Eivar dta0éo1uo yio 6Aa to kKOpilo Aertovpyikd cuotipato 6mwg to. Windows
Mac OS ko Linux, aAAd vrootnpileton ko amd FreeBSD ko Solaris. To
Blender dia0étel mpoympnuéva epyaieia yio. animation, didgopa epyaieio yo
oY€010.0T YOPOKTP®V KAl POVYMOV Y10 TOV YOPOKTNPA, EPYAAEID Y100 Onpiovpyio
VAKOV KaBd¢ emiong kot T YAd®ooo Tpoypaupatiopod Python yio ecmtepikd

scripting.

32



3.3.2 Iotopia:

To Blender apywd avartoydnke and ta Olhavdwd animation studio NeoGeo
kot Not a Number Technologies (NaN). Tnv avéartvén tov Blender &iye apyioet
o Ton Roosendaal, o omoioc mponyovpévmg eiye ypdyet £va ray tracer yio Amiga
10 1989 ne 6vopa Tracers. To dvopa "Blender" to eunvedotnke amd 10 oU®VOLO

Tparyodt Tov coundikov cvykpotnua Yello arnd to dipmovu tovg "Baby"™.

O Roosendaal idpvce v NaN tov Iovvio tov 1998 yia v mepattépw avamtuén
tov mpoypaupatoc. To Blender diavepdtov oc shareware uéypt to 2002 6mov

NaN ypeokdnmnce.

Ot moTOTéC sVUEOYN GOV Yo TV £ékdoon Tov Blender pe v ddeio GNU
General Public License pe v minpoun tov €100,000. Ztic 18 IovAiov 2002 o
Roosendaal exivnoe pa exkotpoteio xpnuatodoTnong yio. Ty eiompaén
dwpenv, Kot otig 7 ZenteuPpiov 2002 avakovddnke o1t paledtnKoy apkeTd
ypLoTa Kot o myaiog kddwkag Oo nrov eAevbepoc. To Blender tdpa gival
eAeV0EPO LOYIoUIKO KOl AVOTTOGGETOL SOLUVOUIKA VT TNV emifAeyn g Blender

Foundation.

H Blender Foundation kpdtnoe 10 dikaimpa yio. tnv ékdoon tov Blender pe dvo
adetec, £tol pali pe to GNU General Public License to Blender 6a propovoe va
ekoobei ko pe v adeto "Blender License" to omoio dev amattei 1o KAEIGO
TOV KMk, aALG TANpoUEC oty Blender Foundation. Qotoco avtd 1o
dikaimpa dev acknOnke moté, Ko to 2005 avaotdrbnke en'aopictov. Topa t0

Blender dwatifeton €€ ohoxkAnpov pe v adsia GNU GPL.
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To Blender £ye1 oyetikd pikpd péyebog Kot TpEyel o€ OAEC KOPLEG TAATQOPLLECS,
ocvumephappavopuévov Linux, Mac OS X ka1 Microsoft Windows pali pe ta
FreeBSD, IRIX, OpenBSD, NetBSD kot Solaris. Awo averionueg mnyéc eivan
drabéotpo kat yioo AmigaOs 4, BeOS, MorphOS, Pocket PC kot SkyOS. Mepika

amd TO YOPOKTNPIOTIKE TOV glvat:

Ymoot)pi&n yio SIKTUMUATO TTOAVYDOVOV, YPYOPT VITOO0IPEST ETPAVELNG
povtedomoinong, kaumvieg Bezier, empdaveieg NURBS, metaball, ymeloxd

sculpting, kot OVOGHOTIKES YPOULOTOCELPEC.

Evéliktn duvatdtto ecmtepikov rendering Kot EVooUATOoT LLE TO TPOYPOLLLLOL

YafaRay.
Mn ypopukn eneepyacio Bivreo/nyov

H yA®ooa npoypoppoticpod Python yio mpoypoppaticpd Aoyikng Kot emmAEov

scripting.

To Game-Blender yio dnpiovpyio niektpovik®v moryvididv pe to Blender
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To Blender £yet v enun 011 givor 8OGKOAO GtV EKPAONGT 0o XPHOTES O1
omoiot eivor cuVNBIGUEVOL GE OLOPOPETIKA TPOYPALIATO ETEEEPYUTING

TPLGOLAGTATOV YPUPIKAOV

Ewova 3.3.1: To Blender pumopei va dnpiovpynoet E1KOVES TOAD DYNANG

avaAvong
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3.3.3 Elephants Dream (Project Orange)

Tov ZentéuPpro Tov 2005, peptkoi amd Toug o AEIOAOYOVS KOAMTEYVES Kol
npoypoupatiotég Blender apyioav va epydlovtorl oe pio tovio, pkpov HiKovg
YPNOLUOTOIDOVTOG KLPImG EAEVOEPO AOYICUIKO, GE L TPOTOPOLAA YVOOTH MG
The Orange Movie Project. H mpoktntovca towvia, Elephants Dream éxove
npeépa otic 24 Maptiov 2006. To amotéAlespo NTOV EKTANKTIKO KO YVOPICE

peydAn emtuyia.

Ewova 3.3.2: Zrrywotomo and to Elephants Dream
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Ewova 3.3.3: Tlepifairov epyaciog tov Blender
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3.4 Adobe Photoshop

3.4.1 Tleprypoopn

Mo v dnpovpyia kot eneCepyocio eovov texture KAt Oa ypnoIHLOTOGOVLLE

10 Photoshop CS4.

To Adobe Photoshop eivau £va Tpdypappa eneEepyaciog Ypopik®yv Tov
avartOyOnke kot kukhopopnaoe amd tv Adobe Systems. Avti ™ otiyun
amotelel yétn g ayopdg (market leader) tov tpoypoupdtov encéepyociog
EIKOV@V, Kot ival To Tpoiov - onpa Kotatedév g Adobe Systems.
Xapoakmpiletoan o¢ "amapaitnto epyoareio yia tovg enayyeipoticg ypopiorec"
Kot Oswpeitor g Tpoddnoe Tic ayopég Twv Macintosh, kot otn cuvéyeia tov

Windows.

H 11n, ko mo tpoéceatn ékdoon tov Adobe Photoshop, eivou  Adobe
Photoshop CS4, mov kvkho@opnoe tov OxtdPpro tov 2008.
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3.4.2 Iotopia

To 1987 o Topoag Kvod, évag gottn g tov Iavemompiov tov Mictykav,
avéntuée Eva Tpdypapa TOV REAavICE EIKOVES grayscale oe povoypouatikd
neparrov. Avtd 1o Tpdypappa, To omoio ovopace Display, tpapnée v
npocoyn Tov adeppov tov TCov KvoA, o omolog mpoteve otov Topag va,
avamtoEel Eva TANpeg Tpdypoppa ereCepyaciag eikovag. O Topag Ekave
StaAelppa €61 vV omd T 6TovdEg Tov Tto 1988 K, o Guvepyasia e Tov
adEPPO TOV, AVENTVEE TO TPOYPOLLLO, TO OTToio ovopacayv ImagePro. Apyotepo
10 1010 £€10¢, 0 Topag petovouace o Tpdypappa tov oe Photoshop kot énetta
amd GLUEOVIA LLE TNV KATAGKEVAGTPLO £TApia capwTav Barneyscan, to
Tpdypoppa daveunnke poll pe pepikods capwtés. XvuvoAtkd 200 avtiypaga

TOL TPOYPAUUOATOS dlaveUnOnKay.

Ev 1o petaly, o Tlov ta&ideye oto Xilkov BaAel ko mapovciace to
TPOYPOLLLLO TOV GTOVG pnyovikovg tng Apple kot oty Adobe. Kat ot dbo
TOPOVGIACELS TaY EMITVYELS, Kabdc 1 Adobe aropdcioe va ayopdoetl Ty Adela,
va dtaveipel To Tpdypappa tov XentéuPpio tov 1988. H enduevn £kdoom tov
npoypaupatog, 1 Photoshop 1.0, kukho@dpnoe 10 1990 amokAeloTIKd Yio
ovotiuato Macintosh kau giye puéyebog 1.44 MB.
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4 Yyeotaon 3D yOPov Kol OVTIKEWNEVOY

4.1 Anmovpyio kon Texturing Tov Terrain

>to Blender avoiyovpue 1o avtictoryo 3d apyeio tutorial06.blend ko oprjvouvpe
oA Ta TeprEyOeVA Tov. TTatmvtoc 6vo PopEc To TANKTPO A HopKapovToL OAN
TO. VTIKEILEVA TTOL VILAPYOVY GTN) GKMNV Kot LeTd Ta ofnvovue melovtag To
ninktpo Delete. o va dnpovpynoovpe to terrain apykd @tidyvovue €va,
plane. A6 to pevov add SwaAéyovpe v emthoyn mesh ko petd plane. o va
LITOPEGOVE VAL TO SLOUOPPMDCOVLUE TPMTO TPEMEL va yivel subdivide dote va,
Eyovpe meplocdTepa onueia eréyyov(vertices). I'a vo to TeTOYOLLLE AVTO
natdpe to TARKTpo Tab yia vo aAlaEovue omd object mode oe Edit Mode. Metd
a6 to mapdbvpo panels dwdéyovue v kaptéda Editing ko ot cuvéyeia tnv
emhoyn subdivide. Kabe @opd mov 1o matdpe vrodapei kabe Tolvywvo o€ 4
puikpotepa. OmOTE Y10 VoL EYOVUE LU0 IKOVOTTOTIKN TOCOTNTO Atd TOADYW®V. TO
nataue 6 popéc tovddytotov. Edd BEAeL Opme Atyn tpocoyn yrotl kabmg
av&avetal o apBpds TOV TOAYOVOV 0VEAVETOL 1) ASTTOUEPELD, AAANL OVTO EXEL
¢ cvvémela va petnvovtol ol emddcels. H SIO2 pmopet va yeiprotel péypt

20.000 moAbymva epimov kat va £xel Kaaég emdooelg (50-60 fps).
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Mertd Eavomatdpe o TAnktpo Tab yia va aiddéer and Edit Mode og Object
Mode.

To emduevo Prina eivor va Tpocbécovpe Eva Texture amo terrain oto plane. T
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va yivel auto mpénel TpdTa va tpocHicovpe éva katvovpto Material. Evo
eipoote og Object Mode emléyovpe to Plane, diohkéyovue v koptéda Shading
Ko petd v emthoyn Material Button. Xtn cuvéyeia dorkéyovoue Add New ya

vo dnpovpyn et Eva véo Material,

| =] 5R:5-seripting [X ] [ =]scETutaniains [

onectQi oniect vowe_J (@ [@ -] BIAT O] s [orona =]
IE () AEETNET © 2 |

(=[O [:[pvsioz_exporterny]

Emopevo Prjna eivar n tpoctnkn tov Texture oto Material. v kaptéla
Shading dwoAéyovpe Texture Button kot petd, tnv emioyn Add New.

@ ][0 o= [Ea]o] e [aova =] B
cBNkoE EddE)e [« 1

¥ Texture
PET L M
|
|
|
]
- |
|
- |
|
]

Amd ™ Aoto Texture Type dwwAéyovpe to image.
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Texture Type
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hagic

CERenE) RoMwE] [ 1 ] Wo

Stucci
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L]
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Topa emiéyovue Load, dStahéyoupie To apyeio Tov texture kot ot cuvéyela

Select Image.

i O
[p]
=
2

gl B[+ [=[E)]

| =[sms-scriping  [X ] [ =[sCETutoriaios__ [X |

(B~ pnee [cEReo@E ROMAG o
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Topa to texture £yel mpootebei oto material, aAld dev paivetar akOp 6T0

plane.
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Emopevo prua eivar to UV Mapping. To UV Mapping sivai 1 dtadikacio g
AVTIOTOIYNONG CLYKEKPIUEVMVY onueimv gvog Texture (swdvag) o€ GuyKeKpUEVOL
onpeia EVOC OVTIKEWEVOL. XTIV TEPITTMOT| HOG, TO oMpEia TG KOVaGS o
avtiotoynOobv e ta onueio tov Plane. o va to metvyovpe avtod ypetaldpoacte

tov UV/Image Editor.

Ye omolodnmote and Ta mapdbvpa Tov Blender matdpe to kovumi mov PpiokeTon
KATO aplotepd kot omd T Aloto mov eppaviletat dStudéyovpe to UV/Image
Editor.

SR:5-Seripting SCETutorial0s

Window type:

@y Scripts Window

(@ File Browser

(@ Image Browser

% Node Editor
fttans Window

[t oniect ode =] (@ [@ {+i] OIATG = [aiona =] [
[cERIwo[@ oMl:e] [« 1 ]

Y1 ovvéyetn Eyovrtag emdeypévo to plane petafaivoovpe og Edit Mode
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natdvTog to TARKTpo Tab. [Motdvrag 1o minktpo U 610 TANKTPOLOY10

enpaviCeton to pevov UV Calculation kot amd avtd dwohéyovpe Unwrap.

-
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radiation_box tga.
plane.iga
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image0nt jpg
FW130TOP.JPG

* vy set e | acatvors ] @[3+ [FBIo]: [ooea <]

To amotéhespa Qaivetol TOPUKATO.
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[ | ¥ File Add Timeline Game Render Help | =[SRS5-Scripting X | [ =[scETutorialos [x & . Ve:d225 | Fa:4096 | Ob:1-1 | LaD | Mem:3.53M (6.56M) | Time: | Plane.

.m Interpol
LW CalcAlpha | NegAlpha

Output Directory:

| Fields [ odd | ]

I ——
ENENE
)= sems

Emopevo Prpa eivon o Sculpting.

‘Exovtag emleyuévo 1o plane, amd Object mode petafaivovpe oe Sculpt mode

a6 to pevod Mode mov Bpicketar otn faon tov mapadvpov 3D View.

Mode:

2 Weight Paint
% Texture Paint
A Verex Paint

¥ Image

Texture Type
| MNodes |

[Defau\t Wars

¥t ovvéyeto péca and v Koptéda Editing dtohéyovpe v kaptéia Sculpt.
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Center| Center New/| Vertex Output Directory:
Copy Gmup Select Deselect Center Cursor ,;!

Assign

il EHEME

& e

Ao €d® mapopeTpomolovpe To Brush.

Ot apdpeTpotl Tov Hog EVOLAPEPOLY KLPIMG

eivon o, Add, Sub, Size kau Strength.

Ta Add ko Sub kaBopilovv To av to Vyoc Symmetry | ek e
Tx T vzl (xR vzl

TV onueiov mov ennpedlovpe Ba owénbovdv

N Ba pewOovv.

To Size kabopilel To péyebog Tov Brush kot to Strength v mosoétTO TG

aAAOYTG TOV VYOLG T®V OTUEI®V.

"Exovtog puBuioet to Brush kotdAAnio 10 ¥p1GUYLOTOIOVLE Y10l VO
SPOPPDCOVUE TO AVAYALPO TNG EMPAvELNG TOV plane. Tvykekpéva ovtd 10
neTVYaivoLE TOTOOETMVTAG TOV KEPCOPA GTO SNUEIN TV 0TOiWV TO VYOG
Bélovpe va avENoovpe 1 VoL LELWGOVIE Kol TOTAOVTAG TO OPLGTEPO TANKTPO TOV

TOVTIKLOV.
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4.2 Anpovpyio ko Texturing Tov Agpomidvov

['a Adyovg cvvtopiog Oa ypnoomoindei Eva £Too aepomAdvo mTov
katefaoape omd 1o Tvtepver, amd v tomobecia: http://www-

roc.inria.fr/gamma/gamma/download/AIRCRAFT/index0.php n onoia mepiéyet

TOAAG SLOPOPETIKA LOVTELDL AEPOTTALV®V dMPEAV KOl GE TOAAES
nopopég(formats). To Texturing 6pmg Oa yiver oto Blender. Amo avtd enélea
OVTO TOV PAIVETOL TOPAKAT® Yo TepETAip® enesepyacio. H apykn popen tov
aEPOTAGVOL €ival 1) TopaKAT®, 1) omoia oev €xel Textures. To exduevo Prina

Aourov Ba etvon 1 dnovpyio Texture yio To aepomAdvVo.

[Tpwv amd avtd dpme Ba Tpémetl va xwpicovpe Tov EAKO TOV AEPOTAAVOD GE
Eexwplotd mesh yia vo propéact va Kiveiton aveEaptnto. o va 1o TeTdyove
avto emAéyovpe To agpomidvo ko petapaivoops oe Edit Mode natdvtog to
nAnKtpo tab. Xt cuvéyela matdpe o TANKTpo “A” dote va. amosmilEEovpe OAa

TO TOADYOVO KOL GTT) GUVEYELD EMAEYOVIE LOVO TOV EAIKAL.
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>t ovvéyen Ba pTidEovpe To Texture yio to agpOTAAVO.

d1iayvoupe éva kawvovpro Material Tapdpoto pe avtd tov Terrain, aAdd dev
npocBétovpe To Texture yio v dpa. L& cOyKplon pe to Terrain wov nrov
ATA®MG €va EMITEDO, TO AEPOTAAVO TTOL £XEL TOAVTAOKO GYN LA YPEGLETON

dwapopetikd UV Mapping.

Apyd Exovtag emtheyuévo to agpomhdvo, to Bétovue oe Edit Mode. Xt
oLVEYELN TATAUE TO A Yl vo eMAEEOVE OAOL TOL TOAVY VA, PLETA TTOTpE TO 7
a6 to NumPad yo va petafovue oto Top View kot 1o 5 yia va aAha&ovpue o
opBoypagikn tpoPfoin. Téhog matdue to mAnktpo U yio va epgavicovpe 1o UV

Calculation pevob kot dtohéyovpe Project from View.

i
[ 2= Viow select Meh Az voced 1) [9 [0 5] [0 = [coval =] al Wiy S Gmp [l (a]

A1 pag divet Eva. apyikd mapping, aArd dev eivan apketo. Kdamoa mordymva
dev givon evdrakprra omd to Top View, étotl mpénel va ta Tpofdiovue omd GAn
ontikf] yovia. [a wapdderypo ta moAdywve Tov eaivoviol oty ewova Ba to

npoParovpe oto Side View.
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H dwdwcasio etvarl oxedov n ida, amdd avti va StadéCovpe OA0 To TOADY®VO,
SAEYOVUE LOVO OWTA TTOL HOG EVOLOPEPOLY KOl avTi Yol TOP dtaAéyovpe To
View mov toupraletl kaivtepa. Apod to Tpofdrovue oto UV/Image Editor to

TomoHETOVE KATOV OOTE VO UV KOADTTEL 1] KOADTTETOL OO TO GANO.

‘7 Wiew Select Image Uws E\@ @ o
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Yvveyiovpe v 1010 dradikacio dmov yperdleTat. Xto TéAog Ta aTotyilovpe OAn
HEGO OTO TAEYLOL DOTE VA, KOTAAAUPBAVOLY OGO TO SLVATOV TEPIGGATEPO YMDPO

YOPIg OUMOC Vo CAANAETIKOAVTTOVTOL.

To UV Layout eivan étopo. Topa mpémnet va edyovpe to Layout oe popon
ewovag mote va ptiaéovpe to Texture. Xto UV/Image Editor mataue UVs ->
Scripts -> Save UV Face Layout. Xto mapdbvpo mov eugoviletal a@vovus Tig
pvOuioeig oc £yxovv, odddlovtag udvo 1o size oe 1024 ko matdue OK. o
enduevo mapdBvpo opilovpe v Tomobesia Tov apyeiov ko TaTape Save

UV(tga). Xt cuvéyela avoiyovue v ekova. pe to Photoshop ko apyiCovue mv

Coypagikn.

53



Topa mpénet va glodyovpie to tehkd Texture oto Blender. to Material tov
aepomAdvov TpocOétovpe Eva véo Texture, S1aA&yove TNV KOV TOV PTIAEOLE

Kot TV gpappdlovpe oto Mesh tov aepomidvov.
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4.3 Anmovpyio Tov Dome

H onpovpyia tov Dome givar apketd amin diodikacio epOGoV ivol OVGIACTIKA
wo oeaipa yoptopévn ot péon. Ia va to dnovpynoovue, omd to pevov Add
-> Mesh dwoiéyovpe to UVSphere kot 6to TapdBupo mov eppavileton matdpe
OK. Xt ovvéyela mataue Tab yio vo petafodue oe Edit Mode, amd tic emAoyéc
amo T ypouun puevod dtodéyovue tnv emhoyn Vertex Select Mode,
amevepyomolovue v emdoyn Occlude background geometry kot dtodkéyovpe

umpootivi) opboypagikn kapepa(ovviouedoelg NumPad 1, NumPad 5).

[H ¢ = wiew Select Meshi A Editvode 3 2 [2) [2l5) (&)

Av vrtdipyovv emileypéva onpeia oty oeaipa mELOVTOG T0 A TO ATOEMAEYOVLE.
Mertd pe to TAnktpo B addlalovpe o Bounding Box selection mode kot pe
drag&drop emiréyovpe 10 kGt uicd tov vertices. Iatdue Delete kot omd ™

Mota mov gpgavileton emiéyovpe Vertices.
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>to Blender 6mtw¢ kat oto tepiocodtepa 3d mokéta Ta ToAby®va eivon Single
Sided, onladn eitvan opatd poévVo amd ™ pia Tovug TAevpd. To mowd Ha eivar avt
N mhevpd opiletar amd To TPog To. TV ivon oTpappéva o normals. To normals
€€’ op1o oD glval adpato, aAAG LTOPOVLE VA TOL ELEAVIGOVUE LE Ta, EENG
Bruata. ‘Exyovtog emleyuévo to avtikeipevo matdue Tab yuo va petafovue o
Edit Mode kot and v kaptéda Editing emthéyovue Draw Normals. Onog
QOIVETOL KOl TNV TOPOKATO ekOVa To, normals Tov Dome pog eivot otpappéva,
pog o EE avTd onuaivel OTL omd T péca pepld ivor adpoto. Enedn ta
avTikeipeva Ko o1 kapepes pog eivan péco oto Dome mpémel va aArdCovpe v
@opa tov normals. IMatdaue A yo va emAé&ovpe OA To TOAY®OVO KOL GT
ovvéyeto motape Flip Normal. Tdpa to normals ivor otpoppéve mpog ta péca

Kol ElPaoTe £TOUOL Y100 TO EMOUEVO Prua, ov eivar to Texturing.
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Apykd etidyvoopue évo. Material, mapdpoto p’ovtd mov etidéape yio to Terrain
Kot TpocBétovpe kat kdmoto Texture and mepiPdAiov(Environment 11 Skymap).
Ynrdpyovv kdmoto topadeiypora Skymap otny mopokdto dievbvvon: SKymaps.
Edm Ba ypnoyomomcovpe koiAvopikd UV Mapping amd urpootiviy
opBoypaikn tpoPforn). Apod duréEovpe To Dome, pe o mAkTpo Tab
uetafaivovpe o Edit Mode kot matdvtag 1o A dtaAéyovpe OAa Ta TOAHY®VA.
[No va aAAdEovpe TV Kauepa o purpootiviy opboypapikn matdue NumPad 1
ko petd NumPad 5. £ cvvéyeia matape U yo va ppavicovpe to pevod UV
Mapping kot omtd ™ Aoto mov eppaviletar dStaiéyovpe to Cylinder From View.
>to mapdbvpo UV/Image Editor amd ™ Aiota pe ta Texture dwodéyovue to
Skymap mov kateBdoape kot torobetovpe T0 Map €161 dGTE Vo, KOADTTEL OAN

TNV EIKOVO OTMG POIVETOL TAPUKATO.
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2TIC TOPOKATO EWKOVES QOIveETAL TO TEMKO OTOTELEC L.

Front Ortho
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S5 Ipoypappatiopnog

5.1 Objective — C ko SIO2 Engine

Epdcov ohoxAnpmoape to 3D koppdrt g epyaciog Bo meploovE GTO KOUUATL

TOV TTPOYPOUULATIGHOD.

O TPoypOUUATIGHOG TOV TToyvidlov Ba yivel &’ olokAnpov oe Objective - C kat
oe mepipdriov X-Code. H Objective — C givar éva vrepcivoro g amAng C
dnAadn omoloonmote TpOypappa ypoupévo oe C urmopet va yiver compile oe
compiler tng Objective — C, aArd kot vo copmeptinedei oe pio kAaon Objective
— C. H otvtaén g Objective — C 6cov agopd ta avtikeipeva eivar faciouévn
oV YAwoca tpoypoupoticpod Smalltalk. Eve n cbvtaén yo un
OVTIKEYEVOOSTPAPEIS Epyacieg OTMC EKPPAGELS, LETOPANTEC, ONADOELS Kol

KA GELS cuvapTNoe®V/HeBddwV KAT ival mavopotdtunn pe avto g C. To
povtédo Asttovpyiag g Objective - C avTIKEIWLEVOGTPAPOVS TPOYPOLUUATIGILOD
Baoileton avtaiiayn unvoudtov pe avtikeipeva. v Objective — C dev

Kalovpe peBodovg, GTEAVOLIE UNVOLLOTO.
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e o epapuoyr/mayviolr oto SIO2 o Kupiwg koK PpickeTal 6To apyeio
template.mm mov Bpioketon 610 akedo Other Sources. Xtnv apyn Tov apyeiov
Bpiokovtol Kamolo imports GYETIKA e TO game engine. Xtn cuvEyElo KAVOLLLE
TIG SNADGELS TOV LETAPANTOV KOl TOV GTOOEPOV LLOG KO ETELTO VAOTOLOVUE TIC
tpeic mapakdto Pacikéc peddoovg:

void templatelLoading( void )

{
}

void templateRender ( void )

{
}

void templateShutdown ( void )
{

}

5.2 Xuvaptnon templateLoading

H templateLoading ( void ) eivarn wpdtn u€Bodog mov Kaegitan dtav
POPTAOVEL 1] EPOPUOYT. ZE OVTIV TOTOOETOVUE APYIKOTOMGELS LETAPANTOV,
drafalovpe to apyeio .Si02 kot tomwobBetodue T avTiKEipEVa TOV Oa ypelacToVUE
amd avTo og petaPfAntéc. Amd owtd emiong optdvovue ta. materials, To textures
KaOMOC KOl TIG PLGIKES 1010TNTEC TOV AvTIKEWEVOV. [Tapakdtm eaivetotl o
KOOIKOG Y10 TNV OVAyvVOGT evOC apyeiov .SI02:

sioZ2ResourceCreateDictionary( sio2-> SIO2resource );

sio2ResourceOpen( sio2-> SIO2resource,
"filename.sio2", 1 );

while( i1 != sio2-> SIO2resource->gi.number entry )
{
sio2ResourceExtract ( sio2-> SIO2resource, NULL );
++1;
}
sio2ResourceClose( sio2-> SIOZ2resource );
sio2ResourceBindAllImages ( sio2-> SIO2resource );

sioZ2ResourceBindAllMaterials( sio2-> SIO2resource );

sio2ResourceBindAllInstances( sio2-> SIOZresource );
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sio2ResourceBindAllMatrix ( sio2-> SIO2resource );

sio2ResourceBindAllPhysicObjects( sio2-> SIO2resource,
sio2-> SIO2physic );

sio2ResourceGenlId( sio2-> SIO2resource );

sio2ResetState () ;

Me v ektéleon auTov TOV KOJIKO POPTOVOVTOL OAN T oTOLYElD TOV apyeiov
.S102 Kol arofnKELOVTOL GTO  ST02resource TO OTOIO €Vl OEIKTNG OF
OVTIKEILEVO TOTOV s102resource. [0 v O10BAGOVUE OO TO sT02resource TO

TEPLEYOUEVOL TOV YPNOUOTOLOVUE TNV LEB0SO

sio2ResourceGetObject ( SIOZ2resource * SIOZ2resource, char * name ).ZGN

TPAOTO OPIGUA OIVOVUE TO STO2resource KO GOV OEVTEPO TOV TUTO KOl TO OVOLLO,

TOV AVTIKEUEVOD YOPIoUEVA UE “/” OTMG 0VTA KATYOPLOTOI0VVTOL KO TO.
&yovpe ovoudoet oto Blender. TMopakdtom eaivoviot pepikd mapadsiypato

XpﬁGT]g NG sio2ResourceGetObject().

DHpTtoON AVTIKEIUEVOV:

airplane = ( SIO2o0bject * )sio2ResourceGetObject( sio2-> SIO2resource,
"object/air" );

child = ( SIO2object * )sioZ2ResourceGetObject( sio2-> SIO2resource,
"object/fan" );

colObjl = ( SIOZobject * )sioZResourceGetObject( sio2-> SIOZresource,
"object/dome" ) ;

Ta air, fan ko1 dome givol Ta ovOpATO TOV EYOVLE ODCEL GTO AVTIKEILEVA GTO

Blender.

DopTmoN Kal apylKomoinom KAUEPUS:

sio2-> SIO2camera = ( SIO2camera * )sioZ2ResourceGet( sio2-> SIOZ2resource,
SIO2 CAMERA, "camera/Camera"

sio2Perspective ( sio2-> SIOZ2camera->fov,

sio2-> SIO2window->scl->x / sio2-> SIO2window->scl->y,
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sio2-> SIO2camera->cstart,
sio2-> SIO2camera->cend );

sio2CameraGetProjectionMatrix( sio2-> SIO2camera );

Ed® 0o dnuovpyncovue v Parrent — Child oyéon avauecsa oto agpomiivo
Kot Tov EAKa. O Adyog Tov 10 KAVOLUE givat Yio v akoAoLOEl 0 EAKOG OAES TIg
KIWVIGELS TOV OLEPOTAAVOV, OAAG KO VO LTTOPEL VO TEPIOTPEPETOUL OVEEAPTNTOL.

makeChildOf (fan-> SIO2transform, airplane-> SIOZ2transform);

Ed® Oa yivouv emiong apywomomoelc yio Collision, Physics, Widgets kot

Particles.
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5.3 Xvvaptnon templateRender

H ovvaptnon templaterender ( void ) KoAgitan o kdBe Frame oniaon 30 — 60
(POPEG TO SELTEPOAETTO Ko ivart TOAD Bacikd onpeio g eQaproyns. Amd dm
KkaBopilovtal 1 KIVIGELS KOl 01 GUUTEPIPOPES TMV AVTIKEIUEVOV TTOV PBpickovtol
puéoa oty oknvi. Ed® o kddikag yopileton oe dvo tpuniuata, to 3D ot to 2D.
O\ec o1 evrorég mov apopovv Ta 3D aviikeipeva Onwg 10 aepomhdvo, Kapepeg
KATL UTOiVOUV OVALLEGO GTIC EVTOAEG sio2iindowEnterLandscape3D () KOl
sio2WindowleaveLandscape3D (). Bvd 66gg apopovv ta 2D avtikeipeva o6mme 2D

Keipevo, widgets kKA umaivouv ovAaUESH OTIG EVTOAES: sio2iindowEnter2D () KOl

sio2WindowLeave2D () .

O mapaxdato evtorég eival anapaitnto va kalovval o ka0e frame yuo v

aneikovion Tov 3D mepieyouévov g oknving (Render):

sio2CameraRender ( sio2-> SIO2camera );

sio2PhysicRender ( sio2-> SIO2physic,
1.0£/60.0£f, 1 );

glClear ( GL_DEPTH BUFFER BIT | GL COLOR BUFFER BIT );
sio2CameraUpdateFrustum( sio2-> SIO2camera );
sio2CameraGetModelviewMatrix ( sio2-> SIO2camera );
sio2ResourceCull ( sio2-> SIO2resource, sio2-> SIO2camera );
sio2ResourceRender ( sio2-> SIOZ2resource,
sio2-> SIO2window,
sio2-> SIOZ2camera,
SIOZ_RENDER_SOLID_OBJECT |
SIOZ_RENDER_TRANSPARENT_OBJECT | SIOZ_RENDER_CLIPPED_OBJECT |
SIOZ_EVALUATE_SENSOR | SIOZ_RENDER_EMITTER);

sio2MaterialReset () ;
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5.3.1 Kivnon tov agpomravov.

H xivnon tov agpomAdvou yivetotl HEGM TOV EMTAYVVGIOUETPOV KoL TNG 000VNG
aPNG TG cvokeLNc. Mécw TG 000VNG APNG KOLVAOVTOG TO dAKTLAO TAV® 1
Kato Oa emTaydvouvpe Kot Oa emiPpaddvouvpe TO 0EPOTAAVO KO LE TOL
emtayvvoldopetpa Bo aAddalovpe TV katevBuvon g kivinong. Yrdpyoovv tpeic
LUEBoSOL Yo TNV AVAYVMOGT] TOV TIUMV TOV ETTAYVVCIOUETPOL Kol TG 000vNg

aPNG, Ol OTTO1EG PAivVOVTOL TOPAKAT®:

void templateScreenTap( void * ptr, unsigned char state )

{
}

void templateScreenTouchMove( void * ptr )

{
}

void templateScreenAccelerometer( void * ptr )

{
}

H templatescreenTap KOAEITOL LOAIC AKOVUMNGEL KATO10G LE EVA. 1] TEPICTOTEPOL

daxtvAa TV 006V Kot pog Stvel TIC GLVTETAYUEVES O’ OA0. ToL GTUEi ETAPNC.

Me 10V TopaKaTm KOKO UTOPOVLE VO, AmoONKEVGOVLE TO TPMTO GNUEI0 TNV

petopAntr start.
start.x = sio2-> SIO2window->touch[ 0 ]->x;
start.y = sio2-> SIO2window->touch[ 0 ]->y;
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I{templateScreenTouchMove SKfﬁngﬂlluﬁfd’UTVtemplateScreenTap KdOS(POpd
TOV KIVEITOL TO SAKTVAO TTAV®D GTNV 000V Kot TEPIEXEL TIC CLVTETAYUEVEG TNG
KéOe emapng Katd ™ Oldpkeln TNG KIvong. AV aapECOVLE OO TNV TPEXOVTO.
Béom v B¢on tov start B dovpe TOCO peydAn 1| ardToun gival 1 kivion g

KkéOe doval.

O kodwag mapoakdto Ppiokel avt TNV S1POPE Kol AvAAOYd AVEAVEL 1] LELDVEL
™ petaPant xSpeed n omoia kaBopilel TV TaOLTNTO TOV AEPOTAGVOV.
float e = sio2-> SIO2window->touch[ 0 ]->y - start.y;

if (xSpeed>=10 and xSpeed<=50) {
xSpeed += 0.004*e;
}

H templateScreenAccelerometer KoaAeitol k0Oe (POpd oV U)\)\.('XC_,SI 'Y(L)Vi(l n

GLOKELN Kol oG O1VEL TIG Yovieg 6Tovg AEoVEC X Kal Y:
sio2-> SIO02window->accel->x
sio2->_S102window->accel->y

Ot tég avteg €xovv evpog amo -1.0 pgyxpr 1.0, pe to 0 va glvon to onueio
16oppomiog TG ocvokevnc kot -1 kot 1 dtov 11 cvokevn eivan otpapuévn -90 kot
90 poipeg avtiotorya otov kdbe dEova. Trnv dpa dpwg mov mailel kdmolog To
moryviol dgv pumopet va otpifel 90 poipeg t cvckevn yiati oev o pwopet va
BAémer tnv 006vn. H péytom yovia g cuokevnig o€ mpayuotikés cuvonkec Oa,
eltvon mepimov 40 - 45 poipeg, oniadn Tipég omd -0.45 €wg 0.45. Tpénel va
uetatpéyovpe 1o -0.45 — 0.45 oe poipec kot otpifet 1o agpomAdvo pe Bdon
aLTEG. MeTd amd KAmoleg SOKIUES KOTEANEN GTOVG 2 TOPAKAT® TOTOVG:

xAngle = (xAngle * 0.3)
yAngle (yAngle * 0.3)

* sio2-> SIO2window->accel->x* -145.0;
* sio2-> SIO2window->accel->y * 200.0;

+ 0.7
+ 0.7

To (xangle * 0.3) + 0.7 * .. UmPOoTA €lvar Eva 100G PIATPOL Y1 VO £YOVLLE
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T0 OHOAN Kivnor. v ovcio ovTd Tov KAVEL TO GiATpo givar va tdpel To 30%
NG TponyovuevNS Tung kKot to 70 % g katvovpiag yio va unv etvot ToAd

AmOTOUEG O1 GTPOPES KO VoL PoiveTal o aAnOwv 1 kivnon.

Eme1dm n ouokevn dev umopel va pog 0maoel Ty TN e yoviag otov Z aéova

Oa TV dNOVPYNGOLUE e OO UOTIKAL:

zAngle = zAngle + 3 * sin(xAngle/SIO2 RAD TO DEG) *

(sin((yAngle-30)/SIO2 RAD TO DEG) )) + 0.3 * zAngle;

Kot tpocsOétovrtac to pidtpo Exovpe:

zAngle = zAngle * 0.3 * 0.7 * (zAngle + 3 * sin(xAngle/SIO2 RAD TO DEG) *
(sin((yAngle-30)/SIO2 RAD TO DEG) )) + 0.3 * zAngle;

dirz =
dirY =

dirX

"o va avavedoovpe Ty KANGN Tov agpomidvov o kKabe frame Oa,

TPOGOEGOVIE GTO templateRender ( void ) TIG TOPAKAT® YPOUUES:

airplane-> SIO2transform->rot->z zAngle;

airplane-> SIO2transform->rot->x = xAngle;

airplane-> SIO2transform->rot->y yAngle;

Ooov a@opd TNV Kivnomn Tov aepoTAAVOD TPOS TOL UTPOG Bal TNV Kévovue pHéca
and Tic PIPAMOONKES PUGIKNG V1o VO UTOPEGOLVLLE VO OVIYVEDGOVLLE KO TO

collisions. H uébodoc mov Ba ypnopomomacovpe givor m

void setLinearVelocity(const btVector3& lin vel) T]OKOﬁl(MﬁCSITnV’HIXOTnTQ
EVOG OVTIKEEVOL GE Lol OEOOUEVT] XPOVIKT] oTIyUn Ue Bdom éva dbvoouo
(vector) atov Tpiodldotato xdpo. To didvuspa avtd Ba 1o dNUOVPYNGOLUE LE
Bdion v kAo TOL AEPOTAAVOV.

sin( yAngle/SIO2 RAD TO DEG ) * cos( xAngle/SIO2 RAD TO DEG );

cos ( xAngle/SIO2 RAD TO DEG ) * sin( zAngle/SIO2 RAD TO DEG )
= cos( zAngle/SIO2 RAD TO DEG ) * cos( yAngle/SIO2 RAD TO DEG )

’
’
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Toairx, diry Koudirz opifovv To povadiaio didvuoua g katevdouvong tov
AEPOTAAVOL. AVTA TTPEMEL VAL TAL TOAALOTAAGIOGTOOV pe TNV TaryvtnTa (xSpeed)
YL voL TAPOLVUE TO TEAKO dtbvocpa. OmOTE 1) TEMKT GLVAPTNON Yo TNV Kiviion

TOL 0EPOTAGVOL EIVOL 1] TOPAKATE.

airplane-> SIO2objectphysic-> btRigidBody->setLinearVelocity( btVector3( xSpeed
* dirX, xSpeed * dirY, -xSpeed * dirZ));

5.3.2 Kivnon tov éMka.

H xivnon mov mpémnet va kdvel o EMkac eivat vo TEPIGTPEPETOL OVAAOYD LLE TNV
TAYVTNTO TOV AEPOTTAAVOL. 1ol var TO TETOYOLE YPEIALOVTAL O1 TOPOKATM

SVTO}\,éQ OTO templateRender (void) .

sio2TransformGetLocFromMatrix (child-> SIO2transform);
child-> SIO2transform->rot->x += xSpeed;

sio2TransformBindMatrix ( child-> SIOZ2transform );
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5.3.3 Kivnon ¢ kapepoc.

e epappoyég Flight Simulator kotaAvtikig onuaciog yio v kaAbtepn
eCopoimon elvat ko n kivnon g kapepag. To TpdTo TPy TOL OBt
OKEMTOVTAY KOVELS Y10 TV DAOTOINGM TG €lvail Vo dSNOVPYNGEL Lo GYEST
Parrent — Child avaueca 6to agpomhdvo Kot T KAUePO. AVTH 1) 100 SOVAEVEL
aALd To amotédespa dev eival avtd mov Ba mepipeve Koveic Kat dev eivat
avomomtikd. Anpovpyet v aicOnon ot n Kauepa ivor KOAANUEVT GTO
aePOTAGVO Kol 1) KOV glval TOAD otatikr. Mo mo cwoti puébodog 1 omoia,
ypnoomoteiton ko amd woAld Flight Simulator givai va amobnkedoovue o éva
Tivoko TIg TEAELTAIEC GLVTETAYLEVES TOV GLEPOTAAVODL KO 1| KAUEPD VL
aKoAovBel avTEG, ONAAN va KAveL TNV 1010, SIOPOUN LLE TO AEPOTAAVO OAANL LE
Ayn xaBvotépnon. e cuvovacud e aVTO OUMS M Kauepa Ba eoTidlel mavto
o10 agpomtAdvo. H andotaon g kdpepag omd to aepomAavo eEaptdTon amd d0vo
napdyovtes: To moca ‘Prinata’ wicw Ppioketal n KAUepa and TO AEPOTAAVO KoL
OG0 ypNyopa TpEYEL TO aepomAdvo. OGo To ypryopa TPEYEL TO OEPOTAAVO
1060 peyoAwvel n amodotact. Ondte av BELove vo Kpatrcovpe atadepn v
amdGTOCN OTAV EMTAYVVEL TO AEPOTAAVO TPEMEL VAL AIYOSTEYOVLE T PriLotol

Kol ovticTpoQa.

[Mapokdtom eaivetor 0 KOdwag yio TV amrodnkevon tponyovueveav 0Ecewmy tov
aLEPOTAAVOV Kot TV petakivnon g kduepog otig Béoelg avtéc. Ot petafantéc i
Ko j etvar petpntég kat kabopilovv to mocec BEoelg mpiv Ba BpiokeTon n khpepa
KOl CUVETAOC KO TNV amtdGTOCT TG KAUEPOS Omd TO ALEPOTAAVO.

prevPosiotions[i].x = airplane-> SIO2transform->loc->x;
prevPosiotions[i].y = airplane-> SIO2transform->loc->y;
prevPosiotions[i].z = airplane-> SIO2transform->loc->z;

sio2-> SIO2camera-> SIO2transform->loc->x = prevPosiotions[]J].x;

sio2-> SIO2camera-> SIO2transform->loc->y = prevPosiotions[j].y;

sio2-> SIO2camera-> SIO2transform->loc->z = airplane-> SIO2transform->loc->z +
1.0£;
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Ed® @aiveTon 0 kdOKAG Yo TNV £0TIOGN TNG KAUEPAG GTO OEPOTAAVO.

airPos.x _SIO20bject-> SIO2transform->loc->x;
airPos.y = SIO2object-> SIO2transform->loc->y;
airPos.z ~SIOZ2o0bject-> SIO2transform->loc->z;

sio2Vec3Diff ( &objectPos, sio2-> SIOZ2camera-> SIO2transform->loc,
sio2-> SIO2camera-> SIOZ2transform->dir );

sio2Normalize( sio2-> SIOZcamera-> SIO2transform->dir,
sio2-> SIO2camera-> SIO2transform->dir );
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5.4 Widgets.

To Widgets eivat d1601d0t0TEC £1KOVES TOL UTOPOVV VO TOTOOETNOOVY GE
omo100nToTe onueio e 006vnc v and ta 3d ypaeikd. Mropovv va
ypNoipomonBodv cav kovumid, evoeielc 1 kot ta 2 poli. £To CLYKEKPIUEVO
maryviol Oa tposBécovpe 3 widgets. To wpdto Bar pag detyvel v kAo ToL
aEPOTAGVOL 6TOV Y GEOVA KOl oV TTOT)COVUE TAV® TOL Ba pundevilet, Oniadn o
Bewpnoet cav 0 poipeg tnv KANon mov £yl 11 cvokevn eketvn v otryur|. To
denTePo Ba glvar va kovtép, Ao Ba delyvel TNV TaOTNTO TOL AEPOTAGVOL

Kot TO TPito Kovpmi B aAAGLEL TV KAUEPQ.

"o va Tpocbécovpe Eva widget ypeidlovrar ta €€ng Prinata:
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1. AMfAwon tov widget otnv apy” Tov KOJKA.
SIO2widget *tiltBackgroundWidget;

SI02widget *tiltWidget;

SIO2widget *speedWidget;

SIO2widget *arrowWidget;

SI02widget *cameraWidget;

®-@®- O

Onwg paiveton ta mpota 2 widget amotelovvtal and 2 kouudtio. 'Eva ¢dvto to

omoio pével otabepd kot Eva agpomAavo 1 BEL0C mov yvpilovy avaroya e TV

KA oM M TV Ta)0TNTO TOL AEPOTAAVOU.

2. Apywcomoinon twv widget kot pOPT®OT TV EIKOVOV.

O k®dKoc Yo TNV apykoroinon evoc widget unaiver oto
templateLoading (void) . Ed® opileton amd mold apyeio o poptdoEl TV €1KOVO,
10 péyebog ko n B€om e, av Ba KaAdeiton KAmoo cuVEPTNON OTOV TO TATALE

Kol Towd Oa etvar avth. [opakdto eaivetal n apyKomToinom Tov «iltwidget :

STO2stream *yTiltWidgetStream = NULL;
SIO2image *tiltplaneImage = NULL;
SIOZ2material *tiltWidgetMaterial = NULL;

yTiltWidgetStream = sio2StreamOpen( "planetilt.png", 1 );
if( yTiltWidgetStream )
{
tiltplaneImage = sioZ2ImagelInit( "planetilt.png" );
{
sio2Imageload( tiltplaneImage, yTiltWidgetStream );
sio2ImageGenId( tiltplanelImage, NULL, 0.0f );

}

yTiltWidgetStream = sio2StreamClose( yTiltWidgetStream );
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tiltWidgetMaterial = sio2Materiallnit( "planetilt" );

tiltWidgetMaterial->blend = SIO2 MATERIAL COLOR;
tiltWidgetMaterial-> SIO2image[ SIO2 MATERIAL CHANNELO ] = tiltplanelmage;

tiltWidget = sio2WidgetInit( "planetilt" );
tiltWidget-> SIOZ2material = tiltWidgetMaterial;
tiltWidget-> SIO2transform->scl->x = 64.0f;

tiltWidget-> SIO2transform->scl->y = 64.0f;
tiltWidget-> SIO2transform->loc->x = 128.0f;
tiltWidget-> SIOZ2transform->loc->y = 32.0f;

tiltWidget->area->x = 64;
tiltWidget->area->y 64;

tiltWidget-> SIO2widgettapdown = resetPlaneTilt;
sio2EnableState( &tiltWidget->flags,

SIO2 WIDGET VISIBLE | SIO2 WIDGET CENTERED |
SIO2 WIDGET ENABLED );

Ot 1peig mapakdto Ypappéc yperdlovtol Lovo og mepinTmon mov BEAovE Vo
ovvdésovpe o Widget pe evépyeta, OnAadn OTav TO TATAUE VO KOAEITOL U0,
cuvaptnon. Ot 6vo TpdTeg Ypapués opilovy v meploymn mov Ba dEyeTal T0
ThTUo Ko 1 teAevTaia ypoauun opilet to dvopa e cuvaptnong mwov Ha
KOAEGEL.

tiltWidget->area->x = 64;
tiltWidget->area->y = 64;

tiltWidget-> SIO2widgettapdown = resetPlaneTilt;

3. Anewovion tov widget (Render).

INo v anewovion tov widget yperalovtot ot TapaKaT® Ypouués otny

void templateRender ( void )

{
sio2WindowEnter2D( sio2-> SIO2window, 0.0f, 1.0f );

sio2TransformBindMatrix ( tiltWidget-> SIO2transform );
sio2WidgetRender ( tiltWidget, sio2-> SIO2window, 1 );
sio2WidgetReset () ;

sio2MaterialReset () ;
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>’ 0016 To onueio Tov kddika kdvovpe kot ta Transformations( petaxivnon,

oTpoPn KAT ) Tev Widget.

I1.y. oto devtepo Widget (deiktng TorydTNTOG) Y10 VO TO KAVOLUE VoL oTpifet
aVAAOYQ TNV TOXOTITO TOL AEPOTAAVOL YPELALOVTOL TA TOPOKATO:

arrowWidget-> SIO2transform->rot->z = -xSpeed * 4.0f + arcd4random() % 7;
sio2TransformBindMatrix ( arrowWidget-> SIOZ2transform );

[1pocBéTOVTOG TO arcérandom() & 7 GTNV YOVIO TEPICTPOPTNG ONUIOVPYOVLUE £Vl

Toyoio “TpEUOAO” GTOV dEIKTN KAVOVTOC TO VO POIVETOL TTIO OANOWVO.
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5.5 Collisions

Aéyovtag collision evvoolpe TV aviidopaon ToV S1APOPOV AVTIKEUEVOV GTO
oy viol 0Tav cuykpovovtal petasd tove. Xtnv unyovr SIO2Engine ta collision
avyyvevovtal povo uécm v Bullet ko yuo va yivel avtd mpémet va £xovpe

EVEPYOTOMUEVES TIC 1O10TNTES PLGIKNG TOV avTiKewEvav oto Blender.

O1 1310 1EC PLOIKNG Ppiokovtal oty Kaptéda Logic. H mpdt emhoyn 6’ avtn
™V Koptéla ivor 0 TOTOG TOV PLGIKOD AVTIKEEVOL. ATt TIC €MTA €MAOYES TOV

etvar dBéoeg povo ot Tpeic etvat copPatég pe to SIO2. Avtég eivar:

Static: To avtikeipevo eivar otabepd o€ KATO10 oNEio, OTMS Eval KTiP1o, Ed0Pog

KAT.

Rigid body: To avtikeipevo umopei Kiveitat Kot 6€ GUYKPOVGELS VO,

GUUTEPLPEPETOL GOV EVOL KAVOVIKO OVTIKEILEVO.

Dynamic: To avtikeipevo Kiveital, oAAG 6€ GLYKPOVGELG ennpedleTal LOVo M

TaYOTNTO/ETTAYVVOT KOt O)L 1| TEPLGTPOPT) TOV.

Object type
Soft hody
Rigid body
Dynamic
Static

Sensor [ m m U u :

END collision EIFIEAEE [« 1 »]

Occluder
[ Astor | Ghost [ mvisible |Advanced | [ 5o WM state]  conwoters | [_sel WML Lk |

L eddPopety |

Aol doAé€ovie TOV TOTTO TOL AVTIKEWEVOL TATAE TO Actor Yo va TO
evepyomotfoovpe. Av doré€ovpe Rigid body | Dynamic gpeoaviCovran
TEPLOGOTEPEG EMAOYEG OT™G LA, EAACTIKOTTO KA.
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LS DE]E] 1 1 |

[ 1nuicikla | Aduanrad |

Actor SENsOrs

[No va kKataywpricovpe éva collision TpocHBETOVLE GTNV templateLoading (void)

TO TTOPOKATO:

sio2SensorInitCollision( "sensorl", colObjl, ariplane, collisionl );

To omoio opilel ta 2 avtikeipeva Tov Bl GLYKPOVGTOVY KOt TV GLVAPTNGN TOL

Ba kaAeitan OTav cuykpovotovv. H cuvdptnon opiletar o¢ e€ng:

void collisionl (void * SIO2sensor)

{

Anhadn 6tav cvykpovotei To colObjl pe o airplane 0o kadeiton n cuvéptnon

pe to ovopa collisionl.
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