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Evyoprotieg

Me tnv oAoKApwaon TNG MTUXLAKAC Epyaciag, n omoia uAomolBnke uTo TtV eniBAsYPn TOU K.
Namaddakn Xapdhapmou, Ba BEAAUE va €UXAPLOTACOUUE OAOUC EKEIVOUC oL omoiol mpoodepav
moAUTLUN BonBela yla TNV MEPATWON QUTAC TNG Epyacioc. Oa Atav mapdAsidn va unv avodepbw os
OAOUG EKELVOUG TIOU cuumapaoTAdBnKav o Autnv TV mpoomnabsia. Katd kUpLo AOyw, TIPETEL va
£UXAPLOTHOOUUE ToV emIPAEmovTa kaBnyntr and to T.E.l. Kpntng K. XapdAaumo Mamaddkn, o onoiog
poG urmootnplée ka®' OAn TN SLAPKELO TNG MTUXLAKAG EPYAOCLOG KOBWC KAl TO TIPOCWTILKO Uou ¢ilo
Katooapo AnpntpLlo yla Tig ouvexelc CUUPBOUAEG TTOU oG TTaPELXE. ITN CUVEXELQ, TOUG YOVELG MG YL
TNV OTAPLEN TNV omola pooédepav e OTOLOV TPOTIO UMopoUcay Kol OAOUG EKElVOUG OTOUG oToloug
Bpnkape otrplypa eite Puxoloyikd eite UALKAL..
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Hepiinwn Hroywexknc Epyocioc

H mroygoxm epyacio ovt) mpooeépel T duvatdTNTO, GTOV ¥PNOTN VO, ONUIOLPYNGEL Eva
TPLedldoTato Tomio (Tuyaio N amd to Undév), va to emefepyoaotel Ommg emBuuel Ko TEMKE Vo TO
amobnkevoel. Aivel emiong tn dvvatotnta va tpoatebel NAlog, ovpavoe, Bdracoa kabmg Kat dSaupdpwv
OVTIKEWEVOV TAV® OTO TOTIO OM®G TETPEG, OEVIPA, YOVL KAT.. Me dAha Adyw, UTOPOOUE Vo
ONUIOVPYACOLUE EVOL OTKO oG KOOUO. YTApYEL 1 SuvATOTNTO TAONYNOTG LEGO, GTO KOGLO PO OAEG
TG Katevfovoelc.

To Aoywoukd mov avomtdoybnke ota mAaicwo g epyociag umopel vo ypnoyiomomdei
peténetta. g Paorn ywo tn dnuovpyio Kamolov malyvidlov. Ocot acyorobvtal pe tn dnuiovpyia
ToyVOmV yvopifovy OTL 1 dnpiovpyio Tov Tomiov gival factkd GLGTATIKG Kol SIvETOL TOAD UEYOAN
£ULOOOT KO TPOCOYN OTY KOTAGKELT] TOL.

H dvokorio g epyaciog avthig £YKeELTal 6T SLVOUIKOTNTO TV OToi0. TPOGPEPEL dLOTL OEV
UEVOLUE GTNV amtAn dnuiovpyia vOg peydAov mediov alAd otn dnpovpYio Uiag TEXVIKNAG N omoia O
dNUIoVPYEL OvVAAOYO LE TIG OTOLTAGCELS TOV ¥PNOTH TOTO, €T aVTOUATA EITE OYL, TOVIO SLUPOPETIKA.
Méow pag “YevVNnTplog VWOUETPIKAOY EIKOVOV” OMUIOVPYOVVTIOL OCTPOUAVPES EIKOVEG Ol OTOIEC
OVCLOOTIKG dElyvouY TO VYOG og Kabe onueio ot cuvéyelo Tic enclepyalopaote LEcH KMOKE e Java
Kot Téhog TS etodyovpe oto Visual Studio kot otov Editor. TTapokdtem akolovbel eneEnynon kabe
BruoTog avoAVTIKA.

To TpoypdippaTo To 0oia ¥PNCULOTOMCULE GTNV EPYACia AvTh eivat Ta ENG:

e  Microsoft Visual Studio
e  Esenthel Engine

. NetBeans

e  L3DT Terrain Generator



Summary

This thesis offers the user the ability to create a three-dimensional landscape (random or from the
begging), edit it as desired and eventually store it. It also allows to add sun, sky, sea and various
objects on the landscape such as rocks, trees, snow, etc. .. In other words, we can create our own
world. There is the ability to navigate in the world in all directions.

The software developed in this thesis can be used later as the basis for creating a game. Those
involved in making games, know that the creation of the landscape is a key component and is given
too much emphasis and attention.

The difficulty of this work lies in the capacity that offers because we do not live in the mere creation
of a large field, but create a technique that creates, depending on user requirements, landscapes
automatically or not, always different. Through an "elevation images generator" creates black and
white images which show essentially the height at any point. After that, follows the process through
code in Java and then import them into Visual Studio and Editor. Below is an explanation of each step
in detail.

The programs used in this work are as follows:

e  Microsoft Visual Studio
e  Esenthel Engine

. NetBeans

e  L3DT Terrain Generator
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Iotopikn Avaopoun

Ao 10 1971, 610V TPOTOEUPAVIGTNKE TO TPDTO oY VidL amd v etanpio Atari puéypt onuepa,
To. TPAYHOTO £ouv aAAGEEL TOAD 6TO TOMEN TNG OVATTLENG NAEKTPOVIKOV Ttoyvididv. H €kpnén
EVOL0PEPOVTOG Ot TO KOO Y10 TIG KOVGOAEC TTOLYVIOIMV KOl Y10l TOL {010 TOL Totyviolo eivatl EKTANKTIKY.
[Tépo amd GAAEG LOPPES YLYAYMYIOG OTT®G EIVOL O KIVLLOTOYPAPOC Kol GAAQ, T GTPOPT] EVOLOPEPOVTOC
TOL KOGHOL Yl Yoyoy®yie oto omitt mopovotdlel peydrlo evolapépov. EvOeTikd Tapukdtom
mopoTifeTon Eva S1aypapLiLol Tov SElXVEL TNV ADENGON OTIC TOANGEL, KOVGOAMY TOL(VIODV.
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Ewova 1: AvEnon ot toAncelg Koveormv, omd tov Noéufpto tov 2006 £wg tov Iavovdpto tov 2009
Tnyfq: www.tgdaily.com

Ta moayvid o 0moio GVYKOTAAEYOVTL GTHV KOTNYOPio TOV TPOYPOUUATOV, KOTEXOVY TAEOV
éva OMUOVTIKO KOUUATL TNG TiTOaG 0TV ynolokn ayopd. Apyikd Prémovpe va epgaviCovrol woyvidw
evOg moiKTn, YOPIG LOLCIKN Kol WOWiTEPO GEVAPLO. XNUEPO £YOVUE PTAGEL GTNV ENOYN OMOL T
oy vidlo S100£TOVY KIVILOTOYPOQIKE EQE, “YOAYOLVTIOVE GEVAPLA, KOl HTOPOUV VO GUUUETEYOVY G’
ouTa TaikTeg omd OA0 Tov KOGUO. XTo TeAevtaio BEPora, onuaviikd polo €xel maifel kol n paydaio

avamTuén Tov S1adkTOov Ta TeAevTain ypdvia. I1hg Opmg prdcape péypt £0m;

[Inyaivovtog micw oto mapelbdv, N etaipios ovATTLENG TALVIOIDVY, 1 YVOGTH GE OAOVG HOG
Atari, &exivnoe 10 1972 Vv poalikn mopoymyn tov morvidtod Pong, to omoio &ixe popon
KePUATOOEKTT. Zuvolkd TovAnce 38.000 T€To100g KEPUATOOEKTES KOl TO ALY VIOL NTAV OAOKANPOTIKE
oxedoopévo pe kvokiopoto TTL, yoplg xav va ypnowyomotel emefepyaoti, 1 KAMOWO KOOKO
(mpoypappar). O kddKOG TOL TaLYVIdLo0 awToL dNpovpyNOnke and Poactkcd dopkd ototyein YNEOLKOV



KUKAOUOTOV (TOAES), HeTpNTéG Kot ypovoolakomteg. ‘Hrtav mn yévvnorn 1tng avtokpatopiog Tov
TOLYVIOLDV.

Ewévo 2: O keppotodéktng e Atari yua to mayvidr Pong

AOYy® TOL VYNAOD EVOPEPOVTOS TOL KOOV, ot gTaupieg Eekivnooav évav Eéppevo aymva
ToPAyOYNS ToVdLdV amd tote. AGy® TOV PEYAAOL AVTAY®VIGUOD Kol TG AVENGNG TV OMALTHCEMV
amo TN UEPE TMV YPNOTAV, Ta TALXVIOL GLyd otyd apyloov va yivovtal ohoéva Kol o TEPITAOKA.
[TAéov M yprion PociKdV YyMEoKdY KOKAOUATOV Yo T dnpovpyio moryvididy NTov avenapkng, Ady®
TOL VYNAOD KOGTOVG, TG TEPMAOKOTNTAS Kol TNG EAAELYNG SLUVOTOTNTOS Enavaypnotonoinonc. 'Etot
OTOOWIKA, KO OKOUN 7O €VIOVO LE TNV EUQPAVIOT] TOV OOUNUEVOL TPOYPOUUOTIGHOD Ol gToupieg
Eexivnoav va avonTuGGOoLV Ta IO Vidlo TOLG 68 KMOKO Tapd 68 YNELOKE KUKAMUATO. AVTO apyiKd,
Kuplog Ady® TV TOTE YOUNAOV amouTNoE®V Qawvotoy enapkés. Opwmg eartiog g avénong g
TEPITAOKOTNTOG TOV TALVIOLDV, ApYIoaV Vo gpeavifoviot YIAAdes YPOoUUEG KOJIKO Ol OToleg NToV
OVGKOAEG GTN GLVTIPNOT TOLG Kol AKOUT To SOVGKOAO Y10 KATOLOV KOvoOPlo TPOYPOUUATIOTI] GTOV
YOPO TOV TOVIOWOV va TG katovonoel. Emiong, o&iler va onueidoovps €d®, 011 WALOV O
eneepynoThg YPOPIKOV aMOTELOVGE EEXMPIOTO KOUUATL TOL LTOAOYIOTH, €MEWY] O OYKOG Yol TNV
emelepyacio dedopévov NTav TOADG Kot VINPYE HEYAAT Kol GOKOMN GTATOAN TOPWV TOL VITOAOYIOTY|
KOl TOV €MEEEPYAOTH, EWOIKA GE GLOTNLOTO TOL E£TPEYE OMO MIC® KAMOLO AETOLPYIKO cvotua. To
chip avtd éyve yvootd pe 1o dvopa KaApTa ypoeikdy and v stapioc Microsoft otig 30 Zentepufpiov
1995 ue to dvopa DirectX.

Me amid Adylo, por pnyovn ypoeikomv dev gival Timota GALO Topd OHOSOTOMUEVES ETOYLES
ocuvoptioelg pe Pacikd epyaieio mov gival yprolwo oty onpovpyia Toyvidiwv. o mapddetypa,
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TEPILOUPAVOLY TOV GYESIAGLO TPLYDVAV, TOV EAEYXO GUYKPOVGE®MYV, TNV OIKTOMGCN Kot GAAQ TpaypaTo
Ta. omoiol efvort Kowvd yio OAol Ta Toyvidwo kot dgv yperaleton Eava kot Eava va To. epEVPICKOVE OO
mv apyn. Enquepa to DirectX éyel ptdoet aucing oty £kdoon 11. O Tpoypoppaticpds TV Tayvidiny
€ywve OKOUO. EVKOAOTEPOG KOl EYOLUE TNV EUQAVIoT akoun wo eéelnmmuévov Kot mepimlokmv
moyvioloy. Me v Eéppevn avamtuén TV TOyVIOIOV KOl TV EI00Y®MYN KOVOUPLOV EVVOLDY GTO
YOPO TV Pvteomoryvididv, omwe v mopddsrypa n Texvnrq Nonmpoodvn, n ypfion g Unyeving
ypapikadv DirectX frov miéov 600KoAn, 8101t TepleAdufave Evvoleg TPIyOVOV Kot oynudtov kot oyt
KkatL mo e&edikevpévo. 'Etol epeupénkay véeg UnNyovEC YPOPIKMY Ol OTOlEC OUAOOTOINCAY TIC
evtorég DirectX ce évo eminedo mo endvo. e axpipdg oavtd 10 eminedo Ppioketar Kot n unyavn
YPOPIKOV TOV YPNOILOTOLEITOL 68 OLTH TNV wTuylekn epyoacia, 1 unyovn Esenthel appnxra
ouvvdedepuévn pe to Microsoft Visual Studio (C++). Alkeg mopduoleg unyaveg i610v emmédov eivar 1
Cry Engine and v etoupio CryTek ka1 Unreal Engine, a6 v etoupio Unreal Technologies. ‘Eva
SUUYPOLLLLE, Y10, VO KATAVOTGOVLLE TO, ETIMEDC AT OKOAOVOEL TOPOKAT®:

Eninedo 1-Eneepyactric/AoyIKd KUKAWpata

Emimedo 3-Mnyxavr ypa@ikwyv (DirectX/OpenGL)

P4

Eninedo 4-Mnxavr] ypa@ikwyv vupnAou emirédou (XNA/CryEngine)

Ewéva 3: Ta eninedo Tpoypappotiolod Ypoptk®v

11
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Ewsaymyn etov [lIpoypapnotiond Tprweorastotov I'paoik@y

Onwg cidope e TPONYOOLUEVO KEPAANLO, O TPOYPUUUOTIOHOS TV TALVIOIDV AOY®D T®V
VYNADV OTOITNCEDY KOl TN avENGNG TEPIMAOKOTNTAG YIvETAL OAOEVA Ko e 10 eEEAYEVE EpYaAEiaL.
[op’ 6An Opwg v ypnon Tev eEeMyUEvaV EPYOAEIOV QVTMV, OAEG OL UNYXOVEC YPOUPIKOV KOl TO
e€eMyuéva TPOYPAULOTO TTOL ¥PTGILOTOLOVVTOL Y10, TNV GYEdioT] LOVTEA®Y, Ommg eldaje, otnv Pdon
TOVG XPNOoLonolovV TV id1a Aoyikn. Ipwv Eexvicovpie Tov oyedlooud LOVTEA®V Kal GAA®Y OLOPO®Y
TPOAYLATOV LLE TNV YPNOT| LLOG UNYAVIS YPOPIKAOV TPEMEL VO KATUOKEVAGOVLE EVOV «YDPO» LECH GTOV
onoio Bo umopode vo gppavicovpe to povtédo poag. H guepdvion poviéhmv, Tplydveov Kot GAAOV
OVTIKELEVOV TTOL ¥PTCILOTOLOVVTOL GTO ALY Vidla yiveton péoa oe éva mapdbupo. Avth 1 dladikacio
EUPAVIONG OVTIKEWWEVOY oty 006vn puécm Tov Tapabvpov avoaEEpPETal GLYVE GTOV KOGUO TMV
Tayvidlov pue mv AyyAkn opoAoyia render, o omoiog kat Ba ypnoiponoleitol cuyvd amd €dd Kot
népa. H petdppaon oto EAAnvika dev eivar kot 1600 g0oToyn Kot yio. ovtd T0 AGY0 avTdg 0 Opog,
Omm¢ Kot TOAAOL GAAOL péca o aLTV TV gpyacia, Oa avagépovtal pe v AyyAtkn opoioyia, yioti
TOAEG QopéC M LeThppacn arnd ta Ayylikd oto. EAAnvikd sivan dotoyn. [poywpdviog Aowwdv kot pe
EMAYIOTN YVDON TPOYPOUUATIGUOD, Y10, VO GYXESIUCOVUE YPOUPIKO YIVETOL KOTOVONTO TG TPEMEL
TPOTIGTOC VO GYESUCOVUE TO TAPAOVPO oG UE o YADGGO TPOYPUUUATIGIOD, OTTMG Y10 TUPASEY LA,
pe v C# 1 v C++, 1 omoia kot ypnoponoteitol oe avtmv v gpyacio. Ta «étoua» Tapdbupa wov
Qg Tpoo@ipovy ta cOyypova mepifdilovia avamtvéng epapuoydv omog to Visual Studio g
Microsoft, dev pog eivon apketd yiori 0o O ape Wavikd vo £xovue tov TANPN Aeyy0 TOL TOPABHPOL
Ko va yeiplopaote o, interrupts (to onuota dtokomng mov déxeton o H/'Y dote vo emtkovmvinoet pe
OLOKEVEG €16000V) 10, 0ToiloL AVTO AUPAVEL, OTMOC Yo TOPASELYUO, TV KIVIGN TOV TOVIIKIOD, TO
TATNUO €VOC TANKTPOL GTO TANKTPOAOYLO MOG Kot GAAC. XN OIKN WOG TEPIMTOOT EGAYOVTUS TIC
érowueg Piplodnkeg g unyavig Esenthel oto Visual Studio avtopata yAvtdvovus moAd KOmo Kot
YPOVO Y10 OPIGUEVA EK TV TOPATAV®. LTIV OVCIN, OTOV OVOTTOGGOVUE EPUPIOYEG LE TO, CUYYPOVA
nepPEALOVTO avATTUENG, AVTA OA0 KataokevdlovTal avtopata e kmdka. [Ipénet, emiong, va &yovue
vy pag Ot to. Tapdbvpa avtd, dev eivoal oTaTIKA, dNANST OTAV «TPEYOVUE TO TPOYPOLLLO KOl
PAémovpe 10 TapdBLVPO aVTO Oev «EPIEVEY Ba Aéyape amd [OG VO TOTHGOLUE £Vo, TANKTPO Yo, Vo,
Kavel Katl, oAAG TPpEYOVTAG TO TPOYPaLLL. paivel o€ Evov atéppovo Bpdyyo Katl o€ kbBe emavainym
eEAEYYEL Y1O0. TUYOV €16000VS OO TOV YPNOTH, ONANON Yo TATNUO TANKTPOL, Kivion TOVTIIKIOD Kot
G0, Avtog akpiPdg o Bpdyyog eivar (oTikng onuaciog Yo To oy vidl pog Kot gival k4Tl To omoio
pobaivel KATOL0G VEOG TPOYPAUUOTIGTNG EGEPYOUEVOS GTOV YDPO TOV PvTeomaryvidudv. Akoun,
avTdG 0 Ppoyxog elval YvmoTOS KOl OVAPEPETOL GTOV TPOYPOUUUATICUO Toyvidldv pe Tov 6po Main
Game Loop. Tevikd y1o katavoGov e 1o Pactkd Kot Vo SOVLE LLE TOH AOYIKT «TPEXEL EVOL TOLYViot,
mapokate mopatiBetor éva didypappa mov Ba pog Bondfoel vo KatavonGovE TiG EPTA PACELS EVOG
TALVIOL0V.

Initialize Program

-Create Window f
-Load Media [
-Allocate Memory

. Game Logic | 4 Render
-Set Variables -Keyboard
-Mouse

-Physics Graphics

Start Game ‘ [ &t Input
-Al

‘

7

f Cleanup I I Restart
-Clear Memory -Keep Going?
-Cloze Direct® Exit?

Ewéva 4: O 91 9pdoelg evoc maryvidlod
TInyq: www.directxtutorial.com
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Onog avoeépape Kot oTtny apyf ovtov Tov kepoiaiov kot PAémovpe oty ekovo 4, Tpv
aKopa EeKvoovpe vo oxed1alovpe LOVTELD Kol GAAG TPAYUATO UE TNV UNYOVT YPOPIK®DV, TPETEL VA
mepdoovpe amd v edon 1 n onoia meprAapuPdvel Katackevn evog Topabipov Kot T dECUEVOT TNG
omapaiTNTNG PVAUNG.
®don 1- Katackevn mopadivpov, déopgvon pviung
AT €00 axpipaic Eekvaegl To mayvidl poc. [ivetor n @OpT@oN TG UNYXOVIG YPOPIK®DY, OT®S Yo
napadetypo 1 DirectX, n xatackevn tov mapaddpov Kot  Topouetponoinet tov, dniadn edv givol
TAfpN 006vn, Tt Titho Ba éxel kot dAra. Emiong, yivetat o oplopog Tov mapabipov avtod g to Main
TapdBupo kal OTL 0 YEPLGTAG TOL Ba eival 1 UNyav YPAPIK®OV TTov €£xovpe opicel. Me amAd Aoyia
pvOuiloope v unyovn ypoewkav va «Coypaeiley uéca oe ovtd to mopdbvpo. Téhog, yivetar n
amopaitnT SECUELOT LVAUNG TTOL Bal YPEIGTOVE.

®don 2- Exkivinon oy viorov

Ed®d miéov @tdvovue éva Paua mpwv v Main Game Loop 6mwoc avoaeépape kot mpv. Eivar 1o
onueio exkkivnong tov atéppovov Ppoyyov, arnd tov omoio Kot 6ev Oa «Pyewy To Toryviol pHog uéypt va
10 otapoarioovps guegic. Tov tpoémo Oa Tov ava@EPOVUE GTNV GUVEXEIN. X& OQVTNV TNV @don,
(QPOPTOVOLUE TO, LOVTELD oG, opilovUE TI OPYIKEG MOG UETOPANTEG, OTMG Y10, TAPASELY LA TOV XOPTT,
70 omnueio ekkivnong Tov malyTn Kol GAA.

D don 3- Afyn €166000V a6 TNV YP1OTY

Eivar to onpeio 6mov 1o motyvidl pag Aappdver amd tov ypnotn ta Agydueva interrupts 1 aliimg
€16000V¢ 0O TO TANKTPOAOYLO, TO TOVTIKL 1] AKOMO Kot otd Eval YEPIGTNPI0 ToLyvIdtoD. Avti 1 edon,
7OV €lval Ko 1 LOVASTKT, Eivor 1 LoV YEQUPO TOV GUVOEEL TO TTayVidt e To xpnotn. Me GAla Aoyl 0
YPNOTNG LITOPEL LE OTOV TOV TPOTO VO, KETIKOWVMVNGEL UE TOV T VIOl

®don 4- Enelepyacio LoyiK®V TOU TOLVIO0V

Xe autv Vv @don eléyyovpe kot opiCovpe 1o «tt uEAEL YevéoBowy 6To Tonyvidl poag. Aniadn to wol
oKpPOC peETOKVAONKE 0 TaiyTnNG Hog To TeAgvtaios OsuTEPOAENTO, TOoES aAKPPBDC cQaipes Exovv
LEtvel, av 1o TAOLO TTOL 001 YOVE GCLYKPOVGTNKE TAV® G€ KATOL0 Ppdyo Kot GAA.

®don 5- Epeavion ypo@ikov
Edm, «Coypapilovpe» ta LOVIELN LOC KOL TO OVTIKEILEVA g TV 000vr. AvTi 1 edor éxel dueon
oéoN Le TNV Tponyovpevn Kot 1o Tt o LoypaploTel £l va KAVEL PLe TNV TPONYOVLEVT (AGT).

®aon 6- 'Eleyyog yio ££000 1] Yo cvvEyELd,

Xe auTvV ™V @dom TO Toyvidl Hog eAEYYEL TO TL €YIVE OTIC TPONYOVUEVES QPAGEIS, KOl OVAAOYOL
aropaocileror av Bo cuveyotel o Ppdyyxog N Ba teppatiotel. Eivar katavontd to yeyovdg ot edv
teppatiotel o Bpdyyoc, Ba yivelr €€0d0g amd 1o mouyvidl, evd dapopetikd, o Ppdyyxog Ba cuveyiotel
KOVOVIKG amtd TNV @don 3 Kot Enetta.

®aon 7- KaBapiopds ypagik@v, anehevdépmon pviung

Avt 1 pdon etvar cupmAnpopatiky Kot dgv Kaheitar cuveyds oty Main Game Loop mapd povo
otav avtd {nmbel. Ao tov Titho Katarafaivoope 0Tt €dd pmopode vo Kabapicovpe LOVTEAD 1] Kot
pvnun n ool OV XPMOLUOTOLEITOL TAEOV KOL VO TV OPNCOVUE Y10 LETEMELTA YPNOT DOTE VO PNV

éyovpe vepyeiMon Lvnung.

Avto Lowmov Nrav €va Pacikd KOUUATL Yo VO KATOVOGOVUE TO TAOG AEITovpyel £va Totyviol,
pe mola, OonAadn, Aoywkn. Me Tt eviorég epeavifovpe avTiKeipeva, EAEYXOVE Y10 GLYKPOVGELS Kol
OTTOOEGLEDOVLE VI €XEL VO KAVEL [E TNV EKAGTOTE UNYAVY] YPOPIKOV Kot dgv glvar KAt yevikd. H
Aoy povo mapopével 1 idia.

[Mopakdto Bo piioovpe ywo To Pacikd ovetoTikd 1 Pacikd otoyeio amd To omoio
amoptiCovror OA To OVTIKEIIEVE KOl To LOVTEAD OV PAEmovpe gleig oty 006vn pog. Kdébe popd mov

piddpe yo Pacukd otoryeio yio To oy vidl eivol Gov vo MAGLE Y10 LOPLoL Kot ATOUO, OTNV EMGTNHUN
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™¢ eLoikng. Eival dniadn kdtt amd to omoio amoaptiCovial OAa 6060 PAETOVE G YPUEIKE GTV 000V
Hog Ko givat 1010 yio ta o amAd Povtédo oAAd Kot Ta o ovvheta. To o yvootd Paciké otoryeio
OV OAEC OL UNYOVEC YPOQIKGV vootnpilovv givar ta Tpiymva. [Todvmhoka povtéria, 6mwe M fpoyn
oV PAETOLUE VO, TEPTEL GTO TOYVIOL LOC, TO OEPOTAGVO TTOV TETAEL GTOVG OVPOVOVS TOL TTOALYVIOLOD
HOG, ElVOl OTOTELEGUO. EKOTOUULPIOV TPIYOVOV Ta, 0mToio eVOUEVa LeTall Tovg pog divovy autiv v
«yevdaicOnon» tov Pouvod, TOv VEPOD, TOV OLPAVOD. AKOUN KOl TO TPOYPOAUMATE KOUTUGKELNC
HOVTEL®Y OOLAEDOVY UE TPIYOVO, KOl GE TPONYOOUEVO KEQPAAOLO 7OV UAovoape Yo e&oywyn
HOVTEA®V GE€ LOPON KATAVONTH OO TV UNYOVI] YPOQIKOV 0OT0 TO TPOYPAUUATO KOTOOKELNG
HOVTEL®V, autd dev e€dyovy Timote GALO mapd Eva KEIUEVO UE TOV OPlOUd TOV TPLYDV®V, TO YPMLLQ
TOVG, T0 TOL Ppickovtal Ol KOPLEEC TOVG Kot GAAM otoyeio. Xuvyvd, emiong, PAémovpe KAPTEC
YPOPIK®V VO, YPAPOLY GTA YOPOKTNPIOTIKE TOVG OTL LITOPOVV VO ELPAVIGOVV «) EKATOLLPLO TPIymVa
T0 devtepoienton. H ypiom tprydveov, Aowmdv, ax’ 0, Tt SlomicT@vovue givarl TAéov dedouévn ot
Bropnyovia mayvidiwv. BePaing vrapyovv kot dAlo PBactkd cToyEio. e TO 0mOi0. UTOPOVUE VO
oYEO1AGOVUE YPUPIK(, OTMG Y100 TOPAdEY U TeEAEie (onueia) Kot ypaupés. Ma yia oo Adyo, OUMG,
YPNOWOTOL0VVTAL EVPEME TO, TPIyVE, Kot Oyl, Yo mapaderyua, ot ypouués;, H amdvmon eivar molo
armAn. To Tpiyova Kot Adym TV TPIOV KOPLO®V TOLG LG EVOL ¥PNGIUE Y10, VO, KOTOCKEVAGOLE GALD
Boowd oynuota. Xkeprteite povo Ot 000 Tpiyove sivor éva tetpdymvo. ‘Evag koAwvdpog
TPLoOLoTOTOG O TOV TOAAG, 1 LAAAOV EKOTOVTADES, TPiywVa. AdY® TOV YeYOvOTOG OTL TAEOV aKOU
KOL Y10, VO OYEOIAGOVUE 0L «TPIGOLACTOTN YPOUUN» Ol Ypouués oev givarl apketéc (awtd Ba ntov
oLveTd UoVo oTo TPMTE Toyvidw g dekaetiog Tov *70) Ko, OmOC elmape Kol TPV, AOYOD TOV
KOPLOOV TOV TPIYOVOV Kol OTL GVTEG UITOPoV Vo, evebohv dote Vo 6YEOIAGOVY TOADTAOKA LOVTEAQ,
umopobue vo. yaurmoovue peyddo bandwidth omv xdpto ypagicav poc. To voduepa to omoio
€EOKOVOLLOVE, Y10, TTUPASEIY IO GTO GYEOIAGIO EVOS OTAOD TETPAYDVOV, &ival LKPE amd Ty ¥pnHom
TPYOVOV ovTi ypouudv 1 onueiov. Edv okeptode, 0pme, 0Tl To GOYYPOVO ToyVidlo, amroTeA0vVTOL
oo eKATOVTAdEC WOVTEAD T omoio KUOe 0evTEPOAENTO KAVOUV TOAAEG KIVAGEIS, TO VOOUEPO
e€okovOUNoNG Eivat TPOUAKTIKG Kot dev Oa Tav duvath 1 ELEAvIoT Tovg, mapd wovo ue v fondeia
TAVAKPIPOV KOPTOV YPOPIKOV Ol omoiec, puoikd, Ba avéfalov Katd ToAd 10 KOGTOC TOV VTOAOYICTY
pog. Hopaxkdtom tapatiBeton Eva didypappa Tov delyvel Lepikd Bacikd otovyeio Ypopikmy.

Tpiywva
2 4 B
1 3 ]
lpappég
23 4 _' 6 ,.
1 i3 4]
Inueia
{1} {2} {3}

Ewova 5: Ta Pacikd otoryeio Tov ypopcmv

Keivovtag 10 kKepdhiato avtd, copmepacpaticd Bo Aéyape 0Tl To. GUYYXPOVA oy vidio, and To
O OAG £00G TO TO GVVOETA KO EVTVTOCIAKA, YPTCLLOTOIOVV GTNV 0VGI0 TNV TEXVIKT TOV OTEPILOVOD
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Bpoyyov, vy va Aappdvovov pnvopate amd Tovg ypnoteg Ommg eidape ko mpv. Télog, yuo va
umopécovv v {oypoaeicovv kdtt oty 006vn ypnoiworolovy 1o Pacikd otovyeic TG Unyovig
ypapikov. Bepaing, Oo avapmtnbel kdmotog, edv pévo avtd ta 600 ivol ETOPKT Yol VO KOTUPEPOVUE
OUTA TO EPE 1] TIS AVTAVOKAGCELS KOl TOLG POTIGLOVE IOV PAETOVIE GTO GVYYPOVO, TToyvidlo. H
OTAVINGT @QLOKA €lval Oyl Kot Omwg Bo O0oOUE, VAAPYOVV KATOEG OAAEC TEYVIKEG TOL
YPNOYWOTOLOVVTAL, OTAMG CVTO TOV TOPOVGLACTNKAY GE OVTO TO KEPAAULO €ival To PUCIKA KOl GE
ovtd Pacilovtor kot OAa To, LTOAOLTO.
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KegpaAaio IV
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Hapovoioon Tnc unyovic ypoowk®v Esenthel

4.1 Aiya Loyw yo Ty pnyovn Esenthel

e 0vTo TO KEPAANo Oa dovdpEe avaALTIKA T unyovh ypagikedv Esenthel kot tig duvartdnteg
ov mpooPépel oto yprot. H unyavn Esenthel eivar por odokAnpouévn mhateopuoa avamtuéng
oV divovtag T dvvatotnta dnpovpyiag TitAov Katnyopiog AAA (VYNANAG TOOTNTOG KO LE
peydho mpovmoroyioud). ‘Exel oyediaotel €dkd yuoo emoryye Aotk avantoén moyvidimy, 1 omoia
EMTVYYOAVETOL OIVOVTOC OTOVC TPOYPOUUOTIOTEG OOAVTO EAEYYO OTN UNYOVIKY TOL KMOOIKO TOV
TOVIOL00, YPOQEIKG ETOUEVNC YEVIAC Kal [0, TAODGLO EPYUAEIO0NKN 1 OTOloL LEIDVEL OPUCTIKA T
dwdwkacio avamtuéng tov moryvidtoy. Ilapdio oOuwg mov otoyebel katd KOPO Adyo TNV
EMOYYEALOTIKY ayopd, eivatl apkeTd e0KOAO va ypnoiorom et amd ave&aptnteg OUAdES 1) AVTOVOUOVG
YPNOTEC Y®PIG TPONYOOUEVT EUTELPIQ GTIV AVATTUEN TOLYVIOIDV.

To Esenthel éivel T duvatodtta 6T0 ¥pNoTH Vo SNULOVPYNOEL TO TTaLVidL TOV pic ophd oG
va umopel va 1o ekdmoel yio. mOAAEG dlapopetikég maatopueg (Windows, Mac, Android «hm).
AwBétel évo amd to wo €EEAYUEVE GLUGTALATA TAPOVCINCNG YPOUPIKOY TOPEXOVTOC TN KOAVTEPN
TOLOTNTO, Kol OwOd0GT] OV Kol Ol amolthoel; o€ enelepyaoTikn 1oy0 iomg eivar peyodldtepeg omod
owvnBoc. Adym g ocvvepyaciog ue to cvomua PhysX tng etapiog Nvidia dwabéter e€ehrypévn
TPOGOUOIMGT OGO V APOPA T PLGIKT TV AVTIKEWEVOV Kal divel T dvvatdmta DapEng TEPACTION
apBuod SLVOUIK®OY OVTIKEWWEVOVY 6T oknvh og Tpayuatikd ypovo. H epyadreiodnkn tov Esenthel
olbétel peydAn ykauo epyoieiov €0KOAM oTn ¥pNoN TO OMOld EMITPEMOVY OTO YPNOTIN VO
eneEepyaletal avTOUOTO KOl VO €1GAYEL OTOUKEID GTO TOyVidL TOL ONUIOVPYDVINS OTEAEIDMTOVS
KOGLLOLG Kot VO TPOoapdlel OTOALTA TO, AVTIKEILEVO OT®G avTOG EMBULEL.

EbYkola umopei vo woyvprotel koveic ottt unyavn Esenthel ) yapaxtnpiCer améAvto o 6pog
61a0epOTNTA KAONDC TO TAVTA SOVAEHOLY OTIMG TPETEL, EIVAL SOKILAGUEVA OO TOVS TPOYPOUUOTIOTEG
TOL T SNUIOVPYNCAV TAUTOALEG POPES AAAA axoun kot av Bpebel Kamoto cedipa givor éTolot va to
emdlopbdoovv dueca ywpig kabBvotépnon. [pénel va avaeépovpe 6 avtd 10 onueio dtL LLapPYOLY
OQOCLOUEVO (TOR £TOWO Vo €TADGOLV omolodnmote mPOPANua mpokvwel. Télog, mpémer va
avapepBel 6t  unyovn cvveyds eEedicoetar kat kdbe pepcés pépeg KATL Katvovuplo mpootifetan i
e€eMooetol. ZYeTIkd He TV ¥PNoN TS, apyKd aivetal e0KOAN o1 YpMon dALd Kot dtav apyicovv
KOl SLGKOAELOVY T TPAYHOTA VEApYoLVV meplocdtepa and 100 emenynuatikd apyeio (tutorials)
apLoTa TIOYHEVA KO ATOADTO, KOTAVONTAL.

4.2 X0pOuKTNPLOTIKA TG UNYOVIS

4.2.1 Rendering
Apyikd mpénel va WAGOVE Y10 TO averTuypévo cvotnua render mov dwbétel. Xmv ovocia

dabéterl tpelg dopopetikov renderers yu va pmopel vo mpoogépel vymiotepo frame — rate og
pnyovipato pe oyl Kot T060 peydin enegepyaoTikn 1oyv.

e O mpdrog etvor 0 Kot 0 o amAdg aAld kot o o ypryopos. Eivan meplopiopévog oty vmopén

uovo oG TYNS POTOG XWOPIG VO VIAPYOLY OKIEC, KOTOTTPIKOL PMOTIGUOL 1 OVAYALPES VOLC.
Eitvar xatdAAndog yio vToAoYIoTEG e YapNnAES SuVATOTNTES.
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o O 0deltepog oe oepd vrooTnpilel AMEPLOPIOTO QMTICUO, VOEC EMIMEGEC KOl AVAYALQES

avadoywg to péyebog e empdvewng. Eivolr katdAAnAoc yioo oamAéG OKNMVEG UE OTAOVG
QOTIGLOVG.

o O tpitog amotelel kar tov kKoAvtepo renderer vrootpiloviog OAOV TV 8OV To PAOTA, TIG
VEEC Kal OAo To €101KO €. Eivor KotdAAnAog yio ToAD eminedeg Kot mePITAOKES OKNVEG UE
peydo apBud and emta.

Yroompilovrtat ta €€Ng €101 POTICUDV:

i.
ii.
iii.
iv.

KatevBuvmpio (Directional)

Znueiov (Point)

Inueiov pe ypyopo offoipo (Point with fast fading)
Kaviko (Cone)

O1 vroAoyiopol yio To eeTIGUO yivovtol Yo kKabe pixel £tor dote vo VITAPYEL LEYOADTEPT TOLOTNTAL

o™V gikova. OAov TV E0GV To AOTO UTOPOVV Vo dSNUIOVPYNGOLY GKIG Kol divetal 1 duvatdTNTa

EMAOYNG OVALESO GE KMUOKOTEG OKIEG, OKLEG LLE TPELOVALNG L Kot (AN

Xpnoworowwvtog v teyvikn SSAO (Screen Space Ambient Occlusion) av&avet dpaporticd
TOV PEAMGLO TOV YPOPIKADV KAVOVTOG O CKOTEWVEG TIG ATOPPAYUEVES TEPLOYES.

Ewova 6: Teyvu SSAO
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O1 KATAGKEVAGTEG £X0VV dMGEL ueYaAn onpacio oto Babog Tov mediov (Depth of field) to omoio givat
A0 éva yopakPloTikd Tov Ponddel 610 peaAiopd oV TPOSPEPEL I unyovh. Yrootnpiletol pio
TEPAOTIO VKOO OXETIKA UE TIG VPEG (EYYPOUES, KOVOVIKEG, OVAYAVPES, YOOMGTEPES, LLE OVTOVAKANCT|
K.0.) Kot Tov oo Tovg (bmp, png, jpg, psd, tga...) xabanc kot emmAéov copoatidw (particles). Xe oia
0G0, avaPEPOVTAL TOPATAVE SIVETAL 1| SLVATOTNTA GTO YPNOTN VO, TO, SNULOVPYNOEL LOVOS TOL 1) VOl
emré€el amd o 101 VITAPYOVTA.

4.2.2 ®vokn
‘Exetl 000¢i 1010itepn wpoooyn amd TOVE KATAGKEVUOTES OTN QUGIKT TMV OVIIKEIUEV®V TOV

Bpickovtal oto yopo. [Ipdceate 0 TPOGOUOIMTAE TOV PUGIKOD GTOoLEIOV 6TN UNYavh avoPaduictnie
otV ékdoon 2.8.3 PhysX SDK 10 omoio divel peydho TAEOVEKTILOTO, GTOVG YPTOTEG KO ENLTPENEL TN
dnuovpyia mayvididv o 64bit enelepyaotéc kabmg kot avePfdlel og GAlo eninedo v Kivnon ota
povya Kot o€ AAAa onueio wov giyav ayvondel oto mapeldov. A&ilel va onpeiwbei 1 dovAeld mov Exel
yivel oty Kivinon tov apfpdcemv GTOVG YOPAKTNPES KOOMG KOl GTNV KOTAGTPOPT OVTIKEUEVMV.
YTapyel EMined0 GTN AETTOUEPELD. TOV KOGLOV KOl TOV YOPOKTHP®V, Y10, TOPAdEyUo, EVOC GKEAETOC
HOKPLE 0 TV KAUEPD EYEL AYOTEPO KOKKUAQ [LE GKOTO TNV ££0IKOVOUNOT LVAUNG. YTootnpilel tnv
glooymyn animation ond mpoypdupoto ommg Autodesk, Unreal Engine, BioVision, DirectX xat
OPKETA AAAN DOTE VO KOADTTEL OAES TIG ATOLTNGELC.

4.2.3 EmmA£0V Y0P UKTPIGTIKG
210 Ypnot Otvetar n dvvatdTa Vo SUOPPAOCEL TO YPAPIKO TOL TMEPIPAAAOV Ge peYdAo

Babud ko vrootnpilovion Tpomomomuéve aviikeipeva ommg kovumid, pevod, checkbox, Alotec,
ekdveg, combobox «Am.. Yrmootpilel Asttovpyieg pe mAnNKTpoAdylo, movtikt 1 akdun kot poyAo.
Yrdpyer ovvatdmmro Asttovpyiag pe 0006vn aeng Kol Kwntég OLoKeEVEG avayvmpilovtag Tig
KOTOOTAGELS TV TOTNUATOV (TATN L0 KOVUTLOD — AmeEAELOEP®AT|, SUTAD KAIK).

Zxetikd pe to apyela Tov TALVIOOD TPOCPEPEL KMOKOTOINGT XPNCLULOTOIDVTOS TPOCOTIKA
KAed1d divovtag ) duvatdtra Kovelg va unv éxel tpodcsPacn ota dedopéva aceaiilovtag akdoun Kot
Eexmplotd TG KAAoES emTpémovtag T ypnotponoinen aiyopifuov kodikonoinong. Oia ta apyeia
umopovv va apyelofembodv avtopata og éva “moketapiopévo” apyeio (.pak file). Eumepiéyet o
apketd ovvOeTn Ko duvary| apBpopnyovn 1 omoia Tépa and amAEg TPAEElS Kol LeTATPOTEG Umopel va
vmoloyicel  pofnpotikés  mapootdoelg  ommg:  “sin(2*x)  +  dot(vec(1,2,3),vec(4,5,6)) +
I15*(1+2*pow(x,y))". Mmopobpe va ypnoyomomacovpe dAmv Tov TOnev Tovg aplfuovg int, float,
double kaBd¢ KOl TOALIAGTATOVG TIVOKEG, OLVOCUOTO KOU OAEG TIG OMOPOITNTEG UOONUOTUCES
ocuvaptioels. To ovomua daxeipiong g pvnung etvon opketd mepinloko kabdg deopedel Kot
ameELELOEPDOVEL OLTOLOTA TN UVIUT TPOCPEPOVTIOG TOAALAUTAES AEITOVPYIEC KOl GLVOPTIGELS YOl TO
oToyeio.

Télog, o Esenthel éxel aoyoinbel apketd pe v ene€epyacio tmv TOAYOVOV, TNV EIGOYOYN
oo GAAG TpOYPAUUATO, £XEL ONUIOLPYNOEL pio otabepn yemueTpia, divel T SLVOTOTNTO EIGOYWYNG
kou enefepyaciog Pivteo, povowkng kot kewévov. H ovvdeon pe FTP servers eivor dvvatn kot
ypnowornotei gite TCP/IP gite UDP sockets.
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4.3 Anuovpyia vEov TaLyvioLon

Edd Ba 600pe avorvtikd v dwadikacio dnuovpyiog véov mayvidiod otov Editor kabdg kat
TOV TPOTO E10AYMYNG VYOUETPIKAV eidvav (heightmaps) akpimg otig Bécelg mov embvuovue av kot
dev Ba ypelootel va guPabivovpe nepiocdTEPO G AVTO TO KOUUATL KOOMG To vorowta Ba ta yivouv
napakdto péowm tov Visual Studio.

Mopakdto eaivetor To TpdTo Tapddupo oV pog epeoviletar LeTd TV eykatdotacn otav avoifovue
tov editor Tpmt Qopa.

Please select the path to your game data.

Recommended path is "C\EsenthelEngineSDK \Data"
The path is already selected and all you need to dc is press OK

If you want to create your own game, pleas2 sslect your game's data folder, for example "C:\My Game\Data"
In this folder should be placed al resources used by the game.

Up Explore

Anm
Decal
Enum

World

Creale Drectory

Change Language

Ewévo 7: Opiopog tov DataPath

Mag {nréet va. tov opicovpe v dadpoun apyeiov (DataPath) an’ 6mov Oa avtiei ta dedopéva mov
ypewdleTon kabds Kot vo emAéEovpe T YAOooa mov emBovpovpe. Metd v eykatdotaon Kot 6Ty
GUYKEKPYEVT] O100pOU 7OV  QOiveTal OTNV EIKOVA LIAPYOLY NON VLMKG 7OV UTOPOVUE Vv
YPNOUYLOTOMGOVLE TOV €PYOVTOL He TNV eykatdotaon. MOMg tov Kabopicovpe v dwdpopn|
umaivovpe 6to Kevipiko napddvpo tov editor.
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Ewova 8: Esenthel World Editor

Avt) givar  Ipod™ potd otov Editor mg pnyovic. T kamowov o omoiog éxel Eava acyoindei pe
apoypappata dnpovpyios 3D ypagikav iocwg Tov eovel apketd otkeio to mepiPaiiov. [To oweio and
TOAMG. GAL0. mpoypdppate Ba Edeyo. Ymapyer KOt pio moAELTO HE TO. VAIKG mov B€Aovue va
ypnoonomoovpe, de€1d PAénovpe pumapeg pe tig omoieg pubuifovpe v TadTTO TPOGONKNG TOV
vAaKov, 10 péyebog g Povptoag kabdg kot ™ okAnpdémto. [To miveo PAEmovpe o moAdéta
YPOUAT®V. Aplotepd TAV® vIApyel €vag KVPog Tov 0moio TPOPMOVTOG TOV TPOG TNV KOTAAANAN
Katevbuvorn Kvoupoote HESO OTo Ydpo. AmO KAt PAémovpe €va KOKAO Kol Oimha €va
TOPOAANAGYPAULLO TO 0TTOi0 ¥PNOUEVEL 6TNV peTakivnon 6Aov tov block mov mepihapPdaver n képepa.
Ym umdpo mave mapatmpovpe tig kaptéieg World, Edit, View, Heightmap ot omoieg mepiéyovv
Spopwv edmv Asttovpyiec. Téhog akoun mo mive PAémovpe tovg drapopetikovg Editors mov
Swbéter n punyavn. v ewova kato eoaivetor 0 Model Editor pe £va opketd okeio mapovclasTiko.

22



| World Editor| Gui Edtor | Coce Edtor| [Mesh. Skeietan | Animation | P

U
0 vixs, 0 tris, 0 quads

Ewovo 9: Esenthel Model Editor

[apoho mov TO OYESAOTIKO KOUWPATL TNG pnyovig Oev Ba pog omacyoincet 101aitepa o1
GUYKEKPLUEVT TTUYLOKT B0 SOVUE LE OO0 TPOTO EICAYOVLE VYOUETPIKEG EIKOVEG OMMOG 1) TOPOUKATM
otov editor.

Ewova 10: Heightmap
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A&iler 67 avtod TO onueio va avaeEpovpe OTL OC VYOUETPIKY EIKOVA 1] OTOS EVaL TO YVOOTN
heightmap ovopdlovue o aompduavpn (grayscale) sikdva oty omoia 10 podPO AVIITPOCOTEDEL TO
HKPOTEPO VYOG KOl TO GGTPO TO HEYaADTEPO. AvTd onuaivel 0T kabe pixel g swovag maipvet TG
amd 0 péypt 255 660 gival Kol to OPOGC TOV YKPL amoypdoemv (grayscale) kai epunvedetat aviloyo.
3TN OULYKEKPUEVT], €PYOCIO. OOYOAODUOCTE TOAD pe TV emefepyocic avTOV TV  EKOVOV
¥pnoyoromvtag Java émwg 0o dovue Kol TOPUKOTM.

Tvpvovtog topo M wico otov Editor g unyavig xou emAiéyovtog v emioyn “Import
Height” amd v kaptéia “Heightmaps” pog eppaviletl Eva pikpdtepo mapdbuvpo pe d1popeg emhoyég
Kol pio podpn eikévo ot péo.

Apply Mode: | Set [ Add | Sub |
Position: X: TO l Z TO |
(Radus | Size | Target | X:;5 ’ 25 -
Height: MaxY: 16

Allow Undo: v

Image:

_ Apply

Ewéve 11: Import Heightmap

[otovtag mave ot pavpn ewova kot gvromiloviag oto apyela pog v ekova mov Bélovpe va
YPNOUYLOTOMGOVLE, TNV EMAEYOVLE Kot gupavileTat To akdrovo:
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Import Heightmap

Apply Mode: ([ Set [Add_] sub |

Position: X:|0 Z\0
(Radus] size | Target| X:|5 Z|5
Height:

Allow Undo:

Image:

Apply

Ewéve 12: Import Heightmap

‘Enerto matdvtag Apply kot égovtog ot ToAéto T@V DVAMKOV ETAEYUEVO Y10 TOPASELYILO TO YPOAGIOL
BAémovpe 6t T0 TomobETEL 68 OO TO block Tov MTav emheypévo.

||| ||| A

Ewova 13: Heightmap 6nwg éxet tonoBetOel avtopata otov Editor
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¥ ovykekpyévn epyacio Bo  ypelwootel vo  eiodyovpe moAAG heightmaps étor wote va
dnuovpynoovpe éva medio peyding éxtacng mov embovuovpe. O Editor tov Esenthel pog diver )
dvvatdtnta vo 10 Kavoupe. Xto mapdfupo mov pag avoiyel 6tav matdue to “Import Height” BAémovpe
OTL VILAPYOLV PLOUICEIS TOV £YOVV VO KAVOLV UE GUVTETAYIEVEG. 'Y Wog, TAGTOG, Vyog KAT.. Bdlovrtag
TIG KOTAANAEG TIUEG OTIC GUVTETAYUEVEG OTEG UTOPOVLLE VO EXOVLLE TO EMBVUNTO OTOTELEGLLOL.

[+ | Data Browser | Model Editor [Worid Editor] Gu Editor]  [TH p] Object | Path]| Waypoint | Water | Custom | Feal=1m]
World Edit View eightmag FETgAT Brueh
Insert Down / Up
Delete Delete . = 5 . . - = - Level
= ————— Flatten
Average
—_ Soften
v Affect Objects = Noise
v Affect Waypoints :

Increase Selection Size
Decrease Selection Size

Import Height

Import Color

Resize

o Arihent Ocelmon Import Heightmap
Mesh Quaity Ctrl+Shift+Q » )
PhysBody Storage . Apply Mode:

Positiort
Radus Target| X
Pos: (0, 0) Height
Allow Undo:

Pos: (5,0)

Image:

Pos: (5, -5)

Pos: (0, -5)

Material"Brush

Ewévo 14: Multiple Heightmaps

Oo pmopovoape va e£Nyodue Yo TOAD dpa To EpyaAEia Kot TI dLvATOTNTEG TTOV TPooPEPeL o editor
670G XPNoTEG aAAG Tol tutorials mov epmepiéyovton kabmg kat to. fondntikd keipevo (documentation)
OV EUTEPEXOVTAL lval amdlvTa KatatomioTikd omote dev Ba dabfécovpe TePIGGOTEPO XPOVO G AVTO
TO KOUUATL.
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Eneéepyacio Tov yaptdv (Heightmaps)

5.1 Terrain Generator (I'evvijrpuo Iedicv)
Ye avtd t0 KeeaAowo Ba dodue Tov TPOmMO UE TOV omoio O SMUIOVPYNGOLUE TOVG

amopaitTovg yapteg mov Ba ypnoyomombodv Kot ™ dadikacio Tov 0o aKoAoVONGOVIE Y0 VO TOVG
eneepynotodpe. ATO TN GTIYUN OV M €PYOCIO QTN KATOMIAVETAL PE TTEdioL LeYOANG EKTOOTG TTOV
givart ToAD d06KO0A0 KaBmE Kol ¥povoPfopo vo acyoindel kaveig pe tn dnpovpyie Tov wediov (terrain)
HE TO YEPL, VTAPYOLV EVOAAOKTIKEG ADGEIG. APKETA S100E00UEVA EIVOL TPOYPAUUOTO TO, OOl
dnuovpyody ovtduate kot eviehmg tuyaio heightmaps. Kat tétoo pag Poredel amdivta amd
oTiyun mov Oa ypelaotovue apketd. H “yevvntpla” mov PprKape Kot ¥proLonomcaus ovoudletot
L3DT verl1.11 and v grapio Bundysoft (http://www.bundysoft.com/L3DT/), tnv dwpedv ékdoon).

EeKVAOVTAG TO TPOYPAULO. KOl SIOAEYOVTOG Kavovplo Project pag epeavilet éva mapdbupo ue
névie emhoyéc. Epdg pog evolapépet to “designable map” kot 1o emléyovpe matdvtag next. ‘Exsito
0élel vo pvOuicovue pepikéc emmAéov emdoyéc m Poocikotepn amd TG omoieg sival to péyedog.
[otmvrag endpevo Bo erdcovpe oto akdorovbo Tapddupo:

8 Untitied - L3DT > Gl % |
File Edt V erations Layers T i Resour I
G & wr =
il 307 Wizard {omtsm]
Design map parameters (4/5)
Average alttude:  sea land
Alitude range:  flat steep
Scale of featwes: tiy vast
Noise stength:  none v High
Noise shape: roling C fractal
Clifs and tenaces: none many
Erosiol none. trong
Lakes:  few many
Defaul clmate: Temperate -
Presets | Default ~|[Save | [ Load | [Delete
Onine help <« Prev. Cancel Next >>
Ready Info/drag mode

Ewova 15: Entoyéc tov L3DT

[opandve PAémovpe T emMAOYEG TOL EYOVE Yo TN dNpovpyio Tov xaptn pog. PvBuilovpe 6mmg
gueic emBupovUE TO VYOUETPO, TNV TOYLTNTA Le TNV omoia Bo aArdlel To vyoueTpo, T0 B6pLPo, Tig
O8dhacoes, To Pouvd, oo Ppdye kot 6Tl GAAo yperdletal. Otav Oio elvar Ommg 1o emBupovpe
ovveyiCovpe Kot Tov emAéyovpe vo, pag eTagel Tépo and Evo oxedotikd yaptn Kot Eva heightmap
Kot 1 ddkacio EeKva. . .
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File Edit View Operations Layers Tools Extensions Scripts Graphs Resources Utilies Settings Help
(D@ Q[T T BN 5 e

Channelling erosion (level 26 of 50)..

Ready Info/drag mode

Ewéva 16: Awdikacio dSnpovpyiog tov xaptn

grrn| s v (B = E IED| 4 2

Ready ] i ) Info/drag mode

Ewova 17: "Etoyio heightmap am6 to L3DT

Agv givor avtog 0 PLovadiKog TpOTOG dNUIOVPYING XOPT®OV OV KoL OTOTEAEL Evav amd TOVG Lo
OTOTEAEGLLOTIKOVG AOY® TNG TOYLTNTOG Kot TG evKoAiag. 'Evag apketd evolapépov Tpomog 6Tov omoio
T0 TPOCOTIKO GTotKEio BéPata Exel onuavtikd poro givar 1 dnpovpyia evog xapt nécm Photoshop.
Onwg eivar Aoywd ypedlovtal KOAEG YVOOES TAVED OTO TPOYPOUIO KOl OPKETH EUTEPio. X1
GUYKEKPIUEVT EPYOCia ¥pnoionomdnikay Kat ot dvo TpomoL.
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5.2 Dvitpaprona sikovoe oto Heprfairov Avantovénc (IDE) NetBeans

5.2.1 Ewcayoyikd

Me ™ dwdikacio Tov aKOAOVONGALE TOPATAVE® OTIUOVPYOVUE EIKOVEG Ol OTTOIES AMOTEAODY
) PBdon yuo Tov K6 o Tov Ba SMoLpYNGOLVE. TN TEPITTOOT LOC OUMC [io 1 000 e1KOVEC dev givar
OPKETEC Y10, VO, TEAELMGEL 0 KOGLOG LG, 'Etot petd m dnuovpyia tov eikévmv Tpénet vo, akoAovdnoet
po dwodikacio emeepyaciog Tovg, £I61 MOTE VO UNV LITAPYXOLY AGON N KEVE aVAUESE TOLG OTMS
PaAiveTOL TOPAKATO.

Import Heightmap

Apply Mode: )
Position: X: 16 z0

X: 16 .z
MinY:’O I MaxY:’ZOOO

4

Ewova 18: Ewoaywyn heightmap pe dtapopetikd Oyn ota onpeio mov epamntoviot

IMo va propécsovv ot xapteg mov Bo pmovv 6to TPOYpappd pag va taptdlovy amdAvTo Kot va
UMV DTLAPYOVV KEVA TPEMEL VoL EMESEPYUSTOVE KOTAAANAQ Ta onpeia oto onoia Ba epdanTovTal. Xt
OLYKEKPIUEVT gpyacio Ba vAomowoovpe avt) T Swdkacio mpoypapporilovrag oe Java. To
nmepBaiiov avartuéng to onoio ypnoiponotovpe givar to NetBeans (ékdoon 7.2.1). H dadwkacio mwov
axolovBodue ivatl va mepdoovpe éva yapnionepotod (low — pass) eiltpo kat otig dvo gKdveS 0T
KatdAA Ao onpeio. Ag dodue Opmg &€ apyng Ta Ppato Tov aKoAovBovLE..
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5.2.2 Ewcaymyn €IKOVOS 6 TIVOKO KOl AVTIGTPOQU,

Onog &yl avagepbel kol wo TAV®, Ol €KOVEC LE TIG OmOiEg aoyoloOUOOTE &gival of
amoypmGELG TOL YKpt (grayscale). e kabe onpeio g eKOVAG, TO YPMUO TG LOG VITOSEIKVIEL KOL TO
Vyog ov Bo €yl 0ty oyedaoTel TpLodidoToTo. Qg EAGYIOTO VYOG TaipVOLUE TO UADPO TO OOl
avtiotoyel oto voopepo 0 kol ¢ péyloto to dompo TOo Omoio avTicTolyel 6to vovuepo 255.
KotoioPaivovpe 6tL pmopodue va Egovpe cOVOLo 256 SL0QOPETIKA YPOUATO 0T KAILOKA TOV YKPL
Gpo kol 256 S1oQopeTikd VY. EEKIVAUE OMUIOVPYOVTIOG €ve d1601A6TATO TTivaKe 6tov omoio Oa
amobnkedeTOl 1 6T0 KATAAANAO KeAM 1 Ty Tov aviictoyov pixel g swdvag. To Topadetypo ov
éyovpe éva heightmap 800x600 pixel Ba dnuovpyncovue éva mivaxa pe 800 ypouuéc kot 600 oTriAeg
kot Bo Tepdoovpe T T Tov piXel mov Ppicketal 6T KOPLYT TAVO APIGTEPE OTN YOVIK TNG EIKOVOG
om 0éon [0][0] tov wivaka mwov SnuovpyRoaps. Avtd UTOPOVLE VO, TO VAOTOUWCOVUE UE TOV
TOPOUKOTO KOOIKA.

public int[][] GStoMat() {
File file = new File(dir, "9.gif"); //ed® opilovue molo apyeio BEAovue va enelepyaotel
Bufferedimage image;
try {
image = ImagelO.read(file);
Raster image_raster = image.getData();
this.sampleModel = image_raster.getSampleModel();

int[][] original; //mov Ba tomobetnOei n edva

Il taipvovpe £va éva ta pixel
int[] pixel = new int[3];

int[] buffer = new int[2];

I opiCovpe o peyebog tov mivako
int w = image_raster.getWidth();
int h = image_raster.getHeight();

original = new int[image_raster.getWidth()][image_raster.getHeight()];

I/ tomoBetodue TV €1KdVaA 6TOV TIvVaKQ
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for (int i = 0; i < image_raster.getWidth(); i++) {
for (int j = 0; j < image_raster.getHeight(); j++) {
pixel = image_raster.getPixel(i, j, pixel);

original[i][j] = pixel[0];

return original;
} catch (IOException €) {
/I TODO Auto-generated catch block

e.printStackTrace();

return null;

Ovoudoaue tn cvvaptnon GStoMat dnladn GrayScale to Matrix. Xt cuvéygio 0o mpénetl va
™V eneEepyacToOle OAAG emiong mPEMEL va Yivel Kol 11 avTioTpoen Stdikacia, omd TNV TOPATAVED
otav oA Ba etvar étowa. Xt GuVEXELD €ival TO KOUUATL KOJIKO TO 0moio kavel va d1601d6TaTO
mivaka okepoimv pe Tpég and 0 émg 255 ewodva. To dvopa mov ddoape ot cvvaptnon &ivol to
avTIGTPOPO TNG TPONYOVUEVNG OLPOV EKTEAEL TNV OVTIGTPOPT Agttovpyia.

public void matToGS(int pixels[][], SampleModel aSampleModel) {

this.sampleModel = aSampleModel;

this.matToGS(pixels);

public void matToGS(int pixels[][]) {
int w = pixels.length;

int h = pixels[0].length;

32



WritableRaster raster = Raster.createWritableRaster(sampleModel, new Point(0, 0));

for (inti=0;i<w;i++) {
for (intj=0;j<h; j++) {

raster.setSample(i, j, 0, pixels[i][j]);

Bufferedimage image = new Bufferedlmage(w, h, Bufferedimage. TYPE_BYTE_GRAY);
image.setData(raster);
File output = new File(this.dir, "check.png");
try {
ImagelO.write(image, "jpg", output);
} catch (Exception e) {
e.printStackTrace();

}

[lreturn image;

5.2.3 ®utpapopa ewkévev — Smoothing, Bluring

dtacope Tdpa oTo onpeio omov TPEmeL va eneEEPYUCTOVLE TIC EIKOVEG Y10l VAL LTTOPEGOVULE VOL
TG ypnoonomoovpe. H dradikoaoio kotd thv omoia epappolovpe Evo low — pass eiktpo ovopdletot
ovviifwg smoothing N blurring. v mo amk) epappoyn tov, vroroyilovue 10 PEGO OpO EVOG LOVO
pixel kat Tov vroAoinwy okT® YOO YOpo. To amotélespa avikadiotd v apykn T tov pixel kot

1 owdkacio Tpoywpdel 610 eMOUEVO “eikovootoryeio”. To eiktpapicua pmopel vo OmeEKOVIGTEL e
™MV Katdption evog “mupnva cvvéMEng” (convolution kernel). Qg kernel opiCovpe éva mAéypo to
omoio pag dgiyvel Twg N etpapiopévn Ty evog pixel eEaptdtol omd tovg yeitovég tov. T'o va
eQOPLUOcOLLE £vo. lOW-Pass eilTpo HTopodiE Vo YPNGYLOTOINCOVUE TO TOPOKATED TAEYUAL:

+1/9 +1/9 +1/9
+1/9 +1/9 +1/9
+1/9 +1/9 +1/9
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Ortav gpapudlovpe to mapomdve, ke pixel kot ta oktd yertovikd moAlamlacialovot pe to 1/9 kot
aBpoilovtot To pecaio pixel avrikadiotdror omd o aBpooua. Avto emavarappdaverar yio ke pixel
™G €wovag mov BéAovue va enebepyaotel. Av dev BELovpe To QIATpApIoua Vo gival TOGO 1oyLpod Oa
UTOPOVCHLLE OVTIGTOLYO VO, XPT|CLOTOUGOVE TO NG TAEYLOL:

0 +1/8 0
+1/8 +1/2 +1/8
0 +1/8 0

To kevipwkd pixel cvvelseépet 10 uiov ¢ a&lag Tov 610 amotédespo Kot kaféve amd to
téooepa pixel v, kKatm, aplotepd kot 0eE1d and T0 KEVIPO cuvels@épovy to 1/8 10 Kabéva. To
amotélecpa NG 0evTEPNC mepimTmone Oo gival mo poAakd. AoKipndaloviog SlpopeTIKE QikTpol
umopovue va Ppodue To embountd amotélecpa Yoo kdbe mepimtoorn. Oa  umopodooue va
YPNOYLOTOMGOVUE 7O UEYAAO TAEYUE, Yoo Topdderypa SX5 e€icov gbkoda 1 Kol akOUn HeyoADLTEPO
0o vanpye SuC TPOPANUO oTOV aPBUO TV VTOAOYIGU®Y oV Oa amartovvTay. e éva mAEyua 3X3
dAadn yia ohvoro 9 pixel n mapaxdto cvvdptnon eivorl apke.

p[i,j]= 0.1*p[i-1,j-1]+0.1*p[i-1,j]+0.1*p[i-1,j+1]+0.1*p[i,j-1]+0.2*p[i,j]+0.1*p[i,j+1]
+ 0.1*p[i+1,j-1]+0.1*p[i+1,j]+0.1*p[i+1,j+1]

Avtd mov pag Poleve meplocdTEpo eivar vo  emefepyacTtovpe TIC €koOveg mov o
YPNOOTOMGOVIE AV TETPASEC. XTOV KOOIKA 7TOV EYOVLUE OMNUIOVPYNOEL KOl PAIVETOL TOPAKATOD
vdpyel éva argument oto omoio av dev mAPEL KOUio TIUY QIATPAPEL TIC EIKOVES GTO TAGYLO0 KOUUATL
evad otvovtag v tiun 1 115 ektpdpel mepiotpépovtac Tic 90 poipeg Kol PETA TIG EMAVAPEPEL GTNV
apyikn tovg 0éom £totl dote to bluring va £yet yiver opilovting.

AxolovBei 0 kdd1KaG pe Tov omoio vAoToteitol To Smoothing:

import java.awt.Point;

import java.awt.image.Bufferedimage;
import java.awt.image.Raster;

import java.awt.image.SampleModel;
import java.awt.image.WritableRaster;
import java.io.File;

import java.io.IOException;

import javax.imageio.lImagelO;
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public class Image {

private static String dir ="./""; // add here the directory to the folder contains the image

private SampleModel sampleModel; // stores the sample model of read image. alternative to
override with your own

public int[][] GStoMat(String filename) {

File file = new File(dir, filename);// file object to get the file, the second argument is the name of
the image file

Bufferedimage image;

try {

image = ImagelO.read(file);

Raster image_raster = image.getData();
this.sampleModel = image_raster.getSampleModel();

int[][] original; // where we'll put the image

/I get pixel by pixel
int[] pixel = new int[3];

int[] buffer = new int[2];

/l declaring the size of arrays
int w = image_raster.getWidth();
int h = image_raster.getHeight();

original = new int[image_raster.getWidth()][image_raster.getHeight()];

/I get the image in the array

for (inti=0; i <image_raster.getWidth(); i++) {
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for (int j = 0; j < image_raster.getHeight(); j++) {
pixel = image_raster.getPixel(i, j, pixel);

original[i][j] = pixel[0];

return original;
} catch (IOException €) {
/I TODO Auto-generated catch block

e.printStackTrace();

return null;

public void matToGS(int pixels[][], SampleModel aSampleModel, String targetname) {

this.sampleModel = aSampleModel;

this.matToGS(pixels, targetname);

public void matToGS(int pixels[][], String targetname) {
int w = pixels.length;
int h = pixels[0].length;

WritableRaster raster = Raster.createWritableRaster(sampleModel, new Point(0, 0));

for (inti=0;i<w; i++) {
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for (intj=0;j<h; j++) {

raster.setSample(i, j, 0, pixels[i][j]);

Bufferedimage image = new Bufferedlmage(w, h, Bufferedimage. TYPE_BYTE_GRAY);
image.setData(raster);
File output = new File(this.dir, targetname);
try {
ImagelO.write(image, "gif", output);
} catch (Exception e) {
e.printStackTrace();

¥

[lreturn image;

}
I p[i,j]= 0.1*p[i-1,j-1]+0.1*p[i-1,j]+0.1*p[i-1,j+1]+0.1*p[i,j-1]+0.2*p[i,j-1]+0.1*p[i,j+1]+...

public void ImageBlur(int leftimage[][], int rightimage[][]) {

if ((leftimage.length != rightimage.length) || (leftimage.length != rightimage.length))
return;

Boolean debug = false;

int w = leftimage.length;

int h = leftimage[0].length;

Double d = (w *0.2);

int percent_no = d.intValue();

double weight = 0.5;

double half = 0.5;
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for (int i=0; i < percent_no; i++) {

for (int j=0; j < h; j++) {

int v = (int)(leftimage[w-i-1][j]*(weight) + rightimage[i][j]*(1-weight));
if (v > 255)

v = 255;
else if (v < 0)

v=0;

int v2 = (int)(rightimage[i][j]*(weight) + leftimage[w-i-1][j]*(1-weight));

if (v2 > 255)
v2 = 255;
else if (v2 <0)
v2=0;
leftimage[w-i-1][j] = v;
rightimage[i][j] = v2;
if (i >= percent_no - 1 && debug) {
leftimage[w-i-1][j] = 0;

rightimage[i][j] = 0;

}

weight = half + half*((double)i/percent_no);

public void transpose(int[][] m) {
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for (int i = 0; i < m.length; i++) {
for (int j = i; j < m[0].length; j++) {
int x = m(i][jl;
m[i]0] = mO][il;
m]l] = x;

public void swapRows(int[][] m) {

for (int i =0, k=m.length - 1; i <k; ++i, --Kk) {

int[] x = m[i];
m[i] = m[K];
m[K] = x;

public void rotate90left(int[][] m) {
transpose(m);

swapRows(m);

public void rotate90right(int[][] m) {
swapRows(m);

transpose(m);

public static void main(String[] args) {
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Image imageProcessor = new Image();
int[][] pixels = imageProcessor.GStoMat("54.gif");

int[][] pixels2 = imageProcessor.GStoMat("55.gif");

if (args.length == 0) {
System.out.printIn("here™);
imageProcessor.ImageBlur(pixels, pixels2);
}
else if (args.length ==1) {
try {
int transposeno = Integer.parselnt(args[0]);
if (transposeno < 0) {
System.out.printIn("Negative number of transpositions detected: " + args[0]);

¥

else {

for (int i=0; i<transposeno; i++) {
System.out.printIn("rotate");
imageProcessor.rotate90right(pixels2);

imageProcessor.rotate90right(pixels);

System.out.printin("asd");

imageProcessor.ImageBlur(pixels, pixels2);

/I rotate images back to original rotation
for (int i=0; i<transposeno; i++) {
System.out.printIn("unrotate™);

imageProcessor.rotate90left(pixels);
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imageProcessor.rotate90left(pixels2);

¥

} catch(NumberFormatException nfe) {

System.out.printin("Unable to parse parameter: " + args[0]);

¥

else {

System.out.printin("Unknown number of arguments: "+ args.length + ", argumets: " + args);

imageProcessor.matToGS(pixels, "check.gif");

imageProcessor.matToGS(pixels2, "check2.gif");
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Yovdeon ne Visual Studio

6.1 Ewcaymykd

INa va propécel va. ohokAnpmbel  epyasio cvth, NTAV avVOyKoio Vo YPNGLLOTOUGOVUE TO
Visual Studio ¢ Microsoft kot tig ToAAEG duvaTdHTTES TOL AVTO TPOCPEPEL. XTO KEPAAALO avTO, Oa
dovUE aVOAVTIKA 0V TO TO TTEPIPAAAOV aVATTUENG, B0l dOVUE TO KMOTKO TTOV OTLLIOVPYNGOLE GE YADGGO
C++ xobmg kol Tmg £yve 1 S10GVVOEST UE TN UNYAVT] YPOPIKDY TOV YPTCULOTOLOVUE £TGL DGTE VO
umopéael va, ohokAnpwbei 1 epyacia.

[Ipwv Eexwvioovpe, Ouwmc, Oo TPEmEL VO €YOVUE EYKOTOOTNOEL GTOV VTOAOYIOTH] UG TO
Microsoft Visual Studio 2012. Eqv mpoomafnocete vo katePfaoete 10 mepipdiiov avantvéng, Oa
SO TOOETE TOC VITAPYOVY TOAAEG SLUPOPETIKEG EKOOGELS. MMV GOG AVNGLYEL OUWOG 0V TO, SLOTL KoL M)
amAn £K600T KAADTTEL AOALTA V1oL T1 O0VAELY TTOL BEAovE Va yivel, Kot pdAiota datibeTol dwpedv.

e auth Vv gpyacio ypnoworomdnke to Microsoft Visual Studio 2012 Ultimate Edition.
Mmnopodpue va 10  Ppodue (R Omowr  GAAN  €kdoom  Oélovue) ommv  e€nc  oeAida:
http://www.microsoft.com/visualstudio/eng/downloads. Mag &ivetat n  Suvatotnta  va
kateBdacoupe tnv €kdoaon “Microsoft Visual Studio 2012 Express” n omnola StatiBetal Swpedv kal dev
votepel. Adou katefdacoupe TV £€kSoon ToU €MBOUHOUUE Kol TO EyKOTAOTAOOUHME Ba pag
geudavioTel n apxkr 006vn OMwe daivetal oTNV MOPAKATW ELKOVA.

o oAV 2002 for Wind . Cuie p = 8 >
FLE EDMT VW DEBUG TEAM TOOLS TEST WINDOW HELP
Baw s » Atach., + A,

Welcome

” What's New in Windows Desktop Development

(=

eam Explorer

Ewova 19: Apyin oglida Tov Microsoft Visual Studio Express 2012
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Metd v eykatdotoon tov Visual Studio, eudc pog evolopépel va. UTOPEGOLUE VO
oLVOECOLLE Kat TN unyavn Ypagikav Esenthel étol dote va umopovpe va kKavovpe Tig aAlayég mov
embupovpe. o va yivel ovtd npémnel va avtypdyovue kdmoeg ovykekpuéveg Pipiodnkeg (.1ib) kot
emkeparidec (headers) ota apyeia tov Visual Studio. Tpénet va yivovy dnAadn ta okdAovOa:

e No avtiypagei o "EsenthelEngineSDK\Installation\EsenthelEngine™ oto **Microsoft
Visual Studio\VC\include™

e No avtypagei 1o ""EsenthelEngineSDK\Installation\EsenthelEngine.lib™ 1o ""Microsoft
Visual Studio\VC\lib"*

e No avtiypagei 1o ""EsenthelEngineSDK\Installation\EsenthelEngineDX10+.lib™ oto
"Microsoft Visual Studio\VC\lib"*

e No avtypagei 1o ""EsenthelEngineSDK\Installation\EsenthelEngine64.lib™ oto
""Microsoft Visual Studio\VC\lib\amd64'*

e No avtiypagei to ""EsenthelEngineSDK\Installation\EsenthelEngine64DX10+.lib"" oto
""Microsoft Visual Studio\VC\lib\amd64'*

6.2 Anmovpyio kowvovprov project
O &VKOAOTEPOG OLOIACTIKA TPOTOG Yo VO Onuiovpynoovpe £va veo project eival va

avtiyplyooue o€ kamolwo onueio tov diokov (éotw oto “D:\My Game”) tov @akelo
"EsenthelEngineSDK\Tutorials" kot va offocovpe O6Aa 100 opyeio mwov Ogv  mpoOKeTal va
YPNOLLOTOM|GOVLLE.

@U'| . v Computer » Local Disk () » My Game » - | +3 | Search My .. B I
Organize « Include in library - Share with = Burn » = ~ [ IZEI
Mame Size Type Date modified

| Source File folder 2010-02-03 17:44
E icon.ico 6 KB ICOImage 2006-10-23 20:31

g

|%| MxTetra.dll 140 KB Application extens... 2008-07-03 15:01
ﬂ resource.h 1 KB CfC++ Header 2009-01-251%33
tEiJ FESOUFCE.FC 3 KB Resource Script 2009-07-1613:07
¢+ stdafx.cpp 1KE C++ Source 2008-01-28 21:35
] stdafeh 1KE C/C++ Header 2008-12-01 17:56
& Tutorials.exe 3852KE  Application 2010-02-03 15:49
_:% Tutarials.sln 2KB  Microsoft Visual 5. 2009-12-19 03:04
E Tuterials.vecproj 21 KB VC++ Project 2010-02-03 15:48

Ewova 20: Xpnvovpe 6ha To opyeio Kot KpOTAUE LOVO Ta TEPLEYOLEVA TOV PakEAloy “Source”.

2m ovvégeln kol oeoh €yovue ofnoel  otwdnmote dgv  ypeolopoote TPEMEL  Va
onuovpynoovpe évo edkelo otov omoio Ba amobnkedovpe To apyeio wov Ba ypealdpocte. Ao
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ovoudoovpe avtd to eakero “Data”. Emeldn n e@appoyn yayvel vo opTMOEL TPOTU O’ OAQ TO
"engine.pak” (éva ovumiecpuévo apyeio mov meEPEXEL POOKEG TANPOPOPIES YIOL TNV EPOPUOYN) TO
aviiypaeovpe péco oto @akelo “Data”. Mmopovue vo 1o Ppodue péco ota opyeic Tov
EsenthelEngineSDK ¢ 814¢popovg gpakéAovg.

@-\v’jv| v+ Computer » Local Disk (D:) » My Game » Data - |+¢ | | Search Data 0O .
COrganize « Include in library - Share with = Burn » == « i ﬂl
Marne . Size Type Date modified
|| engine.pak 2930 KB PAK File 2010-02-02 16:42

Ewkévo 21: engine.pak

IMinoialoviag otyd otyd oty ohokApmon g dnuovpyiog Tov project vadpyovv HeEPIKEC
TapapeTpol akdua wov mpénel vo, pulutotodv. o vo yivel avtd, tpéyovpe 10 avtiypauuévo C++
project, tpé&yovtog to "D:\My Game\Tutorials.sIn". Balovue to "D:\My Game\Source\00 - Start.cpp"
va givor to povadikd CPP apyeio péoa oto Solution Explorer kot to tpomomolobue £161 MOTE v
Eexva @optmvovtag to path tov gokélov Data mov dnuiovpynoape kot tov “engine.pak” mwov
tonofetoape pésa. Paivovror Kabapd OAa aLTE GTNV EKOVA TOV KOAOLOEL.

Solution Explo.. « & X

= RIS
& Tutorials void InitPr
: I
-!. ’ _J H t neg | b
5 3 Source App.name("Start");
+ €100 - Start.cpp Datapath("Data"); . setup data path

Paks.add("engine.pak"); // load engine data
1

Bool Init
I

L
return true;

if(Kb.bp(KB_ESC))return false;
return true

void Draw
I
L

D.clear(TURQ); )

D.text (0, 0.1f, "This is the First Tutorial"); _

D.text (0 0.1 eplace z i some other fi i a different Tutorial™);
1

Ewova 22: TIpocopudlmvtog to Project yio tpdtn @opd.
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"Exovtog ohokAnpdmoet 1 dadikacio kot Tpéyoviog To Tpoypappe Bo Tpémetl vo dovue To eENG:

This is the First Tutorial

Replace the CPP with some other file to view a different Tutorial

Ewova 23: Eppaviletor ot npdTn ektédeon tov Project mov snpovpynocope

Av kot To project givor £To1Lo TPOKEWEVOL Vo, xpnoporomcovpe Kot Tov editor tov Esenthel
Kot vo pmopovpe va eneEepyalOlocte Kot amd Kel TPEMeL va yivouv dAla dvo Prjpato.

= Avuypagovpe to “"EsenthelEngineSDK\Data\Enum" oto "D:\My Game\Data\Enum"
= Ko 7o "EsenthelEngineSDK\Data\Env" cto "D:\My Game\Data\Env"
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6.3 EvorlokTika n dSnuovpyia tov véov Project

H éwodkacio mov avaAidoope To Tavm givol o 0KoAOG TPOTOG dNULovpYiog VOGS KOVOUPYyLov
project. Ymapyet kou m tomiky Sodikacio 1 onoia gival Alyo mwo TOAODTAOKN 0ANG mpémEl va TV
OVOPEPOVLLE.

Y10 Tpoémo avtd mpimel va dnuovpynoovue €va véo Project oto Visual Studio kor va
TPOTOTOI|GOVIE OPKETA ONUEID KOl TILEG COUPMVO, LE QLTE TTOV HOG EXEL TEL O KaTaokevootg. H
Mot OA@V TV TOPOUETP®Y TOV TPETEL VO, LETAPAALOVLLE EIVOL APKETA LEYAAN KoL ElvaL 1] TOPAKATO:

C/IC++

General

= Additional Include Directories = $(ProjectDir)

= Debug Information Format (Debug, Win32) = Program Database for Edit & Continue
* Debug Information Format (Debug, x64) = Program Database

=  Debug Information Format (Release) = Disabled

Optimization

» Optimization (Debug) = Disabled

= Optimization (Release) = Maximize Speed

= Inline Function Expansion (Debug) = Default

= Inline Function Expansion (Release) = Any Suitable
» Enable Intrinsic Functions = Yes

= Favor Size or Speed = Favor Fast Code

»  Omit Frame Pointers = Yes

= Enable Fiber-safe Optimizations = Yes

Preprocessor

= Preprocessor Definitions (Debug) = WIN32;DEBUG; WINDOWS
= Preprocessor Definitions (Release) = WIN32;NDEBUG;_WINDOWS

Code generation

= Enable String Pooling = Yes

= Enable Minimal Rebuild (Debug) = Yes

= Enable Minimal Rebuild (Release) = No

= Basic Runtime Checks = Default

* Runtime Library = Multi-threaded

= Enable Enhanced Instruction Set (Win32) = Streaming SIMD Extensions 2
» Enable Enhanced Instruction Set (x64) = Not Set

* Floating Point Model = Fast
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Language

Default Char Unsigned = Yes
Treat wchar_t as Built-in Type = Yes
Enable Run-Time Type Info = Yes

Linker

General

Output File = $(ProjectName).exe
Enable Incremental Linking (Debug) = Yes
Enable Incremental Linking (Release) = No

Input

Additional Dependecies (Win32, DX9, VS2008) = EsenthelEngine.lib winmm.lib wininet.lib
ws2_32.lib imm32.lib psapi.lib rpcrt4.lib version.lib libcmt.lib libcpmt.lib oldnames.lib
iphlpapi.lib

Additional Dependecies (x64, DX9, VS2008) = EsenthelEngine64.lib winmm.lib wininet.lib
ws2_32.lib imm32.lib psapi.lib rpcrt4.lib version.lib libcmt.lib libcpmt.lib oldnames.lib
iphlpapi.lib

Additional Dependecies (Win32, DX10+, VS2008) = EsenthelEngineDX10+.lib winmm.lib
wininet.lib ws2_32.lib imm32.lib psapi.lib rpcrt4.lib version.lib libcmt.lib libcpmt.lib
oldnames.lib iphlpapi.lib

Additional Dependecies (x64, DX10+, VS2008) = EsenthelEngine64DX10+.lib winmm.lib
wininet.lib ws2_32.lib imm32.lib psapi.lib rpcrt4.lib version.lib libcmt.lib libcpmt.lib
oldnames.lib iphlpapi.lib

Additional Dependecies (Win32, DX9, VS2010) =
EsenthelEngine.lib;winmm.lib;wininet.lib;ws2_32.lib;imm32.lib;psapi.lib;rpcrt4.lib;version.lib;lib
cmt.lib;libcpmt.lib;oldnames.lib;iphlpapi.lib;%(AdditionalDependencies)

Additional Dependecies (x64, DX9, VS2010) =
EsenthelEngine64.lib;winmm.lib;wininet.lib;ws2_32.lib;imm32.lib;psapi.lib;rpcrt4.lib;version.lib;
libcmt.lib;libcpmt.lib;oldnames.lib;iphlpapi.lib;%(AdditionalDependencies)

Additional Dependecies (Win32, DX10+, VS2010) =
EsenthelEngineDX10+.lib;winmm.lib;wininet.lib;ws2_32.lib;imm32.lib;psapi.lib;rpcrt4.lib;versio
n.lib;libcmt.lib;libcpmt.lib;oldnames. lib;iphlpapi.lib;%(AdditionalDependencies)

Additional Dependecies (x64, DX10+, VS2010) =
EsenthelEngine64DX10+.lib;winmm.lib;wininet.lib;ws2_32.lib;imm32.lib;psapi.lib;rpcrt4.lib;ver
sion.lib;libcmt.lib;libcpmt.lib;oldnames.lib;iphlpapi.lib;%(AdditionalDependencies)

Ignore All Default Libraries = Yes
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Debugging

» Generate Debug Info (Debug) = Yes
» Generate Debug Info (Release) = No

System

= Enable Large Addresses = Support Addresses Larger Than 2 Gigabytes

Optimization

= References (Debug) = Keep Unreferenced Data

» References (Release) = Eliminate Unreferenced Data

» Enable COMDAT Folding (Debug) = Do Not Remove Redundant COMDATSs
= Enable COMDAT Folding (Release) = Remove Redundant COMDATS

= Link Time Code Generation = Default

Advanced

» Data Execution Prevention (DEP) = Image is not compatible with DEP

Command Line

= Additional Options = /IGNORE:4078

6.4 Toro0£Tnon avTIKEWEVOVY HEGH GTOV KOGHO

Avatpéyovtag oto mponyovpeva kepdioa (PA. Kepdiawo 5) €xovpe dnpovpynocet 1on Tovg
XAPTES Y100 TOV KOGUO oG Kol omeg &idape oto Kepdrawo 4 tovg tomobetovpe oto Esenthel oto
Project mov &yovpe dnpovpynoet. Ot adlayég mov yivovtar otov Editor tdpo ma tpomomolodvral
avtopato kot otov kddka tov Visual Studio.

2KOMOG €0 OUMG €lvol Vo UTOPEGOVLUE PEGO GTO KOGUO OV EYXOLUE ONUIOVPYNCEL VA
umopécovpe vo TpooBécovpe pepikd avtikeipeva (objects) émwg yo Tapdderypa dévepa kot Bpdyto.
IMo éva apketd peydio kdopo OUmG OTmG eival ovTOG TOL dNpoVpYNCaUE gival apKeTA YpovoPfopo
KOl KOUPOOTIKO VoL TOTOBETNCOVUE AT Tl avTIKEILEVA Yepokivnta e Podptoeg | Ao epyaieia
mov vmapyovv otov Editor. Thwa va pmopécovpe Aowmdév va dievkoivvOodue 6Oo mpémel vo
dnuovpynoovue oto Visual Studio pio cvuvéptnon 1 omoio o KGvel avTr ™ SOVAEE Yo pag. Zov
TPMTN OKEYN HOG EPYETAL 6TO HLOAD OTL Ba TPEmEL va divovpe Gav TOPAUETPOLS GTH GLVAPTNCT TOGO
ouyva TpEmel vo TomoBeTel TOL OVTIKEIUEVA KOl GE TOl0 ONUElo aKpPPMOG Yoo Vo OTOPVUYOLUE
TEPIOTATIKA ot omoio To dévipo N o1 méTpeg dev Ba ayyilovv oto €dapog. ' va To KaTapépovpe
OL®G OVTO TPENEL e KATOL0 TPOTO VO TA{PVOLLE TO. GTOXELD TOV €0GPOVG G€ KABe onpeio 6To omoio
Ba tomobetovpe éva avtikeipevo. AoV o KOGUHOG pag gival Tpiodidotatog onpaivel 6Tt kaBe onueio
anoteleiton oo Tpelg aplfpovg, Evav yua kabe afova (X, Y, z). Tn cvvaptnon avth Ty ovoudoops
hmHeight. TTopokdto akorovdel o kddikag e C++ mov ypdyoaue oto Visual Studio:
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/******************************************************************************/

#include "stdafx.h" // include precompiled header

#include "../data/enum/_enums.h"

Game: :0bjMemx<Game: :Static> Statics; // container for static objects
Game: :0bjMemx<Game: :Item > Items; // container for item objects
Game: :0bjMemx<Game: : Chr > Chrs; // container for character objects

#tdefine NT 2000
#tdefine ARS 12
#tdefine SNOW 100
#tdefine SPEED 20
Mesh tree;

Vec2 Tpos[NT];
F1t mo = 9;

/******************************************************************************/

void InitPre() // init before engine inits
{
// here you will have to setup initial engine settings
// like application name, its options, screen resolution...

App.name("Start");// application name
DataPath("../data");

Paks.add("engine.pak"); // load engine data
D.full(true).sync(true).hpRt(true).hdr(true);

Cam.dist =0;
Cam.yaw =-PI_4;
Cam.pitch=-0.5;

Cam.at.set(16,0,16);
}

/******************************************************************************/

Bool Init() // initialize after engine is ready

{
Physics.create(CSS_NONE, true, "../Installation/PhysX");

Sun.image="Env/Sky/sun.gfx";
Sky.atmospheric();

Game: :World.init(); // initialize world, optionally you can change default
parameters here

// once the world is initialized, we need to tell the world 'which class handles
which type'
// this is done by assigning memory containers to certain Object Types defined in
Game Enums (which were used in the World Editor)
Game: :World.setObjType(Statics, OBJ_STATIC) // set 'Statics' memory container for
'OBJ_STATIC' objects
.setObjType(Items , OBJ_ITEM ) // set 'Items' memory container for
'OBJ_ITEM' objects
.setObjType(Chrs ,» OBJ_PLAYER); // set 'Chrs' memory container for
'OBJ_PLAYER' objects

// now when the engine is set up properly we can start a 'new game' with a builded
world

Game: :World.New("world/testl.world"); // create the world by giving path to builded
world
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// when the world is loaded it doesn't actually load all the terrain and objects
into memory
// it loads only information about them
// you need to tell the world which terrain and objects you need to use at the
moment
// to do that call:
Game: :World.update(Cam.at); // which updates world to use only terrain and objects
at given position, here camera position is used
// set initial camera
Cam.setAngle(Vec(0,2,0), 0, -0.2f).set();
for (int i = @; i < ARS; i++)
for (int j = @; j < ARS; j++)
{
int x = (i+0.5)*Game: :World.areaSize();
int y = (j+@.5)*Game: :World.areaSize();
Vec2 pos = Vec2(x, Y);
Vec pos3 = Vec(x, 9, Vy);
Game: :World.update(pos3);
F1t height = Game::World.hmHeight(pos);
height+= Game::World.hmHeight(Vec2(x-10, y));
height+= Game::World.hmHeight(Vec2(x+10, y));
height+= Game::World.hmHeight(Vec2(x, y-10));
height+= Game::World.hmHeight(Vec2(x, y+10));
height+= Game::World.hmHeight(Vec2(x-5, y));
height+= Game::World.hmHeight(Vec2(x+5, y));
height+= Game::World.hmHeight(Vec2(x, y-5));
height+= Game::World.hmHeight(Vec2(x, y+5));
height/=9;

if (height > SNOW)

{

// set overlay parameters

F1t overlay_angle =RandomF(PI2),

overlay_scale =40;

MaterialPtr overlay_material=Materials("Mtrl/Snow/snow.mtrl");

// add terrain overlay

Matrix m;

pos3.y = Game::World.hmHeight(pos);

m.setPosDir (pos3,Vec(@,1,0)); // set position and direction
m.rotatezZVec(overlay_angle ); // rotate along matrix z axis
m.scaleOrn (overlay_scale ); // scale the overlay

Game: :World.terrainAddOverlay(overlay_material,m, 1000);

}

}

// when the world is loaded it doesn't actually load all the terrain and objects into
memory

// it loads only information about them

// you need to tell the world which terrain and objects you need to use at the moment
// to do that call:

Cam.at.set(16,0,16);

Game: :World.update(Cam.at); // which updates world to use only terrain and objects at
given position, here camera position is used

Cam.at.set(16,Game: :World.hmHeight(Vec2(16,16)),16);

D.viewRange(1300);

Game: :World.activeRange(1300);

Game: :ObjParams &tree_obj=*Game::0bjs("obj/static/treel/0.0bj");
Game: :0ObjParams &rock_obj=*Game: :0bjs("obj/static/rock/@.0bj");
for (int i = @; i < NT; i++)

{
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Tpos[i] = Vec2(RandomF(ARS-1)*Game: :World.areaSize(), RandomF(ARS-
1)*Game: :World.areaSize());
if (1 % 2 == 0)

Game: :World.objCreate(tree_obj,Matrix(tree_obj.scale()/10,Vec(Tpos[i].x,Game: :World.hm
Height(Vec2(Tpos[i].x,Tpos[i].y)-0.5, true)-0.5,Tpos[i].y))); // create new object at

(x,y,z) position and give objects default scaling
else

Game: :World.objCreate(rock_obj,Matrix(rock_obj.scale(),Vec(Tpos[i].x,Game: :World.hmHei
ght(Vec2(Tpos[i].x,Tpos[i].y), true)-0.5,Tpos[i].y))); // create new object at (x,y,z)

position and give objects default scaling

}

return true;

}

/******************************************************************************/
void Shut() // shut down at exit

}

/******************************************************************************/

Bool Update() // main updating

// this is called when the engine is about to exit

{
if(Kb.bp(KB_ESC))return false;
CamHandle(0.1f, 100, CAMH_ZOOM|(Ms.b(l)?CAMH_MOVE:CAMH_ROT));
{
if(Kb.b(KB_A ))Cam.matrix.pos-=Cam.matrix.x*5*Time.d();
if(Kb.b(KB_D ))Cam.matrix.pos+=Cam.matrix.x*5*Time.d();
if(Kb.b(KB_W ))Cam.matrix.pos+=Cam.matrix.z*5*Time.d();
if(Kb.b(KB_S ))Cam.matrix.pos-=Cam.matrix.z*5*Time.d();
if(Kb.b(KB_SPACE))Cam.matrix.pos+=Cam.matrix.y*5*Time.d();
if(Kb.b(KB_LCTRL))Cam.matrix.pos-=Cam.matrix.y*5*Time.d();
if(Ms.hidden())
{
Cam.yaw -=Ms.d().x;
Cam.pitch+=Ms.d().y;
}
Cam.setAngle(Cam.matrix.pos, Cam.yaw, Cam.pitch).updateVelocities().set();
}
Game: :World.update(Cam.at); // update the world to given position
return true; // continue
}

[ AR AA KA A A A AR KA A A AAK KA KA K KA KA A AR KA KA KA KK KA KA KA KA KA KK [

void Render()

{

Game: :World.draw(); // draw world (this is done outside of 'switch(Renderer())
because world automatically detects active rendering mode)

}

void Draw() // main drawing

// here you have to tell engine what to draw on the screen
Renderer(Render);

}

/*Game: :World.hmHeight()*/
[ ARk sk sk kst kst ok ok skok sk ok stk stk ok skok sk ko sk sk sk ok sk ok skok sk stk stk ok sk otk stk ok skok sk stk sk sk ok ok sk ko ok sk ok /
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Kegpaiaio VII




Eniloyoc ka1 Mglhovtikéc Ilpotacerc

Méca og avTd TO KEIUEVO TAPOVGIACTNKE 1| OOVAELD 1 OTole £YVE Yo TN OMIOLPYIo EVOC
GYETIKO GV TOUATOTOMUEVOD TPOTOL Y10, TN KATAUGKELT KOGU®V, avaAvONKay kdmoteg Pacikég nébodot
OV YPNCILOTOCAUE Kol £yve Tpoomdbelo vo, EpBovv oe €va YOUNAOTEPO EMIMEDD £TGL MOTE VA
yivouv katavontég amd O6Aovg. BéPata yio kdOe pio SopopeTikny okéyn VIAPYEL KOl SIOPOPETIKY
vAomoinom.

Kot mv 7pocomiki pHog Gmoyn yio vo LTopECGEL KATOL0G Vo, SNUIOVPYNGEL £va. KOGO gite
UIKpO €ite apPKETA PEYAAO OTMG €ival 0 KOS pHog, ypelaletal v gival ePOdSICUEVOS UE OPKETEG
YVOGEIS TPOYPAUUATIGHOD Kot LoONUaTiKOv aAdd kal pe yepd vevpa. To moryviow dev gival amAmg
pio S1odtkacio 1 omoia, av WAOVGAE TNV YADGGE, TOV TPOYPOUUATIOUOV, £XEL EVa OTUELD EKKIVIoNG
kot éva mépoag. Etvan pia emavaAnmrikn dtadikacio tng omoiog ot HEAALOVTIKEG KATAGTAGELS £0PTOVTOL
GUEGO. A0 TIC TPONYOVUEVES KOl AVTO eivar apkeTd SVGKOAO Y10 KATOLO0V TOL OEV TO EXEL EVOTEPVIOTEL
VO TO0 VAOTOMGEL Ziyovpa yio TIG YeviEG mov Ba €pbovv B vmdpyel pio oyeTikn gukoAia, d1OTL Ot
UNYOVEG YPOQIKAOV OGO TEPVAV TO. ¥povio yivovtar OAo kol 7o oamiovotepec. 'Hom vmdpyovv
nepfaiiovia ovamTuénG o omoia gival TOAD mo €vYPNOTA, TPETEL V. TOVUE OUMC OTL KOl OVTO GE
Kopio TepinTmon dgv UTOPOovV Va. PTAGOVY TNV TPOCUPIOGTIKOTITO KO ETEKTAGILOTITO TOV UNYOVAV
YPOPIKDOV GE YPOUUT EVIOADV.

E&epevvmdvtag Tov KOGUO TOV TayVISI®V KATo10¢ d1omioT®vel 0Tt 6oa o TOAAG pabaiver Kot
yvopilel, 1660 Mo ToAD avEdvetor 1) moAvmlokdtTa. AAAG TTavta 1 EUeuTn avdykn yio eEgpebvnon
TOV OYVAOOTOL KOOMG Kot 1 ovAyKn oL PpiokeTon LEGO LOC YLoL SNULOLPYIN LOG QEPVEL ATEVAVTL GE
QOVTOOTIKO ATOTELEGLOLTOL

H epyaocia avt umopet va ddaoel kiviitpo 1) va yivel faon yio TAn0oc ALV epyacidv Kabm
Bo umopovce vo amoteAécel YN EUmvevonc N epydAieio dnuovpyiag vy Kamolov mov BéAel va
ONovpyNoet To d1kd Tov KOGLO.

H ovykekppuévn epyocio perlovtikd pmopel va ocvveylotel kol va egelytel and wdmolov
EVOLLPEPOLEVO, TAPVOVTOS GOV BAGT TOV 1101 VAPV KOGLO VO TPOGTOONGEL VO TOV EUTAOVTIGEL pe
meplocdTEPO OvTIKEipEVa, mépa amd dévipa kol Ppdyta Pdlovtag and Bdlacoeg, motdpua Kot AMpveg
LéEYPL Ko TOAELS OALOKANPES. Xg éva 0e0TEPO GTAOIO glval GYETIKA OMAO KOl QUGIKN GULVEXEW 1
TOmOBETNOT KATOLOL 1| KATOL®V YOpaKTNPOV LEGA 6TO KOGLO XEPLLOUEVOL OO YPOTES KOl O KOGLLOG
va oAokAnpmBel. Kat to mayyvidt va apyloet. ..
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