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Abstract of the final year project in English

This project combines a game library with an environment which aim to simplify the
development of 2D computer games using Java. It introduces a new way to describe and build games
in a way simpler for the user to understand and requiring less code from his part. It provides many
ready objects and algorithms frequently used in game development which are widely customizable
and adjust to every type of game.

The environment consists of three editors for creating sprites, animations, particle systems,
lights, bounds and combines them to synthesize scenes. All the exported files from this environment
can be read from the library and loaded to game objects to create interactive scenes. The library
provides all the functions necessary to handle those objects and covers a wide variety of options.

It’s a useful tool for indie game developers who want to skip the implementation details
needed from almost every game and have quick results. It can be used to fully automate the loading,
rendering and running of game scenes along with other functionalities such as collisions, depth
layering, user input, sound management, networking, neutral entity control as well as data structures
for save game files, dialogs, high score boards and more. Using this tool we can minimize the time
and effort programming consumes and focus on things that make a game interesting like plot, art
and effects.

All the objects are described in commented text files which can be easily read and edited by
the user. By giving freedom to the user to easily edit these objects and see the effects they make in
the game, this project can be used as a learning tool as well.



Yovoyn Epyoaciog

Avt 1 epyacia cuvovalet pia PipAtodnkn mayvidov pe Eva TepBAALOV TOV ATOGKOTOOY
GTNV GMAOVGTEVCT] TNG OVATTTUENG TOV J1G-O1AGTUTMV NAEKTPOVIKAOV TOLYVIOLDV LE TN (prion g Java .
Ewcdyer éva véo tpdmo yia vo meprypdpet kot vo dopel mayvidte o amAd yio Tov ¥prioTn Vo
KOTOVOT|GEL TOV OTALTEL AIYOTEPO KMOKO artd TV TAELPA Tov . [Tapéyet TOAAE ETolo AvTIKEIPEVO KO
aAyOPIOLLOVS TTOL YPNGLLOTOLOVVTOL GUYVE GTNV AVATTLEN ALY VOOV TOV EVOL EVPEWS
TOPOUETPOTTOW O LA KOt Tpocappoloviat og kébe TOTO TaryvidoD .

To meppddiov amoteleitol omd TPELG GVVTAKTEG Yo T dnuovpyia Sprite , animation,
CLOTNUATA COUATIOIOV ,emTIGHOVE , bounds kat To cuvdvalet Yo va cuvBéoel oknvég . Oha ta
apyela wov eEdyoviat amd avtd o TEPIPAALOV Hmopohv va dlafactodv amod T PifAtodnkn kot
QOPTAOVOVTOL GE AVTIKEIUEVO TOVL T VOO0 Y10, VO dNUIOVPYRoOVY d1adpacTikég oknveg . H
BBA10ONKN TTapéyEl OAEC TIG amaPAiTNTES AELTOVPYIES Y10 VAL YEPLGTEL AVTA T AVTIKEIUEVA Ko
KOADTTEL L0 EVPELD TOIKIAIO ETIAOYDV.

Eivan éva ypriolpo epyaieio yuo tovg indie Tpoypappatiotég matyvididy Tov BElovv va
TOPUKALYOVV TIC AETTOUEPEIEG VAOTOINGTG TTOV ATOITOOVTOL OO GOV KAOE oy vidtl Ko va EXovv
ypryopo amoterécpata . Mmopel vo xpnotomoOel yio vo GUTOLOTOTOGEL TANPM®G T POPTMGT , TO
rendering ka1 to tpé€po Tov oknvodv poli pe e Aettovpyieg Onmg GuYKpoLoELS , fdbog
SOTPOUATOONG, £1G050 ¥pNoTN, OloyElPIoN YOV, SIKTOMGON , EAEYXO OVOETEP®V UVTIKEIUEV®V,
KaOdS Kot SopEG 0edOUEVAOVY Yo TNV atoBNKELGT TPOAdOV , dlaAdYoVG , Tivakes Pabuoloyiag Kot
dAAa . XpNoIHLOTOIdOVTOG QVTO TO EPYUAELD UITOPOVLE VO EACLYIGTOTOMGOVLE TO YPOVO TTOL OTOLTEL O
TPOYPOUUUATICUOG KOl VO EMKEVTP®OOVUE GE TPAYLATO, TTOV KAVOLV EVA TTOLYVIOL EVOLUPEPOV OTIMG M
TAOKN, 1 TEYVN KOL TO, EQE.

Oho o avtikeipeva Teptypaeovtal o€ opyeiol KEWEVOL TOV HTOPOVY VKOAN Vo dafacTovV
ka1 va cvvtayfovv and to ypnotn . Aivovtag tnv ehevbepia otov yprotn va enelepyaletor ebkora Ta
AVTIKEIUEVA OVTE Kot VoL PAETTEL AUEGO TOL OTOTELECUOTO TTOV ETPEPOVY GTO TOYVIOL , QLTH 1| EpYacio
umopei va ypnoomoindei kot wg epyoalreio ekpabnonc.
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1 Ewcaywyn

H avémrtuén niextpovikdv moyvididv etvar i dtadtkocioo mov propet va diekmepoiwbei amo
éva ATONO € Mo PEYOAN emyeipnon. Xty emoyn TV TPpOTOV Toyvidimv 1o 1970, Adyo tov
TEPLOPICUEVOV  OLVATOTNTMOV TOV VTOAOYICTMOV KOl TNG  YOUNANG OIKOVOUIKNG Omaitnong £&vog
TPOYPOUUATIOTNS UTOPOVGE Vo avordBel OAn v dladikacio. VAOTOINGNG €VOG TMAEKTPOVIKOD
TALYVIO0V. ATO TOV TPOYPOUUOTICHO LEXPL TO YPAPIKE Kot ToV 1x0. [TAéov dumc pe v avarntoén g
TEYVOLOYIOG KO TNV aENCT OMOLTHGE®V TMV KATAVOADTMV Eival 6xedOV addvatov yio Eva GTopo vo
AVTOYOVIGTEL TIC HEYAAES EMXEPNGES TOV OMOTEAOVVIOL OO EKOTOVTAOES GTOUO KOl APLEPDVOLV
TEPAOTIO KEQALOLO KOl TOAD ¥pOVO 6TV dnuovpyio maryvidiwv. Ouwg avtifeta pe 6t Bo mepipeve
kaveig tétotot indie dnpovpyoi gidav peyddn avamtuén ta tedevtaio ypdvia KabdC avamrtoybnkoy
TOALEG SladikTLaKEG VANPESiEs davoung omwe to mobile market mov kdvovy gvkoin v dradikacio
£€K000MG, O10LPNLONG Kot SLOVOUNG TETOL®V TPOIOVIMV.

H diadwcocio avamtuéng NAEKTPOVIKOV TOLVIOIOV UTOPEL VO SLUPKECEL OO UEPIKEG UEPES
£€m¢ Kat xpovia Ko TepAapuPdvel ToAAd Prpata. Eekvael omo TV cOAANYN HdG 10€ag, akoAovBel éva
TPOCYEDID TTOV TEPLEYEL TO GEVAPLO, TO TEPLEYOUEVO, YOPOKTINPIOTIKA, YPOVOOLAYPAULD, TLO KOWO
oTOYEVEL KO TL omontnoelg €xel. 'Emerta Eekivagl n vAomoinon mov yio peydAovg TitAovg Totyvididv
aUTO TO OTOO0 WTOPElL VO ONOGYOANCEL ONO OEKAOEC £MC EKATOVTAOES GTOUO, UE TOAAOVGC
SQOPETIKOVS POAOVG OTMG OYEOIOOTES, HOVGIKOVS, TPOYPOUUATIOTESG, SoKUaotés Ka. Otav 1
vAoToinoT oAoKANP®OEL 1} Ko TOAAEG Popég Tp1V, Eextvaer 1 dladikacio LAPKETIVYK Kol TPOomOnong.
Av 1 epyacio acyoleitor Kabopd e TO LEPOC TNG VAOTOINGTG KOl GTOYXEVEL VO, KAVEL TNV J10.01K0GT0L
O OTAT) KoL Y1 yopn).

1.1 Kivnrpo

Kivntpo ywoo v emioyn avtg g epyociag NTov to €Opog Oepdtov evacyoinong. H
AvATTUEN MAEKTPOVIKOV o VOOV TEPIAAUPAVEL DAOTOMGELS TOAADY SLOPOPETIKAOV OAyopiOpmv,
doudv Kot avtikeévav. Mov 600nke n gukapio va xpnotuonomon Ty Java yio vo avTiueTonicm
TOAAEG KT YOPieC TPOPANUATOV KOL KOTO GUVETELN VO, ATOKTOM Wiol KA Pdon yio va emekteivo
TNV YVOGT OV GE Ot TNV YA®Goo. ‘Eva akdun kprtiplo yioo v €XA0YN HTAV 1| EXEKTAGIUOTNTO
aLTAG NG epyaciog kabdg dév NBeda 1 avanTuén vo teleidoet pe v mruylakty. Eivor éva mpotlet to
omoio umopel va dgxbel cuveydg enekTaoelg Kol PEATIDGELG Kol 6TO onueio mov Ppickete Topa eivat
aKoOUn otV opyn.

1.2 Yxomdg ka1 otd)01

YKOTOG aVTNG TNG epyaciog gival 1 amAonoinorn g JdIKacioG KATOOKELNG dodIoTOTMV
TOLVIOIOV EI0GYOVTOG £Va KOVOOPYL0 TPOTO TEPLYPOPNG KOl SOUNG TOLG 7OV WOldlel pe v
napaymyn cvvletikov Pivieo oto MPEG ypnoiponoidvrag ontikoakovotikd oviikeipevo (AVOS).
T ovykexpipuévo ovvBétel oknvéc amo TETOw OvTikeipneva to omoion Oa mpémer va  eivon
TOPOUETPOTOGLULN KOl ETOVOYPTOIUOTOMOUA. Oa uropobv v aAANAETIOPOVV LE TO XPNOTN Kol TO
kaBéva Ba mepthappdvel poiovg, dtadldyovg, Kivioelg kal Asttovpyies. Eniong Oa mpoocpépet Etotpeg
OUVOPTNOELS KOl OOUEG TOL  YPTCULOTOOVVTOL CLYVA oIV Onuovpyio Toyvididv OmwOc Yo
TOPASELY O Y10 EVIOTIGHUO GLYKPOVGE®MY, Y10 POPTMOOT] KOl SloyEIPIon EKOVOV Kol MOV, POTICUO,
€l0000 ypNoTN, SIKTVOGN K.



H viomoinon avtig ¢ epyaciag yopilete oe dvo péprn. Mia BifAiobnkn n onoio pmwopel va
dopel oxnvég divovtag g ewdves, NYOLS Kot keipevo 1o omolo Bo mepiéyel v TEPLYpOPN TMV
QVTIKEWEVOVY Kol TO 6eVaplo tov maryvidov. Kot évav editor o omoiog Ba fonddet tov ypnot oy
dnuovpyio TOL TEPLEYOUEVOD KOL TNV GLYYPAPT) TOV GEVOPIOL.

TeMkdc o610)0¢ avTNG NG epyaciag eivor va ddoel tnv dLVATOTNTO GTOV YPNOTN Va
Katookevalel maryvidwa Pe Tov EMAYIGTO dUVOTO KMOKA divovTog ToL TOALEC ETOLEG Aettovpyieg Kot
U0 oA YAMDOGO KOTOVONTH Kol ato ToV 1010 oAAa kot amo tnv BifAtodnkn. Exiong Oa mpémel va €xet
TETOWNL OOUN MOTE VO PNV TEPLopilel Tov ypnotn otig dvvatottes ¢ Piphodnkng Anladn va
TEPEYEL OVTIKEIPEVA TOL OToio. UTopovv va ypnoiomombovv pepovouéva Kot va tpocappoloviot
gvkoha og kaOe €idog Taryvidov.

1.3 Aopn Epyaciog

Méypt avt6 10 onueio €yve avaPopd GTO AVTIKEIIEVO KOl TOVG GTOYOLS QLTS TNG EPYUCTIOG.
To emdpuevo kepdialo acyoAeitarl pe v pebodoroyio vAomoinong, dSNAadn pe OAN TNV TPOETOLLAGIO
Kol mwpooyedlaopd tov mpotlext. IlepropPdver avaivon wPOPANUATOS, GLAAOYT YVAONG Kol
KkaBopiopd Artovpyldv.

To xepdrato Tpia givar To KOPLO UEPOG Kot KADE VITOKEPGANIO aoyoAEiTal e KAOe KaTnyopia
vAOTTOINGM G OWTNG TG epyacioc. Xe kKabe kotnyopio yivere ava@opd 6Tov TPOTO VAOTOINGCTG, GTOVG
aAyopBovg mov ypnopomofnkay Omwg emiong Kol o€ GAAOVG OMUAVTIKOVS KOl GTO TPOPARATO
mov gupaviotnkov. Emiong oto téhog kdbe xepaiaiov vmépyovv mapadetypota ypnong tov ke
OVTIKEWEVOD TTOV OVOAVETAL [E KMOIKO OT0 TO 7O CUOVTIKG onpeio. Adywm ¢ £KTAoNS OWTHG TNG
€PYOOING KOl TOV TEPLOPIGUEVOD YPOVOD &V NTAV EPIKTO VO YIVEL AVOADTIKY aVOPOPE GTO KMOIKO,
€101 T0 KeEPAAL0 Tpia YPNOUEVEL KO BG 00NYOG ¥pNong tng PpAodNKne. Télog 10 kKepdAiaio Técoepal
AVOPEPEL TO OTOTELECUATO, VTG TNG EPYOTIG, o€ TL onueio Ppioketal kot wd givar To LEALOV TNG.

2 MebBodoroyia viomoinomg

Koabmng avt n epyacio otoyevel o€ o€ pia katnyopia TpofAnuatoy, 6&v vadpyet pio Kot povo
pebododroyia yia tv viomoinon tg. H popon avtig g epyociog potdlel mo mold pe P GUAAOYT
aAyopiBumv, SopMOV KOl OVTIKEWEVEOV TOL YPTCLLOTOOVVIOL OC €PYOAgia. Yo Tnv Onpovpyia
SeOACTATOV TOYVIOIDV HE KAOE Vol OO AVTA VO amalTel SLAPOPETIKN TPOooEyyion. Mia mid kown
pebodoroyia mov Ba apopd dOAa ta avtikeipeva Oa ypnopomombel e okomd vo pTopode HKOAN Vo
TEPLYPAYOVLE KOl VO, SOUNCOVUE NAEKTPOVIKA TOLYVIdLo 0o TETOL0 AVTIKEIUEVAL.

H vlomoinon avtg g epyooiog ywpiletar oe tpia peydro otadw. To mpdTo eivar M
Kataokevn g Piprodnkng mov Oo mopéyel avrtikeipevo yio v dnuovpyio dlodidoToTmV
AL VIOIOV. Oa TPETEL VA EIVOL TOPAUETPOTOUGILN, POPTTA KoLl VO TPOSapUOovTal DKo Gg KAOE
nepintoon ypnonc. Emduevo otddio sivor M dnpovpyio €vOg GET EVIOADV 7OV UTOPOLV Va.
¥PNoLoTonfody MG YAMGGO TEPLYPAPNS OVTMV TOV OVTIKEUEVOV MOTE VO, OVTOUNTOTOMCOVUE
TEPIOCOTEPO TNV SLOAIKAGIO TOPAYOYNG. AVTEG O EVIOAEG GTIV OVGIN AVTIKAOIGTOUV TOV KOJIKO OV
yPELETAL Yot TO POPTOUO TOV TOP®V Kol TNV OO TOvg o€ ovTikeipeva moyvidod. Télog Oa
KATOOKELOOTEL £val Ypapiko meptBdAiov Tov Ba pmopel va cuvtdooet Tétola apyeio doTe vo KAvel TNV
Swdkacio akoun o gokoArn. Kdbe éva omo avtd ta otddio ywpiletor oe TOAAEG KT yopieg ot
omoieg avolvovtal € TOAAG TpoPAnpaTa.



2.1 Avéivon IpofAnuatog

Apyn| oxedov kabe viomoinong etvar | avdAvon Tov TPoPANHATOC TOV aoyOAElTAL. XE AVTO TO
0TA010 B£ToVTOl 01 KVPLoL GTOY0l, TPocdlopilovtal ot VINpecieg mov Bo TPOGPEPEL KAl TL KOWO
otoxevel. Mio teyvikny avdivong eivor va dwipodue to KOpo mPOPANpa oe piKpOTEPH KO
AmAOVOTEPO, UE TNV GEPG TOLG OVTA UTOPOLV Vo avaAvBovv ce GAlo akOUn 7o omAd Kot M
Sdwdkacio cvveyiletal £0¢ GTOL T TPOPANUATA TOL TPOKLITOLV TO, OTOI0 MG GHVOLO EKPPALOVV TO
apyKo TPOPAN e OemPoVVTOL APKETE OTAG Y10 AVTILETAOTION.

IIpdto Prpa eivor va tpocdiopicovpe amo ti amoteleite £va S1GOAGTATO LY VioL, Tolo eivat
0. PaciKG GLGTOTIKG TOL Kol 7O 1 €AdyloTN TANpoopia mov ypellOUacTE Yl VO TO
neptypayovpe. [ToAAG TE€TO EPOTAUATO, OAAG KOL MEPIKEC POPEC Ol GMOVINGCELS TOVG PpiokovTtal
KOTO, TNV VAOTOINoN aAlo mAvto eivorl KOAO Kot TPEMEL v €govpe €vo mpooyédto. Mmopobdue va
Y®PICOVUE TO GLOTATIKA EVOG ALY VIS0V GE TPELG KaTnyopies, ElKOVa, 1X0¢ Kot Keipevo. Omov keipevo
oYL LOVO OVTO TOL YPTNCOTOLEITE (DG TEPIEXOUEVO UEGH GTO TOLYVIOlL, OAAN KEIUEVO OV TEPLEXEL
TANPOQOPIa V1o VO TEPLYPAEL TO 1510 TO Ty VidtL.

To gmduevo Ko peyardtepo Prpa e avaivong eivar va cLAAEEOLE OAL TO AVTIKEILEVO KoL
TOVG OAYOPIOUOVE TTOV YPNGLULOTOIOVVTIOL GLYVE GTNV LAOTOINGCT ToLVIOUDY KOl VO, TOVG dMGOVLE
TETOL0L OO MOTE Vo UmopovV vo, dovAéyovy pall, ave&aptnta aAld Kou o€ cuvovaoud pe EEvo
Kddwka. No éxovv 660 10 duvatdv pia yevikn oAhd cuyypodvmg ohokAnpmuévn meptypaon. Koptotepeg
Katnyopieg avtov Tov PrHaTog givat:

Rendering — Animation — Lighting
"Hyog

Eicodoc Xpnom

ZuoTHUOTO ZOUATIOIOV
ZVYKPOUGELS

Awtdmon

ZKNVEG

2.2 2vAhoyn ITAnpogopiodv

Ed®d n amdvinon eivan pio, 1o Tvtepver. H duvatdmta mov Exovpe TAEOV Vo YNOLOTOLOVUE
KOl Vo, HETAOI00VUE OTOL00NTOTE E100VG TANPOPOPin LE TOOT EVKOAN 0ONYNGE GTIV ONOVPYia EVOC
TEADPLOV OYKOL OedOPEVOV TPOCPAcIo oYedOV oe OAOVG. ZTo {viepver pmopel kavelg va Ppel
otdNmote apkel va EEpel Tog va yakel. Amo mopadelypaTa Yoo VAOTOMGELS aAYOpiOU®Y, TEXVIKEC
npoctyyiong mpofAnudtev, best-practices mpoypappatiopod péypt kol padnuoto Coypaeikng Kot
ene&epyaciog Nyov.

Mia onpavtikh anyn yo. aotiy v gpyacia ftoav to Piprio Killer Game Programming In Java
tov Andrew Davison. Avogépete oe TOAAG OLUATO TPOYPOUUOTICUOD TOLYVIOIOV KOl TEPLEYEL
TOAALOVC 0lyOPOLOVG Kot TopadElyLaTaL.



2.3 Xyédo Yhomoinong

e owtd KePGAao yivete po cbvtoun ovapopd otnv dour tov JIGL kot tov GCE kot tov
AVTIKEWHEV@V IOV amoteAovvTal. Edd mapovsialovion meptinmtikd ta mo Pacikd avTikeipeva Gv Kot
N epyacio mepEyel mOALA emmALOV, AGY® XPOVOL dEV avaEPovTal E0() AL GTA EMOUEVO KEPAALOL.
H ewova mo kdto mopovsialet ta Pacikdtepa avikeipeva mov ypnotponolel n PAodnkn Kot mog

avtd cuvovalovion petad Toug.

Vector2F .png .wav xt
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—| Content Loader
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| |Game Object |~ Collision
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Vector3f |

Ewova 1 Aopn JIGL

Content Loader

To avtikeipevo ContentLoader givat vedBVVO Y10 THY HETOTPOTN EIKOVOC, OV Kol KEWWEVOL
o€ avtikeipeva o omoia pmopel va ypnoomoost 1 BipAodnkn 1 kol pepovopéve o ypnotng. Av
Kol 0VTOG €ivall 0 LOVASTKOG GKOTTOG TOV Kot &V GLVOLALETE pe To LTOAOITO OVTIKEIPEVE EVaL OO TaL
ONUOVTIKOTEPA UEPT] TNG LAOTOINOTG KAODC UELDVEL GNUAVTIKE TOV KOSIKO TOV ATOITEITE amd TOV

xpPHoT.

Display — Camera




To avtikeipevo Display kinpovouei amo to JPanel tng Java kot givor ) emipdveia oty omoia
Coypagilete n ey ewdva. Eve ta avtikeipeva Camera kor Cameraman opifovv mov “kottdel” o
ToiKTNG HEGA 6TV GKNVA Kot TPETEL vo. cLvOLALovTot kot pe o Display aAAd kot pe thv oknvi dote
va vroloyilovpe to Viewport kot va epapudcovpe to kotddinio culling.

Game Object

Koabmng 0lo ta ypoeikd ovriKeipevo TV MAEKTPOVIKOV TAXVIOIOV £YOLV KOTOW0, KO
otoygela Ommwg Bon, JOTACELS, OVOYVOPIOTIKA Kot OVOLUM, TPEMEL Vo VILAPYEL o Paon amo TV
omoio. 6Aa avtd To avtikeipevo Ba KAnpovopobv avtd Ta KOwd yopoktnplotikd. Emeito kdébe
avTiKeipevo mov yperaletal po wd oAokAnpouévn vaonoinom, 0o kKAnpovopei amo avtiv Bdon kKot Ha
TPOCPEPEL EMUTAEOV YOPAKTNPLOTIKG TNV i1 Tov TV KAdon. o Tapddetypa to avtikeipevo Sprite
givon tomov GameObject oAla emekTeivEL TNV AELTOVPYIKOTNTO TOV MGTE VO TEPLEYEL IO EIKOVOL KO
L0 CLUVAPTNON Yo TO TG avTd TO avtikeipevo Ba (oypapiotel. Me v celpd Tov TO AVTIKEIUEVO
AnimatedSprite emexteivel v kK don Sprite dote va mepiéyel animations. To 610 yia To avTikeipevo
Entity to onoio 0o pmopei va mepiéyel pohovg, d1ohdyovg Kot 6TatioTikd. Avti 1 dopun XPNCIUEVEL
MOTE VO SLOQPOPOTOGOVLE TNV AELTOVPYIKOTNTO OVAIESO 0TO ovTikeipeva. [a mapddetypo olo Ta
napamdve mepéyovv uia cuvaptnon ( draw() ) mov opilel TG avtd To avtikeipeva Oa (oypoapioTody
otV 086vn kot TV omoio. kKAnpovouobv amo tnv KAdon Sprite. AAMdg oumg Cwypagilovtar ot
OTATIKESG E1KOVEC, aAAMG To. animations kat aAAMG to. cuoTHuaTe coOUATdimV. Me avtdv Tov Tpdmo
dév meTvyaivove HOVO KOADTEPT OPYAVMGT GTOV KOJIKO OALG ETITPETOVE GTOV YPNOTN Vo eMAEEEL
NV TOAVTAOKOTNTA TO®V OVIIKEWEVOY Tov B0 YpNOUYLOTOMGEL om0 o tepapykn dour. [
TOPAdEYUo dEV €xel VOMUO. VO, YPNOLLOTOCOVIE OVTIKEIpEVO pe animation av ypeidlete va
{oypagicovpe povo pio ewdvo. Emiong pe avtdv tov 1pdmo umopoue vo, GUVOVACOVUE SIUPOPETIKA
avtikeipeva og pio Ko doun kol vo to aviiuetonicoope g €va. apddetypo av 0édovue va
Coypogicovpe OAo Ta avtikeipeva, dév ypetdletor va EEpovpe av to avtikeipevo givon Sprite 1 Particle
System gpocov Eépovpe OtL OAa mepLEYoLY TV cuvaptnon draw().

Particle System

Ta cvotipote coOUATdiny yxpnoiomolody o avtikeipevo Vector2f 1o omoio avomoapiotd Eva
Slvocpa Kot ypnoluevel Yo v 0éom, ToybTNnTe, €MTAYLVON OKOUO KOl Yo TIG OUVAUEL TTOV
gpappolovpe oto cvotnua. Eivar pio amin dour dbo tudv float. To avtikeipevo Particle mepiéyet OAa
TOL YOPOKTNPIOTIKG UE TO 0Toio, TO €KKIVEL TO ovotnua. Eivar n “vrdéotoon” kdbe couatidiov wov
dnuovpyode pe Ta d1KA Tov povadikd yapaxtmpilotikd. Télog to Particle System oavamapnotd 6Ao 1o
GUGTNHO TO 0Toio dMovpYel, evnuep®VeL, (oypapilel Kol KATUCTPEPEL TO COUOTIOW.

Bounds — Quadtree

Ta bounds eivon oyfuate to omoio, opilovv TTEPLOXEC MOV EKKIVOOV GLYKPOVGELS, EVD TO
Quadtree givar 0 aAydp1Opog yio Tov eviomiopd avtdv. Kot ta 600 ¥pnoipnomolodhviol amo Ty oKnvi 1
omoia pmopel va Topodotei Events. Avtéc ot meployég kabmg kot ta event wov exkivovv ympiloviol og
Tpeic kotnyopieg. Tvykpovoewv, Evapéng Nyov kol evoaiiayng oknvav. [a tic 600 Tedevtaieg
BipAoONKN umopel va dwoyelptotel novn g avtd to yeyovota. o v mpdn Opmg gival veevbuvn
UOVO Y10, TOV EVTOTIGUO.

SoundEngine

Eivar 10 avtikeipevo mov dayepileTor tovg Myovg ko pmopel va dextel event eite amo tov
ypnot gite amo v oknvi. Kpatdel 6Aovg Toug f)oug mov £XOVE POPTOCEL Kot EKKIVEL ToV Kdbe Eva
oe Eexmpioto vipa. ‘Exet emAoyég évtaong Kot TpOTou avamopoyyns.

Sprite Controller




Avt m KAGon déyeton  avtikeipevo Tomov  Entity kot ypnowomojote  yi  va
OVTOLOTOTOICOVE TV CUUTEPIPOPH OVTOV TOV OVTIKEWEVOV MG TPOG TNV Kivnon, animation kot
NXov. Avt 1 cvurEPLPOPE TEPLYPAPETE 0o Ta avTikeipeva Role mov avtég o1 kKAdoelg mepiéyovy.

ObjLoader

Avtikeipevo 10 omoio pmopel vo. @optdoEl TPodldoToTo poviéAd amo Obj opyeio.
Xpnowonotei 11 kAdoegig Vector3f ko Face ywo to meprypdyet. Eivor to mpdto Prpo yio v
gloaymyn g Ppiobnkng oto 3D kot 6év cuvdvdlete akdun pe AR avTikeipeva o,

To debtepo pépog g epyaoiog mov givor o Editor £xet tv mopaxdto dopn.

|FiIeChooser| GCElnterface | | PopUp

[ LoadingFrame | = WorkspaceDialog
GCE l&=——

ContentLoader | Display
Sprite Editor ParticleSystemEditor

SEinterface | |ToolChangeEvent PSnterface
ColorChangeEvent -
PTBListener SCIntéliféce ParticleSystemToolBar
' — | LightSettings
PaintToolBox ObjectForm _.
BoundForm LightForm
PaintTool

| Pencil |J | Rectangle |
Brush | | Ellipse

Eraser Line

Ewova 2 Aopn GCE

GCE

Avtd 10 avrtikeipevo eivon vmevbovo ya tov €leyyo tov workspace, tnv ekkivnomn Ttov
npoyplupatog koar dlwv tov editor. Xpnowomoiei to GCElnterface d¢ ypagiko mepipdirov. Ot
Khdoeig WorkspaceDialog, PopUp, FileChooser kou LoadingFrame givatl fondntikd avrikeipevo mov
ypnoorotovvtar oo dhovg tovg editor. Ta avtikeipeve ContentlLoader ko Display eivot ta idwa g

BipAoO7KNG.



ParticleSystemEditor

Avto 10 avtikeipevo dwyepiletal o cHotnre copatdiov mov kavovpe edit. Tlepiéyetl Oleg
TIG GLVOPTNOELS Y10, VO, GOGOLLE, VO, POPTMGOLUE Kat vo eneepyactovpe cvotiuata. To PSinterface
givar m ypoeikn Semapn mov amoteleite ano éva Display ko to ParticleSystemToolbar 1o omoio
ePEYEL OAES TIG EMAOYEG TAPOLETPOTOINGTG TOV GUGTHLLALTOG,

SpriteEditor

O Sprite Editor dwayepileton ta Sprite, animated kou p. Eivon éva epyadeio {oypapikng to
onoio &yel v dvuvatdmTo vo dopel ko va avamapdyst animation. To SElInterface sivar n ypagpukn
demaen n omoio ypnopomotei To PaintToolBox.

SceneEditor

O Scene Editor mepiéyel v AeltovpyikdTnTa Y100 vo. dnuovpyodue Kot vo, Stayeiptlopaote
oknvég. To SClnterface sivar n ypoaeikn Semapr 1 omoia. ¥pNCIUOnTolEl KATOEG EMTALOV POPLES
(ObjectForm, BoundForm, LightForm, LightSettings) yio va dwaygpileton o avTikeipeva g oknvie.
AvT10 10 aVTIKEIIEVO OT®G Kot Tl dVO TPONYOVUEVA EEAYOVV TO ATOTEAEGUA GE Lot LOPPT KOTOVONTH
amo v PipAodnkn, £161 6TL SNUIOVPYOVLE UTOPOVLE VO TO XPTCULOTOU|GOVLE GUECH [LE QVTAV.

PaintToolBox

To PaintToolBox eivar n gpyodeiodnkn mov Swoyepileton ta avrikeipeva Pencil, Brush,
Eraser, Line, Rectangle, Ellipse to omoio. ypnowonoovpe yioo va (oypagicovpe. Agitovpyei o€
ovvdvaoud pe to PTBListener o omoiog eivar axpoatic ocvuPaviov mov mopodotel Ta
ToolChangeEvent «ot ColorChangeEvent. Avtq 1 epyodelofnkn ypnowonolgite ko1 pe Ttov
SpriteEditor ka1 pe tov SceneEditor.

(Davison)



3 Kvpio Mépog

Ye autd 10 KePAAawo Oo ovoivBodv Ta onuoviikdtEpa pEPT TG VAoToinong, Oa yivel
avaQopd 6e oAyYOpBLOLS TOV YPNGOTOMONKAY Kot U, 6TA TPOPANUATO OV TPOEKLYAV KOl TIG
Aboelg toug. Emiong oto téhog kdbe vTtokeAaloiov VAP OVV TOPASEIYUATE ¥PNONG TOV OVIIKEIUEVOD
IOV 0LOYOAEITE, LE KOUUATIO GYOALOGUEVOD KMOLKE, Ko TApOdETYoTa SOUNG apyEimV.

3.1 Awayeipion kot Aopn AviikeluEvav

AvT0 T0 KEQALOLO EIVOL GLLOVTIKO Y10 TOV aVOYVAOGOTN KAODC €EnYel TOC OVOTOPIGTAOVTOL KOt
doUoVVTOL TOAAG OTO TO OVTIKEILEVO 7OV OVOQPEPOVTIOL GTO EMOUEVE KEQAAOL, OmO Ti opyeio
amotelovvTal Kot ol mpénel va Ppickovtal 610 0EVIpo QukEA®V oL ypnoiponolel 1 PiPAtodin.
Emiong og avtd 10 Kepaiowo Ba avaivbei n yAOGoo pe TV omoio TEPLYPAPOVTAL TO OVTIKEILEVO,
TPAYUO. CNUAVTIKO Y10 TV KOTAVOTOT) TOV ETOUEVOV KEQPOANDV.

3.1.1 To Aévtpo Apyeiov tov GCE

EeKivavtog amo To Pacikd, To 0EVTpo apyeimv Tov TEPLEYEL OAO TO TEPLEYOUEVO TOV
ToLVISIo0 TPENEL VO, Eivor Omm¢ TG £kOvVog o kdtw. O apyikdg eaxkelog (GameContent) givar 1
Sdpopn apyeiov mov divovpe oty Piprodnkn yia va umopel va Ppei Oha ta avtikeipeva, €101 TPEMEL
va £(EL GLUYKEKPLUEVT] douT).

e Sprites ko Sounds: mepiEyovv amiég eikdveg (PNG) Yoo otatika Sprite kot Myovg (wav) yuo
LLOLGIKT] KO EQE AVTIGTOLYAL.

e Roles: apysia xeyévov ta omoion mEPEYoLV €VTOAEG Kivnomng kot aAAayfg animation,
YPTOLLOTOLOVVTOL G POAOL Y10 AVTIKEILEVO TTOV OEV EAEVYOVTOL OTO TOV TTALYTN.

o Particles: apyeia keuévov mov to Kabéva mepEyel O eg TG petoPAntéc mov kabopilovv tny
@00 KOL TV GUUTEPLPOPA EVOC GLGTHIATOS CMOUATIOIMV.

e AnimatedSprites: Eeywpiotdg eaxelog yio kabe sprite. Tlepiéyet wo cvAroyr suwovov (png)
aplBunuéva mavta amo undév €mog to mANOog TV Kapé Kol €vo apyeio KEWEVOL
(animations.txt) mov mepEyel OA Ta aNIMAtioN Tov AVTIKEWEVOL UE TO KOPE OVTA.

o Scenes: Eeymplotdg @hakeroc Yoo kabe scene. Tlgpiéyer o swdva (Map.png) mov
ypnouonoteite g background yio v oxnvn ko éva apyeio keuévov (config.txt) pe didpopa
YOPAKTNPLOTIKA TNG KOOMG Kot OAX T OVTIKEIUEVA TTOV TTEPLEYEL TO. OTTOT0L LImopel va sivort OAa
TO, TOPATOVE.




GameContent

1 1 1 1 | 1
Sprites Sounds Roles Particles Scenes AnimatedSprites
I |

spritel.png soundl.wavp- rolel.txt psl.txt scenel = animatedspritel
map.png — O.png
config.txt l—1.pn
sprite2.png sound2.wavj—role2.txt ps2.txt & png
l— 2.pNg
scene2 _
sprite3.png |J=sound3.wav map-png :
config.txt l— animations.txt
= animatedsprite2
— O.png
— 1.pNg

— 2.png

l— animations.txt

Ewkova 3 Aévtpo Apxeiwv GameContent

Kabe apyeio keévov mepiéyet eviohég yio v PifAiobnkm mov opifovv ta avtikeipeva kabmg Kot
oo Yo kaBodynon. Avtd Ta apyeia umropovv gite va mopaybodv ano tovg editor tov GCE kot va
Tpomomotnfovv uetd and tov xpniotn M va ypoaetovy e£odokAnpov arnd avtdv. ITo cuykekpiuévn
ava@opd yio TV cOVIaEn aVTOV TOV apyeiov Yivete o€ ETOUEVO KEPAANLO TOV AGYOAODVTOL LE TO
KkéOe avtkeipevo.

3.1.2 To avtikeipevo ContentLoader

To mpdTO Kot {0WG TO OMNUAVTIKOTEPO avTIKEIPEVO TG PiPAodning mov Ba avapepbel. Eivar
T0 ovtikeipevo mov OSwPdlel Oha To apyeio KEWEVOL, €WKOVES Kol MYOVG Kol TO UETAPPAlEL o€
avtikeipeva moryviolov. Mag divel v duvatdtnTe. Vo QOPTMGOVUE OGN0 OTAES EIKOVEC UEYPL
OAOKANPOUEVEG OKNVEG LE TNV (PNOT EAAYIOTOL KoK, Aév pmopel va yivel ToAD avdAivon o€ avto
TO OVTIKEIPEVO KOOMG aVTOG €ival 0 HOVAOIKOG GKOTOG TOV, OEV XPNOLUOTOIEL E101KOVG OAYOPIOLOVS
o01e £xel kamola alloonuei dour aAAG givol GNUOVTIKO Y10Tl EIVOL TO GVTIKEILEVO TOV YAITMVEL
TOV YPNOTY| OITO TOV TEPIGGOTEPO KOTO.

Atvovtag Tov v dwdpopn yia to apyeio GameContent (mov ava@épOnke 6To TPONYOVUEVO
KEPAAOL0) UTOPOVUE VO POPTOCOVUE OTOLOONTOTE OVTIKEILEVO TTOV TEPLYPAPETE GTNV YADGGO, TOV
ypnoonotel 1 PPA0ONKN. AVTO TO OVTIKEINEVO Eival amAd (o LeyGAn GLALOY cLVOPTHCEDV KAOE
pio e€edkevpévn vo S1aPalel cuyKeKPEVO apyELD KOt VO ETGTPEPEL OO OVTIKEIEVA TALYVIOI00 TO
omoio gvkolo TpochHETove otV oKV PEXPL Kol OAOKATPEG OKNVEG LE TOAAA QVTIKEIPEVO HEGH TTOV
UTOPOVLE VO TPOGTEAACOVLLE.

H povadwn emmAéov Aettovpyio givor va amodidel oUTOUOTE  OVOYVOPLOTIKA OTOV
eoptdvovue avtikeipeva pe 1o 0o o6voupa. o mopdderypo pmopel va éxovpe éva sprite mov va
amewkoviel éva d€vipo, avtd TO sprite pmopel va VITapyEL Tve amo pio popd og kdbe oknv Kabdg
dev ypNOYOTOIElTE TOTE LOVOSIKY KOV OE avTikeipeva mov emavarappfavoviat. 'Etot €govpe v
SuVATOTNTO VO POPTMGOVLE CUTOUOTO U0 GKNVI OAAG KOL VO, UTOPOVHE VO TPOCTELAGOVIE TETOLN
AVTIKEIPEVO KO VO TO, XEIPILONACTE PHELOVOUEVDL.



Hopadeiypa ypiiong Contentloader:

ConttentLoader cL = new ContentLoader("C:/GCE/GameContent");

[1®bptwon oxnvAc:

Scene scenel = contentLoader.loadSceneByName(sceneName);

[IIAv Bé ovpue va Thpovue £VO OVTIKEILLEVO OITO TNV GKNVA:

AnimatedSprite player = (AnimatedSprite) mainScene.getSprite(id, layer);

Iid: avayvopnotikd avrikeiwévov, layer: eminedo g oknvig (v eivol yvwoto yuo o ypryopn
/llavalinon)

Il amha:

AnimatedSprite player = (AnimatedSprite) mainScene.getSprite(id);

[1D6pTon EEYOPLOTOV AVIIKEWWEVOV:

Sprite sprite = contentLoader.loadSprite(spriteld);

AnimatedSprite aSprite = contentLoader.loadAnimatedSprite(aSpriteld);
Role role = contentLoader.loadRole(roleld);

ParticleSystem ps = contentLoader.loadParticleSystem(id);




3.2 Eicooo¢ Xpnot

H Java o¢ yAdooa vymiod emimédov mopéyel ToAAES ETOYEG VAOTOMGELS Y1 16000 ¥pNoTh,
OpmG Ogv KOAOPEL MOAAEG OO TIS OMOLTNOELS KAMOW®V €MG TMV TMEPIGCOTEPM®V MNAEKTPOVIKMV
TALYVIOIOV TOL YPELALOVTOL YPNYOPOLG Kol GUVOETOVS YEPIGHOVE. XEPICUOVG TTOL EEAPTOVTOL TOAD
amd TOV YPOVO Kol omd TOAAEC €10000VG. XVVOLOCUOG TANKTPOAOYIOL LE TOVTIKIOD, TOAAMTAG
TAMNKTPA, €160001 pE Ypovikd meplBmpla Kol SlaTNPNoN COGTAOV GULVIETAYUEVOV aveEdpTnTa NG
6¢aomg (tomoBeoia, Lovp) elvan pepucd mapadetypota. Eniong o kddikag yio vAomoinon avikepévoy
7ov yepiloviat v €i6odo ypnotn dev ivarl 1060 TEPITAOKOG 0ALG glvar ivol peyaAog oe €Ktoom
TPAYLO OV KAveL TNV opydvmor o dvokoAn. H BifAodrkn éxel obo avtikeipeva mov Ponbdve oe
TETOLEC VAOTIOMGELG TO OTO10L TOPEYOLV KATOL EMTAEOV YOPOUKTNPIGTIKG OO T TPOTLTOL TNG Java Kot
glval o e0KoAo oTNV YpNOT).

To mpdTO OvTiKEipEVO Yo €i60d0 TANKTpoAoyiov, PlayerKeyControl givar pia abstract kAdon
1 omoic SNAMVEL VO GLVOPTIGELS TOV TPENEL VO, OPLGTOVY AId TOV dNLLOVPYO TOv ovTikeévov. H pia
oLVAPTNON Eival Vi TATNUO TARKTPOL Kot 1) GAAN Yo eElevBépmon. Agod etid&ovpe tétoa controls
ta mpocbitovue otov PlayerController kot to avtictoryovpe ce TANKTpo. Me avtdv Tov TpOTO O
YPNOTNG UTOPEL VO OPIGEL GUUTEPLPOPES Y10 OVTE TA YEYOVOTO OTTAG GLUTANPOVOVTOS TIG HeBOdOVG
OV TPOKVITOLY GTNV OPYLKOTOINGT AVTAOV TOV AVTIKELEVOV LE TOV KO TOV KMOOIKCL.

To devtepo avtikeipevo PlayerController yeipiletar ta PlayerKeyControl kafo¢ emiong kot
v €icodo movtikiod. Aol &yovue @tidEer avtikeipeva PlayerKeyControl ta dnidvovue oto
PlayerController to omoio tpéyet og dikd Tov VRua Kot ekteAel OAa Ta control mov oyetilovron e
YEYOVOTO, €10000V. AVTO TO OaVTIKEIUEVO KAvel implement Ti¢ KAGGES axpoat®dv NG Java omdte Oa
npénel vo tpootelel oto avtikeipevo mov BEhovpe va kavel focus pe tov 1010 TpdTO TOL TPocHETovE
Tovg TPdTLTTOLG TG Java ko efvan abstract mov onpaivel 0Tt 0 ¥PNOTNG UTOPEL VO ETAVATPOGOIOPIGEL
g TPOTVTEG GLVOPTNOELS TNG Java avtdv tov axpoatdv Omws MouseClicked, MouseMoved kAT
Av10 10 avtikeipevo ypnopomotel 01 TIc pHeBAOOVE TOV AKPOUTMV YIOL VO UTOPOVUE EOKOAO V.
mhpovpe TNV B€om TOL TOVTIKIOD 1 OV KATO0 OO TO KOVUTMIG TOV €ival TATNUEVO aAAd SIVOLE TNV
glevbepia oTOV YPNOTN VA TIC EMAVOTPOCIIOPICEL Yo VO KAADWYEL TIG avdykeg Tov. Ektog amd kdmoteg
emmAéov Pacikég cuvapthioelg tov PlayerController pio onpovtikn Asttovpyia givar o click-buffer o
omoiog omobnkeveL TOVG XPOVOLG TOV TELELTAI®MY X’ KAlK, 6oV ‘X’ aptBudc Tov opilet o ypfHoTNG.

Mio peddovtikny €£éMén avtod Tov avtikeywévov Ba elvar M dvvordTnTO Vo Opicovpe
YEWPIOHOVC Ue moALOTAEG €16060v¢. Ommg Yo mopddetypo Artovpyieg mov amottodhy TOALOTAL
TANKTPA 1] GLVIVAGHO TANKTPOAOYIOV — TOVTIKION 1 OKOUN Kol LETUPANTEG TOV Tty vidtov. Avtod sivat
idn ovvotd aAAd pmopel vo. avtopoatomomBel akdUn TEPIGGOTEPO MOTE Vo £(EL O ¥PNOTNG Hio To
opyavopévn Kot Kaboapn viomoinom.

Hapadciypa ypnonc PlayerKeyControl:

PlayerKeyControl pcl = new PlayerKeyControl() { //Mo6Ang etidyvoovue éva control pag {ntéet va
opicovpe 600 GLVOPTNOELS.
@Override
public void onPressControl() { /MTéanua Tov Kovumon
I User code example:
I player.setActiveAnimation("walk™);
I soundEvent(new SoundEvent("'steps.wav"));
I player.move(0, -1);
¥
@Override
public void onReleaseControl() { Il EAevBépmon Tov kovumion
11111 User code example:
Iplayer.setActiveAnimation("idle");




}

PlayerKeyControl pc2 = new PlayerKeyControl() {

@Override
public void onPressControl() {
11111 User code example:
1111 player.setActiveAnimation("walk");
11111 soundEvent(new SoundEvent(*'steps.wav"));
I player.move(0, 1);
¥

@Override
public void onReleaseControl() {
I User code example:
Iplayer.setActiveAnimation("idle");
}
3

Hopadeiypa ypiong PlayerController:

PlayerController controler = new PlayerController() { }; //Anuovpyodue tov controller

controler.addControll(pcl, KeyEvent. VK_W); /I TIpocBétovpe ta KeyControl
controler.addControll(pc2, KeyEvent.VK_S); /I pcl,pc2 otov controller
I Ko ToL AVTIGTOL(OVE GTO. KOVUTLGL
W koS
frame.addKeyL istener(controler); 1l Opilovpe tov controller &g axpootn 6T0

/[ frame tov mayvid100.

controler.start(); Il Exxwvobpe To vijua tov controller.




3.3 ZuyKkpovGELg

Ot ovykpovoelg sivor copuPdvto péco 6to morxvidt mov opilovv mOTE VO AVTIKEipEVHL
“axovumave”. Kabe avticeipevo opilel éva ydpo mov katoAouPavel G OTNV OKNVR ©G GYNUQ
(teTpdymvo, kOxlog) to omoio Aéyete bound Kot Otav WAYVOLUE YO0 GUYKPOUGELS, EAEYYOLUE OV
KAITO10. OTO TIG GLVTETAYUEVES TV oyNuatov eivar kowée. Eivor pua Bapid diepyacia dtav égovpe va
eKAEEoVIE TOAAG avTiKEILEVE TTOL £YOLV GLVIHOMG TO TTOLY VIO,

3.3.1 Quadtrees

H Biprodikn i v avalitnon cvykpobosomv ypnotpomotel v tegvikli Quadtree’. To
quadtree eivar pio devdpoEIdNG dopr| oV dapel Tov ydpo o€ TE6cePtg kOuPovg. Otav mpochitovpe
OVTIKEILEVA 6TO OEVTPO, TOTODETOVVTUL GTOVE KOUPOLG avaAloya TNV BEGT TOVE Kot 0TOV PTAGOVUE £V
0p1o, 0 kOUPog dlarpeite Al og TécoEPIC VTTO-KOUPove. Otav BEAovLE Vo eEAEYEOVUE Y10 GUYKPOVGELS
{nrtépe amo to quadtree 6o ta avtikeipeva mov Ppickovtal otov 1010 KOUPo e avtd Tov BEAOVLE Va
ekAéCovpe, dNAadn oOca eivar ‘kovtd’. Me avTOV TOV TPOTO OTOPEVYOLUE VO EAEYYOVUE OAQ TO
OVTIKEIEVA TG GKNVIAG KOl EAEYYOVUE HOVO G Eival TBOVE Vo GUYKPOLGTOVV.

[ |
[ | [ | u [ |
H [ |
—=
[ | [ |
u [ |

Ewkova 4 Aettoupyia Quadtree

2y ewova and mhveo PAEmovpe 6TL 660 TPOGHETOLLE AVTIKEIUEVA GE [0 TEPLOYT TOCO OV
dwpeitol MOTE Voo PEIOOOVUE TNV empdveln avalntnong. ‘Etol 6tav Béhovpe v mopdadstypa va
EAEYEOVIE TO OVTIKEIIEVO TEPUO TTAVO-OPLOTEPA GTNV KATAGTACY| TPIQ TNG EIKOVOC «y» , EAEYYOVLLE
uévo pe oca Ppickovtar otov 00 kOuPo. Xe avmyv TV TEpinTOon povo pe Vo amd Ol To
avtikeipeva Tov dévipov. To avtikeipevo Quadtree g PipArodning mepiéyel £TOYUES GUVAPTNOELS TOL
KAvouv Tnv xpnomn tov mo e0koAn. Emiéyel povo tov tov cwotd kouPo kabe popd mov e1cdyovpe

! http://devmag.org.za/2009/04/13/basic-collision-detection-in-2d-part-1/
2 http://en.wikipedia.org/wiki/Quadtree



http://en.wikipedia.org/wiki/Quadtree

KATO10 OVTIKEIEVO Kol BPIOKEL KOl EMCTPEPEL OLOL TO AVTIKEIPEVA KOVTA G€ KAOe £va Tov BEAovE va
eKxAéEovpe.

AVt M TEYVIKN OEV YPNOULOTOLEITE HOVO OTIS GLYKPOVUGELS OAAGL KOl 0€ TOAAEG GAAES
EQUPLOYES OO OVAALON LOPPOKAOGUATIKOV EIKOVOV, OTTIKO TTedio og Kkauepeg, spatial indexing,
amofnKevon dedopuévav, popeoroyia mediov Ka.

0 127
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127
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3.3.2 Zvpupavra Hyov kot Evailoayng Xxknvov

2UyKpoOoEL UTOPOLV Vo ypNoilomonfodv Kot Yo GAAEG VAOTOUGES €KTOG OO TOV
mepoplopd Kivnong. Mmopovpe va a£loToCOVUE TO, YEYOVOTO GUYKPOUGEMV LE TOAAOVG TPOTOLG
OT®MG Yo TOPAdEY IO EKKivon MYV, €icodo og meployn, evarlayr oknvav. Ta CollisionBound mov
€xeln Prprodnkn og bounds cuykpovcewv ywpilovrol g TpELg TOTOVG:

Collision: Xpnoyomolovviotl o¢ amid bound GuykpoLGE®V.

Entrance: EvaAloyr cknvav, coppdvio 160000 G€ TEPLOYT).

Sound: Exkivobv fyovg 6tav o moikTng PUmeL o€ pio TePLoyN.

Mmropovue va mpocBécovpe térol bounds o o oknvy gite uéom tov Scene Editor gite
yYpdopovtag Tig dNAmoelg oto config.txt Tng. O tpomog cvviaéng tétoiwv bound yuo va o SnAdcovE
Katevbeiov péca oto apyeio TG oKNVNG Kal vo popTBolv avtopata £ivol 0 TopaKdTo.

"o amha collision:
CBCR:x/ylw/h
I bound rjyov:

CBSR:soundld/mode/volume#x/y/w/h



I"a gvaAloyn oknvig:
CBER:sceneld#1/300/1000/400

Apyn kaBe oMAwong Eekvdel pe “CB” kot akolovbel o Tomog cvykpovong (C: collision,S: sound, E:
entrance) kot o oynue Tov bound (R: rectangle , E: ellipse). 'Etol yio mopddetypo v 0éhovpe Eva
KOKAo mov ekkivel Nyo Ba dimcovpe: CBSE. Metd omo avtiv v dMAmon akoiovBoldv Tta
yopaktnpotikd. Extdc ano tov tomo collision mov dnidver povo Béon ko dwactdoelg (X,y,w,h), ta
vroloma Exovv Kamotes emmAéov TIéC. o xo n T soundID eivor o dvopa Tov apyeiov Nyov padi
pe v xotdAnén (seaB.wav) , n tyun mode givar 1 ‘p’ N ‘I’ ywa play ko loop avtictoya mov opilet av
0 Nyog mai&el pia opd 1 cvveydueva. To volume givar 1 éviaon mov emBopodpue va avarapoydel o
Nyxos. I'ia bounds tomov entrance 1 tipn sceneld eivat to dvopa g oxnvig mov BEhovpe va petafet o
maiytg. Av 0élovpe umopovpe vo dnuovpynoovue tétowo bounds kol PEGO OO KOSIKO OTMG GTA
TOPUSETYLOTA TTLO KATWM.

Hopadeiypa ypiione Quadtree:

QuadTree quadTree = new QuadTree(level,rectangle);
INevel: apycd eninedo, rectangle: bound tov ydpov.

[lImpocOnkn aviuewévov:

quadTree.insert(objBounds); //objBounds: zo bound oy#ua tov avrikeyévon.

//avaxInon OA®V TV KOVIWVOV AVIIKEWEVAOV:

quadTree.retreive(found, bound);
/ffound: Vector mov emioTpépovtal To OMOTEAECUOTO, YPNOWOTOLEITE YOIl 1 cuvoptnon &iva
AVOOPOLUKT).

//bound: To oynua bound mov BéAovue va elévEoupe.

//xofdpiopa 3EvTpov:

guadTree.clear();

H Bipriobnkn pmopel va dwoxepiotel avtopata copuPavta Evoapéng Nyov Kot eVOALOyNg
oknvev. Oung yio coppdvte, cuykpovcemv givat vevBuvn udvo yio tov evromiond tove. To mhg Oa
a&lomomBovv givor oto ¥€pt Tov ypnot. Emiong n oknvn mepiéyel amnd udvn g Eva ovTIKEIUEVO
Quadtree to omoio ypnoytomotel povo yio ta ave&aptnto bound g oknvig mwov opilel o ypNHoTNG Kot
oyt Y To. bound mov mepi€yovv ta vIOAoma avTikeipeva. Aniadn HOVo avTd TOL TEPLYPAPOLY TNV
oKNVN OT®G o1 €160d0VEE0dOL, TepPloyég e Mo kot ampdcsParta onueio. o cvuykpodoelg peta&d
AVTIKEWEVOV OTG Sprites 0 ypnotng UTopel va ypnoyomomost Eexmploto aviikeipevo Quadtree.

(Sarah Frisken, 2002)




3.4 Rendering

To rendering3 glvar n dadwkacio omov Lwypagilovue o TeEMkN ikova oty 006vn 1 omoia
umopei va €xel ovvtebel amd TOAAEG AAAEG e1KOVEG 1 Kot KddKa. Eivatl puo oyxetucd anin vAomoinon
€01KA o€ o YAOGGo vymiov emumédov Ommg 1 Java. IlepumAéketal opmg 6tav €0dyovpe €vvoleg
ommg Kapepa, eOTIoNO Kot layering ot omoieg dgv Katnyopromolovvtal akplBadg oto puépog rendering
aAAG givor avtikeipevo mov mpémetl vo dovAevovy poli. Kol oty mepintmon avtig g epyociog mov
0élovpe OAa avtd va mpocappoloviol gbkoha oe kdbe mepimtmon ypnong. ‘Hrav éva pépog g
TTUYLOKNG, TOV €VA omaitnoe Alyn vAomoinom, mapovcioce T TEPICCOTEPA TPOPANUOTO KoL
dVoKOAIES.

Eekvavtag omd 1o Pacikd rendering, kébe avrtikeipevo Tig Piprodniknge (mov Ba propovce va
oavel oty 0006vn) onidvel o cuvaptnon yio 10 g Coypagilete oty 086vn kol mepiEyel
petafintég mov opilovv v Béom Tov, T0 PAOOC, TO evepyd animation ko frame ko. H oknvi 1 omoia
glval (o GLALOYN TETOLWV OVTIKEIUEVAOV, QTIAYVEL [ TeEAMKT eikova (oypaeilovtag To 6mmg opilel To
KkaBéva. Avtr| elvar i oA YEVIKY TEPLYpaY| oG amAng doung rendering.

IIpocBétovtag layering (emimeda) otnv oknvh éyovpe v dvvatdtnta vo TomofeTolpe
avTIKeipeva Tavm 1 KOt omd dAla divovtag tnv yevdaicOnon tov fabove. Avtd yivete eAéyyovtog
v ogpa mov {wypagpilovral to avtikeipeva. H oknvi yopilete o névte emineda. ‘Eva eminedo yia
v gwova Tov background, tpia enineda yio To avtikeipeva kot £va yio Tov eoticpd. ‘Etotl égovpe
v duvatdmra 6Tav TPochETovE avTIKEipEVD, 6TV oKV va extléyovpe to fabog mov Ba Ppickete
TO OVTIKEIUEVO TTPAYIO TOAD ¥PNGLUO KO Y10 TIG GLYKPOVGCELS.

Light layer

Objects layers 2
1
0

Background layer

NI
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* http://docs.oracle.com/javase/tutorial/2d/overview/index.html
http://en.wikipedia.org/wiki/2D_computer_graphics



To avtikeipevo mov Lwypagilel v ek ewdva givarl to Display to omoio emekteivel 1o
avtikeipevo JPanel tng Java. Mmopei va tpéet o€ d1kd Tov vijpa Kot Kot emhoyny va kabapilel 1 oyt
v €1Kéva mov TpdKeLte vo LoypaploTel, av Kot Oyt amapaitnto £yive £Tot yia ypnoipomom el Kot amo
tov GCE omyv (oypapikn.

3.4.1 Camera

Zwyypapifovtog Opmg HoOVo TNV TEMKN €OV YOpIg vo. Umopovue va KvoOpoote péca”
G’V €lval ypPNoIUo Yo eAdyIoTa Toyvidln. Avtiv v duvatdmTa TV divouv To avTiKeipeva
Camera kot Cameraman. To mpdto Aettovpyel @G doun 1 omoic. KpoTael HETOPANTEG Yo Oéom,
dwotdoelg 00ovng kot Cobp. To debtepo avtikeipevo elévyer pioa Camera. ®Ptudyvovtag £€va
avtikeipevo Cameraman kot tpocsOétovtag 1o oe éva Display éyovpe v duvatdnta va kivnBovpe,
va {ovpdpovpe, vo BEGOVE TV TEPLOYN TOV UTOPOVUE Vo Kivnbovpe, vo BEGOVUE TV ToyvTNTO TG
Kpepag axoun kot vo opicovpe &va Sprite to omoio 1 kapepa Bo akorovbei. Emiong pe ta dedopéva
G KAUEPUS UTOPOVUE VO VTOAOYIGOLUE TO OMTIKO TMESIO TOVL TOAKTN Kol VO £QPAPULOCOVUE TO
KkatdAAnio culling mov avaeépete apécmg wo Katw. o v dadikocio culling givar veevbovn 1
GKNVN OTNV 0Toi0l TPETEL VO TEPVALE OVTEG TIC LETOPANTEG.

Hopdderypa ypiong Display — Cameraman

I®ubyvovue éva avikeipevo display kot to mpochétovue oe gva JFrame. Emiong apyikonotovus v
[Iteduc sewcdva oo péyevhoc Tov frame.

Display display = new Display();
jframe.add(display);
display.createDisplaylmage(jframe.getWidth(),jframe.getHeight());

[IApov ptidéovue éva avtikeinevo Cameraman wpénet va tov Bécovue to uéyevhoc tov viewport.

Cameraman cameraman = new Cameraman();
cameraman.setFovX(display.getWidth());
cameraman.setFovY (display.getHeight());

/16 ec ypOUWEC GLVAPTAGELC:

cameraman.setMoveArea(minx,minY,maxX,maxy);
cameraman.setMinZoom(zoomVal);
cameraman.setMaxZoom(zoomVal);

/T vo _oxolovddet povn the 1 Kéuepo tov moikTn KoAOOUE TNV TOPOKAT® GLVAPTNCN GTNV
Ilopywonoinon:

cameraman.target(player);

/llxon og kG0 update:

cameraman.follow();




/T va. ypnoloromoovue avtd To avTiKeipeva 6to teMko render:

scene.setViewPort(cameraman.getViewport());
scene.render((Graphics2D) display.getDisplaylmage().getGraphics());

3.4.2 Potentially visible sets

O poticpog eniong frav peydio mpofinuoe yio to rendering kabmg ot NudAEAVES EIKOVES
kootilovv moAD eneepyaotikd ypovo. Ta kapé ava devteporento (fps) eiyov peydin dwpopd onv
Ot oknvn pe eotiopd Kot Yopic. Av kot TpORANUO, 0 POTICHOS NTAV TO KivnTpo Yo TNV TPOTN
peyain Pertiotonoinon g Piriodnkng oto pépog rendering. H Aon frav vo {oypaeilete povo to
UEPOG TNG OKNVAG, TO OVTIKEIUEVO Kol TO EMMESO QMTICUOV TTOL Qaivovtal oty oBdvn. Avthi 1
teyviky ovopdlete potentially visible sets “kat ypnowonoteite moAd cuyvé oto mayvidia kat Vo Kot
TPLOV SGTACEDVY Y10 TNV EMTAXLVOT ToL rendering.

Yrdpyovv mTOAAEG TOPAALAYES KOl PEATIGTOTOMGELS VIO AVTOV TOV aAYOpIfuo mTov cuvnibmg
YPTCULOTOLOVVTOL GE TILO OTALTNTIKEG EPUPUOYEG 0TS Y10, TTUPAELYLLOL:

e Viewing frustum culling
Eivar o o Baoikog alyopiBpog, emiéyet ko Loypapilel povo to avtikeipeva mov givat opatd
oTNV KAUEPO.

e Backface culling
AlyopBpog mov ypnowonoteite oto 3D rendering. Anogacilel moég amo Tig EMPAVEIES TOV
HOVTEAV OEV @aivovTtal amo TV Kauepe Kabac xortdlovv o avtibetn katevBvvon amo to
viewport. Aév vmapyet avaykn va {oypapilovue tétoleg empdveleg omdTe UTOPOvUE ETGL VO
gmtayvvovpe to rendering.

e Contribution culling
Avtikeipevo mov Ppickovrol woAD HOKPLAL KOl 0EV GUVEIGQEPOLY GMUOVTIKO GTNV TEAIKN
gKdva amoppinToval.

e Occlusion culling
Avtikeipeva mov kpOPovtar oOAOKANPa Tio® om0 AAAC KOl CUVETMG &V Eival 0paTd, €miong
dév Loypagilovtart.

* http://en.wikipedia.org/wiki/Hidden_surface_determination




Ewoéva 7 Viewing Frustum Culling

3.4.3 Double buffering

Eniong n Pipriobnkn mpocoéper duvatdtnta double buffering mov ypnoyomoieite y v
ueimon tov flickering xai tearing omotéheoua g "evoldueong” €ovVog TOV avTIMOUPAVETOL O
yxpNotng Kata to rendering. Avti 1 TEYVIKN YPNOWOTOLEl Eva PHEPOG UVALNG Yo Vo, amofnikedoeL Ta
amoteAéopato OA®V TV render GUVAPTHGEDY Kol TELOG LETAPEPEL TNV TEMKT €KOVO 5TV 000VT).

Mio emimAéov TEXVIKT OV XPNOLUOTOLEITE G cuvOVacud pe To double buffering givar 1 page flipping.

Yrdpyovv dvo buffer ou moiot pmopovv kot o1 300 va ypdyouvv oty 006vn oArd kdOe opd o Evag
Loypaeilete kol o dAlog petapépete oty 086vn. Otav 1 Swdwkacio orokAnpwbel ot podAot
avTIoTPEPOVTAL. AVTH 1 TEYVIKN Elval YVOGTN Kot ¢ ping-pong.

Avrictoya pe to double buffering vrdpyet xau triple oto omoio £yovue tpeig buffer, dvo back-
buffer mov evoAldocovtor pe éva front-buffer, wor quad buffering mov ypnowomnoieite oe
otepeockonikd render 6ov decpevovtor dvo buffer yio kKabe par.

3.4.4 FPS & Delta Time

Mia Aemtopépeio mov Tailel oMUOVTIKO pOLo GTO OpOAd TPEEO TOV TOVISOD Kol TNV
gEowcovounon KoKAwv emeEepyactn , €ivol 1 S0TAPNON €VOG GLVEXOLS pubpod Kapé avd
devtepdento (fps)’. O pudude Tov éva mayvidt kéver update kot render mpémet va. ivan aveEapTnTog
NG TaYVTNTOG TOL enelepynotn Kabe CLOTIHATOC MOTE Vo, TPEYXEL AT, P ToV id1o pLOpo. O ypdvog
mov mepévovpe (sleep) avdapeosa oe kKabe KOKAO Toryvidloh mpémel va Stapépet yio KAOe TaydnTa

> http://en.wikipedia.org/wiki/Frame rate



http://en.wikipedia.org/wiki/Frame_rate

GLOTHNOTOS. Mio €vvola TTOL YPTNCIUOTTOLEITOL GE TETOLOL €160VG TPOPAALOTA TOV GLVAVTMOVTAL O)L
pdvo ota ypapikd aAld kot ota diktva kot ota hardware eivon ) Delta Time. Xtnv mepintwon tov
YPAPIK®V TEPLYPAPEL TOGOG XPOVOG €xel mepdoel and 1o TeAgvtaio update tov moryvidwv. Xdv
vAomoinon eivor pion petafAnt mov kpatdel ke popd Tov ¥pdvo Tov TEAEVTOiov update doTE Vo
puropobpe va vmoroyicovpe mdte o mpémel va yivel To gndpevo. Me avtiv v TEXVIKN 0 XPOVOG
avdueoa o k0Be update givor mva o 110G aveEapTNTA TOV GULGTHUATOG.



3.5 Sprites & Animation

To animation egivar m evailoyr ewovov mov divovv v aicBnorm kivnong. Eivar Pacukod
GLOTATIKO TV NAEKTPOVIKAOV TTALYVIOIOV Kol €ival évo 6TAd10 o0 ypeldletal ToAD dovAield. Kot amo
TOV KOAMTEYVY] TOV TPENEL V. SMGEL TV EVIVTMGT OHOANG KIVNONG Kol OT0 TOV TPOYPOUUUOTIOTY
kaBdg elvan po emelepyaotikd akpipn depyacio mov BEAeL Tpocoyn KoL GLYXPOVIGUO.

Ta avtiKeipeva TOV ATOTEAOVVTOL A0 ia EIKOVA MG TOAAG animation Kol T0L O7T0i0 LTOPOVV
vo PETOKIVNO0OV LEGO GE [0 OKNVY KOL VO OAANAETIOPOVV LE TOV YPNOTN Kol GAAN OVTIKEIHEVO
ovopdlovton sprites. H Bifriodnin katnyoplomolel dca eivan otatikéc ikoveg @g Spites Kot Oca
TePIEYOLV animation pe TOAAEC ewkoveg wg Animated Sprite. Xpnoyomoiwvtog Tov Sprite Editor tov
GCE pumopobue goxolo. vo Onpovpynoovpe tétola  oviikeipeve, (oypoaeiloviog Kopé Kot
TEPLYPAPOVTOG T animation g oelpég ewovov. To teAkd apyeio yia éva amhd sprite givol pio gKOva
eva ywo éva animated sprite eivar éva apyeio To omoio TEPLEYEL OAX TO KAPE TOV OVTIKELLEVOL KoL Vol
.txt Tov mepLypdpet Tao animation. To apyeio Tov animation ypaQeTe yio TopAdelypa £TOL

Idle O
Walk012321456543
Jump0789

Omov 10 TPpdTO PEPOC €ivarl TO Gvopo TOv animation kot 0Tl akolovbel gival to kdbe Kapé mov To
amoterel. 'Etol n Pifhobnkn pog diver v dvuvotdmra vo eTidovpe tétola sprite kot yopic tnv
xpnon tov GCE amid dmuovpydvtag éva apyeio 1o omoio mepiéyel OAd Ta KOpE Kol TO opyeio
animations.txt OTmG T0 TOPASELYLLO TTO TAV®.

"Exovtag éva t€t010 avTIKEIPEVO £TOLLO UTOPOVLE VO TO POPTMOGOLLLE EITE LELOVOLEVA EITE MG
UéEPOG oG oknvig, 1N Piprodnkm ypetaletar udvo o dGvope Tov apyeiov Kot kAvel To, vTdAouTa, LOVN
™G, POPTAOVEL OAES TIG EWKOVEG, LETAPPAlel kKot apytkomotel Ta animation kot Kataypaget To sprite. Ot
KAdoelg Sprite kot AnimatedSprite divouv ETOUEG GLVAPTAGELS Yol Kivnom, €vaAlayr animation,
rendering, bounds, cuuPdavta ko. Mmopodue edkoio vo mpocOicovue TETOO GVTIKEIUEVA GE Lo
oxnvn gite péom tov Scene Editor eite ypagovtag oto apyeio config.txt:

SP:imageName/x/y/wi/hl/I
Mo amhd otatikd sprite Ko,
AS:fileName/x/y/

ywo animated sprites, 6ov (X,y) ot cuvtetaypuéves uéca oty oknvi kot (1) og mod eninedo g oKNVIC
avoikel. Ta (imageName) kot (fileName) givar o dvopa Tov apyeiov €KOVOC Kol TO OVOUN EVOC
QOKEAOV avTIoTOLYOL OMO TO. OToie. AOTEAOUVTOL To sprite, TO OVOHOTO YPNCUYLOTOLOVVTOL O
avayvoploTikd péca oto mayvidl. Otav eiodyovpe moAld idwo sprite (otnv mepintmon 6&vipwv) Ta
omoia &yovv 1o 1010 Ovoua, 1 PiPAodnkn avafétel aLTONOTO HOVOSIKA OVOYVOPIOTIKG DGTE Vo
UTopovE va T Tpocmeldoovpe. 'ETol av goptdcovpe Yoo Topadelypo To sprite pe ovopo “tree”
devtepn Popd oty id1o oKN VT, TO TELEVTAL0 avTIKEINEVO B TAPEL TO OVAYVOPIGTIKO “tree-2”.

A Y e o

Ewkova 8: Robin sprite



3.6 'Hyog

O 1ixoc® &ivon amd Ta CNUAVTIKOTEPO. YOPAKTNPLOTIKG TOV SIVOUV PEAMOUO GE Eva, ToVidL.
Kot kabmhg to moyvidio ¢pnoipomolovy cuvnbmg moALloD SLopOPETIKOVG NYOVE, OO TOVE OTOIOLE
Kémotlotr pnopet vo mailovv poli, kémolor va mailovv pe €@é , dArol va mailovv pio opd Kot GAAOL
GLVEYOLEVO, DTTAPYEL AVAYKT Y10, LEYEAT 0pyavmon Kot cuyypovicpd. Eivar pia dwdikacia ypovoBdpa
KOl GTNV TOPUY®YN TOL YOV KUl GTOV TPOYPOUUATICUO, OAAG av YivEl COOTE Umopel Vo dMGEL pia
ATHOGPOLPO TTOL OAAALEL PLIKA TO TOLYVIOL.

H piprobnkm pe ta avtikeipeva SoundEngine kot Sound divel v duvatodtnta 6Tov ¥pioT
Vo QOPTMGEL NYOVG G€ Eva pool N amhd SNADVOVTAG TO. OVOLOTO TOV OPYEIOV 7 EVOC QAKEAOVL TOV
TEPIEXEL TOANOVC MYOLG KOl TPOCOEPEL OLVUTOTNTEC OVOTAPAYOYNG OT®G pvOUon  £€vioong,
avamopay®yn o opd N pe exavaAnyr kot toAhamidv Nyov. Emiong fyot pmopodv va oniwbodv
Kol PE GAAOVG Vo dtapopetikods Tpomove. O mpmrog gival va mpocsBécovue éva Mo g background
GTNV OKNVN amAd Ypaeovtog 6to config.txt avtg g oKNvig:

BS:soundname/volume

Omov “soundname” 10 6voua Tov NYoL Kot “volume” 1 évtaon mov Bélovpe va mailel. O devTEPOC
TPOTOG glvar va dnAmcovpe Tdit oto config Tng oknvig éva bound Myov 1o 6moto Ba mailel povo otav
0 moaiyg M dAlo avtikeipevo umei ota Oplo. Tov opilel. Avti 1 dvvatotnTa Eival YpHoIUN OTOV
0élovpe va ddcovpe TV yevdaictnorn mog mAnclalovue o KTl o mopdderyuo oty KoV To
Kéto 1 oknvn Tepiéxet 2 bound (KOKKIva TETPAY®VA) TO OTTOI0. EKKIVOUV MXOVG AVAAOYO OV O TTOEYTNG
TANGLAcEL TO ddooc 1| TV BdAacoa.

Ewova 9 Collision Bounds Sound Rectangles

® http://docs.oracle.com/javase/tutorial/sound/



Térowa bound propovv gvkoia va tpocteBovv otnv oknvn eite péow tov Scene Editor 1 amhd
dnAdvovtag oto config:

CBSR: soundname/mode/volume#x/y/w/h

Omov «soundname» To 6voua Tov apyeiov Myov, «mode» pmopel va givar 1 ‘p’ M ‘I v
AVOmOPOy®YN Ko opd N UE ETOVIANYT avTioTotya, «volume» 1 éviact Tov fyov Kot «x/y/w/h» ot
GUVTETAYILEVEG Kt d1a0TACELS Tov bound.

Mo 10 Topadery o To TAVm:

CBSR:seaB.wav/1/40#0/450/1000/200
CBSR:forestB.wav/l/40#0/0/1000/100

Avti) 1 vAOTOINGT £yVE YPNGILOTOLDVTAG Ta YEYovOTa TNG Java oto avtikeipevo SoundEvent
o010 omoio amavtdel o GameEventListener tng PiAodnkng kot cuvovdletal e TO OVTIKEIUEVO
Quadtree tng GKNVNAG TOL YPNGIUOTOLEL YO TV OViYVEVCT] GLYKPOLGE®Y. ALTH N Agrtovpyia umopei va
ypnowonomnbel ko Egxwplotd amo TV KNV OGTE Vo PIMOPEL 0 YPNOTNG VO, TUPOSOTEL YEYOVOTA.
ovpeove pe dkég Tov cvvinkes. Onmg yioo Tapddetypo KAmolot Mol UTopel Vo GLUVOSEVOVTOL OO
K@mwol0 animation 1 KOmow0 dGAoyo, N vo Tailel GAAN HOVGIKN KOTA TNV SEPKELD HAyNG Kol GAAN
Kato TNV aAdayn oknvig. Emeidn dev yivetre va pTidEovpe cuvaptioelg yo kb té€Tola mepintwon,
TPENEL AVTA TO AVTIKEIPEVA VoL gfvol EVEMKTO Kol Vo unv e&apTtdvtot amo o LTOAOUTO KOUUATIO TNG
BiBAodNKNC.

Eme1dn avta to bound fyov 0uwmg pmopodv vo, evepyomotnfovdy Kot oo GAA sprite EKTOC oo
QUTO TOL TOLYTN Kol GE TOAAEG TEPIMTMGELS TPEMEL LOVO O TOiKTNG va ennpedlet T€To1a YEYOVOTO, 1
BiprodNKn mapéyel ta SoundSource. AVTd ToL OVTIKEILEVE, SOVAEDOVY e TNV 10100 Aoyikn TV bound
aAA0 EVEPYOTOLOVVTOL LOVO OO TOV TTOUKTN Ko EY0VV e EXTAEOV Agttovpyio, Vo avEOUEIDVOVY TNV
£VTOON TOL MOV avAAOYa LE TO TOGO pakpld ivar o maiktng omo v nyn. Kabog ta SoundSource
glvar mo KOTAAANAL Yo TePmTOGELG Tov BEAovpe (dveg Nyov (ddcog, BdAacaa, dverog KAT.) Kot o
Kavovpyle oty BipAtodnkn, ta bound fyov mapéuevay yio. GALEC TEPITTOOELS OV BEAOVUE KoL Ta
VIOLOITO. OVTIKEIPEVA Vo cLUPBdAOVY oTa Yeyovota TG oknvhg. Lo moapdderypa moAhd moryviolo
YPTOLLOTOLOVV SLOPOPETIKOVS TXOVG Yo PiLaTe avAAOYo e TO £30(POG KOl TETOLOL YOl EKKLVOUVTOL
amo OAO OVTIKEIEVO NG OKNVNAG oL "Tepmatdve” Tavm. Avti 1 dagopomoinon umopsl vo, yivel
¥PNOLOTOIOVTOG To. bound MyovL Y10 Vo Y®PIGOVUE TNV GKNVY AVAAOYO, LE TO £60(POC.

Hapadciypa ypronc SoundEngine:

SoundEngine soundEngine = new SoundEngine();

soundEngine.loadSounds(new File("C:/GameContent/Sounds™));
soundEngine.setVVolume(*'forestB.wav", volume);
soundEngine.playSound("forestB.wav", loop, volume); //volume: 0 — 100
soundEngine.playSound("steps.wav", play);  //loop: "I" for loop, = "p" for play

Hopadciypa  ypnone SoundEvent (s@pdcov  &yovpe kaver implement o¢ interface  Tov
GameEventListener pog diver tnv cvvaptnon):

public void soundEvent(SoundEvent se) {
soundEngine.playSound(se.getSource(), se.getMode(), se.getVolume());
¥

H omoia mupodotnte amo ta SoundEvent




SoundEvent se = new SoundEvent(id) //id: mpémet va givar id10 pe To dvopa Tov apyeiov Nyov
se.setMode(mode) /Imode: kabopiletl av o yog kavet loop
se.setVolume(volume) /Ivolume: évtaon
gameEventListener.soundEvent(se);  //exkivnon yeyovotog

‘Etot pe amhég evtodéc PUmopovpEe Vo POPTMOGOLE Kol VO EKKIVIGOVLE MYOVS KATL ov o
ypel0TaV OpKETE TEPIOOOTEPO KMIKA KOODG Y Vo vo €YOVUE OLVOTOTNTEG TOAAATANG
AVOTOPOYWOYNG, ETAVAANYNG Kol YEYOVOTA MYV omatrteitan kdbe yog (avtikeipevo Sound) va tpéyet
oe Ceyoplotd vipa Kot vo. Popel va cuvepyooTel pe To LVTOAOUTO OVTIKEIPEVE TPAYL Tov BEAEL
TPOGOYN GTOV GLYYPOVIGLO Kal GTNV OEGUEVCT) TOPWV.




3.7 dotiopog

Te avtifeon pe To TPIGdAoTATA ToLVidLa 610V 0 PETIGNOS ivor avaykaiog o€ pio ok Yo
VO QAVOUV TO. AVTIKEILEVA TIG, TO SIGOLAGTOTO TOV YPTCULOTOIOVV TTLO TOAD MG EQE KOl KO POPA MG
Aerrovpykn évvora. o mopddetypo evarrayn HEPAG — VOYTAG, VO TEPLOPICOVLE TV OPATOTNTO TOV
oyt M oV VTAPYOLV OVTIKEIPEVE TOL TTOLVIOOD OV EMOPOVV GTO POTIGUO TG GKNVNIG (d4da,
QOKOG KAT.). YRAPYOLUV TOAAN YOPOKTNPIGTIKG TOL UTOPOVV VO TEPLYPAYOLV VO POTIGUO OTMG
xpopa, €vtaon, euPérela, av eivar onuelokd (Point), kotevBuvopevo (Directional), n maykocuo
(Global).

To avtikeipevo Light g PiAodnkng meptypdpel T€TO0VC POTIGHOVS YlOL TNV OKNVA Kol
umopei va ypnoyoromndei duecso povo pe avtny, kabmg ovtn mopéyel TNV LAOTOINGCT Yo T0 THS Oa
yivouv render avtol ot poticpol. [a awtd 10 okomd 1N oknvY| TEPLEKEL £va enimedo mov Cwypapilete
TeEAEVTAIO 0TO 6TAS0 TOV rendering AV amo OO TO OVTIKEILEVA Kot TO 0Toio givor o NUdtipovn
€IKOVO TOV OVOTTOPLoTe To okoTadl. Kdbe pmtiondg mov mepiéyel n oknvh “kobopiler” éva pépog
OLTOV TOV GTPMOUOTOS AVAAOYO e TO XOPAKTNPIOTIKA ToL (B€om, euféleta, TOTOG KAT) Yo va dDGEL
v yevdaiotnon emtewod onueiov kol t€Aog 1 ewova mov Ba mpoxvyel Loypapilete mivo oty
TEAIKN €1KOVO TNG oknvig. Mo emimAéov AemTOUEPELD TOV VAOTOWONKE KOOMDG ¥PNOIUOTOLEITE TOAD
OLYVA OTO MAEKTPOVIKA Toyvidio elvar m evaAloyn pépag, voytag otnv oknvi. Avtd yivete
QLEOUEIDVOVTOG TNV OLPAVELD TOV CTPAOUATOS POTIGHOV TNG OKNVAG He puBud mov Bétet o xpnone,
OTIMG KO TNV HEYIOTI KOL TNV EAGYIOTN SLAPAVELD Y10 VO OTOQVYOVUE TEPIMTAOCELS OTMS EEOAOKATI POV
oKOTAOL (UEYIGTN SLOPAVELR) KOl VO TETOYOVUE AAAEG OTIMG CLVVEPL, (TOTE UNOEVIKT JLOPAVELY).
(EZnpeimon: Ta va kavel render 1 KNy TOVG EOTIGUOVG TTPEMEL Vo Bécovpe TV HETAPANTH TNG
defaultLighting og false, awtd, kaBdg kol n evariayn pépoc- voytog yivovton gite pécsm tov Scene
Editor otig pvOuicelg potiopov, site uéow tov apyeiov config.txt g oknvig, &ite KAAGOVTOG TNV
oyetikn LEO0GO TOV AVTIKEUEVOL TNG GKNVIG).

Koabng ot nudtdpoveg gikoveg kootifovv moAD otov emeEepyaotn OM®S ovapépOnke oto
kepdiato Rendering, ypnowomombnke n teyvikny viewing frustum culling ®cte va (wypagilovpe
uévo 6tL eaivetol otnv 006vn, SNAadn 1o eMinedo EMOTIGUOV Vo, ExEl TO UEYEDOC Kol VO KOADTTEL LOVO
TO 0pOTO TESIO TOL YPNOTN Ko O)L OAOKANPT TIV GKNVN.

Mmnopovpe va dnAdoovue QOTIGHOVS oto apyeio config g oknvig HeE TNV TOPAKATO
oovTaén.

LP:id/r/g/b/x/y/range

Apyilel mavta pe “L” kot axolovbel o Tomog pmtiopuov (P: point, D: directional, G: global). Ot tipécg r,
g, b opifovv 10 ypduHa TOL POTIGHOY. X, v gival 1 BE0m TOL EOTICHOV PEGH OTNV OKNVH Kol range
givar 1 gpPéreto tov. ‘Etor av Béhovpe éva onuelakd KOKKvo QoTIoHd pe évopa lightl oty 0éon
(50,50) pe epuPéreta 100 amhd mpocbétovpe oTIC NADGELS TG GKNVIG TV YPOLUUN:

LP:light1/255/0/0/50/50/100

7 http://ncase.me/sight-and-light/
http://www.wholehog-games.com/devblog/2013/06/07/lighting-in-a-2d-game/
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ATo auThV TNV LAOTOINGOT OUMOG AEITEL KATL GNUAVTIKO OV LAPYEL OTA LEALOVTIKE GYESLL
QVTAG TNG EPYOCING, Ol OKIEC. AV KOl UTOPOVLE VO SOGOVE TNV AicONoT OKLAG LEGO OO TO YPAPIKA
3év &yovpe TV emAoyN Yo SUVOLLKES OKIEC ° mov oAAGCovy KaBDC Kvovvtal Ta aviikeipeva. H
TEYVIKN LE TNV 0010, LIropobE VoL TO TETOYOLLE avTod Aéyete Ray Casting.

3.7.1 Ray Casting

H 8é0. Tov ray casting *civat va piyvoope pia axtiva omo éva onpeio ko Tpog pia katedbuvon
Kol VoL VTOTLOVLLE TO TPADTO AVTIKEIILEVO LLE TO 0TOi0 GVYKpovETAL. AvTr 1 VAoToinom Ppiokel ToAAEG
EQUPUOYES KOt Oyl HOVO ota mAektpovikd moyvidwn. Ray casting ypnoiponotodvior otig oKiég, oTa
PARaTa Y00 TOV VTOAOYIGUO TOV TEAIKOD GTOYOV, GTOVE POTIGUOVE, GTNV KALUEPO Y10 TOV VTOAOYIGHO
TOV OTTIKOV eSOV KOl TOV KPLUUEVMV ETLPAVEIDV KA.

® https://www.kickstarter.com/projects/finnmorgan/sprite-lamp-dynamic-lighting-for-2d-art

® http://en.wikipedia.org/wiki/Ray_casting
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"Eva amdd mapdderypa xpnong etvat ot SUVOULIKEG GKLEC, OTIOV EKKIVOVLE OKTIVEG A0 TNV TTNYN
TOV QMOTOC Kot gvromilovpe pe mow couate cvykpovovtat. 'Etol EEpoviag v andotacn Kot v
YOVIiO QUTHG TNG OKTIVOG LTOPOVE VO DTOAOYIGOVLE OO OO COMOTO KOl TPOG TTole, Katevhuvon Oa
{oypapiotel okld. Me ouTAV TNV TEYVIKN UTOPOVUE VO €YOVUE OKIEG Tov petafdiloviar 6co
KIVOUVTOL TO OVTIKEILEVA 1] OL POTIGLOA.

‘Eva. Ao mapddetypo €ivor 0 VTOAOYIGUOG TOV TEAKOD GTOYOV €vOg PANU0TOC (opaipog).
Exxwvdvtog pia axtiva ond 10 6mAo tov moiytn UTopovUE Vo VTOAOYIGOLHE OV Bo KataAngel 1
ocopaipa TP akOUn o maiyTng mApPeEL TNV AmOQOoT vo mupoPfoAncel. Avtd elvar ypfolLo og
SLOSIKTVOKG, TOLVIdl OOV 0 CLYYPOVICUOG EIVOL GNUAVTIKOC KOl 1| KABVGTEPNON EUTAEKETAL GTNV
pon tov maryvidwv. Tlpémel va okeptel kavelg, TG 6TOV Ypovo Tov B KAvel P cQaAipa Vo PTACEL
GTOV aVTITOAO, TPEMEL KATO10G VIOAOYIOTHG TOOVAV 0TV GAAN dipn TOL KOGUOV va EEPEL TOD QLT 1)
ocoaipa Oo kataAn&et. Kot avtd npémel va yivete yio dexddeg 1) Kol eKaTovTdoeg dtopa mov e&umnpetet
£va Ty vidt cuvypoOVMG.



3.8 Zvotnuoto Xouotioinv

To GLOTANATO COUATIBIOY yPNCIOTOLOVVTAL Y10, YPOPIKE avTIKEipEva To omola Sev &xovv
Kémolo mpokaBopiopuévn popen N Kot onueio otov ydpo. o mapddetypa aépia, vypd, YooTikd
GLOTHNOTA, EPE KOl PLOIKE awvopeva. H viomoinon tétoiwv cuetnudtov eivar Alyo moAd wévta 1
idto. Anuiovpyodue copartidln (EIKOVOGTOLKEID GTO YMPO) UE KATod yopokTnplotikd (uéyedog,
YPOLO, SoPAvELR) KoL Ta TPOcHETOVE G £va GUGTNUA OV TO TPEYEL e Kamoleg puBuicelg (apykn
TayOTNTO, EMTAYLVOT, KaTeLOLVGOT, g0pog (NG KAT).

INoa kéBe éva amd avtd ta otddia n PipAodnkn éxet ta avtikeipeva Particle ko ParticleSytem
avtiototya. To Particle glvar n dopn mov kpatdetl v vidotaon kébe copatdiov Tov dnpovVPYoVLE.
To ParticleSystem odivel v duvatdtnta va opicovpe TV LGN TOV GLGTHLOTOG BéTtovtag Toieg Oa
glvar avutéc ol petoPAntég mov o apyucomotel ta coupatiow. Me Alyeg emAoyEg TOPAUETPOTOINGNC
umopovpe va etidovpe oA dupopeTikd cvotiuata. O Particle System Editor tov GCE mpocoépet
TOALEG EMAOYES Y10 VO OPIGOVE TO YOPOKTNPIGTIKA TETOLOV GUOTNUATOV,

I"a v viomoinom onovpynnke éva akdun avrtikeipevo, To Vector2F to omoio avomapiotd
£va 0160146TATO SLAVLGHO™ KOl ¥PNCIUOTOLEITE Yio TV 0€om, TNV emtdyvvon Kol TNV ToOTNTA TOV
copotdiov kabdg emiong kol yw vo gpapuolovpe dvvdpeg (Bapvtnto, Gvepog xkim). Avtd to
OovTIKEIPEVO TTEPLEYEL 600 Paoikég cuvapTNOELS, T magnitude Kot normalize. H mpdn vmoloyilel to
péEyebog Tov SLOVOGLOTOC YPNCIUOTOIOVTOC TO TVBayOpelo Bedpnuo Kot 1 0gVTEPT TO OUAAOTOLEL
GTNV HOVASO SLapOVTAG KAOE GUVTETAYUEVT UE LLE TO OTOTEAEGUA TG TTPAOTNG.

The magnitude of vector a is written as |a|.

The magnitude of the vector AB is written as |AB| a

(x) e
Ifa= | then the magnitude |a|=./x" + )" (using the Pythagorean theorem)

:
\V,

Ewkova 12 Vector magnitude

1% http://en.wikipedia.org/wiki/Particle_system
http://natureofcode.com/book/chapter-4-particle-systems/

' http://www.mathsisfun.com/algebra/vectors.html
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a=(3,4) la| = sqrt(xA2 + yA2)
=sqrt(312 + 472)

sqrt(9 + 16)

sqrt(25)

=5

v=(x/lal,y/lal)
=(3/5, 4/5)

v =(3/5, 4/5)

(0,0)

Ewova 13 Vector normalize

Orav apyikonoovpe éva copatidio Tov opifovue v Béon, v katedBovvor, apyk| ToydTNTA
ka1 enttdyvvon. Kavovtog normalize 1o didvoucua g kotevbuveng Kot moAlomAactalovtag To e To
SLAVLGLOL TNG ETLTAYLVONG TAIPVOLUE €va VEO SAVUCUO Y10, TNV ETLTAYLVON TO 0moio o€ kae update
10 TpocBéTovpe GE aVTO TNG TOYVTNTOS KOl OVTO HE TNV CEPA TOL TPOSTIBETAL GTO JvLoUA TNG
6¢ong. Av divape éva didvooua katevBuvong (3,4) o€ éva coUaTiO OTMG TO TAPASELYUO TIO TAVED
ka1 vroBétovpe 0Tl T0 cmpatioto £yxel ToydtnTa 1, ov dev ¥pNCOTOOVGaUE TNV normalize 10
ocmpotidlo og éva update Bo mAepetapepotay amo v v Béom (0,0) katevbeiav oty 6o (3,4).

Mmnopodue va @tidEovpe tétolo cuotipata pe tov Particle System Editor tov GCE o omoiog
TO GOVEL 6€ .tXt HOPeN Ko £TELTO. Va. To Tpocbicovue otnv oknvi 1 péow tov Scene Editor, | uéow
Kodko, 1M ypheoviag v OMAmon PS:pasticleSystemID oto config.txt g oxnvic. Omov
particlesystemID to évopa Tov GVGTHUATOG.

Kdtt mov Aeimel axoun and 1o aviikeipevo Particle System gival va pmopodue vo opicovpe
animation 1o 00 TE T0 GLOTNUATO, ONACDT VO LETABAALOVTOL UE TOV YPOVO O1 TIEC OV TO Kabopilovv
wote vo unv givan whvto to 1610. o mopdadetypo pmopet vo Béhovpe to copatidia vo aAralovv
YPOLO, TO GOOTNUA VO KIVEITE 7] VO dAAALOVY 01 SUVAELS TOV EMIPOVV TAVE GE OWTO OGO TEPVAEL O
xpévoc. Ola anTd UTOPOLV VO YIVOUV HECH KOJIKA KOOMG 0uTd TO AVTIKEIIUEVO TOPEYEL GUVOPTAGELS
Yl Vo, OpicOLUE OVTEG TIG TIHES, Ogv Ba TV TPOKTIKO OUMG VoL Yivel £T0L av EMOIOKOVUE KATL 1O
nepimhoko. Mia Avon etvar va ypnoponomoovpe keyframes 6mwg avtd oto 3D animation. Aniadn
OTLYOTLTIO, TO, 07010, TEPLYPAPOVY TNV KOTAGTUGT TOV GLUGTHLOTOC EKEIVI TNV GTIYUN )| TNV UETAPOAN
TOL OO TNV TPONYOOLEVT.

Emopevo Prpa og avtiv v viomoinon Oa givor 1 dvvatotnto Suvapikig aAANAETidpaong
TOV couaTdiov pe to TepParlov Tove. o Topdderyuo To COUOTION VO, GULYKPOVOVTUL UE EUTOOLN
MG OKNVNAG N KATOIEC TEPLOYEC TNG VO AoKOVV SLVANES o avtd. Avtd Oo gival eiktd pe v
0AOKANPMOT TNG UNYOVIS GUOIKNG TG PPA0ONKNG oA Kot Ta 3OO CVTA HEPT] AVIIKOUV OKOUO OTIV
HeALOVTIKN EpyacioL.



3.9 H Xxnvn

H oxnv1| givon 1 cuAdoyn OA@V TOV OVTIKEWEVOV TOV GLVOETOVV TOV KOGHO TOL TOLYVId00 0
omoiog pmopel va, eivar and €vo dUATIO £m¢ Kot oAoKANnpo vnoi. H oxknvi extog and doun yio va
KpOTael OAL TOL AVTIKEILEVO TTEPLEYEL KO TIC GUVOPTNGELS Yl VoL TO KAvel update, va ta {oypagicet, va
eléyEel Yo GUYKPOVGELS, va eKKIVEL Myovg Kot va edéyyxel to epotiopnd. H évvola oxknvil 1 aAAiodg
koopog (world) | odumov (universe) ce UEPIKEC TEPUTTOGELS YPNCULOTOLEITE TOAD KOl OT0 TOVG
dnuovpyods ToyvVIdldV Kol om0 To wEPPAAAOVTA Kol EPYOAEID TOV YPNOLOTOIOVVIOL GTNV
Swdwkacia. Etvar pio ovvBetn évvola mov opilel éva GUVOAO AVIIKEHEVOVY, YPAPIKOV KAl LT TO OToia
opifovv 1o TEAMKO OTOTEAEC LA

H oxnvn eivar vrevbovn va Kpotdel Kol vo EVIUEPDOVEL TO, OVTIKEIUEVO, VO EAEYYEL Yid
YEYOVOTO KOl VO TUPOSOTEL T KATAAANAQ event, va EAEYXEL TOV OOTICUO Kot TEAOG Vo GuvBéTel TV
TEAIKN €1KOVOL omd OAol To avtikeipeva avaioya v Béaon tov ypnotn. Ilpwv Loypoapiotel to KGbe
OVTIKEIUEVO 1 OKNVI EAEYXEL OV AVTO QOivETOL TNV TEAKN €kova Pdon tng Béong katl to (odu Tov
Beatn. Av 1o oviikeipevo elvar ektdg mAdvov dev to {oypaeilel kaBOAov aAAG TO EvUEPDOVEL
KOVOVIKGL.

H dopn ¢ oxnvig ympilete oe mévte enimeda.

. Background layer (0): Ilepiéyel v Pacikn ewdvo @ovIov g oknvng kabdg kol OAo To
bound t¢.
. Objects layer (1-3): Tpio emineda mov TEPEYOLV OAAL TO. YPOPIKG OVTIKEIUEVA TNG GKNVIG.

Eivar yopiopéva oe tpeic opnddec dote va e éyyovpe v oepd pe v omoia {oypoeilovtat
dtvovtag v yevdaictnon Padovg.

. Light layer (4): Eival 10 eminedo mov mepéyel v €1KOVO, TOV @MOTICUOV 1) ool vroAoyilete
amo OAa ta avtikeipevo Light g oxnvig ko (oypagilete tedevtaio TAved otV TEAKN
E1KOVOL.

H oxnvn o vo Stoyelptotel to, yeyovoto yov, oAloyNg OKNVAG KAl YEVIKO GUYKPOVGEMV UE
bound mepiéyet tov axpoarry GameEventListener. O ypnotng av embouei va doyepiotel ovtd to
yeyovota umopet va eTidEet oo tov avtikeipevo mov vionotel tov GameEventListener koBh¢ avtd
glvar interface kot va 1o opicel wg listener otnv oxnvi. H oxnvi umopei va tpéet o dikd g viuo,
Gv Kot oyl amopaitnto. Avto €yve Oyl UOVO Yo TNV KOANTEPT KATAVOUR TOL GOPTOL, OAAL Yo VO
UTOPOVLLE VO SLOPOPOTO|COVLE TOV PO TOV EVIUEPDOEMY 0V, dELTEPOLETTO OO TOV APLOUO TV
kapé mwov Loypagilovtol avo devTeEPOLETTO.

Kabe 11 mov mepiéyetar oty oknvi (ekto0g 0TL TPOGHETOVUE TPOYPUUUOTIOTIKG) TEPLYPAPETE
otov apyeio config.txt tng. Avtd to apyeio mepLEYEL TIG INADCELS Yo TO DS o dounbel n oy TOL
0o tomobeBobV Ta avtikeipeva, pe moovg poAovg Bo cuvdeBoidv, Tig pubuicels TOV POTICUOV Ka.
‘Evo. mapadetypa této10 apyeiov givol 1o mopakdtom 0 0moio meplEyel SNAwon Yo kébe mbavd tomo
AVTIKEWWEVOV, OAEG OVTEC TIG ONANDGELG EIVOL QVTEC TOL TEPTYPAPTIKOV GTO TPOT)YOVLLEVE, KEPAAOLAL.

Apyeio config.txt cknvic

W:3000 //uéyevBog tng oKknvng

H:3000

defaultLight:f //puBpicelc TGOV («P» Y10, VO EVEPYOTOUGOVLE TOVE POTIGHOVG)
shadeOpacity:100 /lapyixn opatoTNTa

shadeColor:0,0,0 /Iypoduo oxotad1oh

shadePerTime:3.0 Il xpOvog evodhayng uépog - vhytog



//INO COMMENTS ABOVE THIS LINE// Il Zydha. pe «//»
I/Sprites(id/x/y/layer): Il Anhdoeig otatikdv Sprite

SP:tree/0/0/0
SP:treev2/124/7/0
SP:treev3/907/0/0
SP:palm/110/223/0
SP:palm/250/250/0
SP:palm2v/225/9/0
SP:palm3v/443/37/0
SP:grass/151/161/0
SP:grass2v/56/218/0
SP:grass3v/693/-6/0
SP:chest/764/47/1
SP:asterias/94/357/2

/[Animated Sprites(id/x/y/layer): Il An\hdoeic animated sprite

AS:player/788/120/0
AS:butterfly/638/231/0

AS:fire/792/191/0

/[Particle Systems(id): Il An\hdoeic cvoTudtov coOpoTIdinv
PS:waterfall

/[Collision bounds(type:id/mode/volume#x/y/w/h): IIAnlooeig collision bounds

CBSR:seaB.wav/I/30#1/300/1000/400
CBSR:forestB.wav/I/35#0/0/1000/250
CBER:scene2/380.0/670.0#603/0/100/50

/[Lights(id/r/g/b/x/y/range): Il Anhdoerg oTIGUOV
LP:11/255/255/255/822.0/236.0/200

//Roles(AnimatedSpriteld:RoleName) Il Avtiotiynon poAwv ot sprite
RL:butterfly:butterflyRole

/[Player(spriteld)
PL:player Il Anhwon sprite Tov maiktn



3.9.1 Procedural Generation

Av kot M BipAobnkn dev eivar yuoo TPodICTOTO TOLXVIOD, TGTEV® TG TPEMEL VO Yivel
avagopd oe plo ONUOVTIKY TEYVIKY] TOL Ypnolponoleite moAd teAevtaic oty dnpovpyia
TPIESAGTOTOV GKVAVY Kot Oyt povo, 1 omoia Aéyete Procedural Generation®. Kémotot oo toug mid
YVOGTOVG TITAOVG NAEKTPOVIK®V TTOLYVIOUDY TOTOOETOVV TOV TOUKTN G€ KOGLOVG TOV OTADVOVTOL G0
30.000 éwg 60.000 terpayovikd pilo. Ilpdypo ekminktikd av okeprtel koavelg méom dovield
yperaletar yuo vo, “yeuicouy’ ovtoi ol KOGUOL PE PLGIKE ToTia, TOAELS, avOPOTOVG, AVTIKEILEVO Kot
OAeG TIG AemTopépELeg oL B KAvouv awTdv Tov KO0 meloTikd. H teyvikn tov Procedural Generation
ypNoLonolel arydpiduovg yoo vo. mapdyst tétolo mEPleyOUEVo. Mmopovpe v TEPLYPAYOVLE GTOV
VTOAOYLOTH KATOL0VG KAVOVES e TOVG 0moiovg Ba dopel avTikeipeva Kot KATOW YOpOKTNPLGTIKG TOV
0o éxer v eAevbepio va mapapetpomolel. ‘Etol pmopodue vo mopdyovpe oaiyopiBuikd tétola
avtikeipeva to omoia potdfovv aAld gival 6Aa dapopetikd. o mapdderypo propodue va eTidEovpe
éva alyoplBpo Tov mEPYPAPEL TNV HOPEON EVOG OEVTPOL €XOvTag MG UETAPANTES TO VYOS, YOG Kol
UAKOL TV KAOSIDV, TNV TUKVOTNTO KO KATOVOUN T®V QOAA®V Ko. ATvovTag TUYOIES TILES GE OVTES TIG
peTafANTEG Umopoe KAOE OPd VO, TOPAYOVUE EVOL SIUPOPETIKO OEVTPO LLE OTOTELEGHO VO UTOPOVLE
Vo dNoVPYNooVUE PeYEAa dAoT Y®PIG VO LOVTEAOTOMGOVE YEPOKIVITA TETOl avTiKeipeva. AVt
N TEYVIKN YPNOUOTOLEITE KOl YioL TV ONUIOVPYio E0G.POVS, TOAEWDY, OVTIKEWWEVOV, avOpOT®V oKOUN
K0l TOV GUVOLOCUO OA®V QVTOV. AvTopaTomOoLEl 68 PEYAAO Babud icwe tnv mo ypovoPopa dadikacio
oV onuovpyio moyvidldy oAAd emiong divel v SLVOTOTNTO GTOV TAIKTY VO EYEL SLOPOPETIKY
gumepio kébe popd mov mailel To idto maryviol. Kabdg to mepieyduevo dnpovpyeitor akyoptBpucd pe
Tuyoieg TIHEG KGBE Popd 0 KOGLOG Bo Eival SLOPOPETIKOC

3.9.2 Height Maps & Diamond Square

H Biprodnxm mepiéyet pa khéon, v HeightMap®® 1 omoia givat évor modd amhd mopadetypo
TéT010V 0AYopiBp®Y Kat ypnoponoteital Yo Ty Snpovpyia tuxaiov edapovg™. ‘Evoa heightmap sivo
pio acmpouavpn gkova, 6mov kabe pixel avamopiotd o Hyog Tov £ddPoLg oe kibe To onueio. ['a va
otidEovpe éva avtikeipevo HeightMap mpémet vo Tpocdlopicouvpe To TAATOG, TO VYOGS, TO EAGYIGTO Kot
10 péytoto eminedo. O opBudg Twv emmédwv opilel v avdivon Tov Pdbovg eved M avdivon tov
heightmap kaBopilel Tdca pixel tov €ddpovg avoamapiotovy 1 pixel Tov heightmap.

' http://en.wikipedia.org/wiki/Procedural_generation
http://pcgbook.com/
3 http://en.wikipedia.org/wiki/Heightmap

14 http://www.gameprogrammer.com/fractal.html
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o avdivon pe v TPAOTN GAAA
pikpotepo Paboc.

. ‘Id1a. avéloon eiKovag e ToAD [kpoTePo Pabog.
. ‘1810 BéBog moAD pikpdTEPT OviAvon.

To avtikeipevo HeightMap dnpovpyei awtég Tig ewdveg npmrta yepiCovrag Eva d1601406Tato wivaka pe
Toyaiovg apBpovg omd to gldyioTo péxpL To péyioto eminedo. Eneita epapudlet po e&opdivvon (smoothing) ,
Tov oAyopiBpo diamond square kot téhog Eva devtepo smoothing. H cuvaptnon yio v e€opdivvon vroroyilet
v kKGO pixel pio péon T oo o yerrovikd kot tov 0étel ovtv v . ‘Etot divovpe ™ aicbnon cuvéyesiag
oV €ddpoug. O alydpdpog diamond square Pemidéyel kGbe popd Tar Gicpa TV ¥ApTN VIOAOYILEL TNV péoN TN
Kot TV B€1eL 6TO KEVTIPO AVTAOV TV dkpwv. Eneita dwupel Tov xaptn o€ T€00Epa HUEPN Kot EXAVOAOUPAVEL TV
010 dradikacio OTmMG EaiveTol TNV EIKOVA TTLO KAT®.

. Heightmap pe peydin avéivon gikovog kat Babovg.

mamafasss
Bejasesjises

a b C d e

Ewkéva 14 Diamond Square Algorithm

1> http://en.wikipedia.org/wiki/Diamond-square algorithm



http://en.wikipedia.org/wiki/Diamond-square_algorithm

Tétowa height maps ypnoiomolovvTIoL Kot 6To SIGIACTOTO KAl GTO TPICOIICTOTO ALY Vidla Kol £XOVV
Kol GAAES YPNOELG EKTOG TNV dnovpyia €ddpovs. Mmopovv va ypnoiponomBovv yio bump mapping
rat displacement mapping ta omoia av&dvovv ce peydio Pabud v Aemtopépela oe 3D poviéra. H
dnuovpyio TéTowwv maps 0€v eival VTOYPEDTIKG TUYIN, VITAPYOVV TOAAG TPOYPAUUOTO GTO, OTOlo
AT PTopoLV vo LoypapioTodV e To XEPL.

Hopdderypa ypiione HeightMap:

//ApyIKOTO100UE TO AVTIKEIUEVO e TAGTOG, UNKOC, EAGYIOTO Kot LEYIOTO EMIMESO:
HeightMap heightMap = new HeightMap(int width, int height, int minLevel, int maxLevel);

heightMap.generateRandom(); Il Anpnovpyodue évo tuyaio heightmap.

heightMap.draw(Graphics2D g2d); Il Mropodpe vo. to {wypagpicovpe divovtog éva,
/I avtikeipevo graphics.

heightMap.save(String path); Il Mropovpe vo cdoovie to heightmap og éva directory.




3.10"EAevyoc Ovdétepmv AVIIKEIUEVOV

‘Evag amd tovg tpomovg va dmdcovpe peaiiopd 6e po oknvh, givor va ddoovpe {on ota
OVTIKEIUEVO TTOV TEPLEYEL, VO ODCOVUE TNV YeLdaicOnon otov maiktn 6Tl dev givar udvog. Mmopovue
VO TO TWETVYOVUE OVTO CLTOUATOTOLDOVTIOG KIVIOES, animation Kol MXovg Yo OvIIKEipeva mov dgv
eléyyovtan amo tov ypnotn. H Bifiodnkm €xet avtnv v dvvatdtnta dwfalovtag porovs amd apyeia
KEWEVOL OV UTOPEL EDKOAO VO, CUVTOEEL O ¥PNOTNG Kol EAEYVOVTOG OVTIKEIUEVO Omw¢ animated
sprites.

To avtikeipevo SpriteController pmopel va mdper tov €heyyo sprite Kot va epappolet Tic
EVIOAEG TOV POA®V TOV TO GUGYETICOUE. AEV YPNOYOTOLEITE MG EPYOLEID YioL TEXVITH VONUOGUVT
aAAG Yoo TEPITTAOOCELG TOV B€AoLE TTpokaBoplopéves KIVAGELS Kot GuuPdvia mov dgv emnpedaloviot
a6 tov moiktn. [a vo cvvtdEovpe éva apyeio porov €xovpe méEvTe eVIOAES, OTL Ppiokete pETA TV
TPOTN Avo-kdto Tedeia eival opicpaTa TOL YPAOTN.

. setSpeed:speed : @1l TV TOOHTNTO TOV KIVEITOL TO OVTIKEIIEVO.

. moveTo:x:y : Opiler wa Béom mov Ba kvnBel o avtikeipevo. H kivnon yivete
oTOOL0KA e ToOTNTO TOV BETOVpE OIS TPNV.

. chAnim:animationld  : AALdCet To evepyd animation TOV OVTIKEWUEVOL.

. playSound:soundld . Exxvet évav nyo.

. wait:time : [lepyévet yia kdmoto ypovo.

‘Eva  tétoo  apyeio poélov pmopodue va TO ouvdécovpe ue  kdmolo  Sprite  eite
TPOYPOUUATIOTIKA  péow TG  Piprobnkng, 1N omiovoviag oto  config.txt g  oxnvig
RL:spritelD:roleID 6mov spritelD eivor to 6vopo tov sprite ko rolelD to dvopa tov polov. Av
emAé€ovpe Tov OgvTEPO TPOTO BV ypetdlete amo gudg vo eua&ovue SpriteController obdte va
opicovpe pOAOVG TPOYPOUUUATIOTIKG, acyoAeite 1| PiPAtodikn pe owtd.

Mio mBavi peldovtikny VAOTOINGT YO0 OVTO TO OVTIKEIUEVO €lval 1) OLVOTOTNTO VO TOV
TEPVALE OEGOUEVO TTOV SEYOUOOTE OO AAAOVG TTOUYTEG LECH OIKTVOV DOTE VL EAEYYOVUE TA Sprite Tov
avamaplotovy (avatar). Anladn vo €£opoldvel TV €i0000 TOV VTOAOTMV TOLYTOV Y10 VTIKEIUEVA
mov O&v &yovpe epeic Tov Eheyyo. Me v idwa Aoyikn pmopet va ypnoiponomel kol wg 1o LEGO e TO
01010 [0 LEAAOVTIKT] VAOTIOINOT) TEXVNTNG VONUOGUVNG Ba pmopel vo Taipvel ToV EAEYYO OVTIKELLEVMV
UeTaPPalovTag amoPAcEl; 6€ EVIOAEG OTMC TTIO TAV®.

Hopadciypa ypiong SpriteController:

Role role = contentLoader.loadRole(roleld);
SpriteController spriteCntrl = new SpriteController();

sprite.setRole(role);
spriteCntrl.addSprite(sprite);
spriteCntrl.start();

Hopadeiypa covroéng apysiov Role:

setSpeed:5
chAnim:walk
moveT0:200:100
chAnim:idle




wait:2000
chAnim:walk
moveTo0:50:50
chAnim:idle
wait:3000




3.11 Awtdmon)

H dwtdmwon dev eivar kovovpyla évvola yuo o MAEKTPOVIKA Toaryvidwe oAld pdvo amd
TPOCPOTU YPNOIUOTOLEITE GE TOGO UeYAAo PBabud kot amd dmoyr £KTaong Kot amd TOATAOKOTNTOC.
ITAéov vrdpyovv mayvidia pe eEoymnoeo apBpd Kotvov, mov 6Aol pmopohv va OAANAETIOPAGOVV O
enimeda peyarvtepa and anin cvvopiio. [TAéov vapyovv mayvidia mov vrospilovy TV 01K TOVGS
O1KOVOUiQ, TOVG OUKOVE TOVG VOLOLG 1O10KTNGI0G YNOLOKAOV OVTIKEWWEVOV OKOUN KOl oy vidlo o
UTOPOvV VA TaPAyoLV TPayHaTiko eloodnuoa. Tétown motyvidw eaptdviol 6YeddOV OMOKAEIGTIKA amd
™V SIKTOMON).

Yrdpyovv TOAAEG SLPOPETIKES EBOJOL VAOTOINGNG Y10 SIKTVMOT| GTO, NAEKTPOVIKE O Violo
aVAAOYO UE TIG OMOITNOELS. YTAPYOUV TPOYUATIKOD ¥pOVOL Kot Un, arnd 600 maiyteg uéypt yIAAdeC,
viomoiroelg pe evdldpeco eEummpetnn Ko Oyl (peer-to-peer) kKhm. Mio yvoot pébodog Kot mwov
ypnowonotel n PiAobnkn eivor To ewoviKG dOUATIO. TOV EMTPETOVY TNV GUVOEST] amd VO £mG
UEPIKDV dekddwv mouktdv. Eivor pia viomoinon mwov dgv amortel évav evoldpeso Kot otabepd
gEummpemn Kobdg To dwpdTo dMpovpyeitan kot dwyepiletar amd €vav and TOLG TUIKTEG UE TO
HEOVEKTN IO OTL TTPEMEL VAL YIVEL YVMOOT] GTOVG VIOAOUTOVG 1) d1evBvven ToL dteploT. Av Kot un
anapaitnrog évag eumnpemtg Ba éAvve avtd T0 TPOPANUE Kabdc Bo Ponbovce cto ‘Taiployua’
TOLYTOV.

To pépog g SIKTOMONG GE VTNV TNV gPyacia ivol akoun o€ TOAD apylkd oTAdlo OALA
apéxel POCIKEC VAOTOOELS GOVOEGNC KOl OloyElplong ekovikav douatiov kabhg emiong kot
aKpooT GLUPBAVI®OV Yo YeEyovoTa O1KTOOV. AVTA TO GVTIKEIUEVA Ypeldlovtal akOun apKeTd KOIIKA
oo TNV HEPLY TOV YXPNOTN YO KATMOEG AEMTOUEPELEG GLUYVE OVAYKOIES GTO MAEKTPOVIKA TOLYVIOLOL.
Onwg yuo mapadetypa davoun toyoiov aplfudv yuo toyoio yeyovota péca oto moryviol mov UM
TPETEL VO GUUPOVOVV HE OAOVG TOVG TTOUYTES, GUYYPOVIGUOC YEYOVOT®V avaAoyd TV Kabvotépnon,
AVOTaPACTOOT) SECOUEVAOV KL 1] SuVATOTNTO, SIKTOMGNG EXKEVIPOUEVN G Eva eumnpenTh. YTTAPYEL
1N duVaTHTNTA VO CVTOUOTOTOWGOVUE HEYAAO UEPOG OLTMV TMV SEPYOUCIDV DOTE VO KAVOLHE OKOUN
7O OTAT| TIV VAOTOINGN Y10 TOV XPHOT.

Ewova 15 Server Centered Topology Ewkova 16 Room Topology

[T mave ival ot Tomoloyieg O1KTHOL Y10, TEAATEC — EELANPETNTNC Kol EIKOVIKOV dwuatiov. H
uévn Tovg S1opopa givarl OTL GTO EIKOVIKO dMUATIO £VOG OO TOVG ¥PNOTES avaAaUPavel Tov poAo TOV
gEummpetnn N Toyoia | PETd omd ovuPevia. Av Kol Poldlovv YPNCILOTOIOVVTAL Y10l SLOPOPETIKES
viomowoelc. Xtafepdg eELaNPETNTAG YPTOLOTOLEITAL Yiow O Vidlo pe TOAAOVG TaiyTEG Ol OMOiol
SlTnpovV o TPA0do UEGH, GTO TTOLYVIOL KOl GUVETMG OedoUEVA TTPETEL VO, SLALTPOVVTOL KOl ¥MPIC O
YPNOTNG Vo eivar ouvdedepnévoc. Aopdtio etval o mToAD yio oy vidlo Tov €0V TNV HOPPN LOTC.
AnAadn 0 ¥pNoTNG VITAPYEL LOVO 0G0 dlopKel TO TToyvidt.

(Harold)



3.12 Eicodoc¢ oo 3D

H dnpovpyia tpiodidotatov ypaeikdv xopiletal o€ Tpio oTddA:

Modeling: H dnuovpyio apyeiov Tpiodidotot®v HOVIEA®V OO TNV HOPON OVTIKEWWEVMV.
Av10 yivete 1 pe Vv ypnon kdmowov gpyaieiov 3D modeling, M| pe 10 okavépiopa KémTolov
AVTIKEWEVOL, UE TNV TEYVIKT] TOV procedural generation 1} akOUN Kot PE PLGIKN TPOSOUOIMOT).

Layout & Animation: H dwdikacio oty omoio vroloyilovpe nidg npénet va Tomobetnodv
To LOVTELD PéEGO OTNV OKNVI avdAoya tnv Béon, To péyebog, To animation KAm.

Rendering: H dwdikacio oty omoio Tapdyovpe TV TEAIKH EKOVO, 0TO TO, OVTIKEILEVA, TOVG
OOTIGLOVC, TO £100G TV EMPAVELDY KOt GALA dedopEVaL.

Av wo1 n PProdnkn dev pmopel va ypnoyomomBel akdpo v tpiodidotata moryvio
VILAPYOLV HEPIKA OVTIKEIUEVA T OTTOloL PTIAYTNKAV Yo Vo xpnoiponomBodv e HeAlovVTIKY epyaocia.
Kd&be tpiodidototo poviého omoteleite and onueioa otov yopo (vertices), empdveleg (faces) kot
Katevbovoelg emeaveldv (normals). Ymapyovv TOAAG akOUN YOPOKTINPIOTIKG OT®G textures,
materials, normal maps, shader maps, diffuse maps ta onoio kabopilovv Thg ypwpatiCoviol Kot Tmg
aAANAETIOPOOY UE QOTIOUOVG 0UTA To. povtéha. Emiong vadpyovv moAréc popeég apyeiov mov
TEPLYPAPOLYV HoVTELD, 0T obj, 3ds, fbx, x3d, ply KAz,

Ta, avtikeipevo Tov ¥pNoLoTolovvTol amo v Pipriodnkn v va douncovv éva Hovtélo

etvaw:

. Vector3f: Tpeig float cuvieTayuéveg mov ¥pPNOIUEDOVY GTNV AVOTAPACTOOT] KOl TV vertices
Kot TV normals.

. Face: Kd&fe emodvein (tpiywvo) amotereite amo tpio vertices kot tpio normals.

. Model: H dopn omv omoia amofniedovpe kabe mAnpoeopios mov ypelalOpOcTeE Yoo vo
OVOTOPUGTICOVE TO LOVTEAO.

. ObjLoader: Avtikeipevo 10 0moio POPTOVEL TPIGOLAGTUTA LOVTELD OO .0bj apyEia.

"Eva obj apysio £yl tnv mopakdTo doun:

v 1.012786 -2.323534 1.045964 1.0
v 0.354364 0.435672 -1.549623 1.0
v 0.567345 0.235623 -0.146385 1.0
vn 0.285634 0.982385 -0.239813

vn 0.543965 -0.138742 0.459634

vn 0.238512 0.972356 -0.814095



.f 23555//23555 23578//23578 23556//23556
f 23576//23576 22567//22567 21876//21876
f 21372//21373 21345//21345 20365//20365

Kabe oepd mov apyiler pe “v’ avamapiotd évo vertice pe kabe apBud mov akolrovbel va
opilel T ouvTETOYUEVEG X,Y,Z EVD 0 TETOPTOG aptOpog gival Tpoopetikog pe default 1.0 ko opilet to
xpopa tov vertice. Ot oelpég pe “vn” avarapiotobv éva vertex normal pe tovg apBpote va opilovv
mv katevBovvon tov Savdopatog Kot ot oepég pe “f” opilovv b emedvewn. Ot apiBpol mov
axolovBobv 1o “f” givor ot Bécelg tv vertices ko tov normals, vertexIndexX//normallndexX,
vertexindexY//normallndexY, vertexindexZ//normalindexZ. 'Etot pe tpeig ovvietoypéveg opilovue
éva Tplyomvo Kol pe TOAAG Tpiywvo UTOpodUE Vo TTEPLYpAYOLUE MG KOl TOADTAOKA TPLGOLACTTA
UOVTEAQL.

Ta tpiedidotota ypaeikd sivol éva Tepimioko OEpa Kot 0vVoiKeL 6T LOKPIVE GYEDLD, AVTNG TNG
gpyooiag Kabmg eivar atopkn Kot dev ypnoponoteital kopio emmAéov Pifiodnkn. Eyive oumg éva
TPOTO B0 OO TEPIEPYELXL, TEPAUATIGUO KO E0IKEIOT).



3.13 Oomyog ypnone GCE

Me v eKkkivion Tov mpoypappatos epeaviCete 1o mapakdto interface amo 1o omoio
pmopovpe va TpéEov e Tovg sub-editor.

1. Sprite Editor: epyoleio oyediov ko animation.

2. Particle Editor: gpyaieio yio v dnuiovpyio
GLGTNUATOV GCOUATIOIOV.

3. Scene Editor: epyaieio yio ™V KoTOGKELN
GKNVOV.

Ewkova 17 Aentadr) GCE

Otov tpé&ovue T0 TPOYPOUUD Yi0. TPMDTN POpa B0 pog epeavicel To Tapakdto Tapddupo.
Aivovpe v dadpoun mov Bélovpe va amodnikebovpe 6An v dovield pog. Exel Oo onpovpyndet to
dévtpo apyeiov amo to kepdioto 3.1.1 .

WorkSpace Path:

== ==




Particle System Editor

Source

Target

Attributes :

Acceleration

| 005
iitial speed  [HIES < S

Lifespan 150 +-

pensiy

spread

Generate colors

RGB Range

Apply Force

force: 0.002 0.0

Pulse mode
Frequency :

Animate

Apply
Save System

Save System As...

Load System

Ewkova 18 Aentadn Particle System Editor

ITavel 1 : Tao wedio source (X, Y) ko target (X, y) opifovv ta onueio amo 6mwov dnuiovpyodvTol Kot 100
Kkatevfdvovtar To. copoTid ovtiotoyo. Av ovtd To onpeios COUTITTOVY TOTE TO COUATIOW
€KTOEEHOVTOL OLOLOLOPPO. TPOG OLEG TIG KATELOVVOELS.

Iaved 2 : Tlepiéyetl kKupimg To YOPUKTPIOTIKG TOV COUATISIMV.

e Acceleration : H emtdyvvon.

o Initial speed x, y : H apywm toydtta yio tov kKabe dEova.

e Lifespan : O ypoévog Long tov copatdiov. To nedio (+-) ota apiotepd tov opilel
w660 Ba petafdiete ovtdHG 0 XPOVOC Yo TO KAOE Eva pe Tuyaieg TIHES.

o Density : To nAn0o¢ TV couatidiov mov yevviodvial o€ kdbe KdKAO.

e Spread : To w660 Oa amoxAivovy Ta copotidio awo Ty Tpokafopiopévn Korebbvvon.

ITavel 3 : Tlepiéyet pvbuioceig yia ta ypodpota. ‘Exovtag evepyonompévo to checkbox Generate colors
T0 ovotnua Ba amovépel Tuyaio ypoduata Yo to copatiow péca ota opoe RBG mov opifovpe ota
napakdto textfield, odibg to emdeyuévo ypodua o givor to 1€hog avtov tov opiov. ‘Etol ta nedia
Kkato ano to (from:) opilovv v apyn avtod tov opiov ko To media katw amo to (10:) opilovv t0
téhog tov. To medio transparency pog agnvel va opicovpe TV SPAVEIN TOV COUOTIOIMY EVEO TO
7edio vary av givorl evepyo emiAéyel Tuyaio o fabud Slopavelng LEPL TV TN Tov transparency.



Ilaved 4 : Xpnowomoieite yio va mpocbétovpe duvapelg oto cvotnua. Ta medio X kot Y opilovv v
évtaomn g dvvaung oe ke GEova. Me 1o kovumi Apply Force mpocBétovpe v ddvaun oto
GUGTNHO Kot KAT® oo TV Mot To Kovpmi (-) apotpel TV EXAEYUEVT OTO OVTN V.

ITaved 5 : Me to checkbox Pulse Mode evepyomompévo to cootua 0o Tapdyet povo avé meptodouvg
Le cuyvotnta mov opilovpe otnv Ty Tov mediov Frequency.

Ilaved 6 : O<toUpE T KOPE OVE OEVTEPOAETTO.

Hével 7 :

Animate: Tpéyovpe t0 oOGTNUO e TIG OpLopéves puBuioers.
Apply: Epoappolet tig alhayég 6to choTUA.

Save System: X@vet to cOHoTNHO.

Save System As..: Z@vel 10 GOGTNUG IE SOPOPETIKO GVOUAL.
Load System: ®optivel évo choTpO 0o évo apyeio text.



Sprite Editor

| £/ Sprite Editor l = e

New Animations

fire
Save
Load

N = S
N\ JLIO

Color:

Transparency : 0%
-

Stroke : 2

Image set

Set Guideline Image
Clear Guideline Image

-

Ewkova 19 Awentadn Sprite Editor

1: Emloyég yia véo apyeio, cmdoyo kot poptmon vadpyov. e va poptdcovue Sprite emiéyovpe tnv
gicova, yioo AnimatedSprite emidéyovue oAdkANpo tov @dakelo. H petatponn amo omAd Sprite og
Animated propei va yiver apydtepo kot avtopata ano tov Editor av mpocbicovpe animation.

2: Epyokeio Coypogikng Me emAoyéc Yoo ypoua, dweavel kol péyevboc. Mmopodue va
Coypogicovpue kot Koo TV d1GpKeLa TOoL yivete animate to Sprite.

3: Me 10 Set Guideline Image pmopodue vo opicovue v evepyn ewkéva d¢ odnyd yio va
Loypagicovpe véo kapé. H gwova Bo (oypapilete povipa pe SloQAaveld TAV® GTNYV 0TToio LIopovue
va. (oypagpicovpe véa mola. Me 1o Clear Guideline Image kofBapiCovpe v gikova, 0dnyod.

4: Alota tov animation wov mepiélet to Sprite. Me ta kovumia + kot — pmopodue va tpocécovue
KOl VO O10ypOWOVLE TO EMAEYUEVO.

5: Aioto v frame mov mepiéyet to emleypévo animation. Me to + mpocBétovue To EmMAEYUEVO KOPE
amo to scroll-bar tov image set mo kdtw. Me 10 - agaipovpe To frame amwo to animation, 6yt oo 1o
Image set tov Sprite.

6: Me 10 kovuni Animate tpéyovpue 1o emtheypévo animation.

7: To image set givail 10 cOVOAO TV eKOVOV TTOL TEPLEYEL TO Sprite. Mmopovpe va mpocHicovpe Kot
VO, 0QOLPEGOVLE e TO + KoL - .



Scene Editor

Active Layer:

New Scene

Save Scene

Layer 0
lovero |~

Game Objects:

NE @

Color:

Transparency : 0%
v

Stroke: 2
v

Load Background

@ Paint Mode

Lighting Settings

Bounds: M Render

forestB.wav

© Object Mode

Ewova 20 Aiertadn Scene Editor

1: Emiloyéc yio dnuiovpyio vEaG, 6MGIUO Kol POPTOGCT VIAPYoOLGaS oknvie. o va goptdoovue
VILAPYOVCA TPEMEL VAL EMAEEOVIE OAOKANPO TOV PAKEAD TTOV TNV TEPLEYEL.

2: Epyodeia (oypogiknig idio pe avtd mov ypnotpuorotovvtal otov Sprite Editor. Mia diogpopd givot 1
duvatdra emhoyng g eikdvag yra background tng oknviic pe to kovuri Load Background.

3: To checkbox Paint Mode mpémet va givon emdeypévo Gv Bélovue va ypnoIUOTOIGOVUE TO EPYOLEin
CoypapiKng.

4: To nedio UPS opilel To update avd dgvtepdrento kat pe to kovpni Start tpéyovpe v oknviy. Otov
Tpéyovpe TNV oknvi ano tov Scene Editor 8év £yovpe Edevyo Tov yapaKTNPO Kot YEVIKG dEV TpEXEL M
AOYIKN TOL TaYVIS00 OAAG puopovuE va dOVE HOVO To evepyd animation kot Tovg MOTIGHOVE BOTE
va €ovpe pio KaADTEPT) EIKOVA, Y10, TO OTOTEAEGLO TPV TO UETAPEPOVUE GTOV KM,

5: Mg 1o xovumi ‘+° avoiyel to TopakdT® Tapdbvpo
0o To 0moio umopoE vo Tpochicovue avTikeipeva
GTNV GKNVY.

Particle System

Light

Ewkova 21 Menu ntpocBiKNnG aVTIKELUEVWVY




Sprite: T ypogikd avtikeipevo. Emléyovue 1 apyeio ewdvag (.png) , § 0AOKANPO 0pyeio TG HOPPNG
Animated Sprite.

Particle System: I'ia GuoTNHOTO COUATIOI®Y.
Light: Epeaviletl to mopdBupo o kdtm yio vo opilovpe @oTiopuong.

Bound: Epgaviletl to mapabupo mo kdto yio va etidyvovpe Bound.

Me 1o xovuni -° aQaPOOE OTOLOONTOTE AVTIKEIIUEVO £YOVUE EMAEYUEVO GTNV GKNVY].

Av gmié€ovue bound sppavilete o mapaxdto Topabupo:

Bounds id: AvaAioya Tt tHmog eivar to bound mpénetl va Oécovpe
10 kotéAnro id. T mopddetypo Gv givar tomov Sound to
omoio gkkvel Nyo, to id tov mpémel va givon id10 pe To OGvoua

oL 1yov. Av givan Entrance, dniadn oaAraler v oxnvi mpenet
ﬂ 70 id va eivar 1610 pe T0 dvopa avtAg TG oknvic. o amdhd

tomov Collision o id umopei va givon ot emAé€ovpe.

Collision =

Shape: Opilet to oyfua tov bound (Rectangle - Ellipse)

-- Type: Tu gidovg yeyovoto mupodotei (Collision — Sound -
-. Ml Entrance)

Mode: Av emlé€ovpe THmov Sound pmopovpe va dtodéovue o
mode (Play Once - Repeat) kot v £évtoon.

" Dome | X.y,w,h: O1 cuvietaypéveg Ko daotdoelg tov bound.

Ewkova 22 Menu
Snpoupyiag/snefepyaciog Bound

6: Drop box ywo vo emiéyovue 1o eminedo (layer) tng oxknvig oto omoio Ba mpooBétovrar To
OVTIKEILEVOL.

7: Aloto pe OAo To YPOQPIKA OVTIKEIPEVA TNG OKNVIG.

8: Alota pe OAa TO GUGTHUOATO COUATIIIMY TNG CKNVAGS.

9: Alota pe 6lovg Toug oTIopovg ¢ oknvie. To kovuni Lighting Settings avoiyet o mapdbvpo yia
T1G PLOUIGELS POTICUMV TNG OKNVIG.



) |default lighting

Cancel

Ewova 23 Emloyég GwTLoOoU OKNVHG

default lighting: Otav eivar emieyuévo n oxnvny (oypo@ilete 610 KOVOVIKG TNG YPOUOTO KoL
QOTEWVOTNTA KOl OAOL Ol QOTIGUOL amevepyomolovvTal. e va £(0vpE 0TO1001)TOTE EQPE POTICROD
npémel 0vT6 TO MEdio va givan amevepyoTouévo.

night/day lapse: Otav givor emleypévo o @OTIGHOG TG okNVIS Oa 0LEOUEIMVEL VTOUOTO Y10 VL.
TPOGOUOIDGEL TNV EVOALAYT] HEPAS - VOYTOG e pLOLO Tov opilovpe oTo TEdio aploTepd.

Shade : To eninedo pOTIGUOV TG CKNVAGS.

Shade color: opiovpe 10 ypdpa mov Ba okidletor n oknvn divovtog ota media R G B 1ig tués
KOKKIVO , TPAGIVO Kol UTAE OVTiGTOLY(O.

10: Adota pe 6ho to. bound g oxnvng. Me 10 checkbox Render smiiéyovpe dv ta bound Oa eivor
opatdL.

11: To check box Object Mode mpénet va givar evepyd v BEAovpe va kdvovpe omoladNToTe AAAXYT
GTO OVTIKEILEVOL.



4 Amoteléopata

To amotéheospo avTNG TG TTLYLOKNG eivar éva epyaleio mov pmopel va eEumnpeToel oty dnpovpyia
NAEKTPOVIKOV TOYVISUDV, KAVOVTAG TNV O001Kacio o YP1yopn, OPYOVOUEVT] Kol EVOLPEPOVGA.
Mewdvel og peydro Pabud tov kddika mov amaitel éva moyviol Kot Tpoc@EPel TOAAN ETOO OAA
TOPOLETPOTOON L0 GTOLXEI TTOV YPELALOVTOL GLYVAOG 6 aVTA. Alvel TNV SLVATOTNTO GTOV XPTOTN Vo
TPOCTEPAGEL TNV TPOEPYOCIO KOl TIG AEMTOUEPELEG TNG VAOTOINGNC KOl VO UTOPEL VO APlEPDOEL
TEPIGCOTEPO YPOVO GTO GTUEID TOD KAVOLV EVO TOLYVIOL EVOLAPEPOV OTMG TAOKT], TEXVT] KO EQE.

Avti 1 gpyacio pmopel va oeeAncel aveEdptntovg (indie) dnpiovpyols maryvididv ot omoiot
oLVNOmG SOVAEDOVY OE LUKPEC OUAOEG 1) KON KoL OTOUIKE KOl GTOYEVOVY GE OmAOTNTO Kol TO10TNTO
PG TNV TOAVTAOKOTNTO Kol TNV AETTOUEPELD OV B0 OmoUTOVCE pio HEYAAN Opade Kol KOTOl0
kepdiato. Tétowa mayvidia eidav peydAn avamtuén avtd ta xpoévia. Adyw® g e0KOANG Kot PHEYAANG
TpoOcPacng oe TANPOEOpiEG Kol YVAGCELS TOD HOG TPOCOEPEL TO IVTEPVET, OO KOl TEPIGGOTEPOL
avOpomol pabaivouv va mpoypappotiCovv gite yati  yayvouv kdmolo xoumt gite yoti kuvryodv
Koo emmAéov g1codnua. [ToAhol and avtovg emAéyovv va @TidyvoLV TTatyvidla Kot TAEOV VILAPYEL
po pHeyOAn Kowotnto omd TETOOLS OMUOLPYOVS Kot oAlol g&umnpetntég mov tovg Ponbodv va
Eexvnoovy kat TpowBoldv v dovAeld Tovg. Avti 1 epyacia Ba fondnoel ToAlovg ot omoiol BELovY
pio yp1yopn Kot E0KOAN apy xopic vo eufabivovy oe AETTOUEPELES.

Emmiéov xabhg divoope v elevbepia otov ypnotn va det kot va enelepyonotel e0KoAa Ta
apyeio mov dopobv €vo moryvidl, pmopel vo Ogl GUECH TO OTOTEALCUATO KOl TIC EMIMTMOCELS TOV
aAAOYDV HECGH GE 0VTO, £TGL AVTA 1) €PYACia UTOPEl Vo ypMolomoinfel Kot ¢ epapuoyn eKuanong
TPOYPOUUUATICHLOD.

Extdg and toug ypnotes g, ovtn 1 epyocio oeéAnoe kat epéva. Mov mpdcpepe YVOGELS amd
£va 0pn eSO EQUPUOYDY, 1| dNUIOVPYIC TOYVISUDV amalTel TNV EVOCYOANGT Ue TOAAG OEpata Ommg
YPAPIKA, YOG, €i6000¢-£€000¢, ToAvenelepyaaia, SIKTVWOOT), GLYYPOVIGUOS, PEATIGTOTTOINGT], PUGIKY
ka. Emiong avt n epyoacio pov mpoéoeepe po TPOTN EMAPN UE TNV OldIKOcio GYeSOGHOD |,
VAOTTOINGTG KOl ATOGPAAUATOONG EVOC TETOLOV peYEBovg TpoTLeKT VIO YPOVOSLAYPULLLLO.

4.1 MelhovTikn epyacio

Amd v pepud g PProdnkng (JIGL) pio wWéa etvon n enéktaon oe Android, xofog
YPTOLLOTOLEL Java, e Tnv onuepvi ¥pNoT KIvNTOV GLGKELMV Kol TNV eAevbepn gicodo oto Android
market, Qo eivor o ovoykoio enéktaocr. Meydio pépog g PipAobnkng pmopel idn va
ypnooron el yio avtd 10 okomd oAAG TOAAG oToyeia Tng ypedlovtan Tpocappoyn. Emxiong Ba ftav
EVOLPEPOV EVOL GUGTNUO. TEXVNTAG VONUOGHVIG TIoL 0 ¥pnotne o pmopovce edkola vo opicet
GUUTEPIPOPEC OVTIKEWEVOV Paciopéveg oe cuvinkes. 'Evo chomua cav avtd Oa peiove koto Told
TNV ToGOTNTO KOdKa Tov Ba xpelalodTav To mayvidt kot Oa Epepve aLTAV TNV £pyacio TOAD MO KOVTA
o€ £€vav OO TOVG KVUPOVG oToyovg tng. Emiong ypewdletor éva mo oAOKANP®UEVO GOUGTNUHA Yio
multiplayer (d1ad1KTLOKO TOLYVISL) . AV Kot VTdpyovV 101 KAACELS Yio TV onpovpyia kot chvogon o
EKOVIKA dMUATIO VITAPYEL OVAYKN Kol yuo. GALEG Agitovpyieg, OT®G dtavoun Tuyaiov apludv yo
Tuyoio YeYovota GTO TOLVidl, KOADTEPO TPOTOKOAAO ETMIKOWVAOVING OCTE VO GLVOLALEL dedouéva
TOLYVIOOD UE EMKOWVOVIO TOLXTOV, AELTOVPYIN ETOVACOVIEST|C G TEPITTOON oQAAN0TOC KA. 'Eva
ONUOVTIKO PEPOG OV Ogv VAoToMONKE AOY® ¥pdvov givar pio unyovn evotkne. Kot avtdg gival o
Adyog mov M PiPpAobnkn dev pmopel axopa vo doyelplotel cupPdvta cuykpovoEwy and uovn TNG.
Avt  viomoinon Ba ivar To emdpevo P oty EEMEN AVTAG TG EpYOTiog.

KoaBog ovtl n epyocio peyoA®VEL KOl TO OVIIKEILEVO KOl TO YOPUKTNPIOTIKE TOVG
mnBaivovv, Oa ypelooTel KOl HO TO OAOKANP®UEVI] YADOOO Yoo TNV TEPLYPAPT] TOLG, OAAL
oLYYPOVOG VO TOPOUEIVEL OTAT] GTNV XPTOT MOTE Vo, UnV avtictodpicel Tov kmdwka wov Oa PeEIDoEL.



Mio dAAn evodAoktikn Abon eivor va emektafel n PAodNkn dote va ypnolLonolel po yAdooo
scripting 0nwg 11 Groovy. ‘Eyxovtag v duvatdtto o ypnotng va ypaest script kot va to Tpocapuolet
gbkoha ota avtikeipeva Tov mayvidoy Ba Tov ddoetl peyolvtepn elevbepia kot emloyég Oyt LoVo
otV doun 0AAG Kot 6TV AOYIKT TOV O VISLo0.

Amd v pepud Tov editor (GCE) pia mpdtn aAloyr| o Tav 1 LeTATPOTH TOL G environment,
va €yel kaAvtepn opydvmon kot dtayeipion tov TpOTleEKT Kol Le mEPLGGOTEPOLS sub-editor dote va
yiver mo edkoAn n dnuovpyion Ko M dwxeipion TV oviikepévov. Emmiéov Ba tav ypnoo n
onuovpyior repository yio opadikn OSovAeld &&’amootdoemg AnAadn onpovpyio server OmoOv
(QLAACGCETE 1 OPLAOIKT EPYOGio KOl T LEAT GLVOEOVTAL YioL TNV AN, enedepyacio Kot EVIUEPOOT TV
apyelov g Oa mepthapPdvel duipopeg Aettovpyieg Onmg dkoudpota apyeiov, tniedtdokeyn,
ypovodidypoppa Tpotlext ka. Télog kabng 1 Piiodnkn Tpootabdel vo kKavel e0KoAn TV dnuovpyio
ALY VIOIDY, Tpémel Kot o editor va amoktiost pio T €hypNnoTn KOl GUMKY LE TOV XPNOTH JETOQT.
M tétote aAlayr] Bo avgave v mopaymywotta Kot 8o amhomolovce kGAo TNV ddtkacio.
Avctoymg AOY0o TOv pEYEDOLG aVTAG TNG €PYACIAG KOl TOV TEPLOPICUEVOL ¥POVOL Ogv £6MGA TOOT
£upaorn oV a1etnTikn Kot TNV Opyavmon OoAAY TEPIGGOTEPO OTIS MO POACIKEG KOl YPNOILES
Aertovpyieg.
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[Tapdptnuo

Meld oag, ovopaopat Kavtt Biktwpag, Katdyopat amo To NpAakAeLo Kat ipat oto ME
g€apnvo omoudwv. Auth n mruyLlakn £xeL titho “Anpioupyia Stodlaotatwy mayviduwy o Java” kot
OTOXEUEL OTNV ATTAOTIOLNON TNG KOTAOKEUNG TOUG ELOAYOVTOC £VA VEO TPOTIO TePLYpadrC KoL SOUNG
TOUG,.

Me tnv peyain avamntuén tng Blopnxaviag matyvidiwy, moAAol mioTtevav nwg n Yevid Twy
SlodLaotatwy matyvisuwyv Ba ekAeiel. AvtiBeta OpWG WE TNV onuePLV ipocBaacn o MAnpodopleg,
o6nyoug kat mapadelypata mou mpoodEPEL To vtepveT moAlol avBpwrol pabaivouv va
TIPOYPOAUHATI{OUV ElTE yLATL PAXVOUV KATIOLO XOUTIL £iTe yLaTi Payvouv €va emMALOV EL0OSNUA, KoL
TtoANoL a6 autoUg eTIAEYOUV T NAEKTPOVIKA Ttalxvidia. 2e Tétolo Babuod mou mMAEov UTIAPYoUV
oMol e€uTtnpeTnNTEG OTIWC To Steam, Itch, Desura, IndieCity 6nwg emiong kat to Android Market kait
T0 Mac Store yLa $opnTEC CUOKEUEG TIOU XPNOLUOTIOLOUVTOL OAO KaL IEPLOGOTEPO TTALOV, OL OToioL
BonBouv Toug epaoctTéXveg SnUoupyolg va EEKIVAooUV Kal va Slavepouv tn Soulela Toug. OpwE n
dnuioupyila nAektpovikwy matyvidlwy eival pia dtadikaoia apketd SUCKOAN Kal xpovoBopa elSIKA
YLOL EPOLCLTEXVEG TTOU SOUAEVOUV LOVOL N O PLKPEG OUASEG. ATtaLTel YWWOoEeLG oo MoAAA mebia Kalt
ToAU mpoepyacia mpiv Solpe KATOLo amoTEAEOUA. AUTH N epyacia £XEL 0TOXO VA KPUWEL TIC
AEMTOUEPELEG TNG UAOTIOINONG, HELWVOVTOC 000 TO SuVATOV TOV KWELKA TTOU amalLTel eva matyvist kot
va SWoeL oTov SNULOUPYO TIEPLOCOTEPO XPOVO YLa TA GHUELD TTOU KAVOUV éva atyvidtL evéladépov
OTWG TEXVN, TTAOKN Kal eDE.

Kpltrplo ylo tnv emloyn auThg T epyaciag nTav mpwtov n mokia tTwv Bepdtwy mou Ba
£TIPETE VO 0.0X0ANBW, Ta NAEKTPOVLIKA Ttavidila mepthapfdavouv tnv uhomoinon MoAAwvV Souwv Kat
oAyoplBuwv kot Tnv avipetwriion dtadopwv mpoPAnUATwy. AsUTEPOV N EMEKTACLUOTNTA, RO va
LNV EXW TIEPLOPLOKO OTO OGO TPAYHATO UTTopWw vVa SOKIHAoW YUpw aro To (6o Bua kat Bela va
Eekvnow pla epyaoia g omolog n avamntuén 6£v Ba teAelwve e TNV MTTUXLOKA.

Onwce Ba deite amo tv avadopd sival pia tuxLloKkn n o onoio acyoAsital pe moAAd B pata.
Ao dlaxeiplon apyeiwv, elcodo Xprnotn KaL CUYKPOUOELG LEXPL animation, rendering, pwTLoUO Kal
nxo. Emiong otnv avadopd mapéAewpa kamota B€pata Adyw UK onUaciog, xpOvou Kol EMELdn
npotipnoa va avadpepbw oe dAa tou dev €xouv uAomolnBel akOUa oaUTAY TNV epyacio oAAA
Bewpnoa o onuavtika onwg Ray casting, Procedural generation kat 3D.

H epyaoia xwpilete oe Suo pépn. Eva neptarlov (GCE) oTto omoio UmopoU e VoL TIOPAYOULLE
TEPLEXOMEVO YLa Ta TtaLXvidLla, Onwg animated xapaktipeg, dwIlopoUg, cwpatidia, NXoug, oKNVEG.
Kal pia BBALoBnkn n omola propel va hpopTtwosl AUECOH QUTA TOL OVTIKELLEVA KaL TIAPEXEL
OUVOPTHOELG YLOL VOL TOL XPNOLLLOTIOL|COUUE. AVTIKEIEVA TA OTTOLa UITOPOUV va Xpnotponotnbouv eite
autovopa eite pall ylo va Sopncouv pia SLadpacTiki oknvr Kal Ta onola pmopouv va
TPOCaPUOOTOUV eUKOAA O€ KABE Ttepimtwon xpriong Kot TUTo rayvidlol. AUTO TO TIEPLEXOUEVO
TEPLYPADETE OO apyeiat KELPUEVOU Ta OTtola Umopouv eUKoAa va TpormonolnBolv Kot XELpokivnTa e
QITOTEAECUA VO UITOPOULE VO KAVOUHE AAAOYEG OTO TTaLXVIOL Xwpig va TtelpdEoupe Tov KwoLKA.

To meptBarlov xwpiletal oe tpeic fackolg editor. Evav yia va GpTLEYVOUUE CUCTAMATA
owpoTdiwy, o omoioc pag Sivel TOAEC emIAOYEC yLa va KAOOPIOOUUE TA XOUPAKTNPLOTIKA KoL TV
oL PTEPLPOPA TOU CUCTAMATOC OTtWC TaxUTNTA, EMLTAXUVOn ,katelBuvon, Suvauelg, elpog {wNg,
Xpwpo. Me autov tov editor pmopoUpe va dnuioupyolpe edé Omwe Bpoxn, XLovL, GwTLA, KOmVO Kot
VEVIKA avTIKeipeva xwpic mpokaboplopévo oxnua. O dsltepog editor xpnotpormnoleite yia va
driayvoupue sprites. NephapPavel Baoikd epyaleia {wypadikng ylo vo GTLAXVOULE KapE Kall
UTIOPOUE VO OPLOOUUE OELPEG ATTO TETOLO KAPE WC animation. Kal o Tpitog editor xpnowuomnoleite
yla va S€00UE aUTO T AVTLKELPEVA O pia oknvn Kot vo TpooBEocou e AXOUC, PwTLOUOUC Kat
bounds.



AdoU dTLAEOUE ULla OKNVI UITOPOULE VA TNV GOPTWOOULE Kal va TNV TpEEoue
XpnoLpomnolwvtag thv BLBAL0BNkKN n omola pag Sivel kat TV SuvatdTnTa VoL EVOWHOTWOOUE EUKOAQ
™V Aoyikn Ttiow amd authv. H BLBAL0BRKN emtiong mepléxel ToANG GAAQ avTIKE(PEVA Kot dAyopLBoUG
TIOU XPNOLUOTOLOUVTAL CUXVA £WE TIAVTA OTNV KATOOKEUH Tlaxvidlwy onwg display, camera,
quadtrees, diamond square, culling, Slaxeiplong oUSETEPWV AVTIKEIUEVWY, BACLKEG KAACELG YL
networking Kot apKeTd AAAQ TTOU UITOPOUV VAL CUVSUACTOUV JLE TOL OVTLKELEVA TNG OKNVIAG YLa val
TapAyouV SLadpacTIKO TIEPLEXOMEVO.

To amotéAeopa AUTAG TN Epyaciag eival Eéva epyaleio mou amAomolel o€ peyaio Babuo tnv
SnuLoupyla NAEKTPOVIKWY TTALXVLISLWY, KAVEL TNV dladikaacia o SnULoUpYLKN, TILO OPYAVWEVN KOL
LELWVEL ONUOVTIKA TOV KWOLKA TTOU QTTALTETE. XProLUo yia epacttéxvec (indie) Snuiwoupyoug mou
S0UAelOUV POVOL N OE PLKPEG OUABEC KL OTOXEVOUV OE AmMAOTNTA KOL TTOLOTNTA TTAPA TV
TIOAUTTAOKOTNTA KaL TV AEMTOUEPEL TTOU Ba amaltoloe pia Heyain opada Kal kamolo kedpaAalo.
EmumA€ov Sivovtag tnv eAsuBepio 0TOV TPOYPAUUATLOTH VoL TIELPATEL LETABANTEG Kal val BAETEL
AQUECA TLG EMUMTWOELG HEoO 0TO TtaLyvidL autn n epyacia Ba pnopouae va xpnowuomnonBel kat yia
EKTIALOEVTIKOUC OKOTIOUG.

Kamota pépn autic tng BLBALoOnKkng &€v eival oAokAnpwieéva i Bpiokovtal og apxlko oTadLlo
omwg n Siktvwaon, Texvntn vonuoouvn, duaotkn kat 3d aAla sival Ta mpwta BAgata yla thv
HEANOVTIKN eMEKTAON TNG. ATIO TNV HEPLA TNG BLBALOBNKNC Hia mpwTn W6£a elval n eMEKTAON OF
Android, kaBwg 0An n epyacia sivat ypaupévn o Java. Meydlo pépog tng BLRALoORKNG pumopel idn
va XpnoLpornotnBetl yla auto Tov okomo alla Kal TToAAQ avTIKelpeva XpelalovTal Tpooapuoyh.
Eniong 600 autr n epyacio HeyaAWVEL KL TOL OVTIKELLEVA KOL TA XOPAKTNPLOTIKA TOuG MAnBaivouv
Ba xpelaotel kat pLa o oAokAnpwuEvVn yAwooa yla thyv eplypacdr toug dAAa mou Ba mapapeivet
KaTavontn Kol eUKOAN oTNV Xpron WOoTe va pnv avtlotaduiost tov kwdika mou Ba yAutwoel. Mia
EVAANQKTIKN Ba NTav N eVoOWPATWon pLag YAwaooag scripting omwc n Groovy n onoia 8o £€8tve
peyaAUTepn gueli&la otnv uAomoinon Tng AoyLknG Tou matyviSlou Kabwg akoun n epyacia
OUYKEVTPWVETAL TILO TIOAU oTnV Sopr. TEAOG KATL oNUAVTLKO Ttou Aeinel amo tnv BLBA0OnAKn gival pia
pnxavn ¢uotkig n omola xpnotueVeL oxedov o KABE TaLyViSL Kal YALTWVEL LEYAAO LEPOC TNG
uAomoinong. Ao tnv pepld tou GCE pia BeAtiwon Ba ATav n LETATPOT TOU o€ MePLBAANOV TOpA o€
editor mou poldlel Twpa, pe KaAUTepn Slaxeiplon Twv MPOTLeKT, eploooTepou( sub-editors, kal mo
dAkn dtemadn. EmumAéov Ba pmopouoe va neplhapBavel tTnv duvatdtnta online repository yia
opadikr) 60UAELd péow Siktuou. Andadn va dnuloupyeital server mou Ba dAdel OAa Ta apxeia Kot
Ta PEAN TNG opddag Ba cuvdéovtal kel yla Tnv AN, eneepyaocia kal evnuépwaon Tou .



