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Evyoaprotieg

Nikog I'attdvng:

Koatapyds 6o mbesha va evyopiotiom tov emPrémovio kobnynty pov k. AnpocOévn
AKovpovakn yo v SuvaToTNTO TOV LoV E0MGE VO EPYACTA TTAV® Gg avtd TO project. Axouo Oa
Nnbeka va evyapiotiom tov kadnynti pov I'edpyro BeAin yio v molvtiun kabodnynon tov, Kabmg
Ntav ekel OTOTE TOV ¥PEWOUOVY KOTA TNV DAOTOINGN TG TTLuYloKNg epyacioc. Télog Ba nBela va
EVYOPIOTICM TNV OKOYEVELD OV Y10 TNV SUVOTOTNTO OV LOL TPOCGEPEPE VO TPOYUATOTOU|OM TIG
OTOVOEG, MOPOTL OVOKOAEG KOl OV HECOAGPMGOV KOl Yo TNV WYUXOAOYIKY] VTOCTAPIEN 7OV OV
TOPETYOV KOTA TNV VAOTOINGT TNG TTLUYIOKNAG Hov gpyacioc. Emiong evyapiotd® Tov mOAD KoAO MOV

@iAo Xtpatdkn XoapdAaumo yio, TNy ToAD KaAr GuVEPYNGio Tov ElYaE TOVED GE 0T TO project.

Zrpatdkng XoapdAapmog:

®a bk vo, EuYOPIGTHCH TOV KOPLO ANpocBEvr) AKOLMOVAKN Y10 TNV EVKOPIo TOV HOG
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HOV Y10 TNV OIKOVOUIKT Kol WYUYOAOYIKY] LTOGTNPIEN oV Hov Tapelyav kaBoAn TN Sdpkeln TV
omovddv pov. Kot téhoc tov cuvadelpo kot moAd kaAd @ilo NuwdAiao [aitdvn yio tnv cvvepyacia

Tivo 6€ 0VTO TO project.



Abstract

Because of the excess of heterogeneous computational devices that users exploit for continuously
growing number of processes, there is a compelling need for novel applications and advanced
software. Developing games has become an enormous constituency because on one hand users
demand their games to be available under any circumstances and on the other hand the software
ventors attempt to cover the biggest range of users possible. Meanwhile, with conventional methods of
development we are limited, for every different user environment, to separate the development circles,
by using different toolkits or even different programming languages. As a result we see a substantial
increase of the cost, the difficulty and complexity of the development in order to achieve
synchronization between the final products. In the case of multiuser videogames the situation gets
even more complicated as the interfaces of the participating users have to remain synchronized,
independently of the diverse conditions (different platforms, different interactive objects, different
screen sizes and resolutions etc.) that players may find themselves in. Model-based development
offers a wider window in software development for the handling of different platforms and interfaces.
Nonetheless, for this to succeed, it is compelling to by-pass certain limitations which narrow the range
of possible developments. Specifically in game interfaces, and especially in modern multiplayer ones,
terms like Session Management, replicated objects and task and activity awareness etc. have to be
considered. The purpose of this thesis is for the student to become familiar with the challenges and
requirements of developing a modern and at the same time ubiquitous software. In this vein, it aims to
explore model based software development and provide specific extensions to make possible the
construction of rich and collaborative interfaces for gaming. This is attempted by establishing
synchronization at an abstract level allowing different interfaces to emain synchronized during game
play. As proof of concept of this approach a soccer videogame is chosen, where the participating
users, under different regimes (java/desktop, android/mobile), will interact and stay synchronized and
connected despite the possible inconsistencies of their local interfaces, as a result of the adjustments
for every context of use.



Xovoyn

Abdyo g TANBDPOG TOV ETEPOYEVOV VTTOAOYIGTIKOV GUGKEVAMV OV €lval S100EGIIEG KoL TNG GLVEXNS
abéNong TV dVVATOTHTOV TOVE, ONOL Ol YPNOTEG YPNOLOTOOVV Yoo €va TAN00C €pyaclav,
dnuovpyeiton N avdykn g e&EMENG TV pEXPL TOPA TTPOCEYYIcEDY OGOV aPopd TNV OavATTLEn
EQOPUOYDV, TAlYVIOV Kol emiKovaviag etepoyevav dtemapav. H avémtuén moryviov amoteiel €va
101iTEPO PEYAAO KOUUATL OG TPOS ALT TNV KOTEVOLUVGT apevog yiati ol xpnoteg emlnTovy va ival
Swbéoiua vd omolecdNTOTE cLVONKES KO aPeTEPOL Ylati ot gTtaupieg eminTodv va Kaidyovv 1o
UEYOADTEPO SLVATO €VDPOG YPNOTOV. Q6TOGO AGY® TV GUUPBATIKOV HeBOd®V avATTLENG AOYIGHKOD,
nepoplldpacte ®¢ mpog kdaBe vmootnpldpevo mepiPdAlov ypnong Kot avaykalopocte va
Swywpioovpe TOLg KOKAOLG OVATTUENG, HE YPNOT OLUPOPETIKMV €PYOAEOOMKOV 1 KoUK Kol
SLPOPETIKAOV YAOCO®HV TPOYPaUUaTIopoy. 'Etol katd cuvénelo avavetal onuavTikd 10 KOGTOG, 1
dvokoiio Kot M TOALTAOKOTNTO TNG avATTLENG Yo TV emMiTeELEN GLVOYNG UETAED TOV TEAIK®V
TPOTOVTOV. XTNV TEPITTMOGT TOAVYPNOTIKDY TOLYVIOV 1 KOTAGTUCT TEPITAEKETUL AKOUO TEPIGGOTEPO
HOG Kot Ol SEMAPES TWV GUUUETEYOVIMV YPNOTAOV TPEMEL VO, TOPUUEVOVV  GUYYPOVICUEVECS,
avegopTNTOG TV ETEPOYEVEIDV OTIG CLVONKEG ¥pNonG (SLPOPETIKES TAATPOPLES, OLAPOPETIKA
SL0dPOCTIKA OVTIKEILEVE, dlopopeTikd ueyédn obovav kok.). H povielokevipicy avamtvén and tnv
GAAM oG TPooeépel €va KOADTEPO TANIGIO avATTUENG AOYIGUIKOU Ylo TNV  OVTLUETOTION
AVOLOL0YEVOVY TTEPIPUALOVTOV YpoNe. 20TOCO Yo VO TO TTETUYEL AVTO TEPLOPILETOL GE YEVIKEVGELC
oV KoAOTTOUVY péYPL emumédov form-based diemapdv, omdte oe demapég maryviov, 1660 UdAloV
GUYYPOVOV GLVEPYATIKAOV, EVVOLEG OTMG ALTEG TNG OlayElpIoNG cLVOSMV, AVTIYPAP®Y AVTIKELEVOV,
EVNUEPOTNTAG, KOK. TPEMEL VoL ANPOOVY EMTALOV VTTOYLY. XTOYOG TNG CLUYKEKPIUEVTG TTTUYLOKNG Evat
va eEokelmBel 0 PoLTNTNG LE TIG TPOKANGELS KAl OAUTNGELS TNG OVATTVLENG GUYYPOVOL Kot TapAAANAQ
TavTooV ToPOVToC Aoyloutkov. o cuykekpiéva otoyevel oty aflomoincT TV TAEOVEKTNUATOV
NG LOVTEAOKEVTPIKNG OVATTTUENG AOYIGUIKOD GTa TANIGLO TG 0Toiag B0 EPUPLOGTOVY GUYKEKPILEVEG
EMEKTACELS OVTMG DOTE APEVOG VOl YIVEL SUVATY| 1] GUVAPUOAGYNOT JETAP®V OmapTILONEVOV and MO
gEelnmuéva, tov form-based, S100pACTIKOV OVTIKEWWEVOV KOl OQPETEPOV VO, EMLTEVYDEL GLYYPOVICUOS
oe apnpnuévo eminedo TETOOG 0VTMG MOTE OCLVEMELG UETAED TOLG OEMAPEG VO TOPAUEVOLV
ovyypovicpéves. Q¢ oevaplo emideltng g opHottag Tng cvyKekpuévng mpocéyyiong (proof-of-
concept scenario) emAEYETAL €V TOIYVIO TOTTOL TOSOGPAIPOL (soccer), GTo, TANIGO TOV 0Toiov Ot
GUUUETEYOVTEG XPNOTEG VIO evOoAhakTIKG mepBdilovta ypnong (java/desktop, android/mobile), Oa
aAANAETIOPOHY Kot B0l TOPAUEVOVY GUYYPOVIGUEVOL TTAPA TIC OTOLEG LGV VETELEC TV TEAKDV OETAPDV
TOVG MG OMOTEAEC LA TNG TTPOCAPLOYNS AVTMV o€ Kdbe mepiPdAilov ypriong (context of use).
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1. Evcaymyn

H ocvykekpyévn mruylon KOTOTAVETOL LE TO OVTIKEILEVO TG OVATTLENG TOlYVIOV e EQOPLOYT 0T
cuvepyacio VTooTNPOUEVT omd VIOAoYloT Ko EEVTVEG KIVINTEC GLOKEVLEC. Me v oloéva Kot
avéavopevn xpnorn tov EELTVOV KVITOV GLGKELAOV OTNV KaOnpepv] HOG TPAyUATIKOTN T,
cuvavtdue véeg OLGKOALES KOl ALEAVOUEVES OOITNGELS Y10, TOVG TPOYPOUUOTIOTES TOL GLUPAAAOVY
610 enimedo avantuéng. ‘Etol Ad0ym tng peyding avoUoloYEVEWNG GE EMIMESO VAIKOD Kol AOYIGHIKOV
ov yopakTnpilel avtég Tig demapég mpémetl va ANeOovV VoYV TOALOL TEPIGGATEPOL TAPAYOVTES KO
TOPAUETPOL KATA TNV avATTLEY €QOPUOYDOV TOL OmOLTOUV GUYYXPOVIGHO HETAED OVOUOLOYEVAOV
SlEMOPAOV. ATOITOOVIOL YVOGES GE OLQOPETIKEG YADOGES TPOYPOLLOTIGUOD Yot TO OVTIGTOT(O
ePPAALOVTO. TOV GTOYEVEL 1) EKAGTOTE EQUPUOYN HOG KAODG KOl YVAON TOV TEPLOPIGUDY TOV
aVTIoCTOY(OV AEITOLPYIKOV GUGTNUATOV Kol GLOKEVGV. 'ETol Yo tnv avantuén UG epapuoyng oe
StopopeTikd TepPdriovta, o1 cuvOnkeg avarTLENng uTopel vo givar dSaPopeTikéc kibe popd aviloya
IOV GTOYEVEL 1] EPAPLOYN OGS KO TIC TEPLOCOTEPES POPEC YPEWBLETAL VO EMEKTEIVOVLE TIC YVADGELS LOG
péom €pevvag kot e&doknong. Xapaxtnplotikd mapadeiypota givar - avamrtoén Android 1 iOS
EQUPLOYDV TOV ETIKOVMOVODV UE EQPUPIOYES Y10 VITOAOYIGTN, OOV amatteitol 1 yvdon Android Java 7
Objective-C avtioTtorya, pe oviAoyn YVOON TOV EKAGTOTE YAMGOMY TPOYPUUUUTIGHOD Y10, EPUPUOYES
AELTOVPYIKOV GUGTNUATOV TPOCOTIKOD VTOAOYIGTH Kol TIC duvaTOTNTEG SlEMAPO®V Tov Kabopilovv

TNV EKAGTOTE YADGGO.

‘Eva. peydro xoppdtt oty fropnyavio avamtuéng Aoyioptkod kabmg Kot To KOUUATL TOV aGYOAEITOL 1)
GUYKEKPIUEVT] TTTUYLOKY, givor M avartuén moryviov. Eivor po fropnyavio dioekatoppvpiov mov
oloéva kot eEgliooetal Kot popeomoteital kKabmg eEedicoovial ol YADGGES TPOYPOUUUATIOUOD, TO
VAKO kot ta dabéoyuo toolkits. Kdamoleg omd Tig mo OnMpo@iieic yYA®ooeg avamtuéng motyviov
avapépovtar otov [livaka 1: Ov mo oNUOQIAElc YADGGES TPOYPUUUATICHOV Y0 avATTLEN
noayviov. Me v e&éMén g texvoloyiag Kol T®V SUVOTOTATOV OV HOGC TOPEYOVV, Ol KIVNTEG
oVokeEVEG dgv Bo umopovsov vo unv eivor uépog awtg ¢ Prounyaviag Kor koatoioupavouv éva
peyaio pepidlo oy ayopd moryviov. Kot kafdg ot Suvatotnteg TV KIvTOV GUCKEDAOV KOl TMV
AVTIOTOY(OV AETOVPYIKOV GLOTNUATOV TOVG ov&dvovtal, gival Evog TOUENG PE OAOEV OVEAVOUEVES

SUVATOTNTEG, LLE CLVETELN EMIONG TNV OOENOT TOV TOTEVIQOV.

Me yvouovo o Topamive opicOnke 1o 0ua TS GUYKEKPIUEVIC TTUYLOKNG, OOV avortuyOnke Eva
7ailyvio TOTOL soccer SVOAACTUTMY YPAPIKMDY TV o€ Java Yo TPOCOTIKO VIOAOYIOTH, KoM Kot
éva avtiotoryo dvodidotato maiyvio mave o€ Android to omoia emkovmvoLy Kol cuyypoviloval,
TOPEXOVTOG MIONG TN SLVATOTNTO CLVOECSIUOTNTAG GE EMTEPIKOVG YPNOTES Yol TNV TAPAKOA0VONGN
g SdpaoTiknG emkowvmviag. Ot empépovg TeYVOAOYIKES KaTELODVOELS ToL emAEYONKAY TTPOg

peArétn eaotialovv Kupimg o BEROTO CLUVEPYOTING ETAIPOV KOl OPYLTEKTOVIKNG TOGO TNG EPAPUOYNG



000 KOl Tng OlEmaeng ypnotn-vroloylotr. Ewdwotepo, emiéybnke va peretnfel m mpocéyyion

a&lonoinong povtélwv (model-based development) otnv avamtuén TV S100pAGTIKOV SOUDY TETOI®V

EQUPLOYDV Kal VO dlepeLVNBOVV TEYVIKEG SLOUTOIPAGHOD KOl GUYYPOVIGLOD JES0UEVOV KOOMG Kot

GUVEPYUTIKNG EKTELEGTIG TOV TTOLYVIOU GE TPAYLOTIKO YMPO Kol 010 LEGOL SLOPOPETIKDOY GUGKEVDV.

I'®ooa Heprypaon Iepropropoi
Agv vrootnpilel
C Evpémg yvoot, minbopa OVTIKEYEVOSTPAPLO, SOVGKOAN
gpyareiov Yl peydAa projects M yio
popnTOTNTO
Koéotog yio v avémtuén un
AVTIKELEVOTTPAPNG, EVPEMG avtopOTNG dtoyeiptong LvAuNG,
C++ PN OUYLOTOLOVUEVT], TANODpa. TOADG KOOIKAG Y10 OTTAEG
gpyoireiov Agrtovpyieg Kot peydrog xpovog
UETAYADTTIONG TOV KMDOUKO,
[Tepropiopévn kuping oe
AVTIKEIPLEVOOTPAPNS, QVTOULATN TAOTPOpUEG TNG Microsoft
C Swyelpton pvnung Kot (Windows kot Xbox),
TPOCPEPEL Ae1Tovpyieg emPdpovon pe T ¥pNon Tov
avAKAOGNG Garbage Collector, gdkoAn
OTOGVYKPOTNON
"EXiewyn tomov opillopevev amod
AVTIKEWPEVOOTPAPNS, QVTOULATN rorxpncm], empapovon pe o
, ) , ypnomn tov Garbage Collector,
Soyeipion wvnuNe, TPOcEEPEL , ,
Java emPapovven LNuUnG, 1N

Aertovpyieg avakAaong, LEYAAN
popnToTNTO

Swbéoiun yuo T HEYaANTEPES
TOLYVIOOUNXOVES, EDKOAN
OTOGVYKPOTNON

Eiffel, Smalltalk, Ada xtA.

Bonntikég yAdwooeg, Aya epyaieio avamtuéng

IMdooeg déoung evepyelmv
(scripting languages), 0T®¢
Python, Lua ktA.

Xpnon Yo ToV TPOYPALUATIGUO TV AEITOVPYIDV TOV TOLyViov
OAAG Ox1 0 PaCIKOG KMOIKOG TOL TTOLYVIOL

[Mivakog 1: Ot wo NUoPIreic YADGGES TPOYPUUUOTIGHOD Yo avaTTLEN Ty ViV




2. Avantoén olEema @V (P1oTN Y10 TOAAITAG TEPpLfdirovTa

"Eva amd ta kbpla KOPPATIo TG avATTuEnG AOYIGUIKOD, amoTerel | ovATTLEN dlEmaPdV, 1) oTtoio AdY®
TOV 0A0EVO Kol aEAVOUEVOV AMOTNCE®Y TTOV €YEipOvVIOL 6Ta TAAIGIO TNG AVAYKNG VIOGTNPENG
SLPOPETIKMOV VIOAOYIGTIKAOV GUGKEVAOV KOl GLGTNUAT®V, TOL YPNCUYLOTOLOVVTAL EVPEMG Yol TNV
ektéheon mANOOPOS epyacidv, €xel yivel Kot yivetar oAoéva kot mo amoitnTiky. ‘Etol n avémtuén
AOYIOUIKOD TTPEMEL TAEOV VO TPOVOEL Yol TIG OLALTEPOTNTEG TNG KADE TAATQPOPLOC TOL GTOYEVEL TO
EKACTOOTE OAANAETIOPACTIKO cOoTnUe. Ondte TPEMEL VO AVOADCOVUE KOTA TOGO Ol TOPASOGLOKES
peBdd0L avaATTLENG AOYIGUIKOD ETOPKODV MOTE VO KOADWOLV TIG VEES OVTEG AMOLTNOELS E0AAA®S VO
Tpomomonfovy avaAdy®mg, ®OTE va avtiuetomifovv pe pia ko pebodoloyio TiG SlOQOPETIKEG

ATOITNOELG KAOE JLPOPETIKOD TEPIPAAAOVTOC,

INa ka0e mepPdrdiov mov otoyevovpe datiBetan pia TANBmpa Piprodnkadv (toolkits) kot epyoreiov
T 07010 SLEVKOADVOVY KOl ETLTAYVVOVY TNV aVATTVEN EQOPUOYOV TOTOV TOLYVIOV, TOPEYOVTOG UOG
£€to1o kadka (libraries) oLV KOAVTTEL TO HEYAADTEPO UEPOC TOV OVOYKMOV HOC KATA TN Slodikacio
avantuéng Aoyicpukov. Kabdg Opmg ovamticoovue pHE OTOXO ETEPOYEVEIC OAANAETIOPOUEVEG
SLETMAPES, TOAMEG POPEG DEV EMAPKOVY Ol GTAVTOP EPYOLEIODNKES TOV YPTCULOTOLOVUE, UE OMOTELEGUAL
ol TTPOYPOUUOTIOTEG v avalntoby eite véeg efwmtepkég epyaretodnkeg (external libraries) mov
KOADTTOUV QVTEG TIG OVAYKEG, EITE VO TPOTOTOIOVV TIG 1101 LIAPYoVOES. [TapOAAVTA 01 GUYKEKPIUEVES

TEYVIKEG QLPOPOVYV KLPIOC EUTELPOVS Kol EEELOIKEVUEVOVG TTPOYPOUUATICTES.

H unyovikn e avémtuéng diemapdv Pacilopévov 6e HOVTELN GUVIGTA L0 TPOCEYYIoT] KOTOOKEVNG
OETOPAOV 7OV EMOUDKEL APEVOC VO SEVKOADVEL TNV OVATTLEN KOl ETOVOTPOCUPUOYT EVOC
GUOTANOTOC GE HEAMAOVTIKEG OMOLTAOCELS KOl OPETEPOL GTOXEVEL GTNV ONHIOLPYID SETOPOV Yo
moAlomAd mepiBdidovia (m.y. mobile, web, desktop, kok.) kot TAQTEOpUEG (m.y.: java/swing,
windows/mfc, kox.). To tekevtaio woT060 TPOPAAAEL GNUAVTIKODE TEPLOPIOUOVG TTOV EMITPETOVY TN
SuvaTOTNTO TEPTYPAPNC KL VITOGTAPIENG OTAOTKMV SETAPDOV OV 0.E10TOI0VV Ve TOAD TEPLOPIGUEVO
aplOpd SLodPACTIKMOV OVTIKEILEVOV TOL VToaTnpilovtol aputy®dg (native) amd TV EKUCTOTE TAATPOPUO
avaeopdg (m.y.: kovumd, radio buttons, kot Alyo akoun). H avamtoén yivetor pe ypniion vyniov
emMmESOV HOVTEA®V TO. Omoio, OpovV ¢ eMimedo APAIPEONG EMTPEMOVTAG OTOVG OYESOCTEG Vol
0TOYEVOOVY, AVOADGOLY, OMCOLV EUEOCT] KOl VO TPOGOIOPIGOLV SLOPOPETIKES KOTAOKEVOOTIKES
OLVIOTAO0EG 6TO KOKAO (mNg evOg cuotnnatoc. Me Tov TpOmo auTd EMXEIPEITAL O SLOY®PIGUOG TOV
gbpoug TV Bepdtov mov 0EopobV TNV KOTAGKELY KOlU VAOTOINGCT JldPUCTIKOV GLGTIUATOV
(separation of concerns). Eidikotepa avaloya pe T0 TpEY®V EMIMESO APAIPEOTG OEV OIOYOLOVUACTE LUE

YOUNAOD EMTESOV AETTOUEPELEG TNG EPAPLOYNG OAAG e VYNAOV emumédov Bépata, OTMG:

e  Movtého oepyociog ko avtikelpévov (Task and Object model): €6 meprypdpovtor ot
OAANAETIOPAGTIKEG OTOUTHOELS EVOG GUOTNUOTOC Od TV OTTIKN YOvia Tov ¥pNHothn, LI T
LOPON KOONKOVI®MV OV TPETEL VO EKTEAEGTOVV OO TOV EKAGTOTE YPNOTN TPOKEWLEVOL VOl
emtevyBel o ekdotote GTHYOCTOV.



e  Movtérho apnpnuévng Ypo@ikng otemagng (Abstract User Interface): oe avtd to emimedo
avaAdeToL 1) YPAQIKN Slemoen e Tpdmo avesdptnto pécov (modality - independent).

e Movtého ovykekpuévig ypoeikng oema@i)g (Concrete User Interface): oto
ocvykekplpévo eminedo apaipeong opilovior pe pdémo aveEaptitov mAateopuog (platform
independent) cuykeKpLUEVOL TOTOL SLOOPACTIKMY OVIIKEILEVOV TIOV €ival va xpnoiLorotnfovv,
OTMOG T.Y. KOLUTLA, KOK.

o  Tehn ypaguki) demwagr] (Final User Interface): to cuykekpipuévo eninedo dev meptyplpeton
LLE LOVTEAD KOl OTTOTEAEL EITE AUESH EKTELOVUEVO EITE SIEPUNVEVOUEVO KMDOKO.

— Task and Domain

T1

‘ ,  Abstract User Interface
T2

Forward

Concrete User Interface

User Interface Code
Ewova 1: Enineda apaipeong Model-based Ul

Mo TUTIKT SGVVOEST] TOV EMITESMV APAIPESTG KoLl TOV PACIKOV LOVIEA®Y TOL T VITOGTNPILovV
ovvoyiletan otnv Ewova 1. Ot empépovg Aemtopépeteg kKabe poviélov Kot o tpomog mov aflomoteiton

Y T oxediaon demoemv eEaptdral amd TOo EKACTOTE cOGTNUO M/Kal TPocEyyion. Akolovbmg

TEPLYPAPETOL L0 CUYKEKPULEVT] TPOGEYYIoN TToL Paciletal otnv UsiXML[l].

H UsiXML (USer Interface eXtensible Markup Language) givat pio omd g mo dNUOPIANG YADCGES
neprypoaeng oemapav (UIDL). Amotelel pio mtpoomdOeio mov 6Toye0EL GE U0, DAOTOINGT TOV 00NYIHV
tov Cameleon Framework to omoio ctoyevel oty avadeiln tov plasticity pécm ¢ TPOTEWVOUEVNG
dounuévng pebodoroyiag.Emiong ovvodeveton amd minbog epyodeiov yio va dievbetel dropopeticd
{nmpata kotd v edon avamtuéng wog demapng. H pebodoroyio mov viobeteitan eivar copfati pe
TNV YEVIKOTEPT TPOGEYYIoN avanTvéng demapmv Pacel poviédwv (MDE compliant) evad a&lomotet
SLOPOPETIKG APALPETIKA ETMEDA Y10 VO KUTOGTNOEL EPIKTY| TNV TEPLYPAPT) EVOC GUCTHUATOG LLE TPOTO

avedptnto 1tng vmohoylotikng vAomoinong (Computation Independent Model), ave&aptnto



(Independent) aAld w1 e€optnuévo (Dependent) and tnv mhateoppo (Platform Model). Xtnv Ewova
2 BAémovpe to. povTEAo OV VAOTOWOUV TG apyéc Tov MDE, Tig omoieg ypnowonotel n UsiXML g

vAomoinon tov Cameleon Reference Framework.

5=5ource context of use T=Targel context of use

l Reification
L
¢ Abstraction

*:;} Reflexion

Ewova 2: MDE Cameleon reference framework

‘Eva. mheovéktnuo tng vAomoinomg Semapdv oe Eexmplotéc (aong ovamtvéng eivor avtd mov
ovopaletar ‘separation of concerns’. Avtd eival TOAD ONUOVTIKO GTNV MEPINTM®ON 7OV £XOVUE
SIEMOPEG TTOL EMOEIKVOOVY TAAGTIKOTNTA OTN YPNON, 0pod TAN00GC SL0POPETIKAOV ATAITHOEMY TPETEL
vo epypaetovy Kabe eopd yio kdbe éva amd to vmootnplopeva mepiPdirovta. To mepifdriov
opifetan amd 1tpla mpdyunata, TAATEOPHA, TEPPAALOV Kol otepedtvmov Tov yprotn (Users
Stereotype). Méow p0G S1AYPOUULUOTIKNG TEXVIKNG TOL amodidet tepapyies avaivong kadnkoviov 1
teyvikn ovopdleton (Concur Task Trees), divetor  dvvatdTTO TPOGIIOPIGULOY TOV GLUVOAOL TV

OUTOLTOE®V TOV GLGTHLATOG OO TAELPAS XPNOTMOV TOL EKTEAOVVTOL GE SLOPOPETIKA TEPPAAAOVTAL.

2nv ovveyeio to povtéo petaoynpotifetol pe Tpoémo KatdAAnAo €161 OGTE Vo TPOGOI0PIGOVUE O
GUYKEKPIULEVA TNV JETAPT. X€ AVTO TO GTASIO 1) TPOTYOVLEVT TEPLYPAPT KAONKOVI®V UETUTPETETOL
o€ popon apnpnuévav vrodoyéwv (Containers) kol S100pACTIKOV AVTIKEWEVOV LE TPOTO ove&apTnTO
amd 10 Kovod (modality independent) kou tnv mhiotedpuo (platform independent). Adyo 1ng

mhooTikoTTOG oL pog mopéyel n UsiXML, divetonr m duvatdtnTo 6TOV POt HECH TNG TEMKNG



Slemapng va  OAANAETIOPACEL  SUVNTIKDG  YPTOUOTOIOVTOG TOPAAANAC  TOAAOMAG  KOVAALL

emkowvmviag (multimodal interaction).

IIpokepévov va petafaivoope peta&d TV SOPOPETIKOV LOVIEA®V ypnoipomoovue v Pordeia
eEedkevuévav pPeTaoyNUOTIoN®V  (transformations) Kot UNYOVIOU®V GLCYETIcE®V (Mappings).
Yrdpyovov moAAd €idn petaoynuotiop®v mov Poacifovior oe pabnuatikd povtéda. H UsiXML
ypnowwonotel  pwo  e€edikevpévn  popen  owT@V Yoo va.  petooynpatiler  ypdeovg (graph
transformations). Ot LETOOYNUATIOUOT EXTPETOVY TNV CVTOLATOTOMUEVT] 7| TUI-0VTOUUTOTOUNUEVT,
avaAoyo PE TNV mEPITToT, HETAPaoT TOV amaltHoe®y ond T0 £vo eminedo apaipeong 6to GANO.
A&iler vo onuewwbel oto onueio owtd OTL Ol PETUGYNMUOATIONOL €lval €vo, KOPLO YOPOKTNPLOTIKO
yvopiopo tov MDE zwpooeyyicewv kot amotelodv TALOVEKTNUO OTNV avATTLEN OlEMAPOV TOV
Bacilovtar o povtéla (Model-based Ul Engineering).

H UsiXML vrootmpilet ™ Aeyduevn ‘avamtoén moAloming dwadpoung’ (Multipath development)
Baon g omoiag divetarl | dvvaTdTNTA GTO YPNOTN VoL EEKIVIGEL TNV avATTTLEN oG Slemapn|g ond To
0m0100MTOTE VTOGTNPLOpEVO eminedo apaipeong emBouel. AVTO EMTVYYAVETOL LECH TEPLYPAPNS TNG
Stemapng pe Tpomo aveEaptnTo amd TV TAATEOPHO 0EOTOIOVTAG (o YKALK PBACIKOV ONUOQIADY
SL0dPACTIKMY AVTIKEIWLEVMV TIOV EvaL KOWVA O TOAAEG TAATPOPLES OTMG KOVUTLEL, AGTES KOK.
[aporo mov 1 UsiXML oamoteAel pio amd Tig mALOV OMUOQOIANG TPOCEYYIGES éva OO Ta
oNUovVTIKOTEPE TPOPANHOTO TNG, CAAL Kol OAMV TOV YA®GGHOV OLTAG NG Katnyopiag, eivor 1
advvapio Tovg va vtootnpifovy un-cupfotikég (non-native) dtemapés. Avto Kobiotd advvarn 1 oty
KOADTEPT TOV TMEPUMTOCEDY EMITOVN T O1AdIKOCIN XPNOUOTOINoNG EEEIOIKEVUEV®Y SLAOPACTIKOV
OVTIKEWEVOV TEPOL OO TO ONUOPIAT OV TAPEXOVTOL OO TIG O ONUOPIANG TAATPOPUES, e&onTiog
KUPIC TOV amOKMGEDY Kol JLUPOPETIKDY APUIPETIKOV VTobécemv kabe mepifaiiovtoc. T v
avTIHET@®TIONG T™E advvapiog avtg n UsiXML kdvel ypnon enimAéov LOVTEADV OGTE VO OMGEL TN
dvvatotnto.  poviehomoinong tev  vmootnpllouevoy  mepPaiidviov, Om¢ emiong Kol NG
povteromoinong ovrotntwv mediov (domain object modeling). ‘Oco agopd T0 TEAELTAIO
YPNOLLOTOLODVTOL SOy PAIOTO KAAGEWDVY T 0TToi0 cLoYETICOVTAL UE TN OIETAPT] AAANAETOPOVTOG UE

70 back-end ¢ €QUpUOYAG DGTE VO TPOGIDGOLY OVGLUGTIKY AEITOVPYIKN a&io, OTN S1ETAT).



3. Xvovepyoaoio Yrootnplopevn om0 YToAoyLoT)

H évvowr g ovvepyoaoioag vrootnpilOpevng om0 VLTOAOYIOTEC KOl VTOAOYIGTIKEG GUOKEVEG
TEPAAUPAVEL EMOTAUEG TNG TANPOPOPIKNG Omwc: AAANAemidpacn AvOpdmov-Yroroyiot] (Human
Computer Interaction), Texyvoloyia Aoywopikov (Software Engineering), Kataveunuéve Zvotiuota
(Distributed Systems), Evoopotopéve Zvotiuota (Embedded Systems), oAAG kol Kowmvikég
EMOTNUES Ol omoieg gyovv oTdY0 TNV avlmtvén poviéAwv pe okomd v PeAtioon g
OAANAETOPOLEVIC GLVEPYOACING TV SOPOPOV VIOAOYIGTIKAOV GUGKEL®V (aveSapTNT®MS AOYIGHKOD)
KOl TNG EVNUEPOTNTOS TOV YPNOTAV, TPOSTAIDOVTAS VO EMAVGOLV To €KAOTOTE TPOPANUOTO TOV
TPOKVTTOVV €lTE AOYO TOV TEYVOLOYIKADOV SVOKOAMMV gite AOY0 NG €K QVUONG SOPOPETIKOTNTAG TOV

£KAOTOTE GLOKEVMV.

Yrdpyovv S1G@opol TPOTOL KATNYOPLOTOINCNG GUVEPYUTIKOV GUCTNUAT®OV UE EVOV OO TOVG TLO
ONUOVTIKOVG VA €ival 1 YOPOYPOVIKT] KOTOVOUT TOV GUVEPYATIK®OV dpactnpothtev. Adpupdvovtog
VIOYMV LOG TO KPLTHPLO TOV YMPOV Ol epopuoyég dwympilovior g kataveunuéveg (distributed) 7
ocvvdlatacoopeves (collocated) evd oty mepintwon mov AdPovpe LVROYNV HOG TO KPUTNPLO TOL
xPOVOL, GE GUYYPOVEG 1 OGVYYXPOVES. LTOYOG CLTNG TNG TTLYLOKNG €lvar 1 chyypovn KoTaveUnpévn

cuvepyacia.

2TIC MEPEG UOG VIAPYOVV TOAAG €101 GUYYPOVAOV GUVEPYUTIKMOV EQPAPUOYDV, MGTOGO 1 QUOT TNG
emkowvmviag ennpedlel o onuavtikd Pobud TIg TEYVOLOYIEG TTOL YPNOLULOTOOVVIOL KOl TO EMIMEDO
ouvdeouoTag. Evoektikd mapdoetypa omotelodv ot screen sharing epaployEg yp1OLLES E0KOTEPO
0€ TMEPWTMOOELS omopaKkpvopuévng Ponbelog (remote assistance), 0TOL 0 OSOUOPACUOG YIVETOL GE
0AOKAN PN N LéEPOVG TNG 006VNC. oTOG0 TOALOL ivat KoL O1 TEYVOAOYIKNG VO TEPLOPIGHOTL AvAAOYaL
LE TO €mMMEdO OlOUOPAGUOD, OT®MG OVTO NG avaykng Yo kowod péyeBog 086vng, Aettovpykod

GUGTNIOTOG, EKOOGELS TOV AOYIGUIKOD, KOK.

3.1. Awyeipron Xovodmv (Session Management)
O1 obvodot (sessions) €Yovv ¢ GTOYO TNV OUASOTOINGT] Kol OPYAVMOGCT T®V EUTAEKOUEVOV YPNOTMV

KaODC Kol TOV AVTIKEWEVOVY OV aAANAemOpovv (shared objects).

Mo obvodog Asrtovpyel oAAG UOpPEl KOl VO OPIOTEL MG €VO EIKOVIKO OVTIKEILEVO (KOWVOYPNOTOG
€IKOVIKOG vmodoyéag: shared virtual container), kabd¢ o cvvepyacio omattel v VEopén
KOWOYPNOT®V OVTIKEWEV®VY, OOV &ivol TpooPaciue, Kot Stopotpalopevo HEToEd TmV UEADV pia
GUYKEKPIUEVNC OuGdag ypnotdv. Xvvnbwmg exteAeitan amd v mAevpd ToL server (server-side),
didovtog €161 TN dLVATOTNTO GLYYPOVICUOD UETOED TOV ¥PNoTAOV, He Bdon v opddo otV omoia
avikovy. 'Etol kdbe 6uvodog cuoyetiletol e GUYKEKPLUEVO AVTIKEILEVO, LE TNV dLUVOTOTNTA runtime

aAAOy@V avAAoYQ TV TEPIGTACT KOl TO TANIGLIO 6TO 0T0i0 AgttovpyEl n 6HVOSOG.



e éva GUYYPOVO GUVEPYOTIKO GUGTILO LITOPOVY VO VITAPYOLV amd KOUio, €0¢ TOAAEG GUVOOOL TOV
AertovpyovV gite mapdAAnAa, gite yevdomapdAinia, gite oe oglpd. ‘Etot tibeton n avdykn viomoinong
€VOG aVTIKEILEVOL Oloyeiptong cuvodmv (session manager) to omoio e&acpaiilel v vmapén Kot T
AertovpyIKOTTO TOV ouvodmv. Kdamolec amd Tig LIoxpedoelg Kol TG duvaTOTNTEG €VOG session

manager gtvot ot:

e Oplopog (oG GuvedoL HECH TV TUPAUETP®V NG (T.). OLAPKELN, UEPOUNVIL EKKIVIONG Kot
AMENG, copuPdvta d1oKomTNG K.0.).

o  Opiopog emrpemdueveov pehav (registration policies).

e Avvatdémrta TOPOYNS TPOYPOUUATIOTIKAG 7POGPaoNG oTa  KOWOXpNoTo  OVTIKEIUEVA
(dnpocromoldvtog To avaioyo API).

3.2. Awayeipron Aamédov (Floor Management)

H Swyeipion damédov amotekel éva ypNolo KOUUATL oTO TAQIGIO KOWOYPNOTOV YOPOV EPYACIOG
(shared workspaces), 6mov o k@B YpNoTNG ‘“TPEYEL OMOKAEIOTIKA GUYKEKPIUEVO TUNHOTO TNG
EQOPUOYNG e OKOTO VoL UnV yiveTon eMTpenty| 1 Tovtdypovn tpdcsPacn amd GAALOVS ¥PNOTES LLE GKOTO
Vv SpOAEN TV dedopuévav. Agv givol vroypemTikd va vAomombel 1 vvola g dtayeipiong

domédov o€ KGBe GUVEPYATIKO GVGTNO.

[aporovtd, moAAEC Popég mpémel €vag ypNotng vo amoktd kabolkd €éheyyo (floor control), eite
GUVOAK(E Y10 TO KOWOYPNOTO dlapotpalOpevo ymdpo, ite yia Eeywpiotd avtikeipeva. H amdktmon tov
eAéyyov pmopet va mpaypotorondel pe éva TAndog pebodwv, avaioya Kot pe TV EKACTOTE EPOPLOYT.

Kémoiot amd toug KuptdTEPOLG TPOTOLVS EVAL:

e First In First Served: Tnpeitan oepd npotepotdTTag avdioyo pe Tn GEPA TG {nTnong Tov
eléyyov (dnpoxpatikn Aettovpyia).

e Role Based: O 153vp0tep0g ¥pNOTNEC TOUPVEL TOV EAEYYO GO TOVG AYOTEPO 1oYLPOVG (TT.Y.
Administrator vs Simple User).

e Mixed: Il.y. peta&d ypnotdv mov &yovv Tov idl0 poro toydel N wpmtn UéBodoc, evd ot

avtife mepintmon woydeL 1 devTepn neEB0d0G.

Emiong moAAég popég vdpyel n ev e€eli&er (runtime) aAdayn tov kabeotmrtog (Floor policy) Bacet tov

omoiov dtapolpdletar o Eeyyoc.

3.3. Apyrrextovikég (Architectures)
Mmopovpe v KOTYOPLOTOUCOVUE TIG OPYLTEKTOVIKEG €VOC GUYYPOVOL GUVEPYATIKOD GUGTNUATOG
oTIg axoAovbeg Tpelg Kotnyopieg: aviypaerg (replicated), kevipwomomuévng (centralized) o

vPp1dkng (hybrid).



TMa va yivouv gpeoveig ot dlapopég Tovg Bo TPETEL VoL 0PIOTOVY TO EMMEDD LG EQAPUOYNS MG TPOG

TNV AELTOVPYIKOTNTO TOVG, T OOl EVaL T ENG:

e  Oyn (View), 10 onoio oyetiletan omokAelotikd pe to rendering tng SIETOENG.

e Movtého (Model), 6to omoio evnuepdveTaL Kot amodnKeveTOL 1 KOTAGTOOT TOL TPOKELTOL VO
ELPAVIOTEL KATOAMA®MG OO TNV EKAGTOTE OY).

e Fieykmg (Controller), tov omoiov o pOAOG va evnuepdVEL Kot Vo cuyypovilel ta dedopéva
mov opifovv TV Katdotaon TG YPAPIKNG paproyns (application’s state) pe ta dedopéva wov
TpoOKeLTOU VA, epeavicTovy (va yivouy rendered) oto ypriotn.

Onwg sivar ep@avég, M apyITEKTOVIKY ovTlypdoov Poacilete otV avilypaer TOV TPIOV TOPUTAVM
AELTOVPYIDV G KAOE ¥pNoTN, apo KAOE KATAVEUNUEVT TOAVYPNOTIKY EQPAPUOYT, OQEIAEL VO, KpaTAEL
£VaL 1OIOTIKO TOTIKO avTiypa@o TV Kowd dtapotpalopevav manpoeopiav. [y, oty mepintoon mov
70 StopotpalOpevo avTikeipevo gival éva oTiyptotumo g kKAdong Player, etvar mbovi n Omapén piog
Boolean petafintig n onoia O avtiotolyel oty Tp€Yovca KoTaoTacn Tov mtoiytn. Apa kabe client,
OV UETEYEL OTNV GLYKEKPIUEVN] GUVEPYATIKT) GUVAS0, €Yl éval O1KO TOV TOMIKO GTIYUIOTLUTO TNG

eQuppoyng n omoia Oo Tpémel va vdpyel oe kKabe Eva client Egywpiotd. Xtnv Ewdva 3 mapovoidletol

f

£VaL TAPASELYLOL TNG OPYLTEKTOVIKNC OVTILYPAQOV.

[
Participant's PG ‘é / Participant's PG
g @
Application Application

v v
et ae

Local r-:-] {i’ {, Local [-__-]
Contaxt Context
Vo | L
Sharad [-JI Shared [-
Context Context

Ewova 3: TTapddery o apyIteKToVIKNG owuypd(po)v[l()]

2T ¥pNOT TOV KEVIPIKOTOMUEV®V apyltekTovik®v (centralized architectures) vdpyet évo pLovaditko
OTIYUIOTLTO TNG EQPOPUOYNG TOV Elval EYKATESTNUEVT KO EKTEAEITOL GE Evav Kol LOVO VITOAOYICTIKO
koupo. Ov vmoérowmor kOpPor amd TO GOVOAO 7oL &xovue Slbéoiuovg dev LTOYPEOVVTOL VL

EUMEPLEYOVY TNV aVAAOYN  Kowoyxpnotn  geoapuoyn. ‘Eva  yapaxmpiotikd  mopdderypo



KEVIPIKOTOMUEVTG OPYITEKTOVIKNG EIVOL 1] ¥PNOT HOG EPOUOYNG KEVIPIKOTOUEVOD TOAVYPTGTIKOD
KEWWEVOYPAPOV Omov eMPAALETOL O OPIGUOC €VOG KOpLov KouPov (1 aAlmg centralized) omov €xet
EYKOTECTNUEVT] KOl EKTEAEL TNV GUYKEKPYEVT] €QOPUOYN Kol Ol VIOAOwol kOpuPor cvvdéovtot
amevbeiog oe ovtév omd Tov omoio emiong eivor amdAvta efaptmdpevol. [Mapdiovtd vrapyovv
UELOVEKTNLOTOL GTN YPNON KEVIPIKOTOMUEVAOV OPYITEKTOVIKAOV LE KLPIOTEPO Ol UEYAAEG YPOVIKEC
Kkafvotepnoelg HETAED TNG 10000V TOV ¥PNOTI KO TNG AVTUTOKPIGIUOTNTAG TOL GUGTILLOTOC, 1) OTOTES
rkaBopifoviar amd tov THmO, TN YOPNTIKOTNTO KOl TOV TPEXOV (POPTO TOL EKAGTOTE SIKTVOV. XTIG
KEVIPIKOTOMUEVEG EQPAPUOYEG, Ogv duvatal 1) runtime OAAQYN TNG KOTAGTAGEMS TNV GUVOECTG TOV
xpNot (GUVOEUEVOC 1| ATOGLVOELEVOG), KATL TO OTolo GE TOALEG EPAPLOYES dev €xel onuacic, oAl
o€ OPIOUEVEG TEPIMTAGELS OmOv TPEnel v vootnpyBovv Kivnrtol yprotec (ov omoiot pmopel va
aAAGlovy TNV Katdotaon TG cOVOESTG TOVG) €XEL OG AMOTEAEGUO VO OVAOEIKVOETOL Hio TANBDpa
TEPLOPICUADY KOl OTOLTNCEOV OGOV apOpA TNV &V AOY0 apylTeKToViKY. Ol KEVIPIKOTOUUEVEG
OPYITEKTOVIKEG TAEOVEKTOOV OGOV  Opopd TV €VKOAN OlXEIPIOT OVLGLICTIKOV OTALTHCEDV
(dayeipong  damédov, Odwtnpnong ovyxpovicpod kot cvvoyng (consistency) petagd TtV
KatoveuUNUEVOV KOUBwV), aALE LELOVEKTOLY OGOV apopd TOV VYNAG POPTO SIKTHOL TOL ATOLTOVV.

‘Eva. mapdoetypo  epoppoydv mov ompilete o€ Oo0TH TNV OPYLTEKTOVIKN &€ivol ovTég NG

amopakpvouévne Pondetag péow dapotpacon ofdvng(remote assistance desktop sharing, x.a.).

Efobog I ¢E-ﬁcoé‘gq

ITLYULOTUTIO TNC
Edapuoyn

~

T I T

Koppoc 1

Aebopeva

\ Edappoyrig

— Ty — =~
e T > —_— e e =

= see = —

Koupocg 2
\ 1 /
/
\
Koppocg N

Eéobog | Eloodog Efobog | Eloobog
Xpriotng 2 Xpriotng 2
Ewova 4: TTapadety o KEVIPIKOTOUUEVNG OPYITEKTOVIKNG

H apyitextovikn avtiypdeov, £xel opiopévo HEOVEKTALOTA OT®MG OVENUEVT] TOAVTAOKOTNTA CTNV
e€acedAion Swmpnong  ouyyxpovicpos, emiong OLVOKOAMO OGNV VAOTOINGT  UNYOVICU®OV

GUVYYPOVIGUEVG TTapdAAnAng pocPaong (floor managers) ce Kowodypnotovg mopove. ‘Evag dlhog
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TEPLOPIOUOG €IVl OKOUA 1] OVOYKOI0L EYKATAGTOOT TG KOWOXPNOTNG EQOUPLOYNG o€ KBE €va kOUPo
eEacparifovtoc emiong ™ upetald Tovg cvuPatdtnTa (€kO0CT, YOPAKTNPIOTIKA KTA.). Q0TOGO
TAEOVEKTEL ©E OYEOM UE TNV KEVIPIKOTOUMUEVT] OPYLITEKTOVIKNG OGOV dapopd Tn odvvatotnto
TAVTOYPOVNG VIOGTHPIENG, €ITE OF EMIMESO EQUPUOYNG €1TE KOWOYPNOTOV OVIIKEWEVOV KOl TOV
0pIoUO NG KATAOTOONG TOVG ¢ cvvdedenévng (connected) kot pn (disconnected) yio éva ypovikod

dlotnua Tov propel va eivan toyaio Kot ave&dptnro.

H emdoyn g apyitektoviknig n omoia Bo emdeyel eivar amokAeloTiKd OEp0 TOGO TNG EQUPLOYNAG TOV
0o avamtuyBel 0G0 KoL NG tEpapyiog TV amaithoemy. Q6TOGO £vo PriLa TOPATEPO TPOG QTN TNV

KatevBvvon yivetol amd Tig VPPISIKEG aPYITEKTOVIKES Ol OTTOIEG ATOTEAOVV UIEEIS TV TOPATAV®.

3.4. Emuepotnta (Awareness)

H evnuepodtnta (awareness) avoQEPETaL GTIG TANPOPOPIEG TOV aPopovy TNV ‘Kotdotacon’ (status) Twv
YPNOTAOV TNV EKAGTOTE YPOVIKY OTIYUN o€ £va TEPPAALoV S101olpalOUEVOD EIKOVIKOD YMPOV, EXOVTOG
®G 6TOYO TOV KAADTEPO duVaTO GLVTOVIGUO UETAED TOVG KOl GLUVETMG TNV KOADTEPT, TOLOTIKOTEPT KoL

O OMOTEAEGULATIKY] GLUVEPYOGIaL.

H dmapén evnuepdntog etvon gite avtovon (m.y. mpdowno pe npoéocmno emkowvmvia: ‘Face to Face
communication’), gite owBITAPKT OGOV 0POPA GLYKEKPLUEVES LopPEG cuvepyaciag(m.y. collocated
collaboration, video conferencing, x.a.), LEPIK®OG VTOOSTNPLOUEVT €K PUGEWG (). screensharing) 1
Kol TvTEA®S amovca (1.y. application sharing, 6mov povoypnotikés epapuoyés ‘mpocapuoloviol o
multiuser cuvvOfkeg). Xe mepiPdAlovra  dwopolpaldpevon ewovikod ydpov (shared workspace
environments), ypedletor ek pépipuva yioo v vrootpEl] Tovc. Ot tHmol Tng evnuepOTNTAS

yopilovtar og 1€00epic emKoivmTTopEeveg katnyopieg (Eucova 5: O tomor evpepdttog ):

Imform al Froup-Strucural

=odal Warkspace

Ewoéva 5: O tomor evnpepottog

3.4.1. Atvnn evnuepotnto (Informal Awareness):
A@opd ™ yvodorn Tov Tol0¢ PpickeTal OV, AV Ol ¥PNOTEC EIVOL OTACYKOANUEVOL KOl UE TL €100C
SpaCTNPIOTNTO OOYOAOVVTAL, KUPIMG LEGM TNG TOPOTNPNONG TOV EIKOVIKOD TEPPAALOVTOC pyaciag.

Eivar évog thmog evnuepdTnTag OV AELITOVPYEL TOPACKIVIOKE amoTEADVTAG TO OEUEALO Yo avemionun
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(casual) emovovia Kot S0dPACTIKOTNTO, KATL TOV €ival Pacikd Yo TNV VTOSTAPIEN TG TPEXOVGOGC

ouvepyaciog.

3.4.2. Kowovikn Evnuepotnta (Social Awareness)
A@opd ™ yevikn] yvoon e GAAOVG G €va TAAICIO0 KOWmVIKO 1| cu{Tnong emTpEnovag £Tot Tig

mopePPorEG LeTAED TV GUUUETEXOVTMOV XPNOTDV.

Xe moAvYpNOTIKA TEPBAALOVTA TOL O GLYYPOVIGUOG glval avayKaiog TPEMEL VoL VITAPYEL Lio LopOn
aAAOYNG TG OpaoTNPOTTaG TOL KABE YPNOTN, OVAAOYN T®V SPACTNPOTHTOV TMOV VTOAOIT®V
YPNOTAV, €101 OGTE Vo ekTeeiTOn pE TOV emBupntd TpOTO o ToAVYPNoTIKY dpactnpotnta. Eivor
évag punyavicpog mov eEac@alilel Tic cotéc petaforés avdioya T @UOTM Kot Tov TOGO emElyEL M

EKTEAOVUEVT EpYOGial.

O Christian Heath kot o Paul Luff ypnoyomoiovv toug dpovg ‘mapakorovdnon’ (monitoring) kot
‘epeavion’ (displaying)[z] MOTE VO YOPAKTNPIcOVY KAmolo TAAIGLO TG KOWV®VIKNAG evnuepotntoc. H
TOPOKOAOVONGN YPNOUOTOIEITOL VIOl VO, TEPIYPAYEL TNV KATACTOOT OTOL £vag XPNOTNG, EVEPYA,
TapoKoAoLOEl TNV dpacTnPlOTTa AAA®Y YpNoTOV o€ Eva mepBaiiov. H mpaén e mapakoiovdnong
dgv emnpedlel tov ypnot mov mopakoAiovBeital. Eivor po moAD mpooeyuévn Kol EMAEKTIKN
dwdkacio Kobmg mopakolovbeitar UOVO €vo HEPOC TOL TEPLEYOUEVOD TOV EIVOL GYETIKO Y10 TO
GUYKEKPIUEVO ¥pNoTn. O xpnomng mov extelel TV TapakoAovOnotn cuvovdlel TIg SpAcTNPLOTNTES TOL
€xel AaPer péxpt otypng kKobmg Kot Tig loutepdTNTEG TOL €KAOTOTE MEPPAALOVTOS (GTE Vo
dnpovpynoet €va €180¢ KOWVAOVIKNG EVIUEPOTNTOG GYETIKA LE TNV KATACTACT KOl TIG OpacTNPLOTNTES
TOV AV YpNoTdv oto mepPdilov. ‘Etot o ypnotg mov mapakorovbei, dev Aappdver mhvto 6Ao 10
TEPIEXOUEVO, OALG 1 dPACTNPLOTNTA TTOV EKTEAEL O Y¥PNOTNG EKElvN TN oTiyun KaBopilel molo puépog Tov

TEPIEYOUEVOL TTPETEL VAL TALpaKoAovONOet.

O avtiBerog 0pog g mapakoroOOnomng etvor M euEAvionNe, mov TEPLYPAPEL TN PNTN N U PN
EKTOUTY] TANPOPOPLDY OV YPTCLUOTOIEL EVOG GUYKEKPIUEVOG XPNOTNG MOTE VO, OE1EEL CUYKEKPIUEVT|
OTOKELD TNG TOPIVIG TOVG KOTAGTOONG TO OO0 UITOPEL VOL EVOLL YPTICLLLAL Y10 TOVG VITOAOLTOVS YPTOTES
oto mepiairov. Eivon emiong pia emdektikny Swdikacio kot o xpnotng opilel molo otoryeion g

KOTAGTAONG TOV VO ELPOVIGEL

3.4.3. Evnuepotnta Opadov (Group Awareness)

Apopd OAheg TIG pHEYPL OTIYUNG TANpopopiec mov amoptiCovv pio opddo ypnoTdv oe  Eva
Swopolpalopevo  ewkovikd  mepPIPAAAOV  Tpoopépovtag £Tol Eva TAGICIO Yo TG OWKEG  LOG
dpactnprotnteg (evog ypno). YTmapyovv Tpelg Pactkoi TPOTol Y10, GLAAOYN TANPOEOPLDY group
awareness. Méow pnti¢ emkowvmviag, HECH TOPOTAPNONG TOV TPOCAVATOAMGHOD Kol TNG Kivnomg

gvOg GANOVL YPNOTN 1 AVTIKELUEVOL GTO TEPPAAAOV Kol HEGH TOPATHPNONG TOV ETUTTOCEDY TNG
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dpdong evog ahlov ypnotn ota avtikeipeva tov yopov (feedthrough). ‘Exovv dnuovpynbei didpopa
toolkits [1e oKOTO TNV AMAOTOINGT] KATUOKELNG TOAVYPNOTIKGOV KATOVEUNUEVOV CLUGTNLATMV T 0TI
EMIKEVTPMVOVTOL GE SLOPOPETIKA TAic1e TNng avamTuéng groupware EQOPUOYRV, OTWOC TIC YADOOES
TPOYPOUUATICUOD, TV OPYLTEKTOVIKT Kot TV amAdotnta. 'Eva yapoaktnpiotikd mapdderypa evog toolkit

I[3]

ov ovTIpeTOniCEL Ta TeplocdTEpO TpoPAnLato groupware gpapuoymv gwvor to MAUIL ™, 1o omoio

vrootpilel single-state kon multi-state exdocelg widgets, TapapeTporoinon katd Ty ektédeon (run-
time customization) Tov UTOpel Vo EAEYYETOL €1TE 0O TO XPNOTN E1TE OIS TNV EQOPLOYT KOl LTOPEL VoL
evoopatobei ota nepiocdtepa IDE’s. Baciletor ot yA®oco mpoypappaticpod Java, oto chotnua

ouppaviov tov AWT kot 610 Swing (Ewkdva 6).

Java Core

Ewcova 6: Evoopdtwon too MAUI toolkit pe Groupware spoppoyég o Java

3.4.4. Evnuepotnta Xopov (Workspace Awareness)

A@opd TV KaTavonorn Tov T oL YPNoTeES AAANAETdpovV o€ €va dlapotpalopevo yopo. Oieg ot
SpaoTNPLOTNTEG PaivovTal HECH GE OAOKANPO TO TTEPPAALOV, AKOUO KOl OV Ol ¥pNoTES Ppiokoviol o
Sapopetikd onpeio Tov. Mropei va daympiotel o Tpia facikd otoyyeia. Presence awareness (m6cot
ypnoteg Pplokovior oto mepiPdAlov kol mowor eivan), behavior awareness (moleg &ivor ot
dpaoTnplOTNTEG TOV GAA®V YpnoT®V oto TePPaAlov) kot insight awareness (ywati ot ypnoteg

EKTELODV TIG dpaotnpLotnTeg mov ekteAoVV). Ta oToryeio Tov workspace awareness, GOLLPOVA LLE TOVG
Gutwin Kot Greenberg[4] tomofetovvTal g dVO Pacikég kaTnyopieg. AVTA TOL OCYOAOLVTOL LE TL
ovpPaivel pe Kamowov dAlov ypnotn (péyebog dpactnpldtnrag, PLON NG dPUCTNPLOTNTASG, AAAAYES,
TPOCOOKIEG KTA), KOl OVTA 7OV aCYOAOLVTAL e TO Tov cvpfPaivel (tomobecia eotioomg, meployn

emppong ktA.) (Ilivaxag 2).
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Ytouyeio ZYAETIKEG EPDTNOELS
Presence [owog cvppetéyet otn dpacTNPOTNTO,;
Location [Tov dpaoctnpromolodvtay,
Activity Level [T6c0 evepyol etval oto mepPdiiov;
T kévouv; Tloteg givon o1 Twpvég Tovg
Actions dOpacTNPLOTNTEC;

Intentions Tt Ba kévovv petd; ITov Ba Bpickovton;
Changes Ti aAlayég kbvouv kal Tov;
Objects T avtikeipeva ypnoLLOTOI0VV;

Ti umopovv va dovv; 1660 pakpvd propovv
Extents va pThoovv;
Abilities Ti pmwopovv va kévouv;
Sphere of Influence [Tov pmopovv va Kdvovv aAlayEc;
Expectations T yperaletor va KOvo HETE;

[Mivaxag 2: Ztoyyeio Tov workspace awareness

Ailel vo onuelwbel 011 Tapd TO Yeyovdg OTL To OEpa TG EVNUEPOTNTOG €YEL OMOGYOANCEL Kot

ovveyilel vo amaoyolel TNV €pguvnTIK) KowvotnTa, 0gv £xel d00el Kovévag péEypt oTiyung Kaboiukog

Kol EVPEMG ATOOEKTOC OPIGUOC TOV €100VG TNG TANPOPOPING TOL TPEMEL KAOE POPA VO LETOPEPETL

MOTE VO, EMTVYYAVETAL O LEYIGTOC PaOLOG TOLOTIKA dUVATAG EVIIULEPOTNTAS TTOV Vo TPOGIdLALEL dNAadn

0G0 TO OLVOTOV TEPIGCOTEPO TNV TPOCHOTO UE TPOCOTO EMIKOVMVIAL.
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4. Avantoén AoYIoHIKOV Yo Toryvia,

e ot T0 KEQAato Oa avaAldcovpe S1GPoPoVE TPOTOLS OVATTLENC AoYIoUIK0D dlemapaV yio desktop
computers, smart phones, KOVGOAEG KTA. AlvovTog EUPOCT OTIG SLVOTOTNTEC OV TPOCPEPOLY GTNV

AVATTUEN TAVTOXOV TAPOVIMV KOTAVEUNUEVOV TOADYPNOTIKOV TOLYVImV.

"‘Evag kaBopiotikdc mapdyovtag 66ov apopd mpog mown katevbuvon Ba kivnbel to ekdotote maiyvio
7OV OVATTTOGCOVUE €ival 1)/01 TAATPOPUA/EG TTOL GTOYEVOVLE. AlapopeTikd Ba kvnBoldue g Tpog v
avamTuén evog mOYVIOL Y10, TPOCOTIKOVS VTOAOYIOTEG, OOPOPETIKA Yo VO TTOLYVIO Y10 KOVGOAEC
Kok. Apov AdPovue TV ekdotote TAOTEOPUA, Yo TNV omoio Bo. SovAéyovpe, VIOYLY WO TOTE
kaBopilovtar ot Teyvikég avantuéng kabdg kal cross over HeBOS®V Yo EPAPUOYN OUOPOCTIKOTITOG

UETAED CUUUETEXOVIMV YPTOTAOV TOL {0 AEITOVPYOVV GE SIUPOPETIKES OIETAUPEC,

Yrdpyovv o mnbmpo and toolkits (API’s) mov pmopodv va ypnoiuomombodv yio ) dnuovpyia
YPOPIK®V Kot kot eméktoorm moaryviov. APL por cuvtopoypoagio yio tnv SETOEN TPOYPAUUATOS
epuppoyng (Application Programming Interface), eivar évo 6Ovoho amd povTiveS, TPOTOKOAAN, KoL
gpyodeia yio ™ omuovpyio gpoppoydv Aoyiopuikod. To API kofopilel mdg T0 CLGTATIKG TOL
Aoylopkod Bo mpémel vo aAANAETIOPOVY Kol VO YPNCLUOTOOOVTOL KOTO TOV TPOYPUUUATIOHO
ototyeiov GUI (diemaen ypagikav ypnot). 'Eva API kabiotd svkolotepn v avamtuén evog

TPOYPOAUUATOS, TAPEXOVTOS OAO. TO SOLUKE GTOTYE ..

Yrdpyovov moAAd Sapopetikd API’s yuo Asttovpyikd cvotipota, £Qopupoyés N 1otoceiides. Ta
TEPLOCOTEPO, AEITOLPYIKA TePPaAilovta, Omwc to MS-Windows, mapéyovv éva APl étol dote ot

TPOYPOUUATIOTES VO, LITOPOVV VO VAOTTOMMGOVY EQAPUOYEC avEEOPTATMG AELTOVPYIKOD TEPPAALOVTOG.

Ta API’s 6umg pe To omoio, aoyOAEiTOL 1 TOPOVGO TTVYLOKY OVIKOVY GTO YMOPO NG avAamTuéng
TOLYVIOV Kol YPAPIKOY KOl TAPOAO TTOL OPKETO YPNOULOTOLOVVIOL KOl Y0 OUPOPETIKEG EPYUGIES
(animation, avémtuén GUI software), eueic Bo emucevipwBodpe oTIG dLVOTOTNTES OVATTLENG KOt

Agrtovpyieg TOLG OGOV APoPd T TatyviaL.

Kobmg dev vmdpyetl évog otabepd mpodTLTO KaTnyoplomoinong 6cov agopd ta API’'s avdamtuéng
matyviov Kot ypagikov Oo viobethcovpe éva okd pog mpotumo wov T daympilel og low level
toolkits, high level toolkits kot game engines mov gival £vag cUVOVAGUOC TOAANTAGOVY emmédmV. Oumg
aVTOC 0 Sl ®PIoUOS deV eivarl omdOAVTOG KAOME TAVTH TPETEL VAL EXLTLYYAVETAL U0 160pPoTtio, LeTa D
NG PUMKOTNTOG TPOG TO YPNOTN Kol TV duvaToTHTOV Tov €rovpe. [a mapaderypa, n C++ pmopel va
ypnowonombel kot ywo low level xoBmg kot yio high level mpocéyyion oArd 6cov aopd Tnv
avATTLEN TOYVIMV YPTCIULOTOIOVUE TIC VYNAOD EMTESOD duvaTOTNTESG TG, | avTioTotya 6To openGL
toolkit (to omoio moALEG popég To ypnouonoovpe pécw g C++ g library) ypnoylomolovpe Tig

YOUNAOD EMTESOV SLVATOTNTEG TOV. AV BElaE TPAYUOTIKG VO TPOYPAUUATICOVUE GTO YOUNAOTEPO
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duvato emimedo, Ba Empene va ypnopomomacovpe 32bit assembly kmodika Yoo VGA, KATL 1oL OU®G dgV
glval TPAKTIKO 6€ TOAAOVG TOUEIC, KaBmS pag avEavel TV TOAVTAOKOTNTO Kol TO KOGTOG avaAmTTuéNg,
KOl PELOVEL TN QOPNTOTO, GE GUYKEKPLUEVE VAIKA. 'Evo akdpo Tpdyuo Tov TpETEL VO TOPUTPTIGOVLUE
glvar 0TL 060 TO YounAd wape toco mo eEoptdpevo egivar to APl pog omd cvykekpuuéveg
apyrtektovikég hardware, omdte OTAV EUPOVIOTODV VEOTEPEC KOL KOT EMEKTAON OLUPOPETIKES
apyITEKTOVIKEG Ba vVITapyoLV TpoPfAnuaTe cvufatdtTnTag Kol 0Tddoong. AVTog ival Kot 0 AdYog Tov
ta high level API’s amotpémovv tnv mpocPocn o6& CLYKEKPYEVA YOPOUKTNPLOTIKE TOV EKAGTOTE
hardware, orov Oa pmopotvce va eméufel o xpNoTNG, Kot SATNPOVV £V ATAOVGTEPO GET dVVATOTHTOV
oV, VIOBETIKA TOVAGYIGTOV, gival d100Ea1o PETAED SLOPOPETIKMDY OPYITEKTOVIKMV. B Umopovcape
va movpe OtL T0 VYNAOTEPO eminedo elvon ta game engines kaB®G LAG TPOGPEPOVY TOAD €hypNnoTA
nepPdAlovta yio dnpovpyia ypapikdv, physics, triggers, KTA. VA TOLTOHYPOVO EYOVLE TN SLVATOTNTA
VO YPNOYOTONGOVUE KAOSKA Y10 LEYAADTEPO EAEYYO TAV® GTNV avATTLEN TOL TTatyviov pag. Apketol
OpOL OV YPTGLOTOLOVVTOL OTIG AKOAOVOEG TOPOLGLACELS EMEENYOVVTOL OVOAVTIKE GTO TOPAPTNLOL
MG TapoOoOG TTLXKNG Yo LEYOAVTEPT]) KOTOVONGT EVVOLOV KOl AEITOLPYLOV. XUVIGTATOL 1)

avayvmoN TOL TOPAPTHLOTOS TPV Ad TIV OVAYVOOT] TOV TUPOVGLICEMY TOV dapopwv toolkits.

4.1. Low level toolkits

O low level mpoypoppaticpuds ypopikmy, Toryviov 1 YEVIKA EQOPUOYOV Hog Tomobetel Kovid o1o
hardware 1ng cvoKeVT|g Yia TNV OTtoia SOVAEVOVLE TNV EPAPLOYN LS. AVTO onpaivel 6Tt avEaveTal n
TOAVTAOKOTNTO OAAG EMIONG KOl O EAEYYOG UOG TAVD OTIG SUVATEG AELTOVPYiEG OAAG PEW®VETOL 1)
eopntotra. Ewdikdtepa 610 gaming development mpémer vo ypnoiponowovpe opketég low level
mpooeyyicelg dote vo, anaieiyovpe Toyov conflicts pe 1o hardware yio dtopopetikd cuoTnpATo, OTMG
KOl Yo YPNCHOTOMGOVUE OGO IO ETOIKOIOUNTIKG YIVETOL TO EMUEPOVS VTOGLOTHHATA TNG KAOE
ovokevng (my. Mviun RAM, CPU, GPU «t).). O low level mtpoypaploTioiog OUmS ¥pnoonoleital
Kuping oe cuvdvacud pe high level toolkits kot YADGGES Y10 GUYKEKPIUEVO GNUELR TNG EQOPLOYNS
omov ypelaldpoote meplocdtepo Eleyyo. Etot yia mopdderypo propovpe va éxovue éva IDE mote va
apoypoupaticovpue oe C++ 1 Java ko vo kdvoope import ti¢ Biprrodnieg tov openGL 1 Tov DirectX
yw t1¢ low level poceyyicelc pog mdve oty avamtuén Tov Tatyviov 1 g EQaproyns. Mepikd amod

ta, yvoototepa low level toolkits eivot ta €€1g:

4.1.1. DirectX

To Microsoft DirectX givotl o GoAloyr| TpoypappatioTikdv deraeov (API’s) mov eidikevovtal o€
TOAVUECIKEG O1EPYOGIEG, EIOIKOTEPO GTOV TPOYPUUUATIGUO TALYVIOIOV Y10 TAATPOpLES TNG Microsoft.
Apywcd, to ovopoto ovtdv tov API’s Eexvodoov mavta pe to mpdbepa Direct, 6nwg Direct3D,
DirectDraw, DirectMusic, DirectPlay, DirectSound kot ovte kafe&ng. To dvopa DirectX emvondnke

MG GLVTOUOYPOPIKOG OpOg Yo OAa avtd To. API’s kot oOvTopa €ywve to dvopa tng ovAioyng. Otav 1
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Microsoft apyodtepa €8ece g 6TdY0 TV avamTvén piog Koveoia mayvididv, To X ypnoiuonomdnke
¢ Pdon tov ovopotog tov Xbox Yo vo derybel 0TL 1 Kovedia mov PacileTon otV TEYVOAOYiQ
DirectX. To apywkéd X éxel petapepbel otnv ovopotodocio towv API’s oyedacuéva yio to Xbox 0mmg
7o XInput ko to XACT, evd to mpdtumo ovopotodociog DirectX €yxel cuveyiotel yio o, Windows

API’s 6mwg Direct2D kot DirectWrite.

DirectX Timeline

DirectX 2.0a
DirectX 3.0
DirectX 3.0a
DirectX 3.0b
DirectX 4.0
DirectX 5.0
DirectX 5.2
DirectX 6.0
DirectX 6.1
DirectX 6.1a
DirectX 7.0
DirectX 7.0a
DirectX 7.1
DirectX 8.0
DirectX 8.0a
DirectX 8.1
DirectX 8.1a
DirectX 8.1b
DirectX 8.2
DirectX 9.0
DirectX 9.0a
DirectX 9.0b
DirectX 9.0c
DirectX 10
DirectX 10.1
DirectX 11

o ©°
- N
x x
# b
1] 1]
A o
[a] [a]

1995 1996 1996 1996 1996 1996 n/A 1997 1998 1998 1999 1999 1999 2000 2000 2000 2001 2001 2002 2002 2002 2002 2003 2003 2004 2006 2008 2009

Ewova 7: Hugpounvieg xokhopopiog tov ekddsewv Tov DirectX

To Direct3D, mov eivar 10 3D API ypapikdv evtog tov DirectX, ypnoiponoteitor evpémg yo v
avémtuén video games yio tao Windows, Xbox, Xbox 360 kot Xbox One tng Microsoft. ‘Exet emiong
ypnoonon el and GAAeS EQPOPUOYES AOYIGUIKOV Yo Visualisation kol Ypapikés epyacies-Aettovpyies,

omwg CAD / CAM pnyavikn ktA. Eival to mo dwadedopévo API tov DirectX.

To DirectX SDK (mokéto avantuéng Aoyiopikod) amoteieiton ond Pipiiodnkes mpaypaticod ypovov
EKTELEGNC AVOOIOVOUNG GE dLASIKN LopPT, pall e To GLVOSEVTIKA £yypapa Kol TIG KEQOAIdES, Yo
yxpNon otV Kodikonoinor. Apyikd, ot Piprodrkeg eykabiotovviay povo amd maryvidw 1 pnTdg omd
10 xpnotn. Ta Windows 95 dev mepieiyav to DirectX, adAid to DirectX mepthapfovotav oto Windows
95 OEM Service Release 2. To. Windows 98 kot Windows NT 4.0 mepieiyav 1o DirectX, onmg kot
Kk@0e éxdoon twv Windows mov xvxkhopdpnoe perd. To SDK etvor dwbéoio dwpedv, evad ot
BiprodNKkec eivar 1010KTNTO AOYIGHKO KAEIGTOL KMOWKO OAAG Topéyetor source code yuo Ta
neplocodTEPQ delypota tov SDK. Eexvavtag pe v kukAopopia tov Windows 8 Developer Preview,

7o DirectX SDK éyel evoopoatndel oto Windows SDK.

Ta Direct3D 9EX, Direct3D 10 kou Direct3D 11 eivon dwbBéopua povo v ta Windows Vista won
veoTepa S10TL KABe pio amd avTéG TIC VEEG €KOO0ELS avamTOyOnke Yoo va e&optdviol omd 1o vEo
Windows Display Driver Model mov giomyOn v o Windows Vista. H véa apyitektovikt| ypapikov
Vista/WDDM  zwepthopfaver éva véo 1tpomo dwyeiptong pvnung Pivieo mov vmootpilet
EIKOVIKOTIOINGN TOV DAIKOD YPOPIK®V Y10 SIUPOPES EPAPUOYEG KOl VIINPEGIES, OTMG TO OLOYEIPLOTN

TapudVPOV ETLPAVELNG EPYACIOGC.

H Microsoft pe mv xvkiogopic Windows 95 nbeke vo ddDOEL GTOLG TPOYPAULOTIOTEG KATOL0
gpyolelo dote va TOvg @ONCEL TPOg TV avarTTLén ToyViov Kol GAA®V EPOPHOYOV Ylo TO VEO
Aertovpykd, kabmg tote To MS DOS giye tnv xupiapyn 0éomn oe awtd T0 0Moio emiong enéTpene dpeon

TPOCPacT OTIC KAPTEG YPOUPIKDOV, TANKTPOAOYLO0, TOVTIKL, GUGKELEG MYOL KOl CGAAQ HEPM TOL
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ovotipatog. Ta Windows 95 pe 10 mpoctatevdpevo LOVTEAO PUvAuNG mov diEdetav Ba pumioxkope v
puépn Vv mpocPacn Yo TOVG TPOYPUUUATICTEG Kot B ATV €vag moAD onuavtikog AGyog va pnv
KATOQEPEL TO VEO AEITOVPYIKO VO TaEL KA oty ayopd. 'Etot tov Xentéufpio tov 1995 kuihopopnoe
n tpat £kdoomn tov DirectX w¢ 10 SDK towv Windows yia waiyvia kot avtikabiotovoe ta DCI kot
WinG API’s yio o Windows 3.1. 'Etol &exwvavtag pe o Windows 95 to DirectX vrmootnpilel 0ieg
TIG ekd0celc TV Windows Yo TOAVUESIKEG EQPAPUOYEG e DYNAR amddoor). [lapodiavtd 1 viobéton
g apykng €kdoong tov DirectX ftav apyn amd ToVg oYESAGTES TALYVIOIDV KOl ALTO Y10l S1APOPOLS
Adyovg 6mtmwg ot edPot Tov vpyay 6Tl propel va avtikotactadel chvtopa ond kémolo dAro APL to
K66T0g amdOOoNG GTOVG TOTE TPOCMTIKOVS VIOAOYIOTES KAOMDS Kol OTL VINPYOV TOAAOL (OvVOTIKOL

DOS mpoypoppotiotés.

Kotom pe v xukhogopia tov Windows 95 OSR2 ka1 Windows NT 4.0 to DirecX &ywve éva faciko
GLGTATIKO TOL AEITOLPYIKOD CLGTHOTOC 6T LEGH TOL 1996 kan 1 Microsoft aoyolnOnke Wiaitepa pe
Vv TpodBnomn tov dote va vioBenBel yio TNV avamtuén matyvioy. Xe pio amd T TUPOVGIAGELS TOV
DirectX tote ypnoponomniay péxpt kot oAndvd Aovidpia og pio mopovcioon popaikod Bépatoc.

Eniong t161e mapovcidotnke yuo tpdn @opd to Direct3D kot 1o DirectPlay.

IIpw 1o DirectX n Microsoft nepierdupave to OpenGL 6to Windows NT Aettovpyikd to omoio dpmg
TOTE AMOLTOVGE VYNADV TPOSIOYPAPOV VAIKO KOl EMIKEVIP@VOTAV G€ oyediaon Kot pnyavikn. To
Direct3D oyedalotav va givar Eva ehappitepo APL mapdiinia pe to OpenGL, emtkevipopévo oto
nmatyvia. Kabog n Propnyovie woryviov peydiove kot to 3D gaming eEghiccdtav 10 OpenGL
avamTOYONKe Kol TPOGEPEPE KAADTEPT VIOGTNPIEN OE TPOYPULUUATIOTIKEG TEXVIKEG Y10 SLOOPACTIKEG
TOAVUECIKEG EQPAPUOYEG, OMMG T Taiyvia, SvovIOag OTOVG TPOYPOLUUOTIOTEG TV ETAOYN Y10 TO OV
ypnowonomcovy 1o Direct3D 1 1o OpenGL ®g 10 API ypopikdv yuwo 11 epappoyéc tovs. 'Etot
Eexivnoe plo avtimapdeon petald TV LTOCTNPIKTOV TV dVO TAATEOPU®Y evd BéRota To OpenGL
ntov aveEdpto mhatpopuag oe avtifeon pe to DirectX mov frav povo yio Windows. Iévtog to
OpenGL vroompilotav amd v opdda tov DirectX otnv Microsoft. Av évoc TpoypopatioTg To

emiéEel pmopel va cuvdvdoet éva amd ta 600 API’s pe ototyeia Tov dAlov.

Mio kaBopiotikny avafaduon tov DirectX rtav to DirectX 10 1o omoio eivor dwwbécipo and ta
Windows Vista kot petd. Ilponyodpeves exdocelg tov Windows degv 10 vmootnpilovv kot
apoypappate wov tpéyovv o€ DirectX 10 Pacilovron o€ €E0LOIDOEL KATOIOV YOPAKTNPIOTIKMDY TOV
TPOTYOVUEVOV EKOOCEMV MOTE VO TPEEOVY. YTNPYov TP TOAAEG OAAAYEC OO TIC TPOTYOVUEVES
€KO00ELG KOl Heplkég amd Tig Mo yopaktnplotikég eivar: To Directlnput apoaipébnke yio vo umet ot
6¢om tov 1o XlInput, to DirectSound avtikotactddnke pe to Xact Kot eniong otopdtnos 1 vrooTPLen

YL X0 LEG® VAIKOD Kot 1) arnddoot yvotov pHéco Aoyicpkov otn CPU.

H endpevn éxdoon tov DirectX mpocépepe Kol ovTH OPKETEG KOVOLPYIEG SLVATOTNTEG YO VO

EKUETOAAEVTEL TN VEO Yevid VAoV, Omwg vmoompién tessellation, vmoompiin emnelepyactdv
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TOALOTADY TpNveV KTA. kot Tpéxel o Windows Vista, Windows 7 ot Windows 8. Mg tnv
KuKhogopio Tov Windows 8 kat 8.1 KoKAOPOPNGOV KOl Ol EMOUEVEG EKOOGELS LE LUKPEC PEATIDCELS, TO

DirectX 11.1 ko to DirectX 11.2 avtictoyyo.

Tov Mdaptio tov 2014 1 Microsoft avakoiviwce v €kdoon 12 tov DirectX 1 omoio Oa mpoceépet
vrooTpiEn 0yt wovo yo. Windows oAdd kot yio. to Windows phone kot 1o Xbox one. Zouvo. pe Tig
UEYPL TOPOL AVOKOIVDGELS Kot Topovctdcelg 1o DirectX 12 Ba mpoopépetl youniotepn npdcPacn 6to
VAMKO 0omd 0,11 \Tav dvvaTOd HEXPL TMOPO, OV oNpoivel KOADTEPT OmOdOoN Yo To TToyvidlo oV
wpokertoal vo, avomtuyfovv, Ayotepo Pdapog ot CPU kot meplocodtepeg duvatoOTNTEG YOl TOVG
npoypoppatiotéc. Iloddoi To cuykpivouy pe to Mantle g AMD xoBmdg 1 TPOGEYYIoT TOV ETAUPLOV
glvar Topdpotla Tave oto BEpa aAAd eivar axopa vopig va to kpivovue piog kot to API eivor axopa

o€ pdon avamtuéng.

Mio emeepyacuévn €xdoorn tov DirectX oOmovpynuévn omd tnv Microsfot kot tnv Nvidia
ypnooromonke g Pdon yo o API tov Xbox kot Xbox360. To Xbox API eival mapduoto pe 1o
DirectX (tnv éxdoon 8.1), ahAd dev mepi€yet v dvvatodtnTo Yo updates, OTmG GAAEC TEXVOLOYIES TNG
koveoloc. H kovodra eixe og kmdkd ovoua to DirectXbox, oAAd avtd peimbnke oto Xbox yia

EUTOPIKOVG AOYOVG,.

Kdti mov moAdroi dev yvopilouvv givar 6t 1 éxdoon 4 tov DirectX dev kukhopopnoe moté. O Raymond
Chen &&nyei oto PBiprio tov “The Old New Thing”, 6tL petd v kvKAoeopio tov DirectX 3,
Microsoft dpyloe va avamtdooel TG €kdooelc 4 kol 5 tovtdypova. H ékdoom 4 ftov éva mio
“BpoyvmpoBecpo” project pe WKpEG dSuvatoOTNTEG, EVM 1 €Kdoom S5 nftav mo ovotlactikn. H édenyn
EVOPEPOVTOG OO TOLE TPOYPAULATIOTEG YioL TIC duvatdtnteg tov DirectX 4 glye w¢ amotéleoua va

UTEL GTO GLPTAPL.

H Microsoft mpoteivel To TOPUKAT® GTOVXEID GTOVG TPOYPOUUUOTIOTEG OV OOYOAOVVTOL UE TN
onuovpyio moryviov: Direct 3Dy v oyedioon 3D ypagikdv, DXGI yw amopibunon
npocapuoyéwv kot obovav, Direct2D vy oyediaon 2D  ypagikmv, DirectWrite vy TG
ypappotooelpés, DirectCompute yio Tovg VToAoyiopovs ¢ kaptag ypapikmv, DirectSound3D yia
TNV aVOmapay®yn TPIeotdotatov MnTikav epeé, DirectX Media mov mepiéyel dipopa Takéto, Yo
ypapika, Pivieo kot Mo, DirectX diagnostics yio didyvmon kot dnuiovpyio ovoaeopmv pe 0,Tt
oyetiletoan pe to DirectX, DirectX Media Objects yio vmootipién streaming oviIKEWEVOV OT®G
KOOIKOTOMTEG, OMOKOOIKOTOMTEG Kot ep@é Kot DirectSetup yio TV €yKoTAGTOGN GTOLEIOV TOV
DirectX kot €bpegon g Tpvig €kdoone. YTapyovv kal apketd aAio otoryeia to onoio gite givor mo
eedkevpéva gite dev ypnopomolovvtal 1060 TALov (0mwg To DirectDraw, Directlnput kt.) kot £tot

01 TEPIOTOTEPOL VEOL KUL LT TPOYPOUUATIOTEG TOLYVIMV ETKEVTIPOVOVTOL GTO, TPOOVAPEPOEVTAL.
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Ewova 8: H apyitextovikn| Tov DirectX og oyéon pe TG EpUPLOYESG TTOV TO YPTCLLOTOLOVV

API’s mov mepihappdavovtoar oto DirectX, omwg to Direct3D kot to DirectSound mpémer va
OAANAETIOPOVV HE TO VMKO, KOlL TO KOVOUV auTd pHéom €vOG 0dnyov ocvokevng (driver). Ot
KOTOOKEVAGTEC VAIKOD TPEMEL VO, YPAWOULV anTODG TOVG 0ONYoUG Yo TNV OEMOQT LE TOV 001Y0
GLOKELNG MOG GLYKEKPLUEVNC Ekdoomng tov DirectX kot vo S0KIUAGOUY KAOE ETUEPOVG KOUUATL TOV
VAMKOD (ote vo Kotaotel ovuPatd pe 1o DirectX. Opiopéveg GLOKEVLEG LDAIKOD E£XOLV 0dNYOVG
ovppatodg uoévo pe to DirectX dnradn wpémel va gykotactabel to DirectX yia va ypnoiponomel
avtd 1o VAKO. Ot mpdtec ekodoel; tov DirectX meplaufovay pio Piprodnkn pe Olovg tovg
ovppatodg DirectX drivers mov dwatifovray péypt v Muepounvia. KOKAOQEOPIOG TOVG, MGTOGO 1)
TPOKTIKN T otapdrnoe Adym tov Windows driver update system, mov €nLTpENEL GTOVG YPNOTES VO

KATERAGOVY HOVO T TPOYPALOTO 0d1YNOTG TOL €ival GVUPOTA pe TO DAIKO TOVGS, Kal OYL TO GUVOAO

g PProdnkne.

To 2002, n Microsoft xvklopopnoe pio ékdoon tov DirectX cvuParn pe to Microsoft .NET

Framework, emttpénoviog €101 6TOVG TPOYPOUUATIOTEG VO ETOPEAND0VV 0Td TN AEITOLPYIKOTNTO TOV
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DirectX péca and .NET gpappoyég ypnoylomoloviog yAmwooseg 0nmg 1 Managed C++ ko C#. Avto
10 API ftav yvooto o¢ “Managed DirectX” (1 MDX ywo cuvtopia), kol Aeyotov OTL AEITOLPYOVGE
010 98% g anddoong tov vmokeipevov DirectX API’s. Tov OxtdPpio tov 2006 otapdtnoe 1
vroompitn tov MDX. Tote 1 Microsoft kvkAoedpnoe 10 XNA Framework pio mlotedppa
avanTuéng Toryviov Yo, vkoAoTepn evemudrtwon tov DirectX oe maiyvio mov mepthapuPdvel eniong
Kol O10(pOPa GET EPYOUAEIMV Y10 TOVE ¥PNOTES TOL EMBVUOVY VO, EIGEABOVY GTOV YDPO TNG AVATTLENG

moyviov.

Mio &AM mpooéyylon 7y to DirectX o dwyepilopeve yAOooeg eivar 1 ypnoylomoinon
Bprodnkev Tpitev 6nwg to SlimDX yio Direct3D, 1o SharpDX, Directinput (cvunepiiappovopévov
tov Direct3D 10), Direct Show .NET yiwe éva vmoobvoro tov DirectShow 1 to Windows API

Codepack yia to .NET Framework 1o onoio givot o open source Bipito0nin amd t Microsoft.

4.1.2. Mantle

H AMD npoceata kowvomoince to Mantle, éva low-level API mov avantocoeton and v DICE ko
v AMD, oyedlacpuévo Vo, AEITOVPYNGEL GOV VTOKATAGTOTO (1] ovTIKOTOoTATNG) ToL Direct3D kot tov
OpenGL, t0 omoio Agttovpyei 6e yauniotepo eminedo and T0 Tpoavapepbeico Kot €yl TAPOLOL
AertovpykdmTa e o toolkits TOL ¥PMNGILOTOIOVVTOL Y10 TIC KOVGOAEG TEAELTAING YEVIAG XbOX one
ka1 Playstation 4. To Mantle 0o meplopiletor oe GUYKEKPIUEVEG KAPTEC YpaQIK®Y TG AMD
TPOOPICUEVEC Y10, LOVTEPVO TTALYVIOLN KOl YPAPIKA TTOL Oa TpEYouV g VYNANG amdd06NG VTOAOYIGTIKG,
Gvcrﬁuaw[s].

To mpdPAnpa mov ockomevel va Acel 1 AMD 66ov agopd TV avamTuén Ypoeikdv eotidleTon Kupimg
otV amddoon Tov pmopet va Exel kdmolo maiyvio To omoio €xel avamtuyBel pe Bdon to Direct3D ko
TO10 GUYKEKPLUEVA TN SaXEIPIoN TNG UVIUNG TNG KAPTOG YPOPIKMY, TO VYNAO Kot ampOPAENTO KOGTOG
o1 dayeipion mopwv, TV vrepPfoiikn xpnorn tov CPU, tov anpoPrento vroloyiopd okidcemv amod
tovg drivers kol {0mG To YEVIKA GTNV aVAYKN TOV DILAPYEL VO, KUKAOPOPOUV GLYKEKPLUEVOL drivers i
GUYKEKPIUEVE Ty Vidla €Tol Mote 1 amddoor va Pertiwbeil. ‘Etol Oa vadpysl Arydtepo Papog atovg
TPOYPOUUATIOTEC TV drivers kot Oa petakivnbei  evBdvn otovg video games developers ot omoiot Oa
£yovv TOAD ueyaldTePo EAeYY0 mhve o€ exteléoelg buffers, TOGOL TVPNVES ¥PTCLULOTOLOVVTOL Y10 TV
depyooio kabng kol Kahvtepo scaling dtav yivetan ypnomn moAlamA®@V TupRvev. Mg Tov Tpomo avTo,
av Yoo TOPAdEIYUO £va. GUGTNUO EXEL OKT® TLPNIVeS, To Mantle £yl T dvvatdTnTa Vo TOVG
EKUETOAAEVTEL OLOVG Y100 £VOL TOLYVIOL KOl KOTOL01 TUPNVEG VO 0lGYOA0VVTAL (e TO rendering Ki GAAOL

yw physics. 'Etot umopotdv vo, dnpovpynovv apketd mo moAdTA0Ke, Totyvidla.
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4 Automatically extracts parallelism out of most apps
A Doesn't scale beyond 2-3 cores
4 Additional latency

A Driver thread often bottleneck ~ can collide app threads

Ewova 9: [TapdAinin ypnon epappoyav pe to DirectX 1 to OpenGL

4 App can go fully wide with its rendering — minimal latency &

A Close to linear scaling with CPU cores ©
A No driver threads - no overhead - no contention ¢

4 Frostbite's approach on all consoles —and on PC with Mantle!

Ewova 10: [Tapdhinin ypnon epappoymv pe to Mantle, coppava pe v AMD

Me v ypnon tov Mantle, 1 AMD avaeépetar oe péypt ko evvid eopég mepiocotepa draw calls amod
v CPU «d1t mov Oo pmopodoe vo £yel onuavTiK enintoon 610 rendering Kot 6TV omelkOVIeT TLo
SuVaIKOV, TAOVCIOTEPOV Kol PEAMOTIKOV KOGU®V. To Pacikd micovektuoto tov Mantle o€ oyéon
pe 1o Direct3D 6nwc oyvpiletar n AMD (BAéne Ewcdva 9 kar 10) eivar | edxoin petdfoon (port) oe
DirectX 12, duvapkdg éheyyog tov dedouévav ympic tn cvppoin tg CPU, kaivtepn diayeipion tov
hardware vAkod kabng ko véeg teyvikég rendering. Emiong to Mantle diver tn dvvatdtnto og
EQupUOYEC Vo ekpetaArevtovy ToAlamiéc GPU yia 1o diapotpacud tov workload. EmmpocOitmg to

Mantle dwoyepileton ) wvAun moAd dtagopetikd amd 1o Direct3D kot aAia APL Zto mapadociakd
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APT’s 6tav dnuovpyeitar évo avtikeipevo 1 buffer, o driver deopedel ) pviun yo to ypnot. Evod
avtd eivar  obvnbec  @avopevo, £€xel  apketd  mpoPAnupate  kKabodg glvar  dVOKOAO  va
enovopNoomomBel amodoTIKd 1 LVIUN Kot Yo TV onpovpyia Tov aviikeévov o driver mnyoivel
0TO AEITOVPYIKO ovotnua yio va tpafnéel mv pvnun g GPU. AvtiBétog oto Mantle, ta API
avtikeipeva dev givol amopaitnTe GUVOESEUEVO LE UVIAUN KOl TN OEGUELGT TNG UVIAUNG TNV KAVEL O
developer ot GPU xou ) "d0ével" (bind) pe 1o avtikeipevo. Ilap' 6Aa avtd mn avdmtuén kot 1
viomoinon tov Mantle dev elvar eOnvi kot avapévoovpe va ypnoomomBel kuping oe marvidw

LEYAA®V ETOLPELDV.

4.1.3. Metal
To Metal framework (BAéme Ewova 11) vmootpiler GPU-accelerated 3D amddoon pe mponypéva
YPOPIKA Kol TopdAAnio threads kot emiong mopéyel éva cuyypovo kot Pertiopévo API to omoio

UTopEl Vo TPOYPApLOTIcEL 6€ YauUNnAd EMimedo kol va eneepyaoTel YPOPIKA Kol EVIOAEC DTOAOYIGUOV
kaBdg Kot TN Syelplon TOV GYETIKOV O£doUEVOV KOl TOV TOP®V Yo OLTEG TIG svroksg[ !

[potapykog otdyog tov Metal eivan va eloyiotomomBei n emPapovvon g CPU mov eivon avaykaia
Yl TNV EKTEAECT] TOV €V AOY® £PYUCIOV KoL aLTd Ylati péyxpt otryung ypnowonoteiton to OpenGL ES
Yy T Sloyelplon TV YPOPIKOV T0 0moio OUmG €rel KOGTOG GTNV TOYLTNTO EKTEAEOT KOOMG KAOE
KANON YPOPIKOV TPEMEL TPATO VO UETAPPACTEL G€ €VTOAN Kol petd va otakel oto hardware. ‘Etot
UTOPOVLE VAL EI0YOPNCOLUE G€ YaunAdTepO eminedo amd avtd mov Ba pog enétpene to OpenGL ES
KOl VO EKUETOAAEVTOVUE TANPMG TIC SLVATOTNTEG o ‘KOoVTVIG TpodcPacn oto hardware. [IpoopileTon
Yo xpnom oTig vemtepeg cuokevég i0S ¢ Apple Tov eépovy tov 64bit enelepyactn A7 Kot TOV oWTH
N oTiyun €ivol to iPhone Ss, iPad Air kot Retina iPad Mini. Kédnowo and to mAgovektnuato, wov
dwabétet eivan 6TL opiletl TNV KATAAANAN KaTdotoomn yio To hardware étol dote va umopei va avté&el to
@OPTO EPYUCING TOV QTALTEITOL Y1 TA YPAPIKA Kot Yol TPEELO TOPAAANA®Y S1EPYOCIDY, OIVEL EVTOAES
v ektédeon omd v GPU, dayepiletar v katovoun g UvAUNG, SLUTEPIAAUPBOVOUEVOY TV
buffer kot v Ve TOV aviikewévoy kot dtayepiletal ypoeikd oxioong N KOdKa Agltovpyiog Tov

VTOLOYLOTH OV EIVOL YPOUUEVO GTN YADGGQ TPOYpaupaTicpod Metal yio tnv okioon.

Sprite Scene Unity
Kit Kit

N 7

Metal or OpenGL

1
GPU

Ewova 11: H oxéon tov Metal pe to vyniod enimédov toolkits Kot pe 10 DVAIKO Ypopikmv
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O ypnoteg mpémel va givor egocelopévol pe ) yAwooao Objective-C kot va €0V gUmEpio. OTOV
apoypoppatiopd pe OpenGL, OpenCL, v mapoépole API’s. Yzrdapyer apkern vmootipién kot yio
omolov ypnotn Békel va acyoindei, uropel va avatpééel oto Metal Reference mov eivar po GuAdoyn

TANPOPOPLDY Kol 0dNYIOV TAvV® oTo. didpopa meptBdiiovta tov Metal framework.

4.1.4. OpenGL

H OpenGL (Open Graphics Library) givot pia diemoen mpoypappoticpod epapuoymv (API) n omoia
TPEYEL G€ pa TANODPA TAOTEOPUOVY KoL pnotpomoteitat yia tnv anddoon 2D kot 3D ypagikdv. Avty
N demaen amoteleital and mepimov 150 drokpitég EVIOAEG TOL UTOPOLV VO, ¥PNoLLoToBohY Yo va
KaBoploTohV TO OVTIKEIUEVO KOl Ol €PYOCIEG TOL OMOLTOVVIOL YO, TNV TOPAY®OYT OlOOPOCTIKOV
Tpledidotatov gpoppoydv. To API  epapudletor kvpiog yio va oAANAemdpd pe pio povada
eneepyaciag ypapikov (GPU), pe oxomd v amddoon (rendering) ypoQik@®v HEG® TOL VAIKOD.
Xpnowornoteiton  gupéwg oe CAD, ewovik] mPAyHOTIKOTNTO, EMIGTNUOVIKES OMEIKOVIGELS,

OTTIKOTIOIN OGN TANPOPOPIDV, TPOGOLOIDGELG TTTHONG, Kot 6€ BrvTeomatyvidla.

To OpenGL tpéyet o kGO peydho Aettovpyikd cvuotnua coprepropufavouévev tov Mac OS, OS /2,
UNIX, Windows 95/98, Windows 2000, Windows NT, Linux, OPENStep ka1 BeOS, &ivat duvotd va
ypnoworombel and Ada, C, C + +, Fortran, Python, Perl kot Java kou mpoo@épel mAnpn aveEaptnoio
amo TO, TPMOTOKOAAN SIKTVOV Kol TomoAoyieg. H dnpotikdtra tov o@eiletor v PépeL GTNV mOOTNTA
tov emionuov documentation. H OpenGL Architecture Review Board kvklopopnce pio csipd omd
gyxepidle poall pe TG mpodiaypapég mov Exovv evnuepmBel yroo TV £ykoipm evnuépPmOT Kol
nmapokorlovinon tov oAlaymv oto APL Avtd givol oyeddv moyKoopimg yvmoTd amd To YpOUATO TOV
kaAvppdtov toug: To KOKKvo, To TopToKaAL, TO TPAGIVO, TO PTAE Kot T0 Ao (dompo) Pifiio. O
npwteg €kd0oelc tov OpenGL wukho@dpnoav pe po copminpopotikn Piprobnkn mv GLU
(OpenGL Utility Library), n omoia mopeiye omAég ypMolues Aeitovpyieg mov Mrav omibavo va
vrootnPyBovv ce ovYypova VAKE, O mipmap, tessellation, Kol TV TOPAYWYN TPOTOYEVAOV
oymuatev. H tehevtaio evmuépoon g mpodaypapric GLU ftav to 1998, kot n tedevtaio éxdoon

e€apthror amd yapokplotikd mov elyav katapyndei pe v anglevbépwon tov OpenGL 3.1 o 2009.

Agdopévov 6tL 1 dnuovpyio mepPdiiovrog OpenGL eivan pion apketd TOAOTAOKT OSladikacio Kot
OedopEVOL OTL dlPOopoToLEiTal PETAED TV AELTOVPYIKMOY GULOTNUATOV, 1| OLTOHOTN OrnLovpyia
OpenGL mepifdAiovtog €xet yivel €va Koo yopakTnploTiKo ToAA®Y BipAodnkdv mov oyetilovion pe
avamtuén Toryviov kot demaeayv ypnotn reprrapfavopévev twv SDL, Allegro, SFML, FLTK, kot
Qt. Alyeg Pipriodnkeg éxovv oyedlaotel amoxkielotikd Yo va mapdyovv €ve OpenGL mapdbvpo. H
mpmtn €T Prodnin frav n GLUT (mov apydtepa avtikotaotdadnke and v freeglut). H GLFW
glvar o vedtepn evOALOKTIKY] AOon m omoio umopel va dgytel dedopéva amd joystick, movriki,

TANKTPOAOYI0, TO POAOL TOV GLOTNHHATOG KaBmG Kot amd To Tpdyeo (clipboard). Aedopévov tov
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VYNAOD POPTOV EPYUCING TOV GUVETAYETOL Y10 TOV EVIOTIGHO Kol TN POpTmon enektacewv OpenGL,
VIapyovy pepkég PiAlodnkec mov £xovv GYedINOTEL LE GKOTO VO POPT®OOLV OAeg o1 drabéciieg
EMEKTAOES KOl Ol Agrtovpyieg avtopato omwg ot GLEE kot Glew (dnuovpynuéveg oe C). Ot
EMEKTAGELS EMIONG POPTAOVOVTOL AVTOUNTO OO TIG TEPIOCOTEPESG YAWOOIKEG OEGUEVGELS, OT™G ot JOGL
ka1 PyOpenGL. Emiong vmdpyetl kot po epapuoyn avorytod kmdike OpenGL 1o Mesa 3D, 1o onoio
umopei va kavel kobopn amd3061 AOYIGUIKOD, Kol UTOPEL EMIONG VO YPNCLOTOICEL TV EMLTAYLVON

VAoV Yo TV Thateoppa Linux, ypnowomroidvtag to Direct Rendering Infrastructure.

To OpenGL £yel oyedlootel pe oKOmO VO UTOPEl EQUPUOCTEL GE TOAAEG OLOPOPETIKES TAAUTOOPLES
hardware, gival younAov emmédov Kol OTMG Eival PUGIOAOYIKO dEV TAPEYEL EVIOLEC LYNAOD EMTESOV
YW TNV TEPLYPOAPY] TPIGOACTATOV OVTIIKEIWEVOV Kol €MONG £YEl OYEOOTEL EMITPEMOVTIOG TNV
emkowvmvia client-server, pe 1o diktvo va gival dtdpavo ¢ mtpog v epapuoyn. To API opiletor w¢
po oglpd omd Aettovpyieg mov umopel vo kAnbei and 1o mpoypouua, pali pe Evav apOpd mov
ovopdleton otabepds axéparog aplBuog (v mapdostypo, ™ ovveyy GL TEXTURE 2D, n omoia

avtiotoryel otov dekadikd apBuod 3553).

Av kot ot opwopoi Aettovpyiog elvor  EmMPAVEINKE TOPOUOIOL UE EKEIVOLE NG YAMOGOS
apoypoupatiopov C, eivar ave&dpmro g yAdococ. Extdg tov ot givar ave&dptnto and ) YAdoso,
70 OpenGL &ivar emiong ave&aptnto amd v mhateopua. To documentation dev avapEPETAL GYETIKA
pe 1o Oéua g amoxtnong kot dwyeiptong evog OpenGL mepipdAlovtog, agnvovtag ovtd ¢

AEMTOUEPELD TOV EKAGTOTE TEPPAALOVTOG AV GTO 0TOi0 SOVAEVOVLLE.

Continuing OpenGL Innovation

Bringing state-of-the-art OpenGL 4.5
functionality to cross- A
platform graphics OpenGL 4.4
OpenGL 4.3
OpenGL 4.2
OpenGL 4.1
OpenGL 3.3/4.0
w: OpenGL 3.2
o
o"‘ OpenGL 3.1
< OpenGL 2.0 OpenGL 2.1 OpenGL 3.0 |
9 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
DirectX DirectX DirectX DirectX DirectX DirectX |
X 9.0c 10.0 10.1 11 11.1 11.2 I
-
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Ewova 12: O e&éMén tov ekddcemv Tov OpenGL

To OpenGL eivar éva eEehocduevo APL (PAéme Ewdvo 12). Ov véeg ekddoelc tov OpenGL

dnuoactevovtol Taktikd amd tov Optho Khronos, kabepio amd T1c omoieg eneKTEIVEL KOl OVOVEDVEL TO
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API yuo v vrmoompi&n dwpdpov véwv yopaktnpiotikedv. Ot Aemtopépeleg g kdbe €xdoong
amopacifovior pe ovvaiveon upetald TV peEA®v tov Opidov, cupmeEPLOUPOVOUEVOY  T®V
KOTOOKELAGTOV KOPTOV YPOPIKAV, OXEONGTMOV AEITOVPYIKOV GLGTNUAT®V, KOl YEVIKO ETUIPEIDV
teyvoloyiag, ommwg 1 Mozilla ko 1 Google. Extog and Ta yopaKTnpioTikd Tov amaitovvtal ond Tov
mopnva tov APL, ot katackevaotéc GPU umopodv va mapéyovv npodchetn Aeitovpykdtrta HE T
Hopon TV enektdoc®v. Ol S1AQOpeS EMEKTACELS UTOPOVY VO, EIGAYAYOVV VEEC AEITOVPYIEG KOl VEEC
otafepéc, KaBDS Kot VoL YOALPDOGOLV 1] VO KATHPYHGOLY TOVG TEPLOPLGHOVS GTIS VITAPYOVCES/EKAGTOTE
Aerrovpyieg tov OpenGL. Ot mpounBevtég pmopohiv emions va YPMGLULOTOLOVV TIG EMEKTAGELS Yol THV
gpoppoy” mapoperporopévav API’s yopig v avaykn vrootipi&ng and dAiovg mpounBevtég 1 Tov
Opilov Khronos oto cOvold g, to omoio awv&dvel onpavikd v gvedéio g OpenGL. Kdébe
EMEKTACT] GLVOEETAL LE €Vl LIKPO avaryvoploTikd, Pe Baon to dvopa tng etatpeiog mov avéntuée. [a
mapadelypa, to ovayvoplotikd e Nvidia givor to NV, to omoio amotelel PEPOG TNG EMEKTOONG
GL NV half float, g otafepd GL HALF FLOAT NV ot g ovvéptong glVertex2hNV(). Av
TOALOTTAOL TPOUNOEVTES CUHPOVOVY VO, EPOUPUOCOVY TNV 10100 AEITOVPYIKOTNTO YPNCULOTOLDOVIOS TO
010 API, pa kown enéktoon pmopel va KOKAOPOPNGEL YPNOILOTOIOVTAS TO ovayvoplotikd EXT. Ze
nepintowon mov 1o Khronos Group's Architecture Review Board dcdoel tnv oplotikn €ykpion yio éva

EXT avayvopiotikd 10te adrdlel o ARB avayvoplotiko.

Av xor n mpodwaypapr] OpenGL opiler éva ocvykekpyévo aywyd emefepyociog ypoeiKmv, ot
TPOUNBEVTES GLYKEKPIUEVOV TAATOOPU®Y €Yoy TNV gAevBepio va Tpoocaprolovy U0 GUYKEKPLUEVT
epapuoyn OpenGL yw vo metvyovv Guykekpiévoug otdyovg OGOV apopd TV omdd0cH Kol TO
K60T0G. Mepovouéveg KANGES UMOPEL VO EKTEAEGTOVV GE GUYKEKPIUEVO VAIKO, AEITOLPYADVTIOG MG
POLTIVA AOYIOUIKOD GYETIKA pe To TpoTLTO cvothuatog CPU, 1 vo paprocTtody o¢ £vag cuVOVAGHOC
POVTIVAOV VAIKOD Kol AOYIoUIKoD. Avti 1 gueMéio TOv pog mopEyetol onuaivel 0Tl 1 emtdyvvon
vAkov OpenGL pmopei va kopoivetal omd amdn ameikovion UEYPL Kol TANPT YEOUETPiO Kot ivot
gVPEMG OLDECIUO GE OAO. TO. GLGTNUATO, OO LTOAOYIGTEG YOUNAOD KOGTOLG, high-end otabpotc
EPYOOIOG KOl VLTEPLTOAOYIOTEC.  XPNOUOTOIOVTOS ToV  unyovioud eméktoong OpenGL, ot
TPOYPOUUATIOTEC hardware pmopel va S10POPOTOUGOVY TO TPOIOVTIO, TOVG, WE TNV OVATTLEN
EMEKTACEMY TOV EMITPENOVY GTOVG TPOYPOUUOTIOTEG AOYICUIKOD VO OToKTNooVV mpdcPacn oe
pocheteg emddoelg kol TE(VOAOYIKEC kovotopies. TToArég OpenGL emextdoeslc, xabbg Kot
gnektdoelg o€ oyetkd API’s 6nwc ta GLU, GLX, kot WGL éyovv kabopiotel and mpoundevtéc.
Kopvuopaiot mpoypappatiotég Aoyiopikod ypnoiponotodv 1o OpenGL, Adyo Tov Bifiodnkdv oyvpig
amodoons, ®g to Bepéio 2D kan 3D ypaeikadv Yoo API’s vynAdtepov emimédov. ‘Etol umopodpe va

Bpovue mhpo TOALES SLOPOPOTOGELS 1] AKOLLO KO VO, ONILOVPYNGOVUE TIG SIKES HOG.

INa mapdaderypo, to Open Inventor mapéyst éva mepifdriov epyaciog ypnot cross-platform xot
€VENKT JOUN TOL YPAPOL GKNVIG TTOL TO Kab1oTd g0KoA0 va dnutovpynbovv epappoyéc OpenGL. To

IRIS Performer o&omoiei 1t Aettovpywdtnra. OpenGL kot mapéyer mpocheteg duvatdTNTE,
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TPOCUPUOCUEVEG OTIC OVAYKEG TMV OMOLTNTIKOV Oyopdv HE DYNAO pubud xopé, OmOC OmTIKY
nwpooopoicoon kot virtual sets. To OpenGL Optimizer, sivor éva toolkit ywo dwadpactikoTnTa
TPOUYUATIKOD YPOVOL KOl atO00GT] TOAVTAOK®V LOVIEAOTOMUEVDV EMPOVEIDV OTWOC OVTE 7OV
vrapyovv oe CAD / CAM kaBdg kot yia tn dnpovpyic e0tk®dv epé. To OpenGL Volumizer givot pia
VYNA0D emmEdoL amddoong 0ykov API yio v evépyela, TNV 10TPIKT Kot TIG EMGTNHOVIKEG ayopéc. To
OpenGL Shader pog mapéyst éva amiod mepiBdAlov yioo TNV VITOCTNPIEN PECAIGTIKOV OMTIKMDY EQE,
bump mapping, moAraniés veéc, yapteg mepPdrioviog, volume shading kot po ameploploty GEPd
amd véo €QE UE TN YPNON EMTAYVVONG VAIKOD GE MPATLIA KOPTAV YPAPIKAOV 7oL vrootnpilovv

OpenGL.

4.2. High level toolkits

Ta High level toolkits pog mpoc@épovyv gvkoMMa ypnong kabdg kol opnTOTNTO GTO TAlYVIO TOV
AVOTTOGGOVUE OGOV QPOPA TNV TAATOOPLO KOl TO VAKO AL TopOAaVTa dev TTPEMEL va EgXVALE TO
KOGTOG OV WOG PEPVOLY QVTEG oL duvatoTNnTeg Kot avtd givor 1 aopiotio. To toolkits vymiov
emmEdOV Agttovpyohv pE TPOoKABOPICUEVO GET EVIOADV, TO OTOlM €ivol AEITOLPYIKE Y10 OPKETOVG
GUVOLOCLOVG TAATPOPUMOV KOl VAIKOD KOl XPTOLULOTO00V YeVIKEG Agttovpyieg Tov low level mote va
oyxedldoovy ta ypaewkd 1 vo eneEepyactovv ta physics ktA. Emiong amd ) otiypn mov eivon
UTAOKOPICUEVT 1) TPOGPOCT GE GLYKEKPLUEVOVS TOUEIG TOL VAKOD, TOPOAO TOL O TPOYPOUUATIOTNG
dev &yl Tov TANPN EAEYYO GLYKEKPIUEVMV SUVOTOTNTOV, ATOPEVYOVTOL To TUXOV AGON TTOL PmopovV
va PAGYOLY TO DAIKO KOl HELMVETOL 1) TOAVTAOKOTNTA Kot 0 ¥pdvog avamtuéne. evikd to high level
toolkits mpémetl va ypnoonolovviol o€ Eva cuvovaoud pe ta low level dote vo emttuyydveton o
1ooppomia petald Tng guypnoTiag Kol TV duvatoTHTeV Tov pog mapéyxetat. To high level toolkits
¥PMNOLLoTO0VVTOL cUVIOMG ®G libraries v o€ SLAPOPES YADGOES KOl TOAAL EYOVV Kol TO KO TOVG

SDK. Ta 7o dnpogiin eivat:

4.2.1. Allegro

To Allegro givor pio BipAofnkn Aoyiopikod yuoo v avamtoén BW‘ESOTE(MXVISI(DVU]

. H Biprobnkn
nepthapPavel vrootpiEn yo Pacukcd 2D ypoaeikd, enelepyacio eucovag, eEaywyn KEWEVOL Kot YO0V,
MIDI povoiki, eilcaymyn 6edopéveV OO GUOKEVES, XPOVOUETPA, KAODG Kot EMTAEOV POVTIVEG Yo
otafepng Kot KV TG vodlaoToAng apumv mieypdtov, Unicode strings, mpdcfacn oto choTNU
apyeiov , dayeipion apyeiov, apyeio dedopévav, Kot Le kKamola teptoptopévn tpocPacn 3D ypagpukd.
H Bprodnin eivanr dnpiovpynuévn otn yAdooo mpoypoppaticpod C kot €yel oxedlootel yo vo
ypnowonoteitan pe tg C, C++, i1 Objective-C. Ymapyer extevég documentation tng Pipriodning

KaOdC Ko TOAAG TapadelypoTa.
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Ewcova 13:Alice in Clicheland Baciopévo oto Allegro[m

And v éxdoon 4.0, ta mpoypdupota mov Exovv dnuovpynel pe v Piprobnkn pmopovv va
tpé€ovv oe DOS, Microsoft Windows, Linux, OS X, BeOS, kot ddpopa cvotiuata Unix pe (1
yopic) X Window System, HETATPETMVTOG TIG OIETAPES TPOYPOUUATIGHOD EQapLOYDY Tovg (APIS) og
éva popntd interface. Ymapyer emiong o aveEdptmtn €kdoon g Allegro yio AmigaOS 4 xon
MorphOS. H éxdoon 5.0 vmoompiler Microsoft Windows, Mac OS X, Unix-like cvotmiuata, to
Android ka1 i0S. To Allegro exdidetonr cvpPmva pe Toug dpovg g adelag zlib kot eivan glevBepo kot

AVOIKTOD KOJKA AOYIGLUKO.

To Allegro omuwovpynfnke apywd amd tov Shawn Hargreaves ywon tv Atari ST otig apyég g
dekaetiog Tov 1990 wor ovopalotov Atari Low-Level Game Routines. Qotdéco, o dnpiovpyodg
gykotélenye tnv ékdoon vy Atari Otav cvvewdntomoince OTL M TAATEOPUO TEOve, Kol
EMOVOLAOTTOINGCE TO €PYO TOV Yot TOVG UeTAYAMTTIoTEG (compilers) Borland C++ kot Djgpp 10 1995.H
vroompiEn vy tov Borland C++ otapdtmoe oty ékdoon 2.0 kot o Dijgpp frav o udvog
vroompilopevog petayrlottiomc O Djgpp ftav évag petayiottiomc ywo. DOS, cvvendg dia ta
mayvida wov ypnoonotovcav o Allegro og ek tovtov ypnoyomotovoav DOS. To 1998, to Allegro
eMeKTAONKE o€ O1apopeg ekdocelc. Anpovpynbnke pia ékdoon yio ta Microsoft Windows, 1o
WinAllegro, kabmg kot pio €kdoon yw Unix ovotiuoto to XwinAllegro. Avtég ot exdOGELG
ovyKevIpodnkav oy ékdoomn Allegro 3.9 WIP ko tedkd kukhopopnoe 1 ékdoon Allegro 4.0 mov
gtvan 1 Tpd™ otabepn| £xdoon tov Allegro pe vrootipi&n Yo molhomAés mAateopues. H tpéyovoa
éxdoon tov Allegro vmoompiler Unix (Linux, FreeBSD, Irix, Solaris, Darwin), Windows (MSVC,
MinGW, Cygwin, Borland C ++), Mac OS X péypt mv éxdoon 4.2, BeOS, QNX, ko1 DOS (Djgpp,
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Watcom). Mo €ékdoom yia iPhone Bpicketar 610 o1ddo g avdmtuéng. O onovpyds tov Shawn
Hargreaves 6gv epumiéxeton mAéov pe 1o Allegro.

Mo v emtdyvvon vikov 2D kot 3D ypoaewadv yio Linux, Mac OS X kot DOS, dvo mpdcbeteg
Bprodnkec eivan Swbéopueg, ov AllegroGL kot OpenLayer. Xpnowomoiovv OpenGL vy v
EMTAYVVOT] YPAPIKOV POLTIVOV Kol ypnoiporolovy 1o Allegro yio OAeg Tig GAAEG OVAYKEG TOV
€KA0TOTE Talyviov. e cuvovooud pe 1o Glide ko 1o MesaFX (ypnowwonowwvtag 3dfx hardware), 1o
AllegroGL eivon pia amod tig Aiyeg dwaBéoipes PifAiofnkeg avoikTod KOSIK Yo TNV ETLTAYLVGT DAKOD
3D xdto and mepipdirov DOS.

H tpéyovoca @don avémtuéng emkevipodvetar oty ékdoorn 5 tov Allegro. Xto Allegro 5 é€yet
enovaoyedlnotel TANpwg 0 APl kaBdg kot €va peydho HEPOC NG €0MTEPIKNG Agrtovpyiog NG
BProdNKne. Amd mpoemihoyn, N Piplobnkn Ba ypnowomotel emtdyvvon VAWKOD pe TN xpMom
OpenGL 1 DirectX 6mov evdgikvutat. [ToAdd amd ta addons mov vanpyav wg Eexmpiotd Epya Yo TO
Allegro 4 8a Eavaypa@Todv yia mo opaAn dlacvvdeon pe to Allegro 5 xan Ba mepthapfavovron pe v
mpoemheypévn gykotdotacn. To Allegro 5 mpoopiletar va ypnolponoteital Yo TPOyPOUUATICUO UE

Baon  dwayeipion coppdvrov.

H xowomta tov ypnotdv tov Allegro €xet copPdiier pe apretés enektdoelc oty Pifiodnkn mov
TPOCPEPOLV AELTOVPYiEG OTMG KOMON YopTdV KabdS Kol i0aymyn Kot e&ayw@yn dapopmv HopPdV
apyelov (my. PNG, GIF, JPEG ewdéveg, MPEG Bivteo, OGG, MP3, IT, S3M, XM povocikn,
ypappotooelpés TTF, x.a.). Ymbpyovv emiong owbéoiueg ovvdécelg ywo Obpopes YAMOGEG
wpoypaupaticpol 6mwg Python, Perl, Scheme, C #, D ko dA)eg.

4.2.2. Android SDK

To Adroid givor éva Asttovpyikd cvotnuo yio €Evmveg Kivntég cvokevég (OS) mov Paciletor otov
mopnva Tov Linux kot avortdocseton onpepa omd v Google. Me pia diemapn ypriotn mov PoacileTon
otV AQueot yepaymynon, to Android £xel oyedlaotel Kupimg Yo 000veEG aENG POPNTOV GLGKELMOV
Omm¢ smartphones kot LVTOAOYIOTEG tablet, pe eEedikevpéves Semapég YpNoTn Yt TNAEOPACELS

(Android TV), avtokivnta (Auto Android), kot poddyua xelpds (Android Wear).

H mAateoppo Android xotadopfdvel 1o peyoddTEPO TOGOCTO TMOV EYKATAOTAGEMV O KIVNTEG
OUCKEVEG OO OMOWONTOTE GAAO Aoywopuikd kot amd to 2013, o1 ocvokevég Android €yovv
neplocoTepeg ToANoelg ard Windows, i0S kot Mac OS cvokevég cuvdvacuéveg. And tov lovito tov
2013, 1o Google Play Store iye maveo and 1 exatoupvplo epappoyéc Android mov dnpociedbnke, kot

whvo amd 50 dioekoToppdplo KATERACUATO EPAPUOYDV.

O myaiog kddwka tov Android kvkAopopei amd v Google Bdoel TV AOEIDV AVOLYTOD KOSIKA, OV
Kol 0l TEPLoGOTEPES oLoKeVEG Android kKvkKAo@OpoUV e éva GUVILOGHO OVOLXTOD KAOJIKO KOl

110K TNOLOKOV AOYIGHIKOV. Apyikd avarntoydnke ond v Android, Inc, n omoia ypnuatodotovvray
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Kal apyotepa ayopdotnke and v Google. To Android eivar dSNUOPIAEG pE TIG eToupEieg TEYVOAOYiNG
OV OTTOLTOVV £VaL ETOLHO, YOUNAOD KOGTOVG Kol TPOGOPUOCIUO AEITOVPYIKO GUOTNUA Y10 CUGKEVES
vynAng teyvoroyioc. H avoyt] ¢Oon tov Android éxer evBappiver o peydAn kowotnto
TPOYPOUUATICTMV YL0L VO, YPTCGLLOTO0VYV TOV avolyTo KMmOKo o¢ Oepédio yio projects mov {nrovvrot
amd YpNoTES (YPNOTEG YO TOLG YPNOTEG), TO OMOlo Y. TPOGHETOUV VEN YOPOUKTNPIOTIKG Yol
TPOYWPMNUEVOVG ¥PNOTES 1 PopMTOTNTO TOL Android Yo GUOKEVEG OV EMGNUWOG KUKAOPOPTGAV E

A0 AEITOLPYIKA GLUGTHLLOTO.

H avantoén tov epapuoymv yivetar ot yAMGGO TPOYPOUUOTIGHOD Java, yprolLoToldvIag TO
Android SDK, 10 omoio mepirapfdver debugger, Pipliodnkec, eEopolmtn Yo KWWNTEG GLOKEVES,
mapodeiypoata kddwka, documentation kou tutorials. ‘Evag mpoypoppotiotg HUmopel vo avamrtoéet
epuppoyég yioo Android, méveo o mepifdiiov Linux, Windows, Mac OS X, axopa kot € Android
ovokevn, ypnoponowdvtag to Android IDE app kot to Java Editor app. To emionuo vroompilopevo
TPOYPAUUATIOTIKO TTePBAAAOV Yo avdmTuEn epapuoydv ce Android eivan to Eclipse IDE to omoio
KukAopopel dwpedv pe to Android Developer Tools plugin. Eivar dwaféoia ta tools yio oieg Tig
ekdooelg tov Android mov €yovv Kvkhogopnost pExpL onuepa. Ymhpyer emiong m dvuvarodTnTe
avantuéng epapuoydv pe tig yhwooeg C 11 C++ ypnoponoidvrag to Android Native Development
Kit, k4Tt dpwg mov dev ocvviotdtal, KaODG OLEAVETOL 1] TOALVTAOKOTNTO YWPIG KATOLO EUPOVEG

TAEOVEKTILLOL.

{
T & ¥ N tableGomingRegion.con

Ewéva 14: Ravensord:Shadowlands v Android

4.2.3. i0S SDK

To i0S SDK eivat éva toolkit avantuéng AoyiopikoD yio. Ti¢ GLOKEVEG TG Apple oV YPNGILOTOLOVV
t0 Aertovpykd i0S. Kvkhopopnoe tov Mdptio tov 2008 Kol €MTPENEL GTOVG TPOYPOUUOTIOTEG VO

avartoéovv epappoyés yuo. iPhone kot iPod Touch xobmg kot yio doxipég oe iPhone e&opoi.
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Q061660 Yo TV SOKIUY TOV TPOYPUUUATOV GE KOVOVIKEG CUGKEVES ATUITEITOL 1) KOTAPOAT EVOG TELOG
v cvppetoyn oto i0OS Developer Program to omoio xootilel 99 doAdpia 0 ypdvo. Ot epapuoyég
avartoooovtal ot yAmocso Objective-C kol OpioHEVO GTOLYEI TOV EQOPUOYDV UTOPOVV V.

ypaptovv og C 1) C++.

H Apple xoxhogopel avaveopévo to SDK tavtdypove OAeC TIg HeYOAEG KO LIKPES EVILEPDOELS Y10
to 10S. TlToArég dokipootikég ekdooel; Tov SDK ocvvBog xuklogpopodv mpv amd v otabepn
£xdoon kot Tpoopilovtal Yo SOKIHEG CLUPATOTNTOG LE TIC VITAPYOVCES EPUPLOYES KOt Yiot TPOSHN KN
véov yapaxtmplotikav. H tedevtaia ékdoon ovopdletot iOS 8 beta 5 ko givatl cupParn pe to Xcode

6.

eno |=| Hello_sample.f90 - Hello_Sample =
| BB Hello e &_ éLv & u f-_: Q.- String Matching
" Active Target : Build Configuration  Action Build Buildand Go Tasks Info Editor Search :
Groups & Files |I*]| & |Message ‘Location | :
v % Hello_Sample B @ error #5120: Unterminated character constant Line Location Hello_sample.fo0(5)::0
=) Hello_sample.fa0 & compilation aborted for /tmp/Hello_Sample/Hello_sample.f90 (code 1) Line Location Tool:0
»| | Products
¥ (&) Targets
¥ [ Hello
w || Compile Sources (1)
=) Hello_sample.fa0
p || Link Binary With Libraries
» o Executables
vi® E[rnrs and:Wamings f 4| Hello_sample f90:6 % : -|™ | Co |l & | B | &
=] Hello_sample fa0 1 i — o
¥ (4 Find Results 2 | Hello_sample.fo9a
» LY Bookmarks 3!
B = scm 4| | program hello
;G Project Symbols : gzént ,"Hello from xcode
» [ Implementation Files
b [E] MIB Files
Build failed (2 errors) @Failed @2

Ewova 15: To mpoypoppatiotikd nepifaiiov Xcode

Ot TPoyPAULATIOTES EPpUOY®V Yo i0S €xouv TN dvvatdtnta Vo opicovV 0TOUdNTOTE TN TV
amd éva kafoplopévo Oplo Yol TIG EPAPUOYES TOVS Mote va dlavernBodv pécm tov App Store tng
Apple, and 1o omoio AauPdvovv éva pepido 70%. Evorhoktikd, pmopovv va emAéEovv va
KUKAOQOPNoOVY TNV €PaPUOYN dmpedv Ko dev ypelaletal vo TANp®oovy OAd T £500a Yo TNV

KuKAogopia, eKTOG amd TV apolPr] W10TNTag HEAOVC.

H Apple emPdler kdmolovg meplopiopovg 6cov agopd tn ypnon tov SDK. Asgv yiveton vo
ypnowonomnbel Java mapodAo TOv 01 KIvnTég GLOKELEG TG Apple €govv TO OmopaitnTo VAIKO. Agv
EMTPEMEL EMIONG TNV avAmTLEN €pappoydv mov ypnotponowy to .NET Framework. Emiong oev

vrapyel vwootpién ywo tov Flash Player.

To wpoypopupatioTikd TePPAAAOV OVATTVENC TOV ¥PNCLUOTOIEITOL KUPI®MG Y10 OVATTUEN EQUPLOYDV

ue to i0S SDK egivar to Xcode (BAéne Ewkdva 15), 10 omoio emiong mapéyetl duvatdtnra avamtuéng
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eQuproYdV yuo. epapuoyég Aettovpytkov OS X. H televtaio otabepn €kdoon eivanr m 5.1.1 mov
KK opopnoe tov Ampidio tov 2014 kou givor dwbéopo pécm tov Mac App Store, dwpedv, yio
ypnoteg twv Mac OS X Lion, OS X Mountain Lion kot OS X Mavericks. Emiong ot eyyeypappévor
TPOYPOUUATIOTES UITOPOVV VO, KATERAGOVV TIG OOKIUAGTIKEG EKOOGELG LECO, OO TNV 10TOGEAISN TNg
Apple Developer. H televtaio dokipaotikn €kdoon tov Xcode givar To Xcode 6 beta 7. Ymootnpilet
C, C++. Objective-C, Objective-C++, Java, AppleScript, Python, Ruby, Rez ka1 Swift, pe mpdchet

VIOGTNPLEN Kot Yot AAAES YADOGES YpMoLponoidvTag plugins tpitwv.

4.2.4. Java 2D

H Java 2D givan éva API yuo ) oovtaln ypoeikdv 600 Sl00TACE®Y YPNCUYLOTOLOVINS T YADCCH
apoypappatiopov Java. Ta Poacikd otoyeia mov amaptifovv to API ko givorl amapaitnto ce Kabe

Swdkacio Tov ekteAovpE LES® avTov givor (BAéne Ewova 16):

o  Yynuato: ‘Eva oynua ot Java 2D gival éva 6pto mov opiletl éva ecmtepikd kot Evo eEmTePKd
yopo. Ta ewovootoyeio péca oto oynuo ennpedlovial amd tn Asrtovpyio oyediaons evod
avtd mov Ppickovion extdc dev emnpealovial. Av mpoomadncovpe vo, yepicovue pio evbeio
YPoUuUn TOTE dev Bl EMNPEACTEL KATO0 EIKOVOGTOLYELD, KOOMG 1) gvBeia Ypappun ¢ oynua. eV
meplEyeL ecovoototyeia. 'Etol mpénet va ypnotponomcovpe Eva opfoydvio mapolinAdypapio
OOV TO GYNUe TOV TTEPIAaUPAvEL ElkovooTOoLyEia.

o Xpopoata: Mo kKAdon PBaehg dnupovpyet Ta ypodUaTa TOV PUITOPovV va. xpnoiporomfodv yio
KkéOe ewkovootoryeio g Aettovpyiag yepiopatoc. H amiovotepn kAdon ya ypdpa gival M
java.awt.Color, 1 omoia mapdyest to 1010 ypodpa yio dha ta ewovootoryeia. ITo mepimioka
KAAoELG pmopolV va ypnoomonfovy yio KAIGN vedv, €KOVEC N KOl Yo GLUVOVAGLO
ypoudtov. I'epilovioag éva KukAMKO oyNUe XPTOLULOTOIMVTAG TO KITPVO YpdHo Hog divel mg
OmOTEAECUN VO OTEPED KITPIVO KUKAO, €V TO YEUOUM TOL {d10V KLKAIKO GYNUOTOG
YPNOULOTOIOVTOG [io KAAGT OV ONUIovPYEL pio E1KOVO, TOPAYEL £V KUKAIKO OmOKOUUO, TNG
eovag.

o YvuvBéoeic: Katd tn didpkelo omotaconmote Asttovpyiog oyediaong Exovue Ty mnyn, oniadn
TO. €IKOVOGTOYEl 7OV Topdyovior omd TNV KAGGN, KoL TOV TPOOPIGHO, ONnAadh Ta
glKovooTolyeia wov givor NoM oty 0006vr. Yd QuG10A0YIKEG GUVONKEC TO EIKOVOGTOLYEI
mMYNS o aVTIKOTAGTACOLY TO. EIKOVOGTOYEID TPOOPIGUOD, EKTOC OV YPNCULOTOMGOVLE
Kdmolo ovvOeon, ondte oAAGlel avt) M Aettovpyio. H mo omdn khdon cvvBeong eivar m
java.awt.AlphaComposite mov Kdvel ta €lkovooTtoryeio Tov oyedtdloviol EAaPpmS ddpava.

o [éuiocpuo: T 1 Aettovpylo yepiopatog &vOg GYNUOTOS TPEMEL VO OVOYVEOPLOTOOV TO
gwovootolyeio mov Ppiockovrol péco oTO0 oyNUa. AV KATO €1KovooTolxeio Ppickovton
HEPIKMG HEGO Kot €€ TOL YDPOL TOL CYNUATOC TOTE UTOPOVUE VO EAUYLOTOMO|COVLE TIG
“ammAelec” ot oyediooT av YPTNCILOTOGOVLE TNV TeYVoLoYia anti-aliasing. Tote pio kAdom
oyeodiaong Ba avaldfel va ypouaticet 1o Kabe gikovooToyeio.

H Java 2D civon évo Pektictomoimuévo API oyedioong ypo@ikdv Tov OUTOUOTOTOEL OPKETEG
dwdikaociec oyedioong €10l MOTE 0 YPNOTNG Vo EYEL guyéplo. oTn Onovpyia ypagikodv. [a
mapadelypa, oyeoralovrog uo evbeio povpn ypoupn oe Java 2D umopesi vo Oewpnbei Ot
dnuovpyeitor Eva gvfOHYpaUIO TUAKO, UETOTPETOVIOG TO GUUPMOVE, UE TOV 10XVMV LETOCYTIATIGUO,

“yrommvtag” to (stroking) yio vo dnuovpyndei éva moAd Aentd TOPUAANAOYPOUUIO, UETE TO GYAUQ
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http://docs.oracle.com/javase/7/docs/api/java/awt/AlphaComposite.html
https://en.wikipedia.org/wiki/Spatial_anti-aliasing

e€etdleTon Yoo TOV VTOAOYICUO TMV EIKOVOGTOLXEI®Y TTOL TTEPLEYEL, ONUIOVPYOVVTOL TA EIKOVOCTOYELD
pe v kAdon java.awt.Color.BLACK kot 6tn cvvéyetlo epnpavilovtal ta oamotehécuato otny 00ovn.
Qo1660, av akorovBovcape OAN avth akoiovdia Tov fnudtov Yo kdbe oyedioon oynuatog o nTav
EVIEADG OVOTOTEAECUATIKO OE OPKETOVC TOoUElg. Qg ex Tovtov, M Java 2D Peltiotomotel kowvég
Aertovpyieg oyedioong, €tol ®ote TMOAMG amd ovTtd To Pripatoe pmopoldv vo mopoielebovv. Av
oyeoldoovpe €va oynuo kot BéAovpue va to yepioovpe pe €va UOVO YPOO, YO TOPAOELYHLO, OEV
vrdpyel kopio avaykn n KAdon va onpovpynoet Evav Katdhoyo ypoudtov. H Java 2D extelel ta
eldyoto Prpata epyaciog mov xpeldletol yio vo v Kavouy va “@aivetor” cav va ekteAel Ola autd

Ta Ppata yuo kabe mpdén Kot ¢ €K ToLTOV, dtatnpel 100 peydin gveléia kot VYNARN anddooT).

‘java_awt Java.awt.font
I AlphaComposite h* = :' [ CompositeContext h I GlyphVector h
SR = —m. I TextAttribute h
,,,,, - SystemColor h [ PaintContext }
I GradientPaint h* EL m' ***** . I LineMetrics h
I TexturePaint h— - —E I FontRenderContext h

I LineBreakMeasurer h
[rexmensurer |y
Gapmezo —Jo [ e '
: java.awt.image

--- D, [ sutrerear |

——————————— A e e e e e g mE e — - ————,

I GeneralPath h / CubicCurvezD b / Line2D b / QuadCurve2D b / RectangularShape2D b
1
| 1 | 1

/ Arc2D b / Ellipse2D b / Rectangle2D b / RoundRectangle2D b

I Class h / Abstract Class b ' ( Infrequently Used l
extends

- = — — implements

Ewodva 16: Ov khdoelg tov Java 2D API

Andé ™ Java SE 6, n Java2D kot 10 OpenGL éyouvv vyivel diaAeitovpyikd, emtpémovioc, yio

TapAdELYHa, TN oyedioon Kvovuévev 3D ypagikav, ovTi TV EIKOVISI®V TEVeD 6 KOLUTLA.

4.2.5. Java 3D

To Java 3D API eivor wio diemo@n TPOYPOUUATICUOD EQOPUOYDV 7OV YPNCUOTOLEITOL Y10, TN
duovpyio TPIGOACTOTOV YPOPIKDY EQOPUOYDOV Kot applets. Aivel 6TOVG TPOYPOLUATIOTEG VYNAOD
EMTESOV KOVGTPAKTOPES Yo TN dnpuovpyio Kot 1o ¥epiopd 3D yemUETpiog Kot Yoo TNV KOTAGKELY
TV dop®V TOv YpnoyomotovvTal Yo To rendering ce avth TN yewpeTpic. Ol TPOYPUUUATIOTEG
EQUPLOYDV UTOPOVV VO TEPLYPAWYOLY TOAD UEYAAOVS EIKOVIKOVG KOGUOVE YPTCULOTOIDOVTOS QVTEC TIC
dopég, o1 omoieg mapéyovv ot Java 3D apreTég TANPOPOPIEG YOl VO OTOSDGEL AVTOVG TOVG KOGLOVG

OTTOTEAECUATIKAL.

H Java 3D akolovbei to “ypaoete pio @opd, tpéyel omovdnmote" mov gival £va, omd To KOPLo, 0QEAN
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™m¢ Java kal ywoo tovg mpoypappatiotés epoppoyov pe 3D ypoaewd. To API sivoar pépog tov
JavaMedia suite (pia svAroyn omd API’s) kabiotdvtog to dtabéoipo og Eva uph PACUA TAATPOPUMOV.
Evoopatovetor emiong Kodd pe to Aadiktvo S10TL Ol EQUPUOYEC KOL UIKPOEQOPUOYEG OV Eival

YPOUUEVEG 1e TN xpnom tov Java 3D API &yovv mpdoPacn oto cuvoro TV KAdcE®V Tng Java.

To Java 3D API avtiei 11g 10éeg TOoV 0o T vVdpyovsa API ypagikdv kot omd Tic vEeg Te(VOAOYiES.
Xopuniol emmédov KOVOTPAKTOPES YPOPIK®DY £xovuv Paclotel OTIG AElTOvpYieg YOUNAOD EMITESOV
APT’s 6mwg to DirectX, OpenGL ka1t XGL evd, ot vynAdtepov emmédon SoUEG £XOVV GTOLYEIN TOV

GUVOVTALE GE d1APOPO CLGTNHATO TOL Pacilovtal 6€ YPAPOVE GKNVNG.
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Ewova 17: 'Evag Bacikdc ypapog oknvig tov Java 3D API

To ypdonpa oxnvig tov Java 3D (PAéne Ewova 17) mepilapfdvel o minpn teptypoen 1oL GLVOAOL
NG OKNVNG M TOL EIKOVIKOD KOGHOVL. AVTO mePAapPAvel To YEOUETPIKA dedopéva, TIG TANPOPOpieg
TOV YOPUKTNPLOTIK®V, KOl TNV TPOPOAN TANPOMOPLOV TOL OMALTOVVTIOL Yo, VO oodoBel po oknvy
OmoO U0 CLUYKEKPIUEVT] ONTIKY Yovia. Emiong mepilapfavel tpelg S10popeTikods TpOTOVSG AmTOd00oNG:
aueon Aettovpyia, Aertovpyion dlatripnomng, Kor Asrtovpyio.  petayiAdtriong-olatnpnong.  Kdabe
dwadoyikn Asrtovpyio amddoong emtpénct ot Java 3D mepiocdtepn ehevbepio ot Pedtiotonoinom

NG EKTEAECTG LILOG EQOPLOYTG.

e Apeon Aertovpyio (Immediate Mode): e avt T Agtovpyio o YPOQEIKE amodidovron
(renderred) avd avtkeipevo. Mo epoppoyn mpéner vo mapéyst po. uébodo Java 3D
oyedlaong He éva TANPES GUVOAO ONUEI®V, YPOUUDV | TPLYOVOV, TO, OO0 GTN] CLUVEYELD
amodidovror omd tov Java 3D renderer. ducikd, 1 epapuoyn pmopel va. ¥Ticel oVTEG TIg
Aloteg pe onpeio, YpoppéS, 1 Tpiy®vo Ue 0TOo10VONTOTE TPOTO EMALEEL.

o Aewrovpyion dwarpnong (Retained Mode): H Aertovpyia dwatipnong oamortel amd pio



EQUPLOYT VO KOTAGKEVAGEL £VOL YPAPO GKNVNG KOl VO GUYKEKPLULEVOTTOMGEL O GTOLYELD
VTOV TOL YPAPOL, Uropel va aALdEOVY Katd TN d1dpkela TG amddoons. O ypaeog oknvig
mpocdopilel ta avTiKeipevo GTOV EIKOVIKO KOGUO, TN 0E0m TV avtiKelévey Kabmg Kot
TG M €Papuoyn Bo KIVGEL ALTA TO OVTIKEIPEVAL.

e Acwrovpyio petayrottions-owatinpnong (Compiled-Retained Mode): Onwg kot ot
Aertovpyio dlaTpnong, ot Agrtovpyio PETAYAMTTIONS-O0TPNoNG amatteitol amd TNV
EQUPLOYN VO KOTOGKELAGEL £VO YPAPO CKNVAC KOl VO TPOCIIOPIcEL o0 GTOLYEID TOV
yYpaopov pmopei va aAha&ovv katd tnv omddoon. Emmpochétog dpmg,  epappoyn umopsei
Vo LETOYA®TTIGEL KATo10VG (1] OA0VG) amd TOLG VILO-YPAPOVS TTOV GLVOALKA dNLLOVPYOVV TO
GLUVOAKO Ypapo. H cuykekpiuévn Aettovpyio pLog TpooeEPEL TIC VYNAOTEPES EMOOCELS,

To Java 3D otoyebel og éva gupv @dopo 3D miat@dpumv VAKOD Kot AOYIGHIKOD, Omd KAPTES
YPAPIK®V yaunAov kdéctovg Yoo PC kou renderers Aoyiopikol, e workstation pecaiog kornyopiog,
LEYPL KoL TOAD VYNANG anddoong e€edikevéva pnyavipoata apoyoyng 3D ewovov. Idvtwog to Java
3D o¥te mpokatarapPdver obte otmpiler dpeco kabe dvvarn 3D avdykn. Avt 'avtod, mapéyet

VTOCTNPIEN Y1 TNV TPOGHNKN AVTOV TOV YOPUKTNPICTIKOV HECH KMOLKo Java.

o mopddetypo avtikeipeva mov opifovror pe ) ypnon &vog computer-aided design (CAD)
GUGTHHOTOG 1 €vOG GLOGTIUOTOG animation pmopolv vo. cvpmepiineBodv oe pio Java 3D-based
epappoyn. Ta meprocdTEp TETOW TAKETO LOVIELOTOINGNG €X0VV KATTOlEG emmALov popeEg (formats)
(eviote 1310k TES). O 0YESNGTEG UTOPOVV VO EEAYOLV T YEMUETPIR XPTCLLOTOIDVTOS Lol EEOTEPIKN
povtedonoinon oe éva opyeio. To Java 3D pmopel vo ypnoylomolel Tig &v AOY® YE®UETPIKES
TANPOPOPIEC, QALY LOVO AV 1 EPAPUOYN TOPEXEL EVOL LEGO YL TNV OVOAYVOGCT KOl TN UETAPPACT TOV
apyeiov og Java 3D. Opoiwg, ot VRML loaders 6o oavolvcovv kot Qoo petappdcovv ta apyeia
VRML dote va dnpovpyncovy ta kKatdAinia Java 3D avtikeipeva, kabdg kot kmotko Java, mov

glval amopaitnTo yio ™ otpi&n ToL TEPLEYOUEVOL TOV apYEIOV.

O1 oyeduootég 3D epappoydv mavra tpoonabodv va tpapnovv 060 mo kareés emddcelg yivetan and
TO0 VMKO, TOPOAOVTA TOAAEG QOPEC AOY® TNG TOAVTAOKOTNTOS TOL TPOYPUUUOTIGUOD GE YOUNAO
eMined0 KaOMG KoL TOL TEPLOPIGLOL GE GVYKEKPLUEVO VAIKO AOY® cupuPatotnToc, dOVAELOLY OPKETE
otoxeia o€ Java 3D. Ilapodro mov dev eivar oyedlacpuévo pntd yuoo v tonptdlel pe mv avamtoén
matyviov, 1 Yo eEEATYLEVEG TEYVIKEC EPUPUOYDV UTOPOVUE VO SOVUE OTL HOG TAPEYEL L0 OPNTOTITA

Kol £V YOUNAO KOGTOG LLE HKPES OTMAELEG OGOV 0QOPA TIC EMLOOGELS.

4.2.6. jMonkeyEngine

To jMonkeyEngine[g], 7o Yvootd g Jme 3, eivon pio open-source unyovn avantvéng 3D wayvidiov,
vrootnpilovtag TAnpwg OpenGL 2-4, ypapuévo & ohokAnpov ce Java, ypnoyomoiwvrog v Iwjgl
®g TNV TPOEMAEYUEVN Aettovpyio. omddoong Tov. XPnowomoimdviag avtd To engine, 0
TPOYPOUUATIOTNS TALYVIOIDOV UTOPEL Vo EKUETOAAEVTEL TIG duVOTOTNTES TG Java yuo vo, avartoéet
dudpopa maiyvia, TOGO Y. TOV LTOAOYIOTH, 060 kot Yo ocvokevég android. Eivar pia pnyovy

ALY VIS0 OV £YVE €101KA Yo T cvyypovn 3D avdamtuén, kabdg ypnoiponotet v teyvoroyio shader
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extevmg. 'Eva peydio mheovéktnua, eivor 0t ypnowponotet Java 100%, kabag tpéyel oto Java Virtual
Machine, mov onpaivel 61t givarl vioopilel pio peydan yxdpo tAatedpuov. Enxiong mopéyetal otoug
TPOYPOUUATIOTES [0, LEYGAT (OVCLOoTIKA dmelpr)) Aiota amd open source kot un Pipiodnkec, 6mwg
Kol GmAetog apBudg tutorials, mov OG0 KAVOTOOOVV KOl TOLG 7O OmALTNTIKOVS Ypnotec. To
jMonkeyEngine dgv eivan povo dmpedv, eivar open-source! Eattiag avtov, to JME 3 €xet dwovooet
7oAD 6popo amd to 2009. Ovrtag pia unyovi avolktod KOSIKO GNUAIVEL ETIONG OTL Ol EVIUEPDGELS Yo
tov koBopopd ceoipdtov KoBdg Kol Yoo vEX YOPOKTNPOTIKA glvar apketd ovyvés. Ot
TPOYPOLUATIOTES Umopovv emiong va kotefdoovv pa oepd and plugins dwbéowa amd 10 IDE

(Integrated Development Environment).

® jmonkeyplatform File Edit View Navigate Source Refactor Run Debug Team Tools Window Help Bn. t O M S EGeladen

eNne .jMonkeyPIatform Alpha-2

E E ﬁ | <default conf... ] “U‘ w a g @ Q- Search (

Projects () €3 Files Services & SceneCamposer - Scenes/MyScene.j30 main.scene - Properties o0
;Aj CasaRosa.jpg " L a8 v Properties
[ Yellowhouse.jpg 2 main
2] casaamarela.jpg scene =
5 clel_nuages_512x512 jpg T ; = |
:} estrada-cruz.jpg 61
- es!radva.jpg Modification Time 0.08.2009 16:24:22
|2 grass.jpg

& level.meshxml
& main.material

- fimain.scene

2 metal-tiles-dirt jpg
|=| passeio-corner.jpg
[ passeio-side.jpg

L—El passelo-tile.jpg FrameBuffers (W

- iles.i rs

,@ rooftiles.jpg EM &
Textures (F) =13

Navigator ST AN Textures (5) = 13

= shaders My =

| update g 5 (F

L New Scene

» L Scenes/town/main-scene_node
|/ DirectionalLight

Y Y YYYVYYYYYYVYVYVYY

main.scene ?

SceneComposer Window

o | s cursor | i@cursur 8 selection nfid 4 zero | selection |

Particle Emitter
Audio Node

| Picture

|| Point Light

{[Directional Light

Ewova 18:jMonkeyEngine SDK

A7 ™ otiyun mov eivan ypappuévo oe Java ot mpoypoppatiotés ogv ypetaletarl va pdbovy pia véa
yAdooa, kabhg apkel wo Pacikn yvoon g YAdcoog Java. Emiong pmopel vo petagepbei o OSX,
Windows ka1 Linux woAd gdkoia. Kat wpv amd Aiyouvg unveg mpootédnkav PifAodnkeg mov moapéyovv
vrootpiEn ywo. Android (emiong Java). Amd ™ otiyun mov vmootpiletor o OpenGL, to
jMonkeyEngine vmoomnpiler emiong shaders. Mio oand 115 emikeipeveg evnuepooelg givar €va
apoypappa enegepyaciog Shader mov o KOTAGTNOEL EVKOAOTEPO Y10 TOVG TPOYPOAUUATIOTEG Y10 VOl
ypdwouv toug dikovg tovg shaders. Tovtov Aeybévtoc, N Tpovimdpyovca yvdon tov shader scripting
ovviotdrtol. To jMonkeyEngine épyetan emiong pe dwkd tov gpyodeia yioo T dnuiovpyio SETAPDV
ypnotn, mov ovoudleton Nifty GUI (BAéme Ewova 18). Onwg kot GAheg oOyypoveg pNyoveg
ALY VOOV, VTOCTNPILEL POTIGUO, TN PLGIKT Kal TN SIKTO®GT. AV Kot givol TpoTiotog pe 3D unyovi
T vVIdlov, etvar emiong dvvatd vo dnovpynbovv 2D moyvidw. Amd poévn g 1 jMonkeyEngine

glvar e cvAloyn amd Pprlodnkec, KoBGTOVTIOG TO €va YOUNAOD EmMTESOV EPYOAEID avATTLENG
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Ty vdlov. Xe ocvvdvacpo pe éva IDE 6mwg 10 emionpo jMonkeyEngine 3 SDK yivetor éva
nepPdAlov avamtuéng vynmiov emumédov pe moAhamAd ypaeikd ototyeia. To SDK Bocileton otnv
mhoteopua NetBeans, emitpémovtag enelepyacieg ypapkav kol dvvatotnteg plugin. Mapddinia pe
Ta Tpoemreypéva kévrpa evnuépwong tov NetBeans to SDK mepthappdver to dikd tov repository

plugin.

4.2.7. Jogl
H Java OpenGL (J OGL)[9] elvar e BrpAodnkm meprrvdiypartog (wrapper library) mov emitpémet tnv

xpnon tov OpenGL ot yAdooo mpoypappoticpol Java. Apywd avarntoydnke and tovg Kenneth
Bradley Russell kot Christopher John Kline, ot avantdydnke nepartépo and v Sun Microsystems
Game Technology Group. And to 2010, €xet yivel éva aveEdptnto project avolktod KddKa Bdoet tng

BSD ad¢oc.

To JOGL emutpéner v npodcPaon ota neprocdtepa OpenGL yopaktnpiotikd mov givan dabéciua yio
ta Tpoypdppata yaAdooag C pe ) xprion tov Java Native Interface (JNI). I[Ipoceépel mpdoPacn otig
neprocotepeg Aettovpyieg tov OpenGL Utility Toolkit (GLUT) 6y 6pmg khoglg mov oyetifovrol pe
mapdBupa, Kobmg 1 Java €xel To S1kd TG CLGTAUOTO Yo TNV CAANAENIOPOOT LE TOV XPNOTN, TO
Abstract Window Toolkit (AWT), Swing, kot opiopéveg emextdoelc. To ocvotnua mpémer va

vrootnpilel OpenGL dote va Agrtovpyroet to JOGL.

To JOGL odwgpéper and xamoleg dAleg Pipriodnies mepttoMypotog 610 OTL OmAMG ekBétel TO
dwadwcaotikd OpenGL API péow peboddwv oe pepkég kAdoeis, avti va npoonabel vo yaptoypapnost
1 Aertovpyio Tov OpenGL move o€ pio avTIKEPEVOSTPAPY| TPooéyyion. To peyodldtepo pépog tov
kadko JOGL dnovpyeitatl avtopata and to apyeia kepariidog tov OpenGL yo ) C yAdooa, [LEcw
evog gpyaieiov petatpomng mov ovopdletoar GlueGen, to omolo lye mpoypappotiotel £10KE Yo va

dtevkoAvvel tn dnuovpyia Tov JOGL.

[aporavtd 1 dadikactikn oo tov OpenGL dev cupfodiletl e TNV AVIIKEWWLEVOSTPOUPN TPOCEYYION
TOL TPOYPOUUOTICHOD oTo mAaico g Java xor €tor Bempeitor gvoyAntikn vy moAAoUG
TPOYPAUUATIOTES. Q0T0G0, 1 anevbelag yaptoypdonon tov OpenGL API o pebddovg Java kdver
LETATPOTY] T®V VOIOTAUEV®VY EQappHoYOV C moAD o amAr. O kdhdkag OU®MS gival o S0VGKOAOG amd
APT’s peyodivtepov emmédov onwg 1o Java3D. Eneldn] to peyaihtepo PéPog Tou KOdKa dnpovpysitot
avTOpaTO, 01 0AAaYEG Kol Ol avavemoels oto OpenGL umopodv mold ypryopa vo mpoctebodv 610

JOGL.

Am6 v €kdoon g Java SE 6, 10 Java2D (to API yw v katdption 600 S106TACEDV YPOUPIKOV GE
Java) kot 10 JOGL éyovv yivel SloAe1ToupyiKd Kol £T61 LG TOPEYETOL 1] SLVATOTNTOG Y0 EMIKAAVYT)

otoyeiov Swing ndve amd OpenGL rendering, oyediaon 3D OpenGL ypagikdv mdve oe Java2D
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rendering yio éva kovpumi pe éva gikovidto OpenGL, xpnorn 3D ypoaik®v omovdnmoTe ovTi e ypnon

evog Swing widget kot oyediaon Java2D ypagikov méive ard OpenGL 3D rendering.

4.2.8. SDL

H DirectMedia Layer (SDL) etvar o Biphobnkn ovémtvoéng ywa cross-platform Aoyiopikod
GYEOLOGUEVT] YO VA TTAPEXEL LioL YOUNAOD ETTEOOV TPOGEYYION OGOV APOPE T EMUEPOVS VAIKE TOL
c’ucrﬁuarog[m]. Ol TPOYPAPUATIOTEG UITOPOVY VAL TN YPTCULOTOGOLY Yo TNV avamTTuEn LYNANG
am6000N G Toyviov kafdg kot GAAES EQAPLOYES TOAVUECOV, Y10l TOAAG AEITOVPYIKE CLGTILATO OTTMG

Android, i10S, Linux, Mac OS X, Windows kot GAAeG TAATPOPLLES.

H SDL dwyepiletor Pivteo, N0, cvokevég €ic66ov, CD-ROM, viuota, @OpTmoTn KOwoypnotov
AVTIKEWWEVAVY, JIKTOMOT Kot ypovouetpa. Mropel va yeipiotel 3D ypagikd evog OpenGL 1 Direct3D
miouciov. H Pifiiobnkn etvar eocwtepikd ypappévn oe C xor mopéyer emiong Olemaon
TPOYPOUUUATICHOV gpapuoydv o C, aArd elvar Stbéoiueg cuvdéoelg oe dAleg YAdooes. Eival dwpeav
KOl 0vOLYTOU KMOKO AOYIGHKO TO 0TT0i0 VITOKELTOL GTIS amontioels tng ddetog zlib and v ékdoon 2.0
wat petd. H SDL ypnoonoteitor evpéwg otn Prounyovio o peydia kot pikpd £pya. Xtnv 16T0ceAda
g PBiprobnkng propodpe va dodue avaptnuéva miveo ond 700 moyvidw, 180 epappoyég ko 120
demo. IToAhoi Bewpovv v PiAodnkn og game engine kATt mov givan AdBog, aArd 1 SDL pmopei va

ypnooromnbel (Kot ypnoonoteitar) og Baon yio game engines (m.. CryEngine).

H Biprodnin dnpovpyndnke and tov Sam Lantinga (mov ftav Pactkdc unyovikog AOYIoUIKOD Tng
Blizzard, evdd tdpa dovAiegvet yio tnv Valve) kot kukAopdpnoe to 1998, evd gpyalodtav ywo tnv Loki
Software. [Ipe v 10€a, kabmg dodAeve ot petapopd po gpappoyns yio Windows ce Macintosh.
21 ovvéyela ypnoonoteitoan v SDL ywo petagpopd tov Doom og Aoyiopkd BeOS. Apketég dhreg
erevBepeg Pifhodnkeg éxovv avamtuyBel v va Aertovpyodv mapdiinia pe tnv SDL, 6nwg ot
SMPEG ot OpenAL. T6pvoe i gtopio yio v gpmopikn expetdiievon g SDL aAld apydtepa
avokoivmoe mmG ot emopevn €kdoomn g SDL (mov Pprokdtav 10te oty €kdoon 1.2), Oa
KUKAOPOPOUoE KATm amd v Gdew avolytov kadika zlib. O Lantinga avaxoivooe tv SDL 2.0 10

2012 kou ev téAeL ) TeAevToio otabepn €kdoon 2.0.3 kukhoeopel amd tov Mdaptio tov 2014,

H SDL 2.0 eivail o onuovtikn evnuépwon amd v SDL 1.2 pe éva dwapopetikd API mov dev
vrootnpilel TAéov cupPatodtnta yio TIC ToAMOTEPES EKOO0ELS. Avtikafiotd dtdpopa pépn g 1.2
éxdoong tov API pe yevikdtepn vroompiEn Yo ToALOTAEG EMAOYEG €16000V Kot €£0d0v. Mepikég
YOPOKTNPIOTIKEG TpocHnKeg givor vmootpiEn moAliamiov mapabvpwv, hardware-accelerated 2D

YPAPIKA Kot Kadvtepn vootpién Unicode.

H SDL eivon pia Bipiodnixn meprrviiypotog (PA. [Hopdptnua) yopm omd cuyKekpyéveg Aettovpyieg
TOV AELTOVPYIKOV GUGTNUATOG OV XPEWGLETOL VoL £xEl TPOSPaot (o game engine. O POVOG 6KOTOG TNG

SDL eivar va Tpoc@épet éva kovd TAAIG10 Y10 TNV TPOCPAGCT) GE OUTEG TIG AELTOVPYIEG Y10 TOAAATAL
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Aertovpykd ovotnuato. Emiong mapéyel vmootpién vy Aettovpyieg oyetikég pe 2D pixels, Mo,
wpocPacn oe apyeia, dtoyeipion cOUPAVTIOV, XPOVOSLHYPAUUOTO KOl VILOTO. ZOYVE (PNCIUOTOLEITOL
vy vo copminpocel to OpenGL pe ) obotaon g ypagiknig €000V Kal TNV mapoyn €GOS0V TOL

TOVTIKIOD Kol TOL TANKTPOoAoYiov, apov to OpenGL emitelel povo 1o rendering.

"Eva mouyvidt, mov ypnoponotei SDL dev Oa exteleital avtopota o€ kdbe Aettovpykd cOoTNUA AALY
TPENEL VO VTTOCTEL TEPUTEP® TPOCAPUOYEG. AVTEG HEIDVOVTAL GTO €AAYLOTO, dedopuévou 6Tt SDL
mepl€yel emiong peptka dtaAertovpykd API’s yio cuvnOiouéveg Aettovpyieg mov mapéyovtal amd 10
AELTOVPYIKO GOGTN .
et omns s OP@AGL
geomery | texture | sound (Il Pen

data data data (vertex, tesselation control, tessellation evaluation,
geometry, fragment and compute shaders)

game engine

system calls
9 subroutine
calls

Subroutines

Subroutines
Subroutines

System Call Interface (SCI)

Ewoéva 19: H oyéon g SDL pe éva mayvidt mov ypnoonotel OpenGL yo tepifdiiov Linux.

H obvtaén m™c¢ SDL Pociletor ce cvuvapmoelg kol OAeg ol gpyacieg yivoviol UE TO TEPAGLO
TOPUUETP®OV G€ oLvopTAoElS. Edwég dopég ypnoylomolovvrol emiong yw v amodnkevon
GUYKEKPIUEV@V TIANPpoeopldv mov 1 SDL yperdletar vo yeipiotel. Ymapyouv KATOIES SLOPOPETIKES
katnyopieg mov 1 SDL ypnoiuonotei dwote vo Eeyopilel Tic Asttovpyiec tov cuvaptioewnyv. Ot
katnyopleg etvor Basics, Video, Input Events, Force Feedback, Audio, Threads, Timers, File
Abstraction, Shared Object Support, Platform and CPU Information, Power Management xot
Additional. Ymdpyovuv axdpo kot kamoleg emmAéov PifAiobnkec mov ypnooTOIOvVTOL YO TO
eedikevpéveg Aettovpyieg kot meprhopfavovior oto emionpo moakéto g SDL, ov SDL_image,

SDL_mixer, SDL_net, SDL_ttf kou SDL_rtf.

Kdmowa yapaxtnpiotikd moryvidio mov £xovv dnpovpyndel pe tn ypnon g SDL givor to Unreal

Tournament kor to Angry Birds. Emiong opketd moiyvidio mov HETOPEPOVIOL GE OLOPOPETIKA
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AELTOVPYIKA Ypnoiponotovv og facn v SDL. H SDL 6umg propet va ypnoiponomel Kot yio omiég
EQUPLOYES Ko 600 Topadsiypata eivar ot e&opointéc DOSBox yia 10 Asttovpyikd cvotnuo DOS kot

o VisualBoyAdvance, évag e£opototg yo T popntég koveoreg g Nintendo.

4.3. Game engines
Q¢ Game Engines kotnyoptomolovpe et and toolkits Tov pog emTpémonvy v avamtuén Taryviov Kot

T Sropopomotode and T vwoAouta toolkits kabmg pog Tapéxovv 0,Tt XPelalOIOCTE 08 £va TAKETO
Y®pic 0 ¥PNoTG va ypeldleTal va EYKOTaoTOEL TpocheTta mpoypaupato kot Pifiobnkes dote va
acyoindel pe Pacikd TpAypote TAVEO otV ovATTuEn Tonyviov. Xpnollomolodviol yio avartuén
TALYVIOV Y0 TPOCOTIKOVG VTOAOYIGTEC, KOVOOAEG KOUOMG Kol KvnTég ovokevéc. Ot TumiKég
Aertovpyieg mov Tapéyel Lo game engine mepAaUPivouy pia, unyoving amddoong yio. 5160146 TaTe, Kot
TPLEOLACTATO YPOQPIKE, L0 UNYOVY QUGIKNAG M aviyvevong GOYKpoveons, NYo, GEVAPLY, animation,
TEYVNTA VONUoovvn, JIKTO®MGTN, streaming, oloyeipion uvAung, threading, tomikr vrootnpiEn Kot
vYpaopo oxnvig. Mio game engine Umopei vo ¥pNOLUOTOIEITOL Y10, KGO0 EEOIKEVIEVO GKOTO (TT.X.
physics) povo kol va cvvovaletal pe kdmolo GAAN game engine ®oTe va emiteAecfolv o1 GAAEG
Aertovpyieg mov amattel 1o exdotote matyvio. ‘Etol éva moyviol pmopel va ypnoipomotel akopo Kot £val
cuvdvooud ond game engines. Kabdg Opmg ol dibpopeg game engines ApyLoaV Vo, TPOGPEPOVLY KoL
SDK’s ywa v avamntuoén moryviov, 10te Bempolpe nog éva oet and toolkits pali pe to game engine
Kol OAeC TIG mopdmAgvpeg punyovég eivon pio game engine. Kdbe game engine mepihapfdver péca
yopniov emmédov API’s 6nwg 10 OpenGL 1 10 DirectX. MmopoOv va ypa@Tohv o€ d169p0opeg YADCOES
Tpoypappatiopov onwg C++ 1| Java aAld Ady® SopIK®V S10popidv TV YAMGOMY UTOPEL Vo EYOVUE

SlopopeTikd enineda TPOCPUCTC GE GUYKEKPLUEVES AEITOVPYIEC.

4.3.1. Blender

To Blender[] 1l glvar pia dwpedv kot open-source 3D e@apuoyn YPAPIKOY Y0 TOV VITOAOYLGTY| TOL

YPTCULOTOLELTAL YO T OTLLOVPYI TAVIDY KIVOLUEVOY GYEOImVY, OTTTIKA £QE, TNV T€YVT, 3D TuTOUEVO
povtéra, d1adpacTikég epappoyég 3D kot video games. To Blender mepihappdver 3D modeling, von,
enelepyaoiog raster YpoQIKoOV, TPOGOUOIMGN KATVOD KOl VYPOV EMLPAVEIDV, TPOCOUOIMOT T®V
COUOTIOIMY, TPOGOUOIMOT COUATOS, OKOTEVOT TG Kauepag, eneéepyacia Pivieo kot compositing.
[MopdAinio pe 11c dvvatdTnTeg HOVIEAOTOINONG, OOETEL EMONG O EVOOUATOUEVT] UNYOVA

mayvidlov. ‘Exet Paciotei otig C, C++ ko Python.

O1 Vo Paocikoi tpomot epyaciog sival: Object Mode kot Edit Mode, to omoio evaAldocovial [e 10
mktpo Tab. To Object Mode ypnoipomnoteitol yio v S0ygiplon LEUOVOUEVOV OVTIKEWUEVDV, OTMG
pio povéoda, eved to Edit Mode ypnowomoteitat yio va yeipoywynfodv to Tpayrotikd 0edouéva Tov
avtikeévov. o mopdderyua, n Aettovpyio. Object pmopet vo ypnoipomomnOel yo. kivnon, aAloyn

KMpokag, meEPIOTPOPN OAOKANPOV TOAVYOVIKGOV TAEYUdTOV, ev®d To Edit Mode upmopel va
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¥PMNOILoTOOEl Y10 TO XEPICUO TOV EMUEPOVS KOPLODY EVOG HOVOD TAEYHOTOC. YTAPYOLV €miong
TOAMES GALeG Agttovpyiec, Omwg M Vertex Paint, Weight Paint xon Sculpt Mode. To Blender givan
ovppato pe Linux, Mac OS X kot Microsoft Windows. ®gwpeitoal ¢ omd ta TAEoV SLodESOUEVA
engines, Le faomn to omoio £yovv kataokevaotel TANODpa Tayvidiov 6nmg To Sonic the Hedgehog, to
First Person Game, 1o Dead Cyborg kot to Boro Toro. To engine mopéyel 6ToV TpOypOoUUATIoTH £VOL
gbypNnoTo Kot PLAMkd mepifdiiov, pe po aSldhoyn yKkapo dvvoatotntov. Meta&d avtov sivol:
YrootpiEn Yoo pio. oo YEOUETPIKMOV GYNUATOV, GUUTEPIAAUPOVOLUEVOV TOAVYOVIKA TAEYLOTO,
yYpryopn vmodaipeor empdvelns, Koumores Bezier, empdveieg NURBS, moivdibotateg pmdie,
TOALOTADY  avaAbce®v Ynowkd sculpting (cvumepapfavopévng g OSvvapukng tomoAoyiog,
dnpovpyia yaptdv, remeshing, emovacLUUETPIN, ATOOEKATIGUS), YPOUUOTOCEPE TEPTYPALLLLOTOS KOl

éva véo cvoTNpa LovTeAOToinong Tov ovopdletor B-mesh.

o CETNN RGP P || slee Rendr 3

A Blender 2.5

 Fetures v Ray Traclng
Vishadaws | /| Colce Maroge
¥ Stnriace Sy ¥

Ewéva 20: H sovita Blender mov ypnoyonotei tnv Blender Game Engine

Yrootpiler o mAndopo yeOUETPIKOV oynUdtOv OTmMG KUpTd TOADEDPO, KOLTI, CEAipa, KOVOG,
KOAWVOPOG, KOWOLAN, GUVOLOCUOVG, KOl OTATIKA TPLYOVIKO TAEYLOTO HE AEITOLPYIO CVTOUOTNG
amevepyomoinonc. [apéyel mAnpn vwootpiEn yia T SuvapuKn oxNUATOV, CLUTEPIAAUPOVOUEVOV TOV
AVTOPACE®V OO TIG AVOPTHOELS, EXPPAdOVOELS, TPIPT eAacTiKOV KA. Ecotepikn unyavn rendering
pe scanline ray tracing, EUECO POTIGHO, ambient occlusion TOV PUTOPOVV VA TOPAYOLV YPAPIK( OE
mhpo TOALEG poppég. Mo pathtracer unyovn rendering mov ovopdaletan Cycles, n onoio enweeieiton
and v GPU ywo v anddoor. Axdpo pmopovv va ypnoytorotnfovv kot emmAéov pnyaveg rendering
péom plugins. Ilopéyelr emiong aiydpiBuovg okiaong, epyoieion mpocopoimong yo Soft Body
duvapukn, copmeptlopfavopévng g aviyvevong cvykpovons, LBM fluid, tpocopoinon kamvod kot
dnuovpyios @KeEOVOL pE KOUOTA, &vo oOOTNUE. OV TEPAOUPAveEL VTOoTNPIEN Yo TO WMOAALG Kot

TPOTOTOINTEC Yl EQOPUOYN UN KatooTpentikdv (non-destructive) effects Emiong pog mpoooépet
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python scripting ywo T onpovpyia epyoireiov, TPOTLTOTOINGT, AOYIKN TALYVIOL, EICOYMOYN Kol
e€aymyn amo dapopeticd formats Kot 0LTOHOTOTOINGT SIEPYOUCIOV. AKOUO UG TOPEYEL KOl UEPIKES
PBaocwég depyacieg yio povtal un-ypopukov Pivteo ko Myov. To Blender Game Engine, mov
nepthappaveton poll pe 1o Takéto TV epyaieiov, enttpénel T dnuovpyio stand-alone epoppoydv
TPOUYUATIKOD ¥POVOD TOL KUUOIVOVTOL 0O OPYLTEKTOVIKES AMEIKOVIGEIS £MG Kol TNV KaTookevn video
games OO0V UTOPOVUE VO EYOVUE EAEYYO OE TPAYLOTIKO YPpOVO KOTA TN OEPKELN TN TPOCOUOIMOTg

(QLOIKNG Kot 0mdd0oNG.

."‘" \‘http ‘S V. moonl\no\ com

Ewova 21: To Moonkiroe, éva lcousrpuco 2D noux\/t& dnuovpynpévo pe 10 Blender

4.3.2. Bullet

To Bullet[lz] glvar pio avoyytov kddka physics engine 1 omoia dtabétel 3D aviyvevorn cvykpovonc,

KaOdS Kot SLVOLIKEG OTEPEMV KOl KIVOOUEVOV COUATMV. XPNOLOTOLEITAL OE oy VIOl Kot OTTIKE £QE
oe towvieg. H BipAiodnkn Bullet Physics éxet dnpocievtei amd v zlib licence ko £ygtl ypnopomom el
o€ OpICHEVO EVPEMG dtadedopéva Ttaiyvia , 0nmg ta Toy Story 3: The Video Game, Grand Theft Auto
IV, Grand Theft Auto V, Madagascar Kartz, Deus Ex kot Red Dead Redemption kafdg kot og Tawvieg
tov Hollywood (kot 6yt povo) yuo tn dnpiovpyio edkev epeé tig 2012, Hancock, Sherlock Holmes,
Shrek 4 xa.

IIpocpépel apketég duvatdTNTEG OMMG TPOCOUOIMOT] CTEPEMV KOl OTOTIKOV COUATOV LE GLVEXN
aviyvevorn oOyKpovong, AMota ETOWOV OYNUATOV OTOC oPaipa, KOLTi, KOAWVOPOS, KOVOG Kol
TPLYOVIKO TAEYHO, VTOCTAPIEN eVOLHATOV Yo oopa. Awbéter plugins yio Maya, Softimage,

dvvatotnta evoopdtoong pe to Houdini, Cinema 4D, LightWave 3D kot Blender kot tnv eicaymyn
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ototyeimv physics and 1o COLLADA. To Bullet ypnoiponotleital kot amd apkeTd SIpPOPETIKA engines

Kt toolkits yio Tnv wpocopoinon tv physics 0nmg o Blender, to C4 engine, To jMonkeyEngine ktA.

4.3.3. CryEngine

To CryEngine[13] gtvan o game engine mov oyedidotnke and v eppavikn etarpio maryviov Crytek
pe Péon tig C++ xou Lua. 'Eyxel ypnowonomBel 6e dAovg tovg Tithovg matyvimv (Tng GUYKEKPLUEVNS
eToupiog) pe MV opykn éxdoomn va €xel ypnotpomowmbel oto Far Cry (First Person Shooter
Kuxkhogopiag 2004, pe ekddt v Ubisoft), kot cuveyilel va eviuepdveTol yio vo vootnpi&etl véeg
Kovooleg kot hardware yio T endpeva mayvidla mov avarntuccovv. Emiong, £xet ypnotponombel yia
TOALG Toyvidia omd Tpitovg 610 TAMiGo ToL KabesT@TOg Yoprynong adelidv Crytek, dmwc to Sniper:
Ghost Warrior 2(FPS 2013 pe developer kot publisher tmv City Interactive) kot to Snow(winter sport
mountain sandbox 1o omoio avti T oTypn Ppioketar vrod development amd v Poppermost
Productions). H Ubisoft dwutnpet o fapid tpomomompévn ékdoon g CryEngine and to apyikod Far
Cry mov ovopdleton Dunia Engine, 1 ool yproytomoteiton yuo Tic LETEMELTO CLVEXELES TNG GEpAG Far
Cry. To CryEngine SDK, mov apyikéd ovopalotav Sandbox Editor, etvar 1 tpéyovca £kdoomn tov level
editor Tov ypnoomoteitar yio tn onovpyia emmédwv yro. CryEngine amd Crytek. Awdpopa epyaleio
TAPEYOVTAL, EMIONG, O6TO TANIGIO TOL AOYIGUIKOV, Yio JIEVKOAVVOEIC GE scripting, animation, Kot Tn)
onuovpyio avtikeyévav. ‘Exel ocopmepiinebel ce ddpopa moryviowe g Crytek omwg Crysis
(xvkAopopia to 2007 kot ékdoomn and Electronics Arts) kot Far Cry, kot ypnoiponoteitar evpiémg yio
okonovg modding amd ypfoteg kot fans. To otvd oyedioong divel Eppacn oto peydlo TEPEV KOl O
éva ehevlepo oTUA oYediaonC TPOYPUUUATIOUOD 0mocTOAGV (open world gaming). Emitpéner v
yxpnon tov Asset Objects Kot 0 Tpoypappaticndc yiveton wévo oe scripting language. e avrtifeon pe
toolkits 6nw¢ to UnrealEd, mov ypnoipomotodv pia "apoipetikn” HLopen Kol GTUA oyedioong OV
apaipel TePLoyEg amd Evay KOGUO yepdto ympo, To CryEngine SDK &yet éva otud “npodcbeons” (6mwg
1o Quake II). Ta avtikeipeva npoctifeviar oe éva cuvolo kevol ydpov. H éupacn tov CryEngine
SDK yw duvnrtikd tepdotio (ot Oempio, EKOTOVIASES TETPAYOVIKA YIMOUETPA) E60POC, OTUAIVEL OTL
YPMNOoTOlEl o ahyoplOukn HopeY] oyxediaong textures Kol OVTIKEIUEVOV TOVEO O©TO TOTIO.
Xpnowonotel ddpopeg TapapETpovs Yoo vo kafopiocel TV Kotovour TV textures 1] TOTOVG
PAdotnong. Avtd €xel G 6TOYXO 0 TPOYPALUOTIOTNG VO KEPOIGEL ¥pOVO Kol va kKdvel tnv eneepyacio
TETOI®V PEYOA®V 30OV EPIKTO. AVTO gival SL0QOPETIKO OO OPIGUEVEG LOPQEG emelepynoiag TOV
YPTOLOTOLOVV GLYVA "WEVTIKEG CKNVIKA» Y10 Vo dMGCEL TV Yyevdaichnon tov peydlmv €50QaVv.
Emiong 1o CryEngine SDK £yet ) dvvatotnta, pe To Tatpe vOg Kovumov, va petafel katevbeiov
070 TPEYOV GYE£010. AVTO YIvETUL Y®PIC VO POPTMOVEL TO TToyVidL, KaODC 1 unyavi ToL TaLyvidlow sival
NnoN oe Aertovpyia evtog tov editor. O «waike» @aivetarl péoa oto Tunua 3D tov Editor. O Editor
vrootpilel emiong 6ha to yopakmmplotikd tov CryEngine Omm¢ oynuate kol 1 QUGIKY, scripting,
TPONYUEVO QOTIOUO (CUUTEPIAQUPAVOUEV®Y, GE TPAYUOTIKO ¥pOVO, Kivovueveg okiég), Polybump

teyvoroyia, shaders, 3D 1o, avticTpoPn KIVNUATIKY TOV YOpOKTAPO Kot pui€n animation, Suvouiky
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povoik, Real Time Soft Particle System kot evoopatopévov FX Editor, etepoypovicpévo potiouo,
Normal Maps ot Parallax Occlusion Maps, kot overtuyuévo oapBpmTd GUGTNHO TEXVNTNG
vonpoouvng. H unyovn ypnoiponoleitol kopiog yio eTayyeAUATIKY ovVATTUEN Tayvioy and eTapieg,
maporavtd 1 Crytek éByoaie omnv kukAopopia to 2011 pio dopedv £K600T Yo U1 EUTOPIKN OVATTLEN
moryviov pe 1o d6vopo CryEngine Free SDK.

Ewova 22: To mepipdirov tov CryEngine SDK

Avt ™ otypr| kukhogopet M tpitn ékdoon g CryEngine and to 2009 xat vrootnpiler Microsoft
Windows, Playstation 3, Xbox 360 kow Wii U. Eniong yun to PC mapéyxeton n dvvardotnta yio
avamrtuén Toryvieov miveo og DirectX 9, 10 kon 11. Eniong éyel emonponombel cuvepyasio tng AMD
pe v Crytek yio mpocOnkn vrootipiEng tov Mantle APl otnv CryEngine, yio tnv omoia €yt 1om
avaxowvwbel  avamtuén ¢ emdueVNG KOKAOQOPIog oL OUMC dev Do Pépel KATolov aplOud £kdoomg
KaODC COUPOVA UE TIG OVAKOIVAOOELS TIG ETapiag dgv Ba £yl Kamola opoldTNTA UE TIG TPOTYOVUEVES

UNyavEG Kot Bo 6ToyevEL TTPOG TIG KOVOOAES TNG EMOUEVTG YEVIAG KaOm¢ kot yia high-end PC hardware.

Ewova 23: I'paguca rendered pe v CryEngine
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4.3.4. Rockstar Advanced Game Engine

H B1pAobnkmn Rockstar Advanced Game Engine (RAGE) eivat éva game engine mov avoantoydnke and
mv etapio avémtuéng Prvreomaryvididv Rockstar. To engine éyer ypnoyomombBei oe moAlég
Srapopetikég TAOTEOpLES, Otmg Microsoft Windows, Nintendo Wii, PlayStation 3, PlayStation 4,
Xbox 360 kot Xbox One. To RAGE amoteAei e£éMEn tov Angel Game Engine mov giye ovamtuydei

amo v Angel Studios yw yprion oty €kt yevidg koveolmv (Dreamcast, Playstation 2, GameCube,

Xbox).

Ewova 24: To Grand Theft Auto V givai to tekevtaio maryvidt Tov kavel ypnon g unyovis RAGE

H Rockstar éyel evoopatdoel pepikd ototyeio ond tpitovg otnv unyovi RAGE, 6mwg to Euphoria
Egine yw ta animations ko tnv open source pnyovn physics, Bullet. IIpwv and to Rage, n Rockstar
ypMNoLonolovce g eni 1o mAgiotov to RenderWare Engine g Criterion Games ywo v avimtuén
SpopoVv TITA®V ToyVvidudv, cvurepiiapfovouévon tov ekddcewv g oepdg Grand Theft Auto yw
ta PlayStation 2, Xbox, kot Microsoft Windows. Amd tnv xvxiogopia tov Max Payne 3, to engine
vrootpilel DirectX 11 xon otepeockonucd 3D rendering yio mAat@oppa vroroyioty|. H game engine

gival KAE16TO0 KOIKOL.

4.3.5. Unity

To Unity3D! ¥

etvon éva cross-platform game engine pe evoopatopévo IDE 1o omoio £yel avamtuybel
amo tn Unity Technologies. Xpnoiponotgiton yio tnv avantuén video games ywo web plugins, desktop
TATQOPLES, KOVOOAES Kal QopNTéG cuokevés. H dnpotikotnta tov engine 6tav dAiaée and OS X

game engine e multi-platform.
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H pnyovn ypaeikav ypnoponoiet Direct3D (Windows, Xbox 360), OpenGL (Mac, Windows, Linux),
OpenGL ES (Android, iOS), a1 100kmta API’s (kxovodheg). Ymapyer vmootipién vy
yoptoypdonorn ydptm (bump mapping), yoptoypdonon avtavikiaong (reflection mapping),
TOPOUAAOKTIKY YopTOYpaeNon (paralax mapping), screen space ambient occlusion (SSAQO), dvvapucég
OKIEG YPTOLOTOIDVTAS XAPTEC OKIAG, amOO0GT TPOG T, textures Kot TANPNG 000vN HETETEEPYUOTUEVOV
amotelecpdtov. To Unity emiong vmootnpilel oyxedlooTikd TPOYPAUIOTO KOl ETEKTUCELS, KAOMS
pmopel va vrootnpifel animations and 3ds Max, Maya, Softimage, Blender, modo, ZBrush, Cinema
4D, Cheetah3D, Adobe Photoshop, Adobe Fireworks kot Allegorithmic Substance. Avtéc ot

EMEKTACES UmOpovV va mpootehodv 610 oxEdo Tov Tarvidy Kot vo dayepilovtor péc® g

YPAPIKNG OLETAPY] TOV YPNOTY.

To Unity ypnowomnoiei eniong v yAdooo ShaderLab yia shaders, vmootnpiloviag 1060 INA®TIKO
“TPOYPOUUOTIONO” TOV TPOYPUUUATOV oTabeprg Asrtovpyiag Tov aywyod oco kot shader
apoypappata ypoppéva oe GLSL 1 Cg. 'Evog shader pmopel va mepthapfdvel moAlomiég mapailoyég
KOl Ho. ONAMTIKY EVOALOKTIKY] Tpodlaypar), enttpénovtiog oto Unity va aviyvedoel Tov KaAOTEPO
GLUVOLOCUO YOl TNV TPEYOVOA KAPTO YPOPIKMV, Kl av KovEVag dev elval cuuPatodc, va vravaywpnoet

o€ éva evolhaktikd shader mov pmopel va Bucidcetl KATo YOPOKTNPIGTIKA Y10 TV 0TOd00N.

H unyovn tov moyvidod eivar ytiopévn 6to Mono , to omoio €ival o open-source LAOTOINGT| TOV
NET framework. Ot mpoypoppotiotég pmopovv va  ypnotpomomoovy  UnityScript  (pa
mapopeTponompévn yanooa), C#, 1 Boo (mov éxel o obvtaén gpmvevopévn and v Python). And
v ékdoon 3.0 kot apydtepa, to Unity kukAogopel pe pa mpocappocuévn £kdoon tov MonoDevelop

Y0l TNV OTOGPUAUATMOGT TOV KMOUKA-SCTipt.

To Unity mepihappdver emiong to Unity Asset Server - o A0on €Aéyyov €kOOGEOV Y10, TOLG
TPOYPOUUATIOTEG LE EUQOOT) oTO assets kot Ta scripts. Xpnoyonotel PostgreSQL mapacknviakd, Eva
GUGTNHA MOV TTOL ival evempotouévo otn Pipiodnkn FMOD (ue duvatdmra avamapoaywyng Ogg
Vorbis coumiespévou 1yov), avamopaywyn fivieo ypnoponowwvtag 1o Theora coder, pio pnyovn y
T0 TePEV Ko TN PAAotnon, esvoopotopévo lightmapping kol maykoOcHo @oTICHO, SIKTO®ON

multiplayer ypnoiponowdvtag RakNet, kot evoopotopévo mAEypato TAONYNONG.

To Unity vrootpiletl v evooudtmon toryviov e moAATAES TAaTeOpues. Méca og €va project, ot
TPOYPOLUUATIOTEG UTOPOVY VO, KAVOLV export T0 Toiyvio ©€ KWNTEC GULOKEVLEG, TPOYPUUUOTO
nepmynone oto Web, vtoloyiotég kot koveores. Emiong enttpénetl va kabopicovue v coumicon tov
textures kaBmg Kot Tig pubuicelg avaivong yio Kabe TAatedpua mov vTooTnpilel To Tayvidl. Xfuepa
oT1g vootNpLopeveg TAaTEOpueS TtepthapPdvovtal To BlackBerry 10, Windows Phone 8, Windows,
Mac, Linux, Android, iOS, Unity Web Player, Adobe Flash, PlayStation 3, PlayStation Vita, Xbox
360, Wii U ko Wii. Ilpoceymg 0o meprhappdvovtor to PlayStation 4 kot Xbox One. To Unity €xet
eniong evoopotopévn vroompién yuo v pnxavry PhysX @uowng tg Nvidia (mpomv Ageia) pe
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TPoOcheTn vIOGTAPIEN YO TNV TPOGOUOIMON G TPUAYUATIKO ¥pOVO Yylo ray cast, Kol T0 GTPMUOTO

ovykpovonc. To Unity 4.3 gionyaye vroompién yio t unyovn evowng Box2D ywo 2D moyviduo.

H tpéyovca ékdoon tov Unity givan 1 4 ko dmog kot ot tponyodpeves eKOOGELS, TepAapuPdvel TOAAEG
EVNUEPDOELS UE EMTAEOV YOPAKTNPIOTIKA TOV KUKAOPOPOVV HETA TNV NuUepoUnvia, KukAopopiag Tov.
[eprrapPaver vroompién DirectX 11 kor Mecanim animation, Emiong yw Tig Kivntég ocvokevég
wepthapPaveTar vTooTAPIEN OKIOV TPOYUATIKOV Y¥povov, skinned mesh instancing, tnv dvvatotnTa
YPTOULOTOINCNG KOVOVIKGV YOPTOV KATA TN OMUOvPYio YOPTOV POTEWVOTNTOG Kol VO OVOVEMUEVO
profiler ypapwaov. Akoun 1o Adobe Flash deployment mpocOeto kvkAopdpnce pe 1o Unity 4.0.
[Tepthappdver emiong pa véa emloyn yio. export watyviov oe thotedpueg Linux. Eve 1o mtpdcsbeto
umopel SLVNTIKE VO AELTOVPYNOEL PE dAPOPEG LOopPEG Tov Linux, n avdmtuén eotialeton Kupimg 6To
Ubuntu ywo v mtpotoPaduio €k6061 Tov. AVTA 1 EXLOYY EYKATAGTOOTG TAPEYETOL GE OAOVG TOVG
Unity 4 ypfoteg ympic emmAéov K66T0¢. Mnyoavikoi and v etaipio Unity cvvepydlovrol pe tnv
Ubuntu ywo ta woyvidlo. Emiong emd tv €kdoon 4, to Unity Aeitovpyei oe cuvepyacio pe to
Facebook dote va avamtuyBodv ot duvatdTNTES TG KOWOVIKNG TAATEOpHaS pécsm tov Unity Web

Player.

To Unity 5 mov kvkho@opnoe tov Mdptio tov 2015 tpocbétel apketd véa yapaktnplotikd 6mwg high-
end shaders, global cross-platform @®TIGUO G€ TPAYHATIKO ¥POVO, Hiot VEQ VANPECIH SLAPNUIOTG
yvoot o¢ Unity cloud, evnuepopéveg dvvatdtnreg nyov kat vrootpién WebGL. Eriong, yio mpo
©opa 1o Unity mpocpépet évav 64-bit editor pe v €kdoon 5, mapéyoviag Eva moAv mo oyvpd IDE.
Yrdpyovv 600 KOpieg ddeteg yia Tovg mpoypappatiotés. Ta Unity Free kot Unity Pro. To Unity Free
giva puoIKa dwpedv evd 1 ékdoon Pro e kootog 15008 £xet apketd TpoOGheTA YOPUKTNPLOTIKA, OTWG

render-to-texture, occlusion culling, kafoAiK6 OTIGUO KOl EPE TOL post-processing.

®
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Ewova 25: To mepipdirov avamtuéng maryviov tov Unity
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Ta mieovektiuata mov pag npoceépel to Unity eivon 6t1 vrootnpilel multi-threading, amoxpidmtel
OpKETO oNueio KMOKO Kol TOAVTAOKOTNTAG TAPEXOVTOAS UOG £VO TPOCEYUEVO OVTIKEWEVOGTPAPN
nepPdAlov, eivar €0Kolo GTO HEGO YPNOTH, KOOMG LIAPYEL TPOGPACIHO Kol OPKETH EVEMKTO
documentation, ta maiyvia pwopovV va, yivouv extract yio S1popeg TAATQOPUES, dix®S LETATPOTN TOV
source code, mepiéyel physics, VPEC, TEPEV Kol OKIACELS £TOUO YO TO OVTIKEILEVA GTOV KOGLO,
emutpénel v dnuovpyio t6so 2D 6co kot 3D moryvimv, vrmootnpilel animations kot £xgl KOAN
cuvepyacio pe animation application, vmépyel duvarotnTa Katackevng online (interactive) matyviov
Kol emiong pog mopéxel mAnfopa and Assets (oviikeipeva Tov KOGHOVL), eite étowa glte amd TO
SwdikTvo, Ta. omoiet HTOPOVUE VAL YPTGLLOTOGOVUE GE éva Taiyvio. ATO v GAAN pePLd KATO
Baocwd perovektipata tov eivon g amotekel Papvd yio 10 cHoTUA (XPNOLUOTOEL TOAAOVS TOPOLG
TOV VTOAOYIGTIKOV GLUGTHHOTOG), aKPPO Yo oyopd TG EMAYYEAUATIKNG £KOOONG KOl KOTA GUVETELN
YUl EMAYYEALOTIKY EVOTYOANGT OTNV avATTTLEN TayvimV Kot Elval TEPLOPIGUEVEG 01 YAMGGES Y10l SCript

(amovoio C++).

Ewova 26: Deus Ex: The Fall, yio Windows, Android kot i0S, dnuiovpynuévo eEolokinpov 6to
Unity

4.3.6. Unreal Engine

H Unreal Engine givon pio and T1g mo dnpoeiing unyovég mayvidov, mov avartoydnke omod tnv Epic

[

Games 15]. Xpnowonomnke 1 apyikn e ékdoon 1o 1998 pe 1o first person shooter (mpmrtov

npoocdnov) waryvidlt Unreal. Av kou avartdydnke kupiog yia first person shooters, £xet ypnoipomoindei
pe emruyio og diGpopa aAla idn, copneptropPavopévov Stealth Tayvidie, MMORPG’s, ka1 RPG’s.
Eivar dnuovpynuévn oe CH++, dwbéter vynio Pobud eopnrotnrog ko givar €va toolkit mov

YPNOLOTOEITAL 0Td TOAAOVG TTPOYPOUUOTIOTESG TOLYVI®MY GTIUEPO.
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Ewova 27: 'Eva detypa ypagik®v mov pmopel va amoddocel 1 Unreal Engine 4

H tpéyovoa éxdoon ivar n Unreal Engine 4, oyedioouévn yio ypion pe 1o Microsoft DirectX 10-12
v oo Windows, Xbox One kot Windows RT, OpenGL yio OS X, Linux, PlayStation 4, i0S, Android
kot Windows XP ko JavaScript / WebGL yio HTMLS Web browsers.

Kvkhopdpnoav dradoykd ot ekdodoerg 1, 2, 3 kan 4 1o 1998, 2002, 2006 kot 2009 avtictorya. H tpim
éxdoon tng Unreal Engine, mopoAo Tov NTov 0pKeTE VoL T Y10 TOVG TPOYPAUUATICTES VO SOVAEYOLV
v, 1 ONUOCIOTOINGCT TALYVIOV KOl 1) TOANGY TOVG HTAY OTOKAEICTIKA Y10, TOVG KATOYOVS AOELNG.
Iaporoavtd n etapio kukAoeopnoe éva dwpedv SDK 1o 2009, kabopilovrog (kat amerevbepdvovtag
GYETIKMOG) TOVE TEPLOPIGUOVG TAVD TNV OolfeotudTTe. KOl TNV TOANGN Totyviov dnuovpynuéva
amd tpitovg mpoypoauuatiotéc. [Mavemommuio, etoipieg, KOPEPVNTIKEG OPYOVAOGELS, OKOUO, KOl
OTPOTIOTIKEG OPYOVAGCELS €lvan kdTtoyxor ¢ adewg Yo ypnon tov Unreal Engine 3. Mepwd
mapoadeiypata eivon 1 Warner Bros, 1 Sony Pictures Entertainment, to FBI, 1 NASA, o auepikavikog

otpatds, o Kvelikdg oTpatos, K.o.

H tétapt éxdoon g Unreal Engine Ppiokotav vwd avamtvén amd 1o 2003 ko vmootpilet
Windows, Linux, Mac OS X, Wii U, Playstation 4, Xbox One, Nintendo 3DS, Playstation Vita, i0OS
ka1 Android. OAa ta gpyoieio TG game engine pmopovv vo dtotebodv o€ ¥pnoTeg LEGM EVOC VEOD
UOVTEAOL HAPKETIVYK TNG ETOIPIOG M 07010 TOAUIOTEPE, TOAOVGE TNV ASED, XPNOTNG TNS UNYAVIS Yid
gKoToppdpLe SoAGPLO. ZVYKEKPIUEVL HEC® Uiag cuVOpoUng kKOaTovg 19 dolapicv Tov ufva, cuv éva
5% tov kepdmdv omd kibe eumopikn epoppoyn mov dnuovpyndnke ue v Unreal Engine, o
0T010GONTTOTE UIOopeEl va. el TpocPacn o€ OA To. gpyolreio, KoOMG kal 6OA0 Tov mnyaio C++ KOIKA.
Amo tov Zemtéuppro tov 2014, n Epic Games dwabéter tnv Unreal Engine 4 dmpedv yio oyoieio Kot
TOVETOTN UL, KOOMG KOl TPOCOTIKEG KOMES Yo HOONTEG TOL ToPUKOAOLOOVV  EyKEKPLUEVO
TPOYPAUUATO, OVATTUENG TOLYVI®V, EMGTAING VIOAOYIGTMY, TEXVNG, OPYITEKTOVIKNG, £E0UOIMONG Kot

OTEIKOVIOTG.
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4.3.7. XNA framework

To Microsoft XNA eivat éva guvoro gpyodeiov pe Eva dtayeplopevo mepiPdilov xpovov exTéLECN
ov mapéyeTot omd T Microsoft yio v avamtuén kor ™ dwayeipion Prvreomayvididv. To XNA
Baoileton otig ekdodcelc Tov .NET Framework mov tpéyovv o Windows, Windows Phone kot Xbox
Kol amevBOVETAL GE TPOYPOUUOTIOTEG TOL EVOPEPOVTAL KLPI®G Yo Tn Onuovpyio grappidv
TALYVIOV TTOL TPEYOLY GE JAPOpPeS TAUTPOPUES NG Microsoft. Mzmopel v ypMoUYLOTOGEL Lol
mnbmpa amd game engines (Sunburn Game engine, Torquex, Visual3d.net x.0.) kot emiong eivon M
Bacwn mlotedpua yioo to Xbox Live Indie Games. Agv Ba 1o yopaktnpilope og game engine avto
KafeanTd OAAG OmO TN OTIYUN 7OV HOG TPOCQEPEL TN OLVOTOTNTO YPNOLUOTOINGNG TOAADV
SpopeTik@v game engines poll pe évo TANPEG GOVOLO epYOAEi®V, TOTE AVIAKEL OTIV DYNAOTEPT

Katnyopio 06OV apopd TV ovamTuén Toryvioy.

To Microsoft XNA Framework Baciletor otnv eyyevn epappoyn tov .NET Compact Framework 2.0
vy v avartoén matyviov oto Xbox 360 kot to .NET Framework 2.0 yio Windows. [lepthaupdvet
€va eKTETAUEVO GUVOAO oo PiPpAtodnieg, €101KA Yoo TV avarTuén Ty vidldy, Yo va TpomOndel 1
UEYIOTN EMOVOYPNOLUOTTOINOT KMOWKA 68 OAES TIG TAATQOPUEG-0TOYOVG. To framework tpéyel og pia
€xdoom ¢ kowng ektéleong YAdooog (Common Language Runtime) mov €yel feltiotomombel yia
gaming ywo va wapéyel Evo dtayeplopevo mepifdriov ektéleong. To runtime eivon dtafécipo yo ta
Windows XP, Windows Vista, Windows 7, Windows Phone kot Xbox 360. Aedopévov 6t1 T XNA
oLy vidlo ypaeTnKay yio runtime, UTopovyv vo TpEEOLV GE OTTOLONTOTE TAATPOPUE. TTOV LITooTNPilEl
10 XNA framework pe eidylotn 1 xor kopio tpomomoinon. Ta motyvidle wov AEITOLPYOLV UE TO
Framework pmopobv teyvikd va ypagtodv oe omoradnmote yhwoca cupfotn pe o NET aAld povo n
C# o010 XNA Game Studio Express IDE ka1 0Aec Tig exdooelg tov Visual Studio 2008 xor to 2010

vrootpifovron emionua. Erxiong to 2011 npoctédnie vroompién yia to Visual Basic .NET.

YNA Eramewonrle

Layers

Games Starter Kits Content Components

Extended

i ' ' . 2
Framework Application Model Content Pipeline

AT Graphics Audio

i
Platform Direct3D N xineuT XCONTENT

— 00000
e | {NA
Legend XNA Provides You Provide Col y y 4 A

Ewova 28: Ta enineda ota onoio Aettovpyel o XNA Framework
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To mep1BdALov TPOYPAUUATICUOD Y10, TV avATTLEN Tatyvidlmv TTov Tepieyetal 6to XNA framework,

givar 1o XNA Game Studio. [Tévte avabBempnoeig £xovv KOKAOQOPNGEL HEXPL OTIYUNG.

To XNA Game Studio Express, n tpmtn €kdoon tov XNA Game Studio, mpoopildtav yio gortntés,
YOUTIGTEG Ko aveEAPTNTOVG TPOYPAUUATIOTES Toyvididv. ‘Htav dabéoyo wg dwpedv download. To
Express mopeiye Pacikd epyodeio yio v Toyeion avanTuén CUYKEKPIUEVAOV EWOMV TOLYVIODV, OTMS 1)
AL Vio TAATEOPUOG, GTPATNYIKNAG, Kol TPOTOV TPOoo®hTov. Ot TPOYPUUUOTIOTES UTopodoay Vo
dnuovpynocovy moayvide yioo Windows dwpedv pe to XNA framework, oAdd yuo vo tpé€ovv ta

mayvidla Tovg yio To Xbox 360, O mpénet vo katofdAet Eva €TNo10 TEAOC TV 99 dolapimv.

To XNA Game Studio 2.0 kvkho@dpnoe 1o 2007 Ko giye v wavotnta va ypnopomoindet pe OAeg
TIg exdooelg tov Visual Studio 2005, pe éva API diktdwong ypnoomowwvtag to Xbox Live ota

Windows ka1 to Xbox 360 kot kaADTEPO YEPIGUO TNG GVOKELNG.

To XNA Game Studio 3.0 enétpene Vv mopOy®yn TOLXVIOIOV Yo TV TAATEOpuo Zune (pio amd Tig
peyoditepec amotuyies ¢ Microsoft) kot mpdcbete vmootpiEn vy v Kowdtta Tov Xbox
Live.Ynootpile C# 3.0, LINQ ko1 oyeddov OAeg Tig ekdooelg tov Visual Studio 2008. Alda
yopaktnplotik@ Tov XNA Game Studio 3.0 fjtav emiong Aettovpyic SOKIHMAGTIKNG €KO0OTG Yo TO
mayviolo (trial versions 11 demos) 7OV EMETPEME GTOLG TPOYPOUUOTIOTEG VO TPOoHEGouy N va
aPaIPEcOVY EDKOAN O1GQOPa YUPUKTNPIOTIKG Yior To. oy vidlie tovg, Xbox LIVE yopakmmpiotikd
TOAAMUTADV TTOIKTOV, OO TPOCKANON TAIKTOV KOTE TN SIIPKELN ¥pHoNS TOV Tatyviov, dnuovpyio
oy vidlov cross-platform yio ta Windows, Xbox 360 kot Zune k.o. Mo avavempévn €kdoor|, 10
XNA Game Studio 3.1 kvkAo@dpnoe to 2009 kot wephauPave vrooTPIEN Yo avamapoywyn Pivieo,
éva avabeswpnuévo API qyov, to cvomuoe Xbox LIVE PARTY kot vroompién yuo ypnoiomoinon
Xbox 360 Avatars.

H televtaia peydin éxdoon tav to XNA Game Studio 4.0 Tov kukAOQOPNGE GTNV TEAKT TOV LOPPN
70 2010. IIpdécbeoe vrootpién yio Ty TAoteopua Tov Windows Phone (cvumepiiapfoavouévng g
3D emutdyvvon VLAKOV), Tpodil vAwkoy v to framework, pvOwilopevo eQé, EVoOUATOUEVO
AVTIKEIUEVO KOTOOTACE®DY, PUOU®TA YPAPIKA Kol TPOCAVATOAIGUO, cross-platform kot multi-touch
gl00ymYN 0e00UEVAVY, SLOYEIPIOT HIKPOPDVOL KOl pLOMIGTIKO avomapaymyng Yo, Kot cupupatodtnta
ue to Visual Studio 2010. Tov Oktdppro tov 2011 xvkhopopnoe pio, pikpn avavémon, 10 XNA Game
Studio 4.0 Refresh n onoia Tpocébece vroompign yia to Windows Phone 7.5 (Mango), vroompién
yw Visual Basic, kafd¢ eriong kot dtopbmaoeic cpoipudtov. H Microsoft £xel €énavoe va vmootnpilet
avt] v €kdoon Tov XNA tov Azmpido tov 2014 wou mhéov dev vmApPYOLV GYESLO Yo Vo

anelevbepiosel Tepatépm ekdOGELS TG TAATEOPHOG XNA.
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4.4. Aovtég YvOGTEG pyarerodnkeg

4.4.1. Anvil

To Anvil givon pio pnyovn moyvidod mov dnpovpyndnke to 2007 and v Ubisoft Montreal o
ypnon oe Microsoft Windows, PlayStation 3, Xbox 360, Wii U, PlayStation Vita, Xbox One kot
PlayStation 4. Xpnoiponomfnke and 101e 08¢ OA TO moyvidwa tng oepdc Prince of Persia kot

Assassin’s Creed pe cuveyeic fertimoelc.

4.4.2. IW Engine
H IW engine etvar pa pnyovi mogvidod mov ovartdydnke and v Infinity Ward ywo t cepd Call
of Duty. 'Eyetl ypnowonom0ei and v Infinity Ward, Treyarch, Raven Software, kot Sledgehammer

Games. Ta véa g apaktplotikd tapovoidloviol og Kabe véa kdoor tov matyvidiov Call of Duty.

4.4.3. Source Engine

H Source Engine givan pia 3D pnyovn Prvteomoryvididv mov avortdydnke and v Valve Corporation.
Ta mpdta moyvidwe mov v ypnoyomoincav nrav to Half-life 2 kot 1o Counter-Strike: Source 1o
2004, ko and PpiokeTon oe cvveyng avamtuén. L1dxog TG €lvar yuoo xpnon o€ Toyvidlo TPATOL
TPOCAOTOV, aALl €xel ypnolpwomomBel emayyeAloTikd Kot ot ovAmTLEN ToyVioV OLPOPETIKMOV
katnyoplov. Iapéyer vmootpién v Windows, Linux, Mac OS X, Xbox 360, Playstation 3 kot
Android.

4.4.4. id Tech 4

Avantoyfnke and v id Software kot ypnoyomomdnke mpotopykd oto Pivreomaryvidr Doom 3.
Yyeddotnke amd Tov John Carmack xon facileton oto OpenGL. "Exetl ypnoomombei eniong yio v
avantuén tov Quake 4, Prey, Enemy Territory: Quake Wars, Wolfenstein kot Brink. Yrmootnpilet
Windows, Mac OS X, Linux, Xbox, Xbox 360 kot Playstation 3. Eivor mAéov avoiytov kddua Kot
KUKAOQOpPEL Kot 1 TEUTTN £KOOON TNG, KAEOTOV KMOWKa, e TV omoio Egovv avamtuybeil ta Rage,

Wolfenstein: The New Order kot The Evil Within.

4.4.5. MT Framework

Hekivnoe vo avantocoetar and v Capcom to 2004 won vrootnpiler Playstation 3, Xbox 360,
Windows, Wii, Wii U, Nintendo 3DS «xot Playstation Vita. ‘Exet ypnoyomombei ota moyvidia
Resident Evil 5, Resident Evil 6, Dead Rising, Lost Planet, Devil May Cry 4 k.a.

4.5. Xovoyn keparaiov
Xe auTd TO KEPAAOLO TOPOVGLAGULE KOl OVOADCOLE TIG KLUPLOTEPEC EPYALELODNKES OGOV aPopd TV
avamTLEn  YPOPIKOV Toyviov Kol JlEmaQ®V, o  Oldeopa  EMMESD  AQUIPEONS, YAMGCMV

TPOYPOUUATIOUOD  KOOMDG Kot VITooTNPLOUEVOY TAATOEOPU®MY KOl AETOLPYIKOV GUGTNUAT®OV.
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[Mopatnpodpe 61t Egovpe pio TANO®PO. EPYUAEI®Y TOL UTOPOVUE VO YPTCUYLOTO|CGOVLE AVAAOYO TOVG

EKACTOTE GTOYOVG KOl OMOLTACES MOG. XTOV Tivaka mov 0koAovbel mapovcidloviol cuVomTIKG Ol

EPYOLEIODNKEG TTOV AVOPEPON KOV GTN CLYKEKPUUEVT] TTUYLOKT].

Toolkits/Fram
eworks

Allegro

Android SDK

Anvil

Blender

Bullet

CryEngine

DirectX

id Tech 4

Erninedo
Agaipeong

Low-level

I'oooa

Ylomoinc Tpoypappa YuI(I);:‘: p;@(’)u:vag AL
n TI6p00 POppES
C. Cit C;’ (l'jl+r-|1-1’ L]l:'l)a’ Windows, Linux, Avotytov
. cheme, &, 0S X, DOS Kb
Go, Python
. Avouytov
Java Java, C, C++ Android X
KoK
Windows,
Playstation 3,
Playstation 4, i
- E
C++ Playstation Vita, Hropticn
Wii U, Xbox 360,
Xbox One
Windows, Linux, Avorytob
Pyth
Gt ython OS X, Solaris KOOKO,
Windows, Linux,
08 X, 108, Avorytod
C, C++ C+t Android, o wa
Playstation 3, Xbox
360, Wii
Windows, Linux,
10S, Android,
Playstation 3,
E ,
Ct Gt Playstation 4, Xbox Hoptah
360, Xbox One,
Wii U
C. Ct+. Ct Windows,
VB net Dreamcast, Xbox,
- Visuai Ba’sic Xbox 360, Xbox Mkt
One, Windows
K.0.
phone
Windows, Mac OS
Cit C++ péow X, Linux, Xbox, Avorytod
DLL’s Xbox 360, KOO

Playstation 3
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) Objective- C, C++, iPhone, iPad, iPod
OS SDK E g
! C Objective-C | Touch, Apple TV Hopteh
Windows, Mac OS
X, Playstation 4,
Xbox One
IW Engi -- -- 3 E g
fgine Playstation 3, Xbox HIopten
360, Wii, Wii U,
Playstation 2
Avorytob
Java 2D Java Java Cross-Platform )
KOO,
Avorytob
Java 3D Java Java Cross-Platform )
KOO,
. Avorytob
JMonkeyEngine Java Java Cross-Platform ,
KOO,
Avorytob
Jogle Java, C Java Cross-Platform ,
KOO,
ZUoTHHOTO LE Aev &vel
Mantle Low-level -- -- AMD «épteg X ,
i OVaKOWVOOET
YPUPIK®V
YvoKkevég mov Oa Ay £vel
Metal Low-level -- -- vrootnpifovv i0S % ,
8 avakovmBel
Playstation 3, Xbox
360, Windows,
MT Framework -- -- Wii, Wii U, Epmopuc
Nintendo 3DS,
Playstation Vita
C, C++, CH#,
Java, D,
OpenGL Low-level -- Python, Cross-Platfom Mkt
Visual Basic
K.0.
Windows, PSP,
Playstation 2,
Playstation 3,
RAGE - - E g
Playstation 4, Wii, Hroptin
Xbox 360, Xbox
One
SDL C C, C++, Linux, Windows, ,
A
Pascal, Mac OS X, VORLEOD
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Source Engine

Unity

Unreal Engine

XNA
Framework

Python, C#, Android, i0S, KOOK
Lua, Vala, FreeBSD, Haiku
Genie
Windows, Mac OS
C++, X, Linux,
C++ Squirrel, Playstation 3, Epmopwn
Lua, Python Xbox, Xbox 360,
Android
Windows, Linux,
Mac OS X,
Playstation 3,
R D s
B JaV;S;:(I)’lp b Xbox 360, Xbox HTopteT
One, Wii, Wii U,
Android, i0S,
Windows Phone,
Blackberry
Eumopiwkn pe
C++, C#, C++, dwpedv to
GLSL, Cg, | UnrealSCript Cross-Platform SDK vy pun
HLSL , Java, EUTOPIKT)
xpnon
C# ko
omOo1001ToTE Windows,
C# NET Windows Phone, Aopedv
cupPom Xbox 360, Zune
YADGOW
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S. Yromoinon — IIpocéyyion

H doun tov moaryviov mov vAomoteital 6T GLUYKEKPLUEVT TTTLYIeKN vioBetel To povtéro client-server
ka1 aflomolel o mpooéyyion mov Pociletor oe poviédo (onA. model-based perpective). Ola
mapdyovtar omd €va unified Ul specification ko o cuyypoviopog €yysrtal oty Bacn g npondnong
APMNPNUEVOV YEYOVOT®V TANPOG OMEEAPTNUEVOV Ot TO, Semantics Kol TO GUVTOKTIKO TG dtemapng. O
server pog onpovpynuévog o Java, ypnoytomotet sockets yia tnv emkowvmvia pe toug client. O évag
client pog glvan onpovpynuévog oe Java Kot ekteleitol amd Tov VITOAOYISTH| €v®d O GAAog client
ekteleitar og mepPdAlov Android. O server pog @uoikd dev pog mepopilel 6Tovg THTOVG JETAPDV
v dvo client kot €161 pmopel va ypnoponombet gite pe dvo clients and tov vroloyioty, gite pe dVO
clients Android. ['la v avémtuén TV pappoydv ypnoiporomnkay ta Netbeans, yio Tov server Kot
mv dlemoen tov vmoloywot, kol to Eclipse v ) Oiemagn Android A0ym 1tng evkoAiog Kot

oupuPaTOTNTOG TOV Hog TapEYEL Yio ovamtuén yio Android mepiBdiiovra.

-
Clie.ntThread -1 Client - 1
in Sener
S
E Client Thread -2 <
ient Thread - g ¥
R in Server e = 2
v AL
E
R o
Clie.ntThread -3 Client - 3
in Senver

Ewova 29: To povtéro Client-Server

5.1. Server
Onwc mpoavapépbnke, o server glvar vAomompévog o YAMooo Java Kot 0 AOyog NG €MAOYNG NG
GUYKEKPIUEVIG YADOGOS TPOYPAUUOTIGHOD €lval 1 cLUPatdtTnTo OV LRAPYEL PE TO AELTOLPYIKO

Android. O server nepihappavetl 0o kKhaoels, Tig SoccerServer kot DemoClient.

SoccerServer: H yevikf] Asrtovpyia g kAdong givor va avarapBaver Ty Aqym kot v tpomdonon
TOV UNVOUATOV GTOVG TOPUANTTEG. YAOMOWUUE évo oTtypuotumo tng ServerSocket kAdong mov
‘KOUTael €va GUYKEKPLUEVO port, TO OToio HOALG Ppel GUVOEST 6TO port TNV dEXETOL Kot Tapdyst Eval
avtikeipevo tng KAdong socket, 6mov mepviEtal oG Opiopo oty viomompévn kidon ClientHandler

(Ewova 30 kot Ewova 31). H ClientHandler enexteivel nv kidorn Thread ko givor vrebBovn yio v
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amooToA kot ANym dedopévav. Me 1o mov dnpovpyeiton to otrypotumo ¢ ClientHandler pe to
socket og mapdueTpo, avoiyovpe pia input Kot pio output cvvdeon. To kdbe ppvopo Tov Aappdveton
amd 1o server (ektog tov ID), amootédeTon oe OAOVG TOVE TOPUANTTEG OV Ogv €youv oo ID. Ta
dedopéva Tov AapPivovtal Kol amocTEALOVTIOL EIVOL Ol CUVTETAYUEVEG TNG UTAANG KOl TOV TOKTOV
€VOG EIKOVIKOV YNTESOL, TO OT010 OEV PAIVETOL AALG YPT|CILOTOLEITOL Y10l TOV GMGTO GUYYPOVIGUO TOV
clients. Ot ovvtetayuéveg mov amootéAlovtal omd tovg clients petatpémovion amd to pixels tov

YNTEGOL TOL EKAGTOTE client Ge PHETPA TOV EIKOVIKOD YNTESOL TOL YPNGLOTOLEL O Server.

class Clienthandler extends Thread {
BufferedReader in;

PrintWriter out:
String ip = "";

Clienthandler (Socket c=) {

try {
ip = cs.getRemoteSocketlddress () . .toString():
in = new BufferedReader (new InputStreamReader (cs.getInputStream()))
out = new PrintWriter (cs.getCutputStream(), trues):

} catch (IOException ex) {
ex.printStackTrace():

@Override
public void ron() {
try {
String abstractWidgetId = in.readLine().trim():

if (!registry.containsEey(abstractWidgetId)) {
ArrayList<Clienthandler> handlerList = new ArrayList<Clienthandler>():
handlerlist.add (Clienthandler.this);
registry.put (abstractWidgetId, handlerList):

Ewova 30: H khdon ClientHandler

} else {
registry.get (abstractWidgetlId) .add (Clienthandler.this) ;

} catch (ICException ex) {
ex.print3StackIrace()

while (true) {

try f{
S5tring receivedMsg = in.readLine ()’
System.ocut.println ("receivedM=sg= " + receivedMsg):;
String rovdibstractWidgetId = receivedMsg.split(™)' WMol
ArraylList<Clienthandler> handlerlist = registrv.get (rovdibstractWidgetId);
for (imt i = 0; i < handlerlist.size(): i++) {
if (handlerList.get (i) !'= this) {

NITYILT) g

handlerLi=st.get (1)

} catch (ICExXception ex) {
ex.printStackTrace () :

Ewcova 31:H khdon ClientHandler
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IMa v mpocwpvi) amobnkevorn Tov sockets viomoteitan Eva aviikeipevo g KAdong hashmap to
omoio €xel mpmTO OpIcpa €va string mov aviikatortpilel Eva unique ID kot g dgvTEpO OpIGHOL pia

dvvapukn Alota (arraylist) amd socket connections.

HashMap<String, ArrayList<Clienthandler>> registry = new HashMap<String,
ArrayList<Clienthandler>>();

To mpdTo e1oepyoduevo pnvopa amd éva Client glvar to ID t0ov, T0 000 MpooTiBetan oto hashmap
pali pe to socket. Xty mepintwon mov 1o ID vmdpyer MOn oto hashmap tote mpootiBeton ot

duvapukn Alota to emmAéov socket.

DemoCLient: Ylomoiei éva graphical user interface (GUI), émov pmopodue va glodyovpe to ID evig
KT Kol TIC GLVTETAYUEVEG OV BElovpe va petakivnbel o maiktng. Zvvoéetal [LE TO server UE T

Ponbela evdg socket. Xpnoomnoteiton yio debugging.

&) | = | B |t

b#02|5|player :b#02_positionX = 12.D|_position‘r’ =220

sena | |

Ewova 32: To mapdBopo tov debugger pog

5.2. Java Client

H d1emapn yo. Tpocomikd vwoAoylot ivol vAomomuévn o€ Java. Xxomdg pog eivorl po 16otdotat
g€opoimon evog modocEUPLKOD TALYVIOIOD Kol GUYYPOVIGUOG Hécw Tov Server pe tov Android Client
péom pog TCP ovvdeong. Ot KAGoELg TG UTAAOC KOl TOV TOO0GPAIPLOTH UETATPETOVY TO pixel g
006vng mov kataAapPdvel to yNmEdo, o UETPO EVOG EIKOVIKOD YNMEOOL KOL OTNV GULVEXELN TO
amocTEALOVY GTOV Server, MGTE e TN GEPA TOL Vo, To. oteirel otov dAro Client. Agv ypelalOHacTE Y10
Ao ovTikeipeva, O10TL N UrdAo, Kot 01 Tod0GQaPloTég gival ta udvo dtadpactikd aviikeipeva. Ot
T000COUIPIOTEG Kot 1 UTAA, TO SL0dPACTIKA oG OVTIKEIPEVE, amootélhovy Eeymplotd 10 Kabéva,
omote yivel ahdayn tng Béomg Tovg, T véa BEon Tovg oToV Server, APov TPOTA EYEL LETATPUTEL 1 VEQ
0¢om and pixels o€ HETPA TOV €IKOVIKOV pog ynmEdov. Ot cuvtetayuéveg otéAvovtal pécw Socket otnv
avtiotoyyn Port Tov Server. Akopo vrdpyet Eva Socket to omoio d€xetan GuvteTaAyIEVEG AO TO Server,
o€ ovykekpévo Port, petotpémovtol o pixels Tov ynmédov, Kol otTr ocuvvéxew mpowbel Tnv
TANPoeopic. oTr UTGAC 1 OTOV TOJOCPALIPICTH] OTOV OMOi0 OamevBuvetal, HE AmOTEAEGUA TNV

petaxivinorn tov S100pacTIKOD OVTIKEILEVOD.
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Kabe opddo amoteleitor amd €vieko mAiKTES, €K TOV ONOI®V 0 €vog €ival o TeppoTo@LAaKoc. Ot
TAKTEG TN OUAOAG TOV YEPLOUOOTE LETAKIVOOVTOL [E T PEAAKIO TOV TANKTPOAOYiIOL, KAVOLV UG
pe to “Shift”, covt ue to “Delete” (ue eupavion evog deiktn dOVAUNG TOL GOLT, TOL AVEAVETOL LE TO
TOPOTETAUEVO TATNUOA TOV TANKTPOL), OAANYT EMAEYUEVOL TaikTY (o€ évav amd avTohg Tov gival To
KOVTG 6TN UmdAa) pe to “Q” kot tp€yovv pe to “W”. Agv yiveTor va eMAEYEL O TEPUATOPVANKAS Y10l
yepopo. Emiong av n katoyn tng undiag Bpicketol oty avtimoin opdda, pe to “S”, o emleyuévog
TaikTNg TG opddaG pog Kiveitor Tpog Ty Katevbuvon g Umdias. AkOUO 0 ToiKTNG Tov €Yl TNV
purdia axolovbeitar amd €va cuUmOiKTn TOL, Ol TEPUATOPVANKES HEVOLV GTO TEPUO KOl KvoOvTot
avdioyo pe v mopeio TG UTAAD GTOV KATAKOPLPO AEOVA KOl EMIGNG VIAPYEL 1] SLVATOTNTA UE TO
AT TOV TOVTIKIOV TAV® GE KATOLOV TTOUKTN TG Opddag oG emA&yetal o ToikTng Tov KAKApaE.
AxOpo vIhpyovv Kol KePKIOEG e Omadovg Ol Omoiol Gg UEAAOVIIKY] LAOTOINGN UTOPOVV Vv
avtikatontpifovv, ypnoteg mov moapakoiovBodv v e&éMEn Tov patg (spectators). Téhog €xet
viomoinfel oto AV aplotepd PEPOG TOL TapabHPOL Eva PavIdp TOL YNTESOL OV HoG Oglyvel Tig

6é0e1g TOV TUIKT®V 0vVA TOCH GTLYUN.
"o v vAomoinomn tng demaeng dnpovpyRdnkav ot e€Ng KAAGELS:

SoccerFrame: Yiomoiwei to mapdbvpo enekteivoviag v kidon JFrame, oe avdivon 600 x 400
pixels, kot mepi€yet v kOpla péBodo (main method). Emiong kokmvrag tnv setLocation (400,300)

HeTaKvoOle TO TapdBupo yio vo unv epeavifetol oty méve apiotepn yovia (0,0).

SoccerFieldContainer: Enckteiver tqv «Adon JPanel kou dnuovpyei 600 oTiypotumO. TOV
KkepKOdV (KAdon Bleachers), éva otrypidtono g khdong SoccerField kot éva otrypidtuno tov radar
(kAdon OverallMiniView). Emiong opyuomoiodvtar 6Ac T oTIyHOTURTOL TOL YPEalOUOoTE, TNG
KAdong Player, kot éva avtikeipevo g kidong Ball to omoio Ttomobeteiton otn péorn tov ynmédov,

omwg PAémovpe otov kddka tng Ewova 33.

Bleachers: Enckteivel tnv kAdomn JPanel kot eppoviler kot omodnkedel oe pio duvapkn Aoto dlo ta
avtikeipeva g KAdong Seat wov avtikatontpilovv Tovg Beatég (1 GAADG spectators GOUPOVE [LE TN
opoloyia Yo games) TOL HOTG avdAoyo pe TV opdda mov StoAéEovv va vrootnpibovv. H whdon
Aertovpyel og faon yia T peAdoviikn| Pertioon tpocsbnkng online spectators. Mmopovpe va doOpE Tig

KePKIdEG e TNV TpocOnKM TEVTE spectators yia TV Kitpvn opdada otnv Ewova 34.

Seat: Enckteivel tnv kAdon JPanel kot vrootnpilel ontikf omeikovion tov Osath oTig Kepkideg (uio
€IKOVA TOV EMAEYEL), KOOMG Kol username, NAkio Kot Tpoc®mmkd puivopa tov Beaty. Eniong yiveton
override 1 péBodog paintCompoment yio vo HmopEGOvE vo. {oypapicovpe v €kove TOL ¥PHoT,
EVO o€ MEPITT®ON oL 0 Beatng dev £yl eucoOva ametkoviletar pio Kovkida He TO YpOUA TNG AVAAOYNG

ouadog.
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fSEirst team

field.addPlayer (new Player({l, 1, "oi", 20, 20)):
field.addPlayer (new Player(l, 2, "02", 20, 20)):
field.addPlayer (new Player(l, 3, "03", 20, 20)):
field.addPlayer (new Player(l, 4, "o4v, 20, 20)):
field.addPlaver (new Plaver({l, &, "05", 20, 20)):
field.addPlayer (new Plaver(l, &, "0&", 20, 20)):
field.addPlayer (new Player(l, 7, "o07", 20, 20)):
field.addPlayer (new Player(l, &, "o0s", 20, 20)):
field.addPlayer (new Player(l, 9, "ogv", 20, 20)):
field.addPlaver (new Plaver(l, 10, "1o", 20, 20}):
field.addPlayer (new Player (1, 11, ™i1i", 20, 20)):
ffZ2nd team
field.addPlayer (new Player(2, 1, "oiv", 20, 20)):
field.addPlaver (new Plaver({2, 2, "02", 20, 20)):
field.addPlayer (new Plavyer(2, 3, "03", 20, 20)):
field.addPlayer (new Player(2, 4, "0a", 20, 20)):
field.addPlayer (new Player(2, 5, "05", 20, 20)):
field.addPlayer (new Player(2, &, "0&", 20, 20}):
field.addPlaver (new Plaver({2, 7, "07", 20, 20)):
field.addPlayer (new Plavyer (2, &, "02", 20, 20)):
field.addPlayer (new Player(2, 9, "og", 20, 20)):

-

field.addPlayer (new Player (2, 10, "1o0", 20, 20}):
field.addPlayer (new Player(2, 11, ™"ii", 20, 20}):

field.addBall (new Ball()):

field.getBall () .moveToRelativelocationInMeters (SoccerField. SOCCER WIDTH IN M oz,
hoccerEield.SGCCER_HEIGH:_IN_M J 2):

Ewova 33: Apyucomoinon Toktdv, UTdAog Kot TomofEton g UTAAaG 6To KEVTPO

Ewova 34: Xxop, kepkideg, pavidp Kot UTApa ovIOXnS.

OverallMiniView: Kaver override v upébodo paintCompoment 7yio. vo pTOPECOVUE VO

Loypapicovpe Vv ewdva tov SoccerField oe pa pikpn ewkdva tomov radar oty Tadve aplotepn
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yYovia Tov ynmédov, mepvavtag oty uéBodo paint Tov SoccerField, og mapdpetpo, ypopid to omoia
€yovpe mopdyst amd €va oviikeipevo tng kAdong Bufferedlmage. To dedopéva mepviovviol Gto

oTypotumo tov SoccerField cOppmva pe pio vioroinon g kAdong Timer mov £yovpie dnovpynosL.

SoccerField: Enckteiver tnv khdon JPanel ®ote va punopécovpe vo tomodeticovue to S1KG Hog
SlodpaCTIKA aVTIKEILEVO TV GTO TapdBupo. ApylKomolovvTol ETioNg To AVTIKEIUEVO TNG KAGONS
Team 6mov emicvvamTovVTaL TO AVTIKEIPEVA TNG KAdomg Player. Xtnv ewova Ewkdva 35 PAémovpe Evav
aAyopOpo emioyng evog maiktn (omd to TANKTPOAGY0) pe mopduetpo to ID tov maiktn kot Evav
aAyopOlo emoTPOPNg avTIKEEVOL NG KAdong Player mov avrtictoyei oto ID mov mepvaue wg
TOPAUETPO.

public void setS3electedPlayer(String playerId) {

for (int 1 = 0; i < getComponentCount(); i++) {

if (getComponent (1) instancecf Player && ((Flayer) getComponent(i)).getId{).equals(playerId)} {
((Player) getComponent(i}).getSelected(true);

public Player getPlayer(String playerId) {
for {int i = 0; i < getComponentCount {); i++} {
1f (getComponent (1) instanceof Player && ((Flayer) getComponent(i)}).getId{().equals(playerId)} {
return ((Player) getComponent(i));

return null;

Ewova 35: AhyopiBuot e kAdong SoccerField

Emiong mpootibeton évag keyListener yioo vo moipvel TWEC OmO TO TANKTPOAOYIO Ol OTOiEg
YPTCULOTOLOVVTOL Yol TIC OLAPOPES AEITOLPYIEC TOV Sl0dOPACTIKOV UAG OVIIKEIWEVOV (TAG0, GOUT,
kivnon kth.). Axopa viomotgiton évag LayoutManager yio tv Tomof€tnon oV OVIIKEIWEVOV GTO
yopo. Edo {oypapifovtal Ta YopaKTnploTiKa ToVv yNIédov ONMG Ol YPAUUES, TO TEPUA, TO GKOpP, TO
NUKOKA KTA. XT1g 0KOAovBeg €KOvVEG UTOPOLUE v dovUE Trv VLAOToinon g oyedlaong tov

YNTESOV.
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pubklic wold drawTheField (Graphics2D g) {
Color[] bgColors = new Color[]{DARK GREEN, LIGHT GREEN}

ffzwgrafise th dixromia apo ta aristera mexri to kentro
int color_step = getWidthi() / 9;
for (int i = 0, j = 0; i < getWidth{) / 2; i 4+= color step, j++) {
if (1 8 2 == 0} {
g.=setColor (bgColoxrs[0]) 2
} else {

g.z2etColor (bgColor=s[1]1): }
g.fillRect (i, 0, color_step, getHeight()):; }
rafise apo terma deksia mexri to kentro th dixrom
int i = getWidth(), j = 0; i > getWidth() / 2; i —-= color step,
if (3 % 2 '= 0) {

g.setColor (bgColor=s[0])
} else {

g.=setColor (bgColoxrs[1])

ZWg
for |

}
g.fillRect(i + 5, 0, celor step, getHeight()):}
g.setColor (Color.white) ;
ffzwgrafizw tis grammes to
g.drawRect (4, 4, getWidth ()
fizwgrafizw thn mesaia grammh
g.drawline ( (int) convertXMetersInPixels (S0C0CER WIDTH IN M’f 2), O,
(int) convertXMetersInPixels (SOCCER WIDTH TN M S 2y,
(int) convertY¥MetersInPixels (SOCCER HEIGHT IN M) ):

Ewova 36: Zyediaon tov ynmédov

I 7 to imikikleio
int radius = Math.min(getWidth(} / 5, getHeight() / 5);
g.drawOval (getWidth(} / 2 - radius / 2, (getHeight{) - getHeight()} / 5) / 2, radius, radius);

zografizw tis grames tis megalis perioxis

J++) A

g.drawRect (5, (int) convertYMetersInPixels(SOCCER HEIGHT IN M / 2 - (MEGALH PERICKH IN METERS Y AXIS / 2)),

(int) convertXMetersInPixels (MEGALH PERICXH IN METERS_X AXIS),
(int} convertYMetersInPixels (MEGALH PERICXH IN METERS Y RXIS)):
g.drawRect (getWidth() - 5 - (int) convertXMetersInPixels (MEGALH PERICXH TN METERS X AXIS),
{(int) convertYMetersInPixels(SOCCER HEIGHT IN M / 2 - (MEGALH PERIOXH IN METERS Y RXIS / 2)),
(int} convertXMetersInPixels (MEGALH PERICKH IN METERS X RXIS),
(int) convertyMetersInPixels (MEGALH FERIOXH IN METERS Y AXIS));

/ zografizw ti= grames tis mikris

10X12

g.drawRect (5, (int) convert¥YMetersInPixels(SOCCER HEIGHT IN M ;2 - (MIKRH PERIOXH IN_METERS_Y AXIS
(int}) convertXMetersInPixels (MIKRH PERICXH IN METERS_X AXIS),
(int} convertYMetersInPixels (MIKRH_PERICXH IN METERS_Y AXIS));

g.drawRect (getWidth() - 5 - (int) convertXMetersInPixels (MIKRH PERIOXH IN METERS X RXIS),
(int) convertYMetersInPixels(SOCCER HEIGHT IN M / 2 - (MIKRH PERIOXH IN METERS Y RXIS / 2)),
(int) convertXMetersInPixels (MIKRH PERIOXH IN METERS X RXIS),
(int) convertYMetersInPixels (MIKRH PERICKH IN METERS Y RXIS)):

iraw the ne

m

g.fill (gectRectanglelet (teaml) ) ;

g.£ill (getRectanglelNet (team?) ) ;

Ewova 37: Zyediaon tov ynmédov
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[int}) convertYMetersInPixels (SOCCER HEIGHT IN M f 2 - BKTINA HMIKYELIAS PERIOXHS),
(int) convertXMetersInPixels (2 * AKTINA HMIKYKLIAS PERIOXHS),

(int) convertXMetersInPixels (2 * AKTINA HMIKYKLIAS PERIOXHS),

90, -180);

g.drawhrc (getWidth() - (int) convertXMetersInPixels (MEGRLH PERIOXH IN METERS X RXIS
+ AKTINA HMIEYELIAS PFERIOXHS) - &,
{int) convertYMetersInPixels(SOCCER HEIGHT IN M / 2 - AKTINA HMIKYKLIAS PERIOXHS),
{int) convertXMetersInPixelsz (2 * LKTINAL HMTIKYKLIAS PERIOXHS),
{int) convertXMetersInPixelsz (2 * LKTINAL HMTIKYKLIAS PERIOXHS),
80, 180):

REectangle termalNetRect = getRectangleNet (teaml);

int ¥1 = (int) termalNetRect.get¥():
int widthl = (int) termalNetRect.getWidth() + 12;
int heightl = (int) termalNetRect.getHeight():

g.setColor (new Color (170, 170, 170)):

for (int i = y1; i < y1 + heightl; i 4= 5) {
g.drawline (5, i, widthl, 1i):

}

g.setColor (new Color (190, 150, 120)):

for (int i = 0; i < widthl; i 4+= 4) {
g.drawlLine (i, v1, i, ¥l # heightl):

}

g.setColor (Color.BLACK) ;

g.drawRect (0, yl, widthl, heightl);

Ewova 38: Xyediaon tov ynmédov

g.drawRect (0, ¥1 + 1, widthl, heightl);
g.drawRect (0, vl, widthl + 1, heightl):;

Rectangle termalMletRect = getRectanglelNet (team2):

int y2 = (int) termaZNetRect.get¥():
int width2 = (int) termalZNetRect.getWidth() + 12;
int height2 = (int) termaZNetRect.getHeight():

g.setColor (new Coleor (170, 170, 170)):
for (int i = y2; 1 < w2 + height2; i += 5) {

g.drawLine (getWidth() - width2, i, getWidth() + width2, 1i)}:
}
g.setColor (new Color (190, 190, 190)):
for (int i = getWidth() - width2; i < getWidth(); i += 5) {
g.drawLine (i, v2, i, v2 + height2):
}
g.setColor (Color.BLACK) ;
g.drawRect (getWidth() - width2, y2, width2, heightZ);
gia na fainonta pio boldarismena ta dokaria kai to fromt toy kata ligo to
g.drawRect (getWidth() - width2 - 1, y2 + 1, width2, height2);

Ewova 39: Zyediaon tov ynmédov

SoccerLayoutManager: H ovykekpiuévn kAdon eivoar vaedBovn yio v TOVTOTOINON TGV

avtikelpnévav oto SoccerField.
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@0verride
public void layountContainer (Container parent) {
for (int i = 0; i « parent.getComponentCount(); i++) {
Component component = parent.getComponent (i) :
if (component instanceoleallj {
Ball ball = (Ball) component;

Foint point = ball.refresh():

[
1
T

|
|

ball.=setBounds= (point.x, point.y, Ball.BALL WIDTH, Ball.BALL HEIGHT):
else if (component instanceof Player) {

Flayer player = (Player) component;

Point point = player.refresh():

player.setBounds (point.x, polnt.y, Player.FLAYER WIDTH, Player.FLAYER HEIGHT):
glse if (component instancecf COverallMiniView) {

CverallMiniView radar = (OverallMiniView) component;
if (myBall == null) {
return;
radar.setBounds=s (0, 0, OverallMiniView.WIDTH, OverallMiniView.HEIGHT):

Ewova 40: AkyopiBpog tantomoinong tov avtikelnévey g kAaong SoccerLayoutManager

Player: Enckteiver v kAdon JPanel kot vAomotel to interface Runnable ®ote va ypnoiponotodviot
Ta avtikeipeva g kAdong og mapdapetpol oe Threads. ‘Evo ovtikeipevo g xidong Player éyet
WO10TNTEG OTMG OpLAdM, OVOLLA, TOLTNTA, SOUVOLY GOVT, 0vTOoYN (stamina), Béom, kKatdotaor (av &l )
UTaAQ, av TPEYEL, av glvar emieyuévoq) k.a. Emiong viomotel 600 khdoeig, Tic SenderThread (Ewova
42) ko ReceiverThread (Ewova 43) ot onoieg emexteivouv v kAdor Thread kot ypnoiponotovvot
Yl TNV OTOGTOAY, KOt TN ANy punvopdtov avtiotoro. To otrypidtona tov threads dnpiovpyodvrot

oToVv constructor tng kAdong Player énwc PAémovpe oty Ewkova 41.
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public Player (int teamId, int playerId, S5tring playerName, int stamina, int maxSpeed) {
this.teamld = teamId;

this.playerld = playerld;

this.playerllame = playerName;
this.=s=tcamina = =stamina;
this.maxSpeed = maxSpeed;
currentSpeed = NORMAL SPEED:

if (stamina > 20) {

this.stamina = 20:
}
if (maxSpeed > Z0) {
this.maxSpeed = 20;
¥
new Thread() {
public void ran() {
try {
Socket socket = new Socket (InetAddress.getlocallost(), Constants.SERVER PORT);
=t = new Player.SenderThread (socket)

=st.start ()
rt = new Player.ReceiverThread (socket) ;
rt.=tartc () :

} catch (UnknownHostException e) {
e.printStackTrace ()

¥ catch (ICException e) {
e.printStackTrace () ;

H
T.=tartc():

Ewova 41: Constructor g kAdong Player
class SenderThread extends Thread {
Socket =ocket:

PrintWriter outputWritcer:

SenderThread (Socket socket) |

thi=s.socket = socket;
}
public void ron() {
cry
outputWriter = new PrintWriter (socket.getOutputStream(), true):
¥ catch (ICException ios) {
ioe.printStackTrace () ;
H
outputWriter.println (Player.cthis.gecId ()} :
while (team.isIsMyTeam()) {
cry {
sle=sp(20)
} catch [(InterruptedException e) {
e.printStackTrace () :
H
13
pukbklic wvoid send(String msg) {
if (outputWriter = mull) {
return;
}
I cutputWriter.println(Plaver.this.getId() + "[|Z|" + m=g): ak¥ll|s
}

Ewovo 42: SenderThread
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class ReceiverThread extends Thread {

Socket socket:
BufferedReader in;

BeceiverThread (Socket socket) {
this.socket = socket;

pukblic void run() {
try {
in = new BufferedReader (new InputStreamReader (socket.getInputStream())):

while (true) {//receive

String server msg = in.readLine();//clean msg without sender's ip
if (server_msg.containz("p =) A
if (Player.this.getId().equalsIgnoreCase (findId (server msg))) {
setHasTheBall (false) ;
moveToRelativeLocationInMeters (findPos¥ (server_msg), findPosY(server_msg));

} catch (ICException ioe) {
ipe.printStackTrace();

Ewova 43: ReceiverThread

Me ™ pébodo moveToRelativeLocationInMeters (Ewkova 44), 6mov v kaAovpe otav Béhovue va
UETAKIVICOVE TOV TOIKTN 6TO YATEDO, TEPVALE TN BEoM TOoL ToikTn 68 uéTpa, KaAovue v uébodo
getMetersPoints n omoia petatpénel ta pétpo o€ pixels kor o amobnkedel oe Eva GTIYHOTUTO TNG
KAdong Point. Meténeita kaAeitor  pébodog validate dote vo emavatomobetbovv ot maikteg ot

oot 0éon mive oto SoccerField.

ruklic woid moveToRelativelocationInMeters (double =zMeters, doukle yMeters) {

if ('team.isIsMyTeam() && playhtPosition != position.GE) {
setSelected (true) ;
PrintCommandsDialog.print("playver " + getHame () + " mowved™) ;

¥LocationInMeters = XMeters:

yvLocationInMeters = yMeters:

getMetersPoint () ;
getParent () .validate () 7

public Point getMetersPoint() {

int widthFieldPixels = fisld.getWidthi() :
int heightFieldPixels = field.getHeight():
double w_One Meter Pixels = (double) widcthFieldPixels
/ SoccerField. ‘R WIDTH IN M: ImetroInPixels = 800px/120m
double h One Meter Pixels = (double) heightFieldPixels
I SoccerField. SOCCER HETGHT IN M: ImetrolnPixels = 600p=x/90m
if (point !'= nuall) {

= (int) (xLocationInb # w_0One Meter Pixels);

r = (int) (vLocation * h One Meter Pixels);

return polint;

Ewova 44: moveToRelativeLocationInMeters
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Ta opicpata mov déxeton 1 péBodoc moveToRelativeLocationInMeters, dnAodt ol GLVIETAYUEVEG GE
UETPO, €ivol OV OVGlol TO OTOKMOIKOTONUEVO UAVLOHO Tov €xel oteider o server. Ty
OTOK®MOIKOTOINGT TOL Unvouatog yuo tig 0éoeic X, Y v avolapufavouv ol GUVAPTHGELS TOL EXOVE
VAOTOMGEL OTT®G Paivovtol oty Ewova 45: , o1 omoieg moipvouv o¢ OpIGHO TO UNVOUO GE HOPPN

string tov AapBAvVETOL AtO TO server Kot EmoTpEPoVV o€ Tiun Tomov double tn 0éon (X,Y) tov moaiken.

private doubkle findPosX (String msg) {
int start = msg.index0f (" "):
int end = msg.lastIndex0f (" "):
String newM=sg = m=sg.substring(start, end);
newM=sg = newMsg.replace (" positionX = ", "");
double newPosX = Double.parseDouble (newMsag) ;
return newPosX;

private doubkle findPosY (String msg) {
int start = msg.lastIndexO0f (" ")
int end = m=g.lengthi():
String newM=sg = m=sg.substring(start, end);
newMsg = newMsg.replace (" position¥ = ", "");
double newPosY = Double.parseDouble (newMsg) ;
return newPosY;

Ewoéva 45: X,Y og pétpa

Xpewaldpoote eniong kamoto uEHodo M omoia vo petatpénel ta pixels oe pHéTpa £TG1 OOTE VO LTOPOHY
va otoAbovv 1o server (Ewova 46). Avti 1 HETOTPOTT| YIVETOL MGTE VO, VITAPYEL MO YEVIKT LOVASQ
HETPNONG OV VO UTOPOVUE VO OTEIAOVUE OEJOUEVE GE JLUPOPETIKEG CLUOKEVEG, KOl HETA 1 KO
dtemapn] avaiapfdvel vo petappdost to dedopéva (pétpa oe pixels) cOppova pe TG OKEC NG

duvarotreg (uéyebog 006vnc).

protected void opdateXAxisPoint() {
double w_One Meter Pizels = (double) field.getWidth()
/ SoccerField.SOCCER WIDTH IN M;

xLocationInMeters = point.x / w One Meter Pixels;

protected void update¥YAxisPoint() {

double h One Meter Pixels = (double) field.getHeight ()
/ SoccerField.SOCCER HEIGHT IN M:
yLocationInMeters = point.v f h One Meter Pixels;

Ewova 46: Pixels to meters method
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IMa to kéBe otrypidtumo g kKAdong Player (dniadn yo ke maiktn) onpovpyovue évo Thread 6mov

viomoteital o faoctkog aryopduog (Ewkdveg 47, 48 ko 49) yio kdbe maiktn mov umopei va eréy&etl o

XPHOTNG.

o)
ct
s}
k
"
)
t
)
i
[

BCowverride
public void ran() {
while ('updateField(}) {
¥
kickOffPo=sition= () !
while (true) {
if (field '= mull &£& field.getBall({) '= null
k& Ifield.getBall {} ..isControlledByPlayer ()
&& !field.getBall() .isGivePass()) {
field.getBall () .secControlledByPlayer (false) ;

¥
izPlayerMoving = false:
try {
if (hasTheBal11l) {
setSelected(trus) ;
H
if (plavAtPosition '= positicon.GE) {
Thread.slesp (70 — currentSpesed * 2)
¥} else {// an einai o keeper exel diaforetiko xXrono antidrasi
Thread.slesp (45 — keepingSkil=s * 2)»
H
if (isSelected) {
if (isPressing && '"hasTheBall) {
S presarei ton paixti pou exei tin mpala an den tin exed o idios
press () :;
¥
Eucova 47: Player Thread Algorithm
if (wantToChangeSelectedPlaver) { /) ama thelw na allaksw pai=xth
wantToChangeSelectedPlayer = false;
changeSelectedPlayer ()
}
indexToChangeImages = (indexToChangeImages + 1) % 37

H
keeperhlgorithm ()
if (plavhtPosition == position.GHE) {

continue;

staminaProgres=sBar.setWValue (scamina) ;
changeImage (indexToChangeImages) 7

if (plavhtPosition '= position.GE) {
runflgoritchm() ;
H
S/ rithmizw to progr me to Stamina tou kathe pai=xth
if ((cimeFPlays % 500)

if (maxSpeed > NORMAL SPEED) {
maxSpeed——- /S otan kouras

I
it
W
1
it
T
it
w
it

stamina -= 1;
3}
field.repaint () 7
field.revalidate ()

Eucova 48: Player Thread Algorithm
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if (isPlay

if (hasTheBall) {

field.getBall () .secIsHMoving(true);

if (isRunning) {

firePlayerMovedEvent (xLocatio

=)

if (isPlaverMoving) {
timePlays++:

} catch (InterruptedException ex) {
ex.printStackIrace ()

Ewova 49: Player Thread Algorithm

I'a v kivnon tov Ttouktdv (ekt0g ToL TeppatoPOAaka) KaAeitar  péBodoc runAlgorithm (Ewdva
50) n omoia gmAéyet Tt Ba KAvel 0 TaikTNg avaAdys av gival emAEYLUEVOG 1} OYL. TNV TEPITTOGT TOLV
glvan emleyuévog kodeitor m selectedPlayerAlgorithm (Ewédva 51) n omoio petokivei tov moiktn
OOUPMOVO, PE To PeAdKio. TOL TANKTPOAOYiOL TOL TaThpE Kol HETG KaAeitar M ballFollowPlayer
(Ewoveg 52 o 53) n omoia eEléyyel av o maiktng gival Kovtd 6t UTaAo GGTE va Yivel KATOXOC TG
Kol €761 1 UTAAo va. okoAovbel Tov maiktn. XNV mepintmon mov o maiktng dev eival emideyuévog
kaAeitor n péBodoc nonSelectedPlayerAlgorithm (Ewdva 54) n omoila mepiéyetl o Aioto pe mouse
drag Béceic mov €yovue Kdvel oTov TOiKTN €161 MOTE Vo petaxvnOel avaldywe. Emiong yio tovg un
emieypuévoug maikteg eivat vAomomuévn 1 changePlayerWhilePass (Ewkova 55) pe v omoio av 00l
TAGO Kot 1| UTAAQ TEPACEL GE KATOOV TOUKTY, O TAIKTNG OMOKTA TNV KOTOYN TNG UrdAag Kot yiveTot

selected.

private wvoid ronAlgorithm() {
if (!'field.isFocusCwner()) {
return;

try {

if (isSelected) {
setHasTheBall (false) ;
field.getBall() .setControlledByPlayer (falze)
selectedPlaverBlgoritchm()
ballFollowPlayer () ;

} else {
nonSelectedPlayverhlgorithm() ;
changePlayerWhilePass () ;

if (!'getRectangle? () .intersects|(field.getBall() .getRectangle(}) && hasTheBall) {
field.getBall () .setControlledByPlayer (false);
hasTheBall = false;

catch (Exeception e) {

field.repaint () :
field.wvalidate():

Ewodva 50: runAlgorithm
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private void selectedPlayerAlgorithm() {
if {isDownPressed) {

izPlayerMoving = true;

if (field.getRectangle () .contains (point.x,

point.y 4= field.getWidth() S 300;

}

if (isUpPressed) {

if (field.getRectangle () .contains (point.x,

point.v —-= field.getWidth() / 300:

}

isPlayerMoving = true; }
if (islLeftPressed) {

if (field.getRectangle () .contains (point.x - 3,

point.x -= field.getWidth() / 300;

}

isPlayerMoving = true;}

if {i=sRightPressed} {

if (field.getRectangle () .contains(point.x + 3 4+ getRectangle () .width),

point.x += field.getWidth() / 300; }
isPlayerMoving = true; }
updateXhixi=Point () 7
update¥hxisPoint () }

return; }
if (field.getBall () .isControlledByPlayer() && isSelected) {

if (field.

Ewova 51: selectedPlayerAlgorithm

getBall() .getWhoPLayerHasTheBall () '= null && getTeam()

'= field.getBall () .getWhoPLayerHasTheBall () .getTeam()) {

return;

}

if (isRightPressed) {

field.

} else if

field.

} else if

field.

} else if

field.

}

lew sti

getBall () .moveToRelativeLocationInMeters (xLocationInMeters
(izLeftPressed) {

getBall () .moveToRelativeLocationInMeters (xLocationInMeters
(i=UpPressed) {

getBall () .moveToRelativeLocationInMeters (xLocationInMeters
(izDownPressed) {

getBall () .moveToRelativeLocationInMeters (xLocationInMeters

oti o sigekrimenos pextis exei tin katoxi

n mpala

/i ala
field.getBall () .setWhoPLayerHasTheBall (this) ;

Ewodva 52: ballFollowPlayer
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point.y¥)} {
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} el=se if (getRectangle().intersects(field.getBall() .getRectangle())
&& 'field.getBall () .isTakeAShoot () && canGetTheBall) {

if (field.getBall().isGivePas=s() && field.getBall () .getWhoPLayerHasTheBall() '= null
&& field.getBall() .getWhoPLayerHasTheBall () == this) {
return;
H

field.getBall() .setControlledByPlayer (true);
setHasTheBall (true) ;
try {
ballFollowPlaver():
ff an polol paixtes itan sto pedio tis mpalas alla kanenas den tin
} catch (StackOverflowError e) {
e.printStackIrace () ;

}
¥ else {
hasTheBall = false;

Ewodva 53: ballFollowPlayer

public wvoid nonSelectedPlayerAlgorithm () {
if ('movesHNonSelected.isEmptwvy(}) {

isPlayerMoving = true;
indexToChangeImages = (indexToChangeImages + 1) % 3;
Point nextStation = movesHNonSelected.get (0):

if (point.x > nextStation.x) {

point.x——;

currentImage = imagesLeft[indexToChangeImages]:}
if (point.x < nextStation.x) {

point.x++;

currentImage = imagesRight [indexToChangeImages]; }
if (point.vy > nextStation.y) {

point.y——7;

currentImage = imagesUp[indexToChangeImages]:}
if (point.vy < nextStation.y) {

point.y++;

currentImage = imagesDown|[indexToChangeImages]:}
if (point.x = nextStation.x && point.y == nextStation.y) {/ x| ==
movesNonSelected.remﬂvetO}:I}
} else {
isPlayerMoving = false;
L]
Ewova 54: nonSelectedPlayerAlgorithm
* tin mpala { an
// otan dinw pasa i mpala na mporei na stamataei se ena paixti an pernaei dipla tou
public woid changePlayerWhilePass() {
if (plavktPosition == position.GH) {
return;
}
if (field.getBall() == null) {
return;
H
an i mpala pernaei apo ton paixti kai den tin exei kapoios tote o paiktis ginete o selected

({getRectangle () .intersects (fisld.getBall () .getRectangle () )
&& 'field.getBall{() .isControlledByPlayer()) {

setSelected(true):

setIsLeftPressed(false)

setIsRightPressed(false) !

getIsUpPre=zssed (fal=se) ;

zetIzDownPressed (false) ;

Ewcova 55: changePlayerWhilePass
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Otav 0élovpe va oAAGEovpe Tov TaiKT 7OV €YOLUE VIO TOV EAeyYO HOC, KoAeitor m péBodog
changeSelectedPlayer (Ewkova 56) n omoia avolopfavel vo ddoEL Tov EAeYX0 GTOV TOiKTN OV gival

7O KOVTA GTN UTAAQL.

public woid changeSelectedPlaver() {
Player nearestPlayer = null;

gia na exw mia tyxaia allagi paizti an den vrethei
Collections.shuffle(getTeam() .getPlayingPlayers() )
pernw tin lista me tous simpextes m (pou paizoun s

for (Player player : getTeam().getPlayingPlayers()) {
if (player.isIsSelected|() || player.playitPosition == pesition.GE) { ektos goalkeeper

ston epomenc| paixti
continue;

H

if (nearestPlayer = null) {

nearestPlayer = player; o kontinoteros

ama exXw kapoion allo paixth sto paidio ti=s mp

} else if (player.field.getBall () .showVisualPlayers
nearestPlayer = player;

{

break;
¥
}
if (nearestPFlayer != null) {
nearestPlayer.setSelected(true);
}

Ewova 56: changeSelectedPlayer

2V TEPIRTOON TOL N UTAAN BPioKETOL GTNV KOTOYN EVOG AVTITOAOL TOUKTN KOl TEPAGOVLE TAV®D OO

T umdAa, pe tn uébodo readyToStealBall (Ewdvo 57) umopovpe va mépovpe Ty Kotoyn e UTAAS.

enengxel an i ali omada exei tin mpala kai an torectangle tou paixti simppiptel me ayto tis mpalas
public void readyTostealBall() {
if (field.getBall() == null) {
return;
}
if (field.getBall().getWhoPLayerHasTheBall() '= null) {

if (getRectangle().intersects(field.getBall().getRectangle()) && getTeam()
= field.getBall{).getWhoPLayerHasTheBall () .getTeam()
&£& field.getBall() .getWhoPLayerHasTheBall() != this) {

new Thread() {
pukblic void ron{) {

try {
canGetTheBall = false;
Thread.slesp(1000);
canGetTheBall = true;

} catch (InterruptedException ex) {
ex.printStackIrace (),

}
}.starc ()
zetSelected (true)
field.getBall () .=setWhoPLayerHasTheBall (this);
=zetHasTheBall (true);

1}
Ewova 57: readyToStealBall
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TMa va yvopilovpe motog maiktng €xetl ™ pmndia viomowovue tn nébodo setHasTheBall (Ewkova 58) i
omoio emoTpéPel avoroywg o boolean petafint true 1 false. Emiong 6tav évog moaiktng €xel )

UTAAQ TOTE aVTOMATO, YiveTon emheypévog pe T uébodo setSelected (Ewova 59).

ram hasTheBall na exei tin ama tin eixe
public void setHasTheBall (boolean hasTheBall) { las paixtis exei tin| mpala kai apo
if ('hasTheBall) {
return;
}
zetSelected (trus);
for (Player player : getIeam().getPlavingPlavers()) {
if (player != this=s) {
player.hasTheBall = false;
}
}
Team otherTeam;
if (getTeam() == field.getTeaml()) {
otherTeam = ficld.getTeam2 () ;
} else {
otherTeam = ficld.getTeaml () ;
}
for (Player player : otherTeam.getPlavingPlavers()) {
player.hasTheBall = false;
}
this.hasTheBall = hasTheBall:
H
Ewova 58: setHasTheBall
= kanei olous toys alous paixtes stin idia omada
public wvoid setSelected (boolean isSelected) { mono en player ein kathe fora
if (!'this.isSelected && isSelected && !SoccerField.isKickdff) {
gainFocus () ;
¥
if (!'isSelected || playitPosition == position.GE) {
return;
}
/fama exXw ena u eXW an toj exs alei
movesNonSelecte
for (Plaver player : getTeam().getPlayvingPlavers({)) {
if (player.isSelected && isSelected && player != this && !SoccerField.isKickOrr) {
PrintCommandsDialog.print("player : " 4+ player.getMName() + " lost focus™);
H
player.isSelected = false;
}
this.isSelected = isSelected:
}

Ewova 59: setSelected
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IMa va yvopilovue note Kiveital évog maiktng £T61 MOTE VO UTOPEGOVLE VO EVIUEPMDGOVIE TOV Server
viomotovpe TN puéBodo setlsMoving (Ewova 60) n onoila emiong oTéAvel kot €vo UMVOLO GE LOPON

string yia o output tng KAdong PrintCommandsDialog oyetikd pe v kotdoTo0N TOV TOIKTY.

* f(Eparam isMoving

private wvoid setIsMoving(boolean isMowving)

if (isMoving == false && this.isMoving == true) {
PrintCommandsDialog.print("playver " + getName() + " just =topped "):
isRunning = false;
if (isMoving == true && this.isMoving == false) {
isRunning = true;
PrintCommand=sDialog.print("player " + getHame () + " just =started "):
this.isMoving = isMoving;

Ewova 60: setlsMoving

O1 TEPUOTOPVANKEG XPTOLULOTOLOVY £val O1kO Tovg aAyoplBpo pe ) pébodo keeperAlgorithm (Ewdva
61) cOpemva pe Tov omoio KvohvTal 6 TEPLOPIGUEVES BEGELS KOVTA GTO TEPUO OvaAOY®G TN BE0M TG

UTAAOG 6TOVG AEOVEG.

public void keeperBAlgorithmi{) {

if (playitPosition != position.GE) {return; }

if (Ifield_getBectanglelNet (team) _intersects (getEeeperBectangle ()11 {
int extra = 07
if (lteam.isPlayingHome()) { extra = getWidthi) 5 Z:}
if (field.getRectangleNet(team) .x > getEeeperRectanglel) .x + extra) |{

point _x++;

} else if (field.getRectanglelMet(team) .x < getEeeperRectangle () .x)
point _x——;

} updateXixisPoint ()

if (field.getBectanglelNet (team) .v > getEeeperBectanglel) .v) |
point . y++;

(field _getBectangleMNet (team) . v < getEeeperBectangle () .v) {
point_y—;

1} =lse { * na ak

if (field.getBall|

} else if

v ¥ getHeeperRectangled{) .v) {

point . y++i
} else if (field.getBall() .getPoint() .y < getEeeperBectangle() ._w) {
point_y——:1 1
updateYaxisPoint () 7
if (field_getBalll) !'= null) {

if {(getEeeperRectangle({) _intersects(field_getBall{) _getRectangle{)) |||
getBectangle () .intersects | d_getBall () .getBectangle{)) ||
getBRectangle () .contains({field _getBall({) .getBectangle ()] { ama

try {
Thread. =slesp(10);

} catch (InterruptedExceptiocn ex) |
ex.printStackTrace ()

}£ield _getBall () .shoot {(getTeam() .isIsMyTeami), true, Z20);

Ewova 61: keeperAlgorithm
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TéMog Yyl TNV OMOGTOAN TV JEOOUEVAOV TOV TPEMEL VO, TAPEL O SErver MGTE UE TN GEPA TOVS Va
wpowbnbovv, viomoweitan mn péBodoc firePlayerMovedEvent (Ewodva 62), n omoia maipvel ©g

TapapeTpovg 600 double Tég ot omoieg avtikatomtpilovy tn Béon (X, Y) tov maiktn o€ HETPaL.

private wvold firePlayerMovedEvent (doukle x, doukle y) {

try {
if (!'SoccerField.i1sKickOff && 'getTeam() .isIsMyTeam()) {
return;
if {2t = null || getlId{() = null) {
return;
st.gend ("player :" + getld() + " positionX = " + ® + " position¥ = " + y]ﬂ

zetHasTheBall (fal=se) ;

} catch (Exception e} {
e.printStackTrace () :

Ewoéva 62: firePlayerMovedEvent

Ball: H «Adon Ball enexteivel tnv kAdomn JLabel kot viomotel to interface Runnable £to1 dote va yivet
€QIKTN M Whoo Kot To 6ovT. O 110TNTEG EVOG oTIYHdTVIIOL TG KAGonG Ball swvon n 6éon oe pixels
pécm evOg avTikeévoy G kAGong Point, dbo petafintég tomov double ywo T 0éom oe pétpa,
TaOTNTO, Kot TEGGEPEIS LETAPANTEG TOOV boolean yia to av eAéyyetar amd KAmolov aikTn 1 0L, Yo
T0 av yivetal covt, TAco kot av Kweitol YAomolel dvo otiypiotvma g kAdong Thread, ta
SenderThread kot ReceiverThread, avtictoyo tov avéloymv otiypotimmy g khdong Player aidd
UE S10pOPOTOINGT TNV KOJIKOTOINGT] TOV UNVOLUNTOC TOV GTEAVETAL GTO server. Y AOmolovVTalL ETioNG

ot avtiotoyeg uebddot findPosX kot findPosY yuo thv gvpeon g 0éong g undAag e uétpa.

I'a v vhomoinon tig kivnong g urdiag viomolovpe Evay aiyopduo (Ewdveg 63, 64, 65) o onoiog
pénel va TpExel o€ pa Egyopioty depyacia (thread) yw ™ un emPdpovvon tov kvpimg thread (Ul
Thread). Me v petakivnon g UmdAog amooTEAETAL EVOL VOO GTO Server Yol TV EVNHEP®ON TNg
dAANg demapnc. Emiong ekel viomoteitar o alyopBpog v tov édeyyo evog mbavov ykoA, 6mov og

VT TNV TTEPITTOOT] YivETOL output £vo, VOO TNV KOVGOAQ.
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BOoverride

public void ran() {
while (!updateField({)) {
try f

Thread.slesp (500);
} catch (InterruptedException ex) {
ex.printStackTrace ()
Y}
while (trus) {
setIsMoving (false) :
try {
Thread.sle=sp(50):
if (takelShoot) {
shoothlgoricthm(); }
if (kallPLayer '= null) {
if (i=ControlledByPlayer () && givePass) {
pass (20, ballPFLayver.islsUpPressed(), kballFLay

r.iszlsDownPressed() ,

hallFPLay .izIsRightPressed|(), ballPlLaver.islzlLeftPressed|()):
L
if (field.getRectangleNet (field.getTeaml()) .intersects (getRectangle(})) {
System.ocut.println ("goaaaaaalll for team 2");

PrintCommandsDialog.printt”SaalI___ 1 "4+ field.getTeaml|() .gecHame () } -

can=selfillFPlayerMoves{() ;

if (!field.getTeam? () .i=sPlayingHome () ) {
field.getTeam2 () .setScore (field.getTeam2 () .getScore () + 1)
¥ else {
field.getTeaml () .setScore (field.getTeaml () .getScore() + 1)
}

Ewova 63: Ball Algorithm

point.x = field.getWidth ()} / 2:

point.y = field.getHeight() S 2:

for (Plaver p : field.getTeaml () .getPlavingPlavers(}) {
p.kKickOffPo=sition= ()7}

for (Plaver p : field.getTeam? () .getPlayvingPlavers(}) {

p.kKickOffPositions(); ¥
kickODffPosition() :
fireBallMovedEwvent (true) ;s }
.intersects (getRectangle ()} ) {

)
eam 1™} ;

team " 4 fiseld.getTeam2 () .getMame () )

canselAllPlaverMoves () ;

if (field.getTeaml () .isPlayvingHome ()} ) {
field.getTeaml () .zetS5core (field.getTeaml () .getScore () + 1):
} el=e {
field.getTeam? () . sectScore (field.getTeam? () .getScore () + 1):}

field.repaint() .
point.x = field.getWidth() / 2:

point.y = field.getHeight() S 2:

for (Player p : field.getTeaml () .gecPlavingPlavers()) {
p.kickCffPositcions () ; ¥

for (Player p @ field.getTeam2 () .getPlayingPlavers()) {

p.kickCffPosicions () ¥
kickODffPosition() :
fireBallMowvedEvent (true) ;
sendEZoal ()7 ¥

Ewova 64: Ball Algorithm
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if (isMoving) {
fireBallMovedEvent (fal=e) ;
H
repaint () :
validate () ;
} cateh (InterruptedException ex) {
ex.printStackTrace () ;

Yy}
Ewova 65: Ball Algorithm

Axopo dnuovpynoape po pébodo shoot (Eucova 66) n omoio evnuep®VEL TO GTIYUOTLTTO TNG KAUOTG
Ball 611 6a yivelr cout kot petémeito o alyoppog mov vionotel to Thread g KAdong Ball koAel v

shootAlgorithm (Ewoveg 67 kot 68) yia va emitevybei to covrt.

public woid shoot (boolean goWhere, boolean controlledBvEeeper, int power) {
zpeed = (int) (1.5 * power);
goRightCnShoot = goWhere;
controlledByCeeper = controlledByEesper:

takelShoot = true;

Ewova 66: shoot Method

public wvoid shootAlgorithm() throws InterruptedException {
if {'controlledByPlayer) {
takelAShoot = false;
return; }
PrintCommandsDialog.print("c paixtis " + getWhoPLayerHasTheBall().getName() + " i= taking 2 shot ")
setIsMoving (true);
takelAShoot = true;

enas paixtis na parei thn mpala kat
false;
4 - zpeed * 3);

Thread.slesp(speed *

pazw entos kai

K

if {goRightOnShoot) {

if (point.x + speed + 2 < field.getWidth() - 5) { point.x 4= spesd + 2:
} elze if (point.x 4+ 12 < field.getWidth() - 5) { point.x 4= 12;

} elze if (point.x 4+ 6 < field.getWidth() - &) {point.x 4= &;

} else if (point.x + 2 < field.getWidth() - 5) {point.x += 2;

} elzse { break;

¥ else {

Ewova 67: shootAlgorithm
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JF e L

if (point.x - speed - 2 > 0) { point.x —= speed - 2;

Y else if (point.x - 12 > 0) {point.x —= 12;

} else if (point.x - & > 0) { point.x -= &;

} else if (pointc.x - 2 > 0) { point.x -= 2;

} else { break; }1}
ama to ipsos tis gipedo

1
1

JS/einal > tou misou tou ypsous

if (point.y > field.getHeight ()
point.y -= 3;

} else { point.yv += 3; }

updateXixisPoint () updateYAxisPoint():

field.repaint()s field.rewvalidate():

speed--;

if {controlledBvyEeeper) |
break;

tfireBallMovedEwvent (Crue) ;i

setControlledByPlayer (false); // 1 mpala den akoloutheil kanen

o]
s
fu

[
"
it
;|

takelfShoot = false;
setControlledByPlayver (false); ballPLaver = null;

Eucova 68: shootAlgorithm

Ocov agopd v mdca &uovpe dmpovpynost po pébodo pass (Ewoveg 69, 70 xar 71) n omoia

exteleltan 0tav 1 boolean petafintn givePass etvor adndnc.

* kaleite kai dinei passa o paixtis

am power
aram goesTo¥Yminus
am goesToYPlus
1 goesToXplus
1 goesToXMinus

public void pass(int power, boolean goesTo¥Yminus, boolean goesTo¥Plus,
boolean goesToXplus, boolean goesToXMinus) {
if (power > 20) {
power = 20; }
if (isControlledByPlayer() && givePass) {// algorithmos gia pasa
PrintCommand=Dialog.print({"plaver " + getWhoPLayerHasTheBall().getName() + " is passing "):
givePass = true;
setIsMoving (true);
setControlledByPlayer (false) ;
power = power * 3;
while (power >= 0) {
try {
Thread.slesp(ll);
if (ballPLayer '= null) {
if (isControlledByPlayer()) {
break:
P}
if (goesToYminus) {
if (field.getRectangle () .contains(getBounds().x, getBounds().v - getRectangle().height)) {
point.y —= 3;

Ewova 69: pass
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zetIsMoving (true) ;

if (goesTo¥Plus) {
if (field.getRectangle () .contains(getBounds().x, getBounds().v + getBRectangle().height + 3 * 3)) {
point.yv += 3;

setIsMoving (true) ;

if (goesToXplus) {
if (field.getWidth() > point.x + field.getWidth() / 40) H{
point.x += 3;

setIsMoving(true) ;
if (goesToXMinus) {

if (point.x > field.getWidth() / 40) {

point.x -= 3;

setIsMoving(true);

Ewéva 70: pass

DoOWer——F
updateXbxisPoint () 7
update¥YohxisPoint () »
field.repaintc ()
field.revalidatce () -
FireBallMovedEwvent (cruas) ;7

catch (InterruptedException ex) {
ex.printStackTrace () ;

field.repaint ()

ld.rewvalidatce () 7
giwveFass = false:

Ewdva 71: pass

Axopo  éyovv  vhomombeli  or  oavtictoryeg  uebddor  Odmwg g KAdong  Player,
moveToRelativeL.ocationInMeters, getMetersPoint, updateXAxisPoint, updateYAxisPoint «o

fireBallMovedEvent.

Team: H kAdon Team OSwoyepiletar o dvvapukn AMoto mwov eumepiéyel OA0 T0. GTYHOTLTO, TNG
KAaong Player ylo tnv xé0e opdda to omoia vEapyovy NoN péca 6To YNTESO Kot il GAAN SLVOUIKY
Aot yia tig oAdayég. Ot 1010tTeg ¢ meptiappdavouv ovopa, teamlD kat oxop. Akoua mepthapuPdavet
dvo boolean petafintéc, pia yio av 1 opddo moilel eviog 1 eKTOC £5pag kot GAAN pia av eivon 1 opudoa
mov yepiletatl o ypnotng 1 Oyt ‘Exovpe viomomoel v puébodo addPlayer (Ewdva 72) étol dote va
npocBétovpe évav maikmm gite ¢ Paocwkd eite og olhayn ommv aviloyn Aloto, emiong TV
isHavingTheBall (Ewo6va 73) n omoia emiotpépet pia boolean T mov avtikatontpilel eqv Kamolog
TOIKTNG 0o TNV EKAGTOTE OUAdM EYEL TN UTAAC. TNV TEPITT®ON OV YOEl 1 KOTOY| TG UTAAOG UE

N né€Bodo notControledByTeam (Ewkdva 74) evnuepmvovpe OAOVG TOVE TOUKTES Y10t 0UTO.
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pukblic wvold addPlLayer (Player player) {

if (elevenCounter <« 11} {
playingPlayers.add (player) ;
chooseEachPlayerPosition(player, "2-4-2");
player.setSelected(true) ;

elevenCounter++;

else { kai meta tis

substitution.add (player):;

Ewoéva 72: addPlayer

public boolean isHavingTheBall () {
for (Player player : getPlayingPFlayers()) {
if (player.isHavingTheBall()) {
return true;

return false;

Ewova 73: isHavingTheBall

public wvoid notCotrolledByTeam() {
for (Flayer player : getPlayingPlayers()) {
player.=setHasTheBall (fal=e) ;

Ewdva 74: notControlledByTeam

IMa va apyikomomcov e TV 0pyIKn EVIEKAON GTO YNTEDD TAV® 0 GUYKEKPLUEVEG Béoelg Pacilopeveg
ot0 mov mailelt o kdOe maiktng (enum positions g kAdomng Player), viomoteitonr 1 péBodog

chooseEachPlayerPosition (Eikéva 75).
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ti= theseis twn paixtwn analoga me tin seira pon mpenonn stin

list mon me tons entekadaton=s paixtes

n player

private volid chooseEachPlayerPosition (Player player, String formation) {
if (formation.equals("4-4-2"})) {

if {elevenCounter = 0) {

setPosition (Plaver.position. 5K, plaver);}
if (elevenCounter = 1) {

setPosition (Player.position.CL, player); }
if (elevenCounter = 2} {

setPosition (Plaver.position. CEBI, plaver): }
if (elevenCounter = 3} {

zetPosition (Plaver.position.CEZ, plaver): }
if (elevenCounter == 4) {

zetPosition (Player.position. R, plaverxr):}
if (elevenCounter = 5} {

setPosition (Plaver.position.ML, plaver);}
if (elevenCounter = &) {

gsetPosition (Player.position.CM, plaver):}
if (elevenCounter = T} {

setPosition (Plaver.position. MR, plaver); }
if (elevenCounter = B) {

setPosition (Player.position.CF1, player):}
if (elevenCounter = 3) {

setPosition (Plaver.position. 55, plaver); }
if (elevenCounter == 10} {

setPosition (Player.position.CFZ, player); }} }

Ewova 75: chooseEachPlayerPosition
Referee: Ylomoiei 1o interface Runable ka1 ypnoiponoteital oty nepintwon mov n pundia Pyt eKtoc
oplov (gite omd Ao €iTe ALO GOLT) Y10 VO TNV EMAVAPEPEL HETOL.
Constants: [lepiéyel g otatikés petaPintég mov ypnowonmotovue v v TCP olvdeon pog kon
ovykekpévo v IP ko to port.
PrintCommandDialog: Xpnociponoteital yio output didpopmv unvopdtov, 0rtmg 1 évapén 1 madon
Kivong evog Taik, av eival emTAeyUéEVOG 1 01, GoVT, Tace Kok (Euova 76).

s

player 03 just stopped
player 03 just started
player 03 just stopped
player 03 just started
player 03 just stopped
player: 05 iz now selected
player: 03 lostfocus
player: 04 isnow selected
player: 05 lostfocus
player: 07 is now selected
player: 04 lostfocus
player 07 just started
player 07 just stopped
player 07 just started
player 07 just stopped

-

Ewcova 76: Output Tov PrintCommandDialog
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5.3. Android Client

Ta sockets v tov Android Client Agitovpyovv pe Tov 1010 TpodTO TOL Agttovpyovv Yia tov Java Client
AmOGTEAAOVTOC, OPOD LETATPOUTOVV, TIG GUVIETAYHEVES TOL YNTMEOOL TOL YPNGLUOTOOVUE GTNV
Android gpappoyn pag, otov server, @cte vo 6taAoOv o1 cvvéxewn otov Java Client. Xto Android
dev yivetar va mai&ovv dVo ¥pNoTeC TALTOHYPOVA GTNV 1d100 CLGKEVT, AOY® TOV TEPLOPICUDOY TOL

VILAPYOVV TOGO G€ EMMESO AVATTVENG, OGO KOl GTNV TPAKTIKT ypnon piag Android Guckevnc.

To matyvio pag og mepipdirov Android mepihapfdvet o e&ng yapakmmpiotikd. Ot taikteg emAEyovTal
He ayytypo tov moaiktn mwéveo otnv o8dvn (tap) kot o emheypévog maiktng pmopel va kivnbet gite pe
oVPoIHo Tov daytviov (drag) amd tn 6€om Tov maikTn TPog TNV Topeio mov emBvpovLE, gite pE
mhtnua (tap) og kdmolo onueio tov yNmEdov 6mov dev vhPYEL GALOG TaikTNG. AV 1 pudio eivor otV
KOTOYN HOG UTOPOVUE VO, SDGOVUE TOPEiR KOl 68 KAmolo GAL0 cupumaiktn pog kévovtag drag mwhvo
TOV KOl TPOG TNV Topeia mov emtBupovpe. AKOUO TO GOVT YIVETOL EITE LE EMAOYT TOV KOLUTIOD Ylol
GOVT TOL PpicKeTol TAV® GTNV 000VT, ElTE TATOVTOC TAPATETAUEVA TAV® GTOV TOUKTN KAl KAVOVTOG
drag 10 déTVAO oG TTPOC TO TEPO TNG AVTITOANG OHAdaG, EneavifovTag £TGL Kl TOV O&ikTn dvVauNG
tov covt. [ldoa yiveton pe 10 Kovpumi g ThoAS, TATOVTING TO GTO oNueio Tov KOLVUTOD T0 OToio
avtikatontpilel TNV kotevbuvon oty onoio BEAovUE Vo oTeilovue TNV pUrdAa. AKOUO TOPOUOLO LE TO
GOVT, UTOPOVUE VO dDGOVLE TACO TOTOVTOC TAPOUTETOUEVA Kal KAvovTog drag Tov Taiktn Tov €yelL )
UTOA0 TTPog KAmoloV cuvumaiktn pog. EmummAéov vmapyer kot pio umdpo OmOv  UmopolUE v
kafopicovpe TNV TaxOTNTO TOV TOIKTN WOG T O7old, 0G0 O TAUKTNG TPEYXEL, UEIMVETOL TO WEYIGTO
onueio mov pmwopoVe va Ty TomofeToovpE, oY ovcia N HEYISTN TayVTNTA TOv Taiktn. Télog,
KpOTIETOL TO oKOp KaOMG Kot 0 aptBpog tov Beatdv i spectators Kol o€ TEPITT®ON YKOA, Ol TOIKTEG

KO 1 UTAAQ LETOKIVOUVTOL OTIS apYLKEG TOVG BEcelg (oévTpa).
O1 ax6AovBeg KAdoelg £xovv vAomombei otnv diemapn yio. Android:

SoccerActivity: Anpovpyodpe v kKhdon SoccerActivity 1 onoia enekteivel Tnv kKAdon Activity étot
MOOTE VO UTOPOVUE VO EUQAVIGOLUE TO Ypapkd 7epipaiiov o€ o Android ocvokevn.
Xpnowomotovue éva oTiypotumo g kAdong Framelayout £tor cdote va umopécovue vo
tonofetcovpe S10dpUoTIKA OvTiKEipeve, v oto Activity. Xto FrameLayout tomofgtovue éva
KOVUTE Y10, TO GOLT KOl £VOL Y10 TNV TAGA, TO YNTESGO LOG KOl Lol UTAPa Y10, TV pubpion g Tay0TnTog
OV ToiKTN. AoV €yovv dnuovpyndei ta avrtikeipeva, TomoOeTOOUE TN UAGPO KOl TO. KOVUTIO OTIG

0¢oe1g Toug pe ) péBodo locateCompoments (Ewkdva 77).

82



public boolean locateComponents() {
//getFramelayout().removeView(welcomeTxt);
shootButton.layout(®8, 88, getWindow().getWindowManager().getDefaultDisplay()
.getWidth()/6, getWindow().getWindowManager().getDefaultDisplay().getWidth()/6);
passButten.layout(®, getWindowManager().getDefaultDisplay().getHeight()-getWindowManager()
.getDefaultDisplay().getHeight()/38- getWindow().getWindowManager().
getDefaultDisplay().getWidth()/6-getWindowManager().getDefaultDisplay().getHeight(}/ 30,
getWindow().getWindowManager().getDefaultiisplay().getwWidth()/6+5,getWindowManager()
.getDefaultDisplay().getHeight() -getWindowManager().getDefaultDisplay().
getHeight()/38-getWindowManager().getDefaultDisplay().getHeight()/38);
seekBar. layout(®, getWindowManager().getDefaultDisplay().getHeight()-getWindowManager()
.getDefaultDisplay().getHeight()/3@8, getWindowManager().getDefaultDisplay().getWidth(),
getWindowManager().getDefaultDisplay().getHeight());
passButten.defaultJoysticlocation();
if (passButton.getBottom() == getFramelayout().getHeight() - 1@a) {
return true;
I else {
return false;

}

Ewova 77: locateCompoments

SoccerField: Enexteiver tnv khdon ViewGroup xabdg éyovpe okomd va mtpooHiécovpe kot GAAo
OVTIKEILEVA 6TO Y\meEdo Kot VAomolel to interface Runnable 16t gotidlovpe oe éva UEPOG TOL
médov (exel mov Ppioketar n umdra). Emiong €dd viomotodvton T otrypidtuma g kAdong Team,
g Ball kot tov Referee. Ed® akdpo viomoteiton o alyopdpog evog Thread (Ewova 78) 1o omoio

eAéyyel Tolo onueio Tov ynmédov Ba deiyvel 1 006vn (1 oAAMmdg Tov Ba PpiokeTon ) Kapepa,).

@verride
public wvoid run() {// metakinisi ' cameras '
while (true) {
try {
Thread.slesp(1@);
} catch (InterruptedException e) {
e.printStackTrace();
¥

soccerActivity. runOnUiThread(new Runnable() {
@override
public woid run() {
if (soccerActivity.getFramelayout().getiWidth()
/2 » getX() + ball.getX() &% getX() + 1 <= 1@) {
setX(getX() + 1);
} else if (soccerActivity.getFramelLayout().getWidth()
/2 ¢« getX() + ball.getX() & getX() - 1 »>=
soccerActivity. getFramelayout().getWidth() - getWidth() - 1@) {
setX(getX() - 1);

if (soccerActivity.getFrameLayout().getHeight() / 2 > gety()
+ ball.getY() && getv() + 1 <= 18) {
sety{get¥() + 1);
/ akoma kai an den allagzed i camera tha metakiniotane kai tha wriskekan

//ektos wriwn me sinepeia
// na min emfanizete
} else if (soccerActivity.getFrameLayout().getHeight() / 2 < getY() + ball.get¥()

&8 get¥() - 1 »= soccerfctivity.getFrameLayout().getHeight() - getHeight() - 1@) {

setyiget¥() - 1);

I3 H

Ewova 78: AhydpiBuoc tov SoccerField

H xivnon tov taktov oto yimedo yivetal pe ™ pébodo addListener (Ewova 79) n omoia mpochétet

éva listener oto SoccerField.
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private void addListener() {
setOnTouchListener(new OnTouchListener() {

@override

public boolean onTouch(View v, MoticnEvent event) {
Team userTeam;
if (teaml.isMyTeam()) {

userTeam = teaml;

} else {

userTeam = team2;
}

Player userPlayer = userTeam.getSelectedPlayer();
if (userPlayer == null) {

return false;
h

/f an exel patithei gias na dosw pasa tote akyrwnete i entoli
if (!userPlayer.isReadyToGivePass()) {
if (luserPlayer.getTeam().isMyTeam(}) {

return false;

¥
if (l!userPlayer.getTeam().getHasTheBall() && userPlayer.getPlayingPosition()
= Player.allPositions.GK) {
Log.e("Selected player ", ".."tuserPlayer.getID());
userPlayer.setSelected(true);
b
userPlayer.setMoves(new ArraylList<Point>());
userPlayer.addPlayerPoints(({int) event.getX¥() - userPlayer.getWidth{) / 3,
(int) event.get¥() - userPlayer.getHeight() / 3);
h

return false;

I3 H

Ewova 79: addListener

IMa va dnuiovpynoovpe tovg maikteg ypnoyomotovpe tn puéBodo generateTeams (Eucova 80) 6mov
YPTOLLOTOLOVLE e, SUVAULKT AloTta ov €yel vAomomBel oty kAdon Team. ['a va ToroBetnBodv 610
ynmedo pali pe tn pumdia ypnowonoteital n péBodog addPlayersAndBalllntoField (Ewcova 81) 6mov

nmpoomelaletal | AoTa He TOVG TOTKTES.

public woid generateTeams() {
team2.addPlayerToTeam( "@1"”
team2.addPlayerToTeam("@2"
team2.addPlayerToTeam("@3", 28, 28, 28);
team2.addPlayerToTeam("&4™, 28, 26, 268);

, 28, 28, 28);
¥
¥
¥
team2.addPlayerToTeam( 25", 28, 28, 28);
¥
¥
¥
¥

28, 28, 28);

team2.addPlayerToTeam("@s", 28, 268, 28);
team2.addPlayerToTeam("@7", 28, 28, 28);
team2.addPlayerToTeam("@3", 28, 268, 28);
team2.addPlayerToTeam( @3, 28, 28, 268);
team2.addPlayerToTeam( 12", 28, 28, 28);
team2.addPlayerToTeam("11", 28, 268, 28);

teaml.addPlayerToTeam("@1"”
teaml.addPlayerToTeam( " @2"
teaml.addPlayerToTeam( 23", 28, 28, 28);
teaml.addPlayerToTeam("@4", 28, 268, 28);

, 28, 28, 28);
¥
¥
¥
teaml.addPlayerToTeam( 25", 28, 28, 28);
¥
¥
¥
¥

28, 28, 28);

teaml.addPlayerToTeam("@s", 28, 268, 28);
teaml.addPlayerToTeam({ 87", 28, 28, 28);
teaml.addPlayerToTeam( 23", 28, 28, 28);
teaml.addPlayerToTeam("@2", 28, 268, 28);
teaml.addPlayerToTeam( 12", 28, 28, 28);
teaml.addPlayerToTeam( 11", 28, 268, 28);

Ewoéva 80: generateTeams
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public void addPlayersAndBallIntoField(} {
for (Player player : (Player[]) teaml.getTeamPlayers()) {
addview(player);
player.startThread();

for (Player player : (Player[]) team2.getTeamPlayers()) {
addview(player);
player.startThread();

¥
addview(ball);
Ewova 81: addPlayerAndBalllntoField

I'a va tomoBetioovpe to S100PACTIKG LOG OVTIIKEILEVE GTIC GLVIETAYUEVES TOL BEhovue Thved ©To

ynmedo vAomoteitan 1) abstract péBodog onLayout (Ewdva 82).

@rverride
protected void onLayout(boolean changed, int 1, int t, int r, int b) {
if (!firstTime) {
return;

}

for (int 1 = 8; i ¢ getChildCount(}; i++) {
View child = getChildat(i);
if (child.getVisibility() == GONE) {
continue;
} else if (child instanceof Player) {
Player player = (Player) child;
player.layout((int) player.getX(}, (int) player.get¥(), (int) player.getX()
+ 68, (int) player.get¥() + 68);
player.generateStartPositions();
} else if (child instanceof SeekBar) {
child.laycut(®, b - 18, scccerActivity.getFrameLayout().getWidth(), b);
} else if (child instanceof Ball) {
Ball ball = (Ball) child;
ball.laycut({int) ball.getX({), (int) ball.get¥(), (int) ball.getX() + 18,
(int) ball.getY() + 18);
ball.moveToRelativelocationInMeters (SOCCER_FIELD X WIDTH IN M / 2,
SOCCER_FIELD Y HEIGHT IN M [ 2);

i
Ewoéva 82: onLayout

Ia va oyedidoovue ta ypapud éve oto SoccerField vAomotodpe v onDraw pébodo (Ewcoveg 83,

84, 85 ko 86).
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@5uppressLint({ "DrawAllocation™, “"DrawAllocation”, "DrawAllocation™, "DrawAllocation™ })
@0verride
protected void onDraw(Canvas canwvas) {
super.cnDraw(canvas);
teamPlaysHomeNets = mew Rect(getWidth() / 2 - getWidth() / 18, B,
getWidth() / 2 + getwWidth() / 18, getHeight() / 2@);
teamPlaysAwayNets = new Rect(getWidth(} / 2 - getwidth() / 18,
getHeight() - getHeight() / 2@, getWidth() / 2 + getwWidth() / 18, getHeight());
teamPlayesHomeArea = new Rect(getWidth() / 4, getHeight() / 1@8,
getWidth() / 2 + getWidth() / 4 + getWidth() / 25, getHeight() / 5);
teamPlayesAwayArea = new Rect(getWidth() / 4, getHeight() - getHeight() / 5,
getWidth() / 2 + getwWidth() / 4 + getWidth() / 25, getHeight());

int standarDistWidth = getWidth() / 14;
int standarDistHeight = getwidth() / 7;
teamPlayesHomeSmallArea = new Rect(getWidth() / 4 + standarDistWidth,
getHeight() / 188, getwidth() / 2 + getwWidth() / 4 + getwidth() / 25 - standarDistwidth,
getHeight() / 5 - standarDistHeight);
teamPlayesAwaySmallarea = new Rect(getWidth() / 4 + standarDistwidth,
getHeight() - getHeight() / 5 + standarDistHeight, getWidth() / 2 + getWidth() / 4
+ getWidth() / 25 - standarDistwWidth, getHeight());

paint = new Paint();|

paint.setColor(Color.GREEN);
canvas.drawPaint(paint);
paint.setColor(Color.BLACK)

Ewova 83: onDraw

/7 zegrafizw to imikiklio

canvas.drawCircle(getwidth() / 2, getHeight() / 2, getWidth() / 1@,
paint);

paint.setColor(Color.GREEN) ;

canvas.drawCircle(getWidth() / 2, getHeight() / 2, getWidth() / 18 - 3,
paint);

paint.setColor(Color.BLACK);

/f zografizw tin mesea grami
canvas.drawline (@, getHeight() / 2, getWidth(), getHeight() / 2, paint);

/f zografizw toys kuklous stin perioxi

int radius = Math.min(getWidth() / 18, getHeight() / 1@);

canvas.drawCircle(getWidth() / 2, teamPlayesHomeArea.bottom, radius,
paint);

canvas.drawCircle(getWidth() / 2, teamPlayesAwayArea.top, radius, paint);

paint.setColor(Color.GREEN);

canvas.drawCircle(getiWidth() / 2, teamPlayesHomeArea.bottom,
radius - 2, paint);

canvas.drawCircle(getWwidth() / 2, teamPlayesAwayArea.top, radius - 2,
paint);

Ewova 84: onDraw
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£ zografizw megales perioxes

paint.setColor(Color.BLACK);

canvas.drawRect(teamPlayesfwayirea, paint);

canvas.drawRect(teamPlayesHomeArea, paint);

paint.setColor(Color.GREEN);

canvas.drawRect(teamPlayesHomebdrea.left + 2, teamPlayesHomeArea.top,
teamPlayesHomedArea.right - 2, teamPlayesHomeArea.bottom - 2,
paint);

canvas.drawRect(teamPlayesAwayhrea.left + 2,
teamPlayesAwayArea.top + 2, teamPlayesAwaybrea.right - 2,
teamPlayesAwayArea.bottom, paint);

/Y pwgrafizw mikres perioxes
paint.setColor(Color.BLACK)
canvas.drawRect(teamPlayesfwaysmallirea, paint);
canvas.drawRect(teamPlayesHome5mallirea, paint);
paint.setColor(Color.GREEN) ;
canvas.drawRect(teamPlayesHomeSmallArea. left + 2,
teamPlayesHomeSmallArea.top, teamPlayesHomeSmallArea.right - 2,
teamPlayesHomeSmallArea.bottom - 2, paint);
canvas.drawRect(teamPlayesfwaySmallArea.left + 2,
teamPlayesAwaySmallArea.top + 2,
teamPlayesAwaysmallArea.right - 2,
teamPlayesAwaySmallArea.bottom, paint);

/f zografizw ta termats
paint.setColor(Color.BLACK);
canvas.drawRect(teamPlaysHomeNets, paint);
canvas.drawRect(teamPlaysfwayNets, paint);

Ewova 85: onDraw

!/ zografizw tin poreia tis passas

try {

for (Player p : (Player[]) userTeam.getTeamPlayers()) {
if (p.isReadyToGivePass()) {
paint.setColor(Color.MAGENTA);
canvas.drawline((int) (p.getX() + p.getWidth() / 3), (int) (p.get¥() + p.getHeight()
/£ 3), (int) (p.getCurrentPointTouchPos().x + p.getX()),
{int) (p.getCurrentPointTouchPes().y + p.get¥()), paint);

}

// zegrafizw tin poreia fou paixti
for (Player p : (Player[]) userTeam.getTeamPlayers()) {
if (!(p.getMoves().length==0)) {
Point previousPoint = null;
for (Point point : p.getMoves()) {
if (previousPoint == null) {
previousPoint = point;
b

canvas.drawline(previcusPoint.x, previcusPoint.y, point.x, point.y, paint);
previousPoint = point;

1
1
} catch (ConcurrentModificationException e) {
e.printStackTrace();
1

Ewova 86: onDraw
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IMa v petakivnon tov ViewGroup 6to ydpo ypnoyomolovvtal ot pedodor setX, setY (Ewova 87) ot
omoieg eivar viomompéveg oto default maxéto tov Android aAAd petd v €kdoon 2.3 (tnv onoia
YPTCULOTOLOVLE GTNV LAOTOINGT LOGC.

public woid setX(float x=) {
setPosX(x);
layout((int) posX, (int) posy, (int) posX + getWidth(), (imt) posy
+ getHeight(});

¥

public woid setY(float y) {
setPosY(y);
layout((int) posX, (int) posY, (int) posX + getWidth({), (int) posy
+ getHeight(});

Ewova 87: setX, setY

Ball: H «\don Ball givan mopepugepnc pe v kAdon Ball amd tnv Java diemapn pog pe Oplopéveg
Backég dapopéc mate va avtiotolyel o€ cvokevn Android. Emexteivel v khdon ViewGroup kot

vAomotel to interface Runnable. To ypoagikd ¢ pndAag yiveton pe tn pébodo onDraw(Ewova 88).

@override

protected void onDraw(Canvas canvas) {
super.onDraw(canvas);
paint = new Paint();
paint.setColor(Color.WHITE);
canvas.drawCircle(5, 5, 5, paint);

Ewova 88: onDraw

INa va arocstaiovv ta dedopéva oto server ypnotpomnoleitor n péBodog fireBallMovedEvent (Ewova
89) 1 omoia evepyomoteitan pe v kivnon g prdiag. Emiong mpv yivel | omootodn tov dedopévav
kaAeitor M pixelsToMeters. Otav Aappdvovtor dedopéva yio Tn UETOTOTION TOV TOAKTN KOAgiTol

avtiototrya 1 moveToRelativeL.ocationInMeters kot petatpémovton ta LETPA o€ pixels.

public void fireBallMovedEvent() {
if (st == null) {
return;
¥

Team team = null;

if (field.getTeaml().isMyTeam()) {
team = field.getTeaml();

I else {
team = field.getTeam2();

}

if (!isTakingAShoot && !isGivingPass & !team.getHasTheBall(}) {
return;

}

pixelsToMeters();
st.send("Ball :positionX= " + (posMetersY) + "positiony= " +
(SoccerField.SOCCER_FIELD X WIDTH _IN M-posMetersX });

Ewova 89: fireBallMovedEvent
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O aAy6p1Bog oV ¥PNOLOTOIOVLE Y10 Vo LETOTPEYOLE Ta. pixel o pétpa eivar o akdiovbog:
xLocationInMeters = SoccerField. SOCCER_FIELD_X_WIDTH_IN_M =* ((ballLocationX
/ field.getWidth () );

yLocationInMeters = SoccerField. SOCCER_FIELD_Y_HEIGHT_IN_M = (
(ballLocationY / field.getHeight() );

Evd amo pétpa og Pixels:

ballLocationX = (float) (xLocationInMeters * (field.getWidth() /
SoccerField. SOCCER_FIELD_X_WIDTH_IN_M) );

balllLocationY = (float) (yLocationInMeters * (field.getHeight() /
SoccerField.SOCCER_FIELD_Y_HEIGHT_IN_M) );

Omnov:

e SoccerField. SOCCER_FIELD_X_ WIDTH_IN_M: néca pétpo BéAovpe va gival to mAdTog
Tov ynmédov (m.y. 120 petpar).

e SoccerField. SOCCER_FIELD Y HEIGHT IN_ M: noca pétpa 0éhovpe va givar 1o Hyyog
Tov ynmédov (m.y. 90 petpa).

e DballLocationX : mov Bpicketon n pmddao v ke ypovikr| otryun otov aova X Tove 61O
yNmedo

e DballLocationY: mov fpicketar  pmdho v K4be ypovikn otiyun otov aova Y Tave 6To
yNmedo

o fiend.getWidth(): t6co TAdtog £xel TO YNTESO

o field.getHeight(): m6c0 Oyog £xel To ymEdO

"Eva mopddetypo epopoyns Tov cuYKeKPIHEVOL adydpdpov pmopovpe va dodpe otnv Ewdva 90.

ballLocationY

ballLocationX .

field.getHeight()

field.getwidth()

Ewova 90:ITapdaderypa avorapdotaong tng UTOAoS 6To gikovikd ynmedo (2D)

Player: Enexteiver v khdon ViewGroup kot viomotei to interface Runnable. Eivor n avtiotoyn
KAdon Player tng Java diemapng pog. Xpnotuomnoigitol n cuvaptnon initialize (Ewoveg 91, 92 kot 93)

uéom g omoiog mpootibevrol dvo listeners o ke avrtikeipevo g kKhaong Player. O évog listener
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glvan éva avtikeipevo tng kAdong OnLongClickListener wov ypnotpuonoleital yio T ouvatdTnTo TAcOS
N COVT TATOVTOG TAPOUTETOUEVO GTOV TOIKTI TOL £XEL TNV KOTOYN TNG MIAAoC Kot kavovtog drag to
ddyTVlo pog €ite TPOg KATOWO0 AAAO Taiktn, €ite mpog To avtimaAio tépua. O dAlog listener sivon
avtikeipevo ¢ kAdong OnTouchListener kot ypnowomoteiton yio v emhoyn (selection) kot tnv
Kivnon evog moaiktn eniong pe v aen Kobmg Kol vo, SMGOVUE TOPEID OTOV TOAKTN KPATOVINS TIG

peAlovTiKég B€celg oe pia Suvapikni Alota.

private void initialize(fimal SoccerActivity context) {
moves = new ArraylList<Point>();
setOnTouchListener(new OnTouchListener() {
@override
public boolean onTouch(View v, MoticnEvent ewvent) {

currentPointTouchPos.x = (int) event.getX();

currentPointTouchPos.y = (int) event.gety();

ffoan exed patithel gia na dosw pasa tote akyrwnete i entoli

if (!isReadyToGivePass) {

// ama patisw se paixti alis omadas paw pros ta ekei kai na apistrepsw
if (lgetTeam().isMyTeam(}) {
Team otherTeam;
if (getTeam() == field.getTeaml()) {
otherTeam = field.getTeam2();
} else {
otherTeam = field.getTeaml();

h
otherTeam.getSelectedPlayer().setMoves(new Arraylist<Point>());
otherTeam.getSelectedPlayer().nextStation.x = (int) (event.getX() + get¥());
otherTeam.getSelectedPlayer().nextstation.y = (int) (event.get¥Y() + get¥());
return false;

if (!getTeam().getHasTheBall() && playingPositicn != allPositions.GK) {
setSelected(true);
h
if (getRectangle().contains({int) (getX({) + event.getX()),
kint) (event.get¥() + get¥()))) {
moves . removeAll (moves);
moves.add{new Point({int) (getX() + event.getX()) - getWidth() / 3,
(int) (event.getY() + get¥() - getHeight() / 3)));
return false;

h

addPlayerPoints((int) event.getX() + (int) getX() - getWidth() / 3,
(int) event.get¥() + (int) get¥() - getHeight() / 3);
Eucova 91: initialize
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} else {
Team playerTeam;
Rect teamsNet;

if (getTeam() == field.getTeaml()) {
playerTeam = field.getTeaml();
} else {

playerTeam = field.getTeam2();

S/ ama eimai o apo panw wazw goal pros ta katw
if (playerTeam.isPlayingHome()}) {
teamsNet = field.getTeamPlaysAwayNets();
} else {
teamsNet = field.getTeamPlaysHomeNets();
¥

if (teamsMet.contains(({int) (getX({) + event.getX()),
(int) (get¥Y() + event.get¥()))) 1
isReadyToShoot = true;
} else {
isReadyToShoot = false;
shootThread = null;
currentsShootPower = @;
¥
if (event.getAction() == MotionEwvent.ACTION UP) {
if (isReadyToShoot) {
isReadyToShoot = false;
shootAlgorythm{event.getX() + getX(), event.get¥() + get¥());
setIswaitingForPass(false);
return false;
¥
setReadyToGivePass(false);
if (getRectangle().contains((int) (event.getX() + getX()),
(int) (event.getY() + get¥() - getHeight() 7 18))) {
setIswaitingForPass(false);// katw taytoxrona to isReadyToGivePass = false
return false;

Ewova 92: initialize

} else {
for (Player p : (Player[]) getTeam() .getTeamPlayers()}) {
if (p.getRectangle().contains((int) (getX() + ewvent.getX()),
(int) (ewvent.get¥Y() + get¥())) && p != Player.this) {
passAlgorythm(p);
return false;

¥

passAlgorythm( (getX() + event.getX()), (ewvent.get¥() + get¥()));
setIswaitingForPass(false);

¥
¥
return false;

¥
B E

setOnLongClickListener(new OnLongClickListener() {
@override
public boolean onLongClick(View w) {
if (lhasTheBall && getTeam().isMyTeam()) {
passAlgorythm{Player.this);
return false;

if (!Player.this.getlLiteRectangle().contains({currentPointTouchPos.x,
currentPointTouchPos.y)) {
return false;

¥

moves.removelll (moves);
setReadyToGivePass(true);
return false;

His
Ewova 93: initialize
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TMa va onpovpynBet to ypapikd tov maiktn vAomolobe T ocvvdptnon onDraw (Ewdveg 94 kor 95).
H onDraw ocg¢ mepintmon 7Ov 0 TOIKTNG COVTAPEL OMUOLPYEL U0, UApo SOVOUNG Yot TO GOLT
KkaAmvtag tnv drawShoot(Ewova 96).

@override
protected void onDraw(Canvas canvas) {
super.onDraw(canvas);
Paint paint = new Paint();
if (isSelected & getTeam().isMyTeam()) {
paint.setColor(getTeam().getClr());
canvas.drawCircle(15, 15, 15, paint);
paint.setColor(Color.GREEN);
canvas.drawCircle(15, 15, 14, paint);
}else{
if (isSelected && !getTeam().isMyTeam()){
paint.setColor(Color.RED);
canvas.drawCircle(15, 15, 14, paint);
paint.setColor(Color.GREEN);
canvas.drawCircle{15, 15, 14, paint);}}
if (isReadyToGivePass) {
paint.setColor(getTeam().getClr());
canvas.drawCircle(15, 15, 17, paint);
paint.setColor(Color.GREEN);
canvas.drawCircle(15, 15, 16, paint);
paint.setColor(getTeam().getClr(}};
paint.setColor(getTeam().getClr());
canvas.drawCircle(15, 15, 15, paint);
paint.setColor(Color.GREEN);
canvas.drawCircle(15, 15, 14, paint);
canvas.drawCircle(15, 15, 13, paint);
paint.setColor(Color.GREEN);
canvas.drawCircle(15, 15, 12, paint);
paint.setColor(getTeam().getClr());
canvas.drawCircle(15, 15, 11, paint);

Ewoéva 94: onDraw

paint.setColor(Color.GREEN);
canvas.drawCircle(15, 15, 18, paint);
paint.setColor(getTeam().getClr()};
canvas.drawCircle(15, 15, 9, paint);
paint.setColor(Color.GREEN) ;
canvas.drawCircle(15, 15, 8, paint);

if (isReadyToShoot) {
drawShoot(canvas, paint);

b

paint.setColor(getTeam().getTeamColor());
canvas.drawCircle(15, 15, 18, paint);
paint.setColor(getTeam().getClr());
paint.setTextSize(1d);
canvas.drawText(name, 8, 48, paint);

Ewova 95: onDraw
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private wvoid drawShoot(Canvas canvas, Paint paint) {
paint.setColor(Color.WHITE);
canvas.drawhArc(new RectF(@, @, 38, 48), 188, currentShooctPower * 9, true, paint);
paint.setColor({Color.GREEN);
canvas.drawhrc(new RectF(3, 5, 25, 35), 188, currentShootPower * 9, true, paint);

if (shootThread != null &% !shootThread.isalive() || shootThread == null) {
shootThread = new Thread() |
public woid run() {
while (currentShootPower < shootPower) |

try {
Thread.slesp(78);

} catch (InterruptedException e) {
e.printstackTrace();

}

currentshootPower++;
Log.e("powerrr ", Integer.toString(currentshootPower));

}
i

shootThread. start();

Ewova 96: drawShoot

Emiong viomoteitarl uéBodog yio v kiviomn tov tepuato@OAaKa avtiotoyn 1e tn nébodo e KAAGNG
Player ¢ Java demaong, kabahc kot listeners yia méoa (Ewova 97) kot covt (Ewdva 98) mov

KaAovvTol amd v KAdon Btn.

private OnTouchListener passTouchHandler = new OnTouchListener() {
@override
public boolean onTouch(View v, MotionEvent ewvent) {
if (!getTeam().getHasTheBall()) {
new Thread() {
public wvoid run() {
try {
Thread.sleep(588@);
context.getPassButton().defaultloysticLlocation();
T catch (InterruptedException e) {
e.printstackTrace();
)

}.start();
return false;
¥
context.getPassButton().setPressPoint(
new Point(context.getPassButton().getWidth() / 2, context
.getPassButton().getHeight () / 2));
context.getPassButton().setloysticlocation(event. getX(),
event.gety(});
double posX = @8, pos¥Y = 8;

posX = event.getX()-context.getPassButton().getWidth()/2;
posY = event.getY()-context.getPassButton().getHeight()/2;

Player.this.passAlgorythm({posX, posY);
return false;

Ewova 97: passTouchHandler Listener
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private OnTouchListener shootTouchHandler = new OnTouchListener{) {
[@override
public boolean onTouch({View v, MoticnEwent ewent) {
if (ewent.getAction() == MotionEvent.ACTION DOWN) {
isReadyToShoot = true;
System.out.println("ACTION DOWN™) ;
new Thread() {
public woid run{} {
while (currentShootPower < shootPower) {
try {
Thread.slesp(72);
} catch (InterruptedException e) {
e.printstackTrace();}
currentshootPower++;
Log.e("powerrr ™,
Integer.tostring(currentShootPower));}}
F.start();}
if (ewent.getlction() == MotionEwvent.ACTION UP) {
Ssystem.out.println{"ACTION_UP™);
isReadyToShoot = false;
if (getTeam().isMyTeam(}) {
if (lgetTeam().getHasTheBall()}} {
context.getShootButton().setOnClickListener(mull);
return false;}
if (getTeam().isPlayingHome()) {
currentshootPower = currentShootPower;
Player.this.shootAlgorythm(
field.getLayoutParams().width / 2,
field.getlLayoutParams().height - getHeight()
fo23;
} else {
currentshootPower = currentShootPower;
Player.this.shootAlgorythm(
field.getLayoutParams().width / 2,
+getHeight() / 2);:}
currentshootPower = 8; 1}
return falsej;}};

Ewova 98: shootTouchHandler Listener

Team: H «Adorn Team eivar n avtiotoyn kidon g Java diemaeng yioo Android pe ™ dwpopd 6Tt

YPTOLOTOIOVUE OTATIKEG AMOTEC, AVTi QUVOUKES Y10 TNV TPOCOPLVY| OTOBNKEVON TOV TAIKTOV.

Referee: EAéyyel av n undia mepdoet tn ypopun Tov TEPUATOS Yol Vo 0ENCEL TO OKOP Yo TNV

€KAGTOTE OHAdE TTOV TO TETVLYE Kot emekteivel tnv kAdom Thread.
Constants: Ot 6tabepéc mov ypelaldpoote yio 1o server donAaadn IP kot port.

Btn: Emexteivet v xhdon Button kot ypnowpomoteitol yoo v onpovpyio dVo dadpucTIKOY
OVTIKEWEVOV (KOVUTLOV) TO OTOL0L YPNGULEVOVY Y10 TV EKTEAECT] GOVT Kol TACHG CULPOVO LUE TOVE
listeners shootTouchHandler xot passTouchHandler mov vAomomOnkav otnv xidon Player. Ta
YPOPIKA TOV KOLUTIDOV Onpovpyovvial e t péBodo onDraw (Ewdva 100). Ocov apopd 10 kovumi
¢ mdoag ypnoponoteital 1 setJoyStickLLocation émov avaAdy®S TO ONEEIO TOV EXOVUE TATHGEL TO

Kouumi, Tpog ovth TV Katevbuvon Oa exteleotel 1 mdoa.
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Ewova 99: ITaca mpog pio katebBovvon, okop, Beatéc.

@override

protected void onDraw(Canvas canvas) {
super.onDraw(canvas);
if( backGroundColer.equals({"Blue™)){
paint.setColor(Color.MAGENTA) ;
telse if( backGroundColor.equals("vellow")){
paint.setColor{Color.YELLOW);
¥

canvas.drawCircle(getWidth({)/2, getHeight()/2, getWidth()/2, paint);

if(getText().toString().equalsIgnoreCase("pass")){
paint.setColor(Color.CYAN);
canvas.drawCircle(touchLocation.x, touchLocaticon.y, radiusloystic, paint)
¥
paint.setColor(Color.BLACK);
paint.setTextSize(28);canvas.rotate(98, getWidth()/2, getHeight()/2);
canvas.drawText({getText().toString(), 28, getHeight()/2, paint);

Ewcdva 100: onDraw
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6. Xovoyn

H mroyuokm vt KeTomdotnKe Pe CUYKEKPLUEVES TTVYES TNG avamTuENG atyvimv. Avantiydnke éva
GUYYPOVO GLVEPYATIKO Taiyvio, 1060 amd TAELPAS LVITOAOYIOTH, 060 Kol amd TAELPAS Yo EEVTVES
KNTéG ovokevéc euPabivoviog oty emKOW®VIA ETEPOYEVAOV OlEMAPOY. XpNoomoinke 1
YAOGGO TPoypoppatiopoy Java Ay NG @opnToOTNTOG TOL HOGC THPEXEL Kol TG LVROGTNPENS Yo
etepoyeveic dlemopéc. To oevaplo ypnong aeopd évo Taiyvio TOmoV “TodocPaPdKl” 610 0moio

EVOOUATOOMKAY U1 YNYEVT SL0OPACTIKA OVTIKEIUEVAL.

H epapuoyn éxer mepBopra Peitioong méveo o€ cvykekppuéva g koppdrtio Kdmoteg amd Tig

TPOTEWVOUEVES PeEATIDOELS elvat ot ENG:

e  FEioayoyn nuypovov kot xpoévov ANENG moyvidlod Kobmg Kot emMAOYN NG OBPKELNS TOV
xpOVoL.

o Emloyn S10popeTIKGV YNTESWMV.

Emhoyn xor mBovomnto S10QOopeTIK®V KOIPIKOV cLVONKOV (LAOTOMUEVO, YOPIS OUmG

EMAOYT GTNV TOPWN EKSOCN TNG EQOPLOYNG).

AMAOy] TOIKT®V Kol GUGTNUATOV TOKTIKNG.

[MAyw dovr, kOpvep Ko offside.

[Ipocbnkn nynTiKdY eQE.

[IpocOnkmn dvvatdttog online mwapoakoloHOnong Tov match g spectator.
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Hapaptnpo-Opor

Applet

Ta Applets cuvnBwmg eivarl pikpés Pondnrikés epappoyéc mov vrofonbodv pio KOpLa ePapLoyn, Ot
Aertovpyieg TOVG eivol TEPLOPIGUEVEG KO EEQPTMVTAL EVIEADG 1) LEPIKMG AT TNV KVPLOL EPAPLOYT| TOV
vrofonBovv. H mo cuyvi xpnon tovg givar pe v yAdooao Java.

Open source and licences

Me tov 0po open source 1 GAM®G OVOLXTOS KOIKOS, avapepopacte oto Aoyouikd, SDK’s, APT’s
KTA. GTO, 07010l 01 ONUIOVPYOL TOVG £YOVV AVOLYTO TOV TTNYOi0 KMIKO KOl OTOI0GONTTOTE UTOPEL VoL TOV
YPTOCLLOTOMGEL V1ot O1KOVS TOV GKOTOVG 1 VA d1opOdacel Kamowo Tpdypota Tdve o€ avtdv. Xuvibog
OLLMG OLVOSEVOVTAL OO GLYKEKPIUEVES AdELEG OV KaBopilovv Tn pNon Tove, ONWC T.Y. oV KATO10G
B€Ael va TO YPNOLOTOMGEL Y10 EUTOPIKOVS GKOTOVS, TOG0 BéAel va oAAGEeL Tov mnyaio KOO KTA.
Avto yivetol Yoo Vo, OTOQELYOVTOL O1APOPES KOUKOPOVAEG TPOUKTIKEG OOV 7., Ol ONUIOVPYOL OEV
AVOQPEPOVTAL GTOV KMOKO 10V EPTLOEAY O1 10101, 1] TATEVTAPOVTOL OTLovpyieg GAAwv KTA. Emiong évog
TPOTOG “OOVLAELNS” TAV® GE KMOKO Eval To Open source projects Tov KAmolog £l GUVEIGPEPEL KOt OV
glvar Ko peydlo 1 onuavTikd pmopovv vo avoaeepfovv 6to Broypagtkd. ‘Eva pépog yia va Eexvioet
K@To10G v dovAgLEL o NON EToo open source projects givat to GitHub. TToAAd and ta API’s mwov
TAPOLGIALOVTIOL GTI GUYKEKPIUEVT TTUYLOKT gfvotl avolytol k®duka. Eva amd to, TAEoVEKTAUATO, TOV
avoLToL KOJKA gival Twg didpopa bugs Kot BeATidoelg uropodv vo Bpebovv and amAovg xpnoTec, o
avtifeon pe Ta TOV KAEWGTOD KAOOKO OTOL 00 TO0 Pépog TV PEATIOCE®V TEPTEL TAVD GTOVG

dnuovpyove.

CAD

Computer-Aided Design 11 adicdg CAD egivor m povtehomoinon pe tn ¥pnon TPOYPOUUAT®V OF
VTOAOY1OTH. AGYOAEITOL KLPIOC LE TN UOVTEAOTOINGT] UNYOVIKOV GUGTIUATOV KOl TOPOAO TTOL OEV
glvar 1600 dladedopévo oe pnyavikovs Aoyiopukov, oto. CAD mpoypdppato ypnoilonolovviol
TEYVIKEG OMpovpyiag ypaeikdv kot rendering mov eite Pacifovror eite vroPfonBodvior amd ddpopa
API’s dnovpyiag ypagikmv, 6mmg to Direct3D.

Documentation

To documentation pmopovue va modpe 0Tt givan K4t cav Piproypapio, 1 manual yio T0 ekdoToTE
SDK, yimoca mpoypappoaticpod, APL kth. Zvvhbog eivar extevég kot to Ppickovue online kot
oKomdg Tov givan va pag Ponbnoel oty Katavonon Kol ENioNg ™G ovapopd Yo OTAV TO YPELIGTOVLE.
Amd ™ oty oumc mov to. documentations givol emionpo omwd TNV ETOPIOL TOV KLKAOQOPEL TO
exdotote SDK ktA. pe moAlég teyvikég Aemtopépeteg ouvimg dev elval GIAIKA TTPOg TO XPNoTN Kot
€101 dgv mpoTIovVTOL TAVTA. Agv LVIAPYEL KATOlo aKPPNG UETAPPACT OTO EAANVIKA Kot €161 Oa
TPOTIUNGOVUE VO, TO ovVapEPOVUE amAd ¢ documentation kaOd¢ gival EvpEmG KaTOVONTT £VVOLQ.

Cross-platform

Me tov oLYKEKPIUEVO OPO AVOPEPOLOCTE OTIG SLVOTOTNTEG OV £YEL WA EQOPUOYT, EVa Taiyvio 1
KoM KoL o YAMGGo mpoypapupuatiopod 1 kamowo APl dote va Asitovpysi o6& OlOPOPETIKEG
TAoTEOpUEG N Aettovpykd cvothiuote. Otov pkdpe yuoo évo APL onuoivel mog pmopodpe va
avamtoEovpue eQaproyég mov dev mepropiloviar o€ o TAateopuo (my. SDL) 7 611 €rovue
duvvatotnto va emiAéovpe Yoo mol TAMTEOpUO TPoOopilovUE TNV EQUPUOYN MG, XOPIS va
YPTCULOTOGOVLE KATTO0 StapopeTikd APL

Rendering
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To rendering givot 1 dadikacio pe v omoia dnovpyeiton pio ewova omd Eva 2D 7 3D povtéro. To
povtého ovopdaletal moAAEG @opéc kot ypdoog oknvig. Ocov agopd ta ypoeikd moryviov, To
rendering pog omodidel To Ypoekd pe T Pondela TG KAPTOS YPAPIK®Y. YTAPYOUV OAPOPEG TEXVIKEG,
alyopBpot Ko Aoyopikd yia rendering, oAAd Bo mpotipncovpe AGY® AmAOTNTOS VO TO CKEQTOVLE
amhd cav Tig SlodKaGIEG IOV EYVaV MOTE VO ELPOVIGTOVV TO YPAPIKA 6TV 000vN Hoc. XTo EAANVIKA
UTOPOVLLE VO TO CUVOVINGOVUE LE JAPOPEG UETAPPACELS, OTMG: ATOS0CT], POTOATO00N K.O., OUWOC
dev vmhpyel akpPng LETAPPACT Yo Lo £€VVOL0 TOV TAEOV TO €VPOG TNG €ival apKETA HeEYGAO. XNV
GUYKEKPIUEVT] TTUYLOKY YPTOLULOTOIOVVTOL EVOAAUKTIKG KOTOOL OO TOVG OPOVLS, TPOG OTOPLYNG
EMOVAANYNG, ONUAIVOVY OU®C TO 1010 TPAYLLOL.

I'pdpog oxnviig

O ypdoog oknvic 1 0AAMGDG HOVTEAO okmVg €lvarl éva mepBaAlov 6mov dNUIOVPYODUE YPOPIKD,
Kwnoelg, physics ktA. Elval 10 6Td010 TG OMTIKNAG ONLOLPYING YPAPIK®DY Kol ENIGNG TPONYELTAL TOV
rendering. Avaioya pe to toolkit mov ypMGILOTOIOVNE, £XOVUE KoL SLUPOPETIKOVS YPAPOLS GKNVNG LE
SlopopeTikd dtabéoipa epyareio. MmopodUE VO TO GKEQPTOOUE MC TO UEPOG EPYACIOG MAG YO TN
dnuovpyilo ypoplk®v Kor €Kel TOL YiveTol 1 TEPLGGOTEPT) OOLAELL OGOV aPOPE TNV ONTIKY|
avVaToPAoTOo.

Wrapper library

BipAiobnkeg mepirvAiypatoc v aAiung wrapper libraries ovopdaovpe PiAiodnkeg o1 omoieg mepiéyovv
€va AemTO “oTpOue” KOJKO TO 0moio petappalel évo on vrapyov mepiPdilov pog PBiprodnkng o
éva. ovpPatd mepPdiiov Yoo kKamolwo GAAo cOotuo. Avtd yiveton yio d1Gpopovg AGYOLC UE TOV
Kuptotepo va gival 1 ovpPatdtnra APT’s pécw SopopeTikdv YAOOOHV TPOYPUUUATIGHOD, TT.Y. TO
Jogle mov petappaler v C doun tov OpenGL c¢ Java.
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