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Euxaptlotiec

OcAw va euxapLOTHOW TNV OLKOYEVELX KOl TOUG IAoU¢ Lou yia T otriptén kat tnv
katavonor touc¢ o€ kade Lov npoortadeia 0€ OAOUC TOUC TOUELC.

Euxapiotw tov Kadnyntn Niknta-Mapivo XyoUpo yia tnv eniBAeyin, tnv unootrpién
kat tnv kadodnynon Tou KaTd TNV EKITOVNON TNG EV AOyw epyaociac.
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Ewsayoyn

To mapdv ovyypoupo amoterel pio gpyocion pe Oépa v avimtoEn evog
TePPAAALOVTOC ONUIOVPYIOG TPIOACTATMV TALYVIOUDY GE KIVNTES CLOKELES. Méca ot
KEPAAOLOL TOV AKOAOVOOVV TOPOVCIALETOL | TPOGEYYIoN TOL OEUATOG Kot 0 KUPLOg
o16y0¢ ™G epyaciag avtng. Kobbdg to eupoc tov aviikelévov eivor mhpo mTOAD
peydAo, to Bepatikd mEPIEYOUEVO TEPLOPIOTNKE O KAMOLEG KUPLEG TOPAUETPOLS OL
omoieg AapPavovtar vwoyn kKot v e&étaocn kot TV avamtuén g &V Ady®
epyaciog. Zta mAaiow TV TopapETpov ot Bo avamtuybel pio epappoyn n omoio
Oa T1g avomotel kot Ba Tig apUOlel HEGH O EVOL GLYKEKPIUEVO TAOIG10.

O mapapetpot pe Paon t1g omoieg Oa avamtvybel n epoapproyn Kot T0 OAO TEPIEYOUEVO
TOV GLYYPAUUOTOS 0POPA TO €100G TOL TAYVIOOD KOl TOV TPOTO OVATTLENG Kot
EQOPUOYNG TOV. Me Bdaomn awto, To €160 TOL TTAYVIdV TEPLopileTal otnV avAmTLEN
evOg Tp1dtdotaton moryvidlon dpdong porwv (Action RPG) 1o omoio ekteleitar amd
plo Kvnt CLOKELN Kol TO Omoio €Yl apPyYIKA GYeOOTH 0 éva €WOKO gpyaieio
oyedlaonc. To epyadeio avtd Oa amotelel pia epappoyn 16tod oty omoia B vVIapyE
N dvvardnTa oyedioong Tov morviowlh Kol pe PACTN TO OMOTEAEGUO OLTAG TNG
oyedlaong to moyvidl Ba dnuovpysitan kKo Bo extedeiton 6e pion KvnT GLOKELN.
Avtog gival 0 0TOYX0g Kot 0 6KOTOG TNG EPYOCING QLTNG KL GTO ETOUEVA KEQAAOLOL
napovcslaleTal 0 TPOTMOG e TOV OMOI0 £YVE M TPOGEYYIOT TOL EYYEPNUOTOS, TO
gpyoreio Kol o1 TEYVOAOYiEG OV YPNCOTOWONKAV, O TPOTOG AVATTLENG TG KOt TO
TEMKO OmOTELEGUA TNC.

To oOyypoppa avtd dwkpiveror oe 000 KOpleg Bepatikég EvOTNTEG OOV GTO TPADTO
LéPOG vIapyel pio. avoeopd oTIG EVVOleg KOl TIG TEYVOAOYieC OV €EETACTNKAY Kot
YpPNoWomomdnkav evd o©t10 0e0TEPO TOPOVCIALETOL O TPOMOC LE TOV OMOi0
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YPNOWOTOMON KAV 01 SLAPOPES TEYVOAOYIES KO TEYVIKES MOTE VO TPOYLOTOTOMOEL 1
avATTLEN TG KoL TO10 NTOV TEMKE TO OMOTEAEGHLA AVTO.

Katd 10 mpdto pépog mpaypatonmoteiton pio Tpocsyyion oto €i80¢ TV T VISV
POA®OV Kot 6T cvvEYEl Tapovotdletar 1 eEEMEN Kal ETPPOT TOVS ot Prounyavia
TOV NAEKTPOVIK®OV Ty VIdLmV. Akolovbel pio avapopd otn Acttovpyio ToV Unyavov
TOLVIOUDV Ol OTOlEG YPNOLOTOOVVIOL Yot TNV avAmtuén TOV MAEKTPOVIK®OV
TOYVIOIOV Kol TopoLGtdlovTol ot S1apopeg TEXVOAOYIEG TOV Y¥PNOYOTOONKAV Yo

™V avamntuén g EeapUoYNG.

Kotd to devtepo pépog mapovoidleton n tpoceyyion pe Pdomn v omoia avéntuée Kot
vAomoince m epyoacsio 10 OBgpotikd g mepeyoduevo. Ewonybn n évvowr g
TpocEyylone «And 1o Tvvtdktn Iotov oto IMoryvidl oto Kivnton (From Web Editor
To Mobile Gaming) koatd v omoia Tapovolalovtar To. 60 HEPN TNG EPAPUOYNG
Omov T0 £va €xel TO POAO TOL gpyoreiov oYedlOGNG TOL TALXVIOWOL KOl TO GAAO
amotelel TNV €QOPUOYN TEAATN 6TO KIvnTtd o10 omoio Oo ektedeotel TO €V AOY®
nayviot. Iapovcialetor to maryviol mov avamtuydnke, ol Evvoleg Kot o1 KavOveg Tov
- 010 omoio Kot omodideTon To Ovopo «Maze Of Treasure». AkoAovBel n mapovcioon
TOL TPOTOL AVATTLENG TOL gpYOAEioOV TYEdIOONC Ko TG EQPUPUOYNG EKTEAECTG GTO
KWVNTO Kol 0 GLVOETIKOG Tovg Kpikog. Emiong mapovsialetor 1o epyadeio oyedioong
Kol 0 TPOMOG oYediaong EVOG AL VIdoV, KOOMS Kl 1) LETEMELTO EKTEAEGT TOV GE £Val
TPOGOUOIWTI KIVNTIG GUGKELT|G.

To ocOyypoupo OAOKANPOVETOL UE TOL  CLUTEPACUATO OTO TNV EPOPUOYT TOL
avamtuyOnke kol ot TOavEG PEALOVTIKEG TNG eMEKTACELS 01 omoieg Bo umopovoav va
EPOUPUOCTOVV GE QTN OVOVEDVOVTOS TO POAO TNG KO TIG TTVYEG TNG.
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MEPOX A

Ewsaymyn

H epappoyn mov avantdydnke Paciomke oe kAmoleg apyEc, EVVOIES KO TEYVOAOYIEC O
oLVOVACUOG TOV OTOIMY GLVTEAECE GTNV OAOKANPpOUEVN avamTuén . To €ldog kot
N TOAVTAOKOTNTO, TOL EYYEPNUOTOS KATECTNOOV OVOYKOioL TN XPNoMN O0POPETIKAOV
TEYVOAOYIDV KOl EVVOUDV Ol ONOIEC OV KOl OPOPOVV EEXWPIOTE AVTIKEILEVO,
OLUVOVOOTIKO OMOTEAOVV [0 EVOPUOVICT) OUCTOTIK®V 7OV 0dNyoLV GE o
oAOKANpOUEV Aettovpyiky] epappoyn. o va yivovv kotavontd to emuépovg
OLOTATIKA TOL GLVTEAOVV TNV EPUPLOYT OVTH, GTO TPADTO UEPOG TOV GLYYPALUOTOC
TapoVS1ALoVTal 01 KUPLES EVVOLEG TOVG Kol KATO10 TOAD BaGIKA YOPOUKTNPIOTIKA TOVC.
H avagopd ce avtd okomd £xel va KAVEL TV OVGIN TOV EVVOIDV KO TV TEYVOAOYIDV
oL ypnowomomonkav mo kotavonth. ‘Eva civoro dtokprtdv kepaiaiov pe Bdon
TIG SLOPOPETIKEG DEUOTIKES EVOTNTEG, TN ONUOCIN KOl TO YEVIKO YVOGTIKO €0POC TPOG
avtég €yovv mopatedel otTic akdOAovbeg cerideg pe okomd va gival gukoAdTEPN M
SUIKPIoT TOVG KO VAL YIVOUV OVTIANTTA T S10KPLTE LEPT TG EPAPLOYNG.

KaBdg n vmd avdntuén epappoyn amotedel Eva S100paoTiKO NAEKTPOVIKO Tty vidt TO
omoio Paciletarl ota mouyvidlw pOA®V, N TPAOT BepaTiKr EVOTNTO TPAYUOTOTOLEL La
EI00YMYN G6TO €I00C AVTMOV TOV TOLYVIOIDOV TOPOLGIALOVTOG TO YOPOUKTPLOTIKA TOVG
Kot Tig 01dpopeg mTvyég Tovs. [paypatomotel pia wotopikn dadpoun g eEEMENG TOV
eldovg Kor pio avoeopd oTOV KUPO  OvVTITPOS®TO TOv, Topabditoviag Eva
YOPOKTNPLOTIKO Topaderypa deEaymyng tov. H devtepn Bepatikn evomta, e&iotopet
TNV €POPUOYN TOV TOLXVIOIDOV POAMV GTO NAEKTPOVIKA TToyvidla kot TNV eEEMEN TOVG
OTO TEPAGO TV YPOVOV KAVOVTOG KOTOVONTH TN ONUacio Toug otnv e£EMEN g
peyoAvtepng Prounyoaviog dtackédacng otov koopo. H enduevn evomta, amoteiet

11
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plo avoeopd otic punyavég moyvidlov, v eEEMEN TOLVg Kot To pOAO TOVG OTN
Brounyavio tov nAektpovikdv mayvidiwv. Emiong, mopovoidletor éva moapdderypo
piog EUTOPIKNG UNYOVIAG ToUyVIOLOV pOA®V UEC® TNG OMOl0G OVOTTOCCETOL £Vl
NAeKTPOVIKO Ty Vidl Tov €idovc.

H embdpevn Ogpotikn evonTo 0Qopd Tn ONUOVIIKOTEPN Kot 7o  dtodedopévn
TEYVOAOYIO YPOPIK®V ot ynelakd cvotiuota, v OpenGL. Ilpaypatonoteitol pio
eloaymyn oTlg Pacikég Evvoleg TG TEYVOAOYING TV TPWOIACTATOV YPUPIKMOV Kol
TopofETOVTOL KATO GTOLEID Y1o. TOV KOPLO EKPPOCTH TNG KOl TIG AEITOVPYIES TOL.
AxolovBel o meptypoaen vy to vmoovvoro g OpenGL, tmv OpenGL ES, mov
YPNOWOTOLEITOL OTIS KIVNTECG GUOKEVEG KOl 1 OToio Kot ypnolomodnke yo v
avATTLEN TNG UNYOVIG YPOPTIKAOV TOV TOLYVIO100.

H epoppoyn 1otov ypnoponoinoe éva framework ywo ) dwoyeipion tov didgopwv
uepov e, to «Spring MVC Framework» to omoio kot amotedei v emduevn
Bepatikn evomra. [payuatomoteiton pia swooaymyn oto framework kot mwapabétovran
To, KOP1oL 6TOlXElD TOV divovTag EUPOCT GTO GUGTATIKA TOL YPNCLOTOWONKAY KT
mv avantvén g epapuoyne. H tedevtaio Oepatikny evotnta Tov TPAOTOV UEPOVG
TPOYLOTOTOLEL Ll avapopd 0TI VTOAOUTEG TEYVOAOYIEG TTOVL YPNGILOTOONKOY GTNV
KOTOOKELT] TV O0pOpv pep®V TG epoappoyns. Ioapabéter tig wOpleg owTég
TEYVOAOYiEG PE pio puKpY] avapopd 6To POAO KO TIG AEITOVPYIES TOVG.

2OUQOVO LE TO TOPATAV®, TO TPMOTO UEPOS EUTEPIEYEL L OVOPOPE GTIC EVVOIEC TOV
YpPNooTOmONKaY Kol GLVTEAECAY OTNV avATTLEN TOL €pYaAEiov GYediOGNG TOL
TOLYVIO0V TO OTOT0 EKTEAEITAL HEG® £VOC TEPUYNTN 1OTOV KOl OTN UETAPOPE TOV GE
€va, O100PUCTIKO TPIOIICTATO TTayViol pOA®V og TepIPaiiov pia ktvntig cvokevnc. O
oLVOVACUOG OA®MV ALTOV TOV EVOTHTOV ATOTEAEL TNV 0LGIN TNG EPAPHOYNS KOL TOV
EMUEPOVS GLOTATIKAOV TNG,.

12



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

Moyviowe Pédmv (Role playing games)

Opopog Ko THToL

"Eva moyvidr pdAwv eivar £va oty viol Katd To 0moio 0t GLUUETEYOVTES AapPdvouy To
POAO PAVTIOCTIKMOV YOPOUKTHP®V Ol 0T0{0L dpoVV UEGH GE £VO QOVTAOGTIKO KOGUO O
omoiog Paciletor mhvew oe opopévoug kovoves. Ot yopaktnpeg dlakpivovtal omd
OPIGUEVEG 1WO0TNTEG Kol AQUPAVOVY UEPOG GE QOVTIOCTIKEG TEPIMETEIEG Ol OMOiEg
opilovtor cuvB®G amd TOV H10PYAVOTY] TOV TOLYVIOL0V.

Ta moyvidw poéAwv ekppalovtol péoca amd TOAAOVS KOl SLUPOPETIKOVS TOTOVS Ol
omoiot dtakpivovTal amd TOVg KOVOVES, TO GKNVIKO Kol TO GTOO TTOV TO OTOTEAOVV.

Apnynuotikoé woryvior poiwv (Narrative RPG)

210 moyviol ovTod o1 cuppeTEyovtes kdbovion YOpw €va aveto kal PoAkd oKnVIKO
(T yopw amd éva tpaméll), cuvnBmG pe Tov €vay amd aVTovg va £EL TO POAO TOL
dopyoavmt) tov Toaryvidov (Game Master, Dungeons Master). Ot maiytec SnAdvouv
TIG EVEPYEKEG TOVG UECH TOV TPOPOPIKOD AOYoL — amopacilovv Tt Ba kdvouv ot
YOPOKTAPES TOV N €KEPALOLV TO AOYIL TOUG HEGOH OTO QAVIOOTIKO oKnvike. O
S0PYAVOTAG TOL TOYVIOOD UETA TNV EKTEAECT TNG EVEPYELNS OVOKOIVMVEL GTOVG
TOLYTEC TO AMOTEAEGILA TNG EVEPYELAS TOVG,.

THowyvior polwv dpaone (Action RPG)

e avtd TO TOYVidl pOA®V TO oKNVIKO opileTon péca o€ KAmow antd Oplo 6To Omoia
KWVOUVTOL Ol YOPOKTNPES TOV TTAKT®V. Ol YopokTPeES AAANAETOPOVV €ite PETOED
TOVG €ITE UE YOPAKTIPES TOL TOLYVIOOV 01 070101 GLVNOW®E EKTPOCOTOVVTUL OO TOV
dopyavotn. Ot evépyeleg TOV TUKTOV HECO o€ avTd T0 oknvikd Pacilovtol oe
OLYKEKPIUEVOVS KOVOVEG TOVG OMOI0VE TPEMEL Vo aKOAOVOOVV Kol UTOPOVV VO TIC
ekteEléoovy omote épBer M oegpd tovg (turn based system). O tOmoc owtdg
epapuoletar cuVNOME 68 CKNVIKO UAYNG 1| OKNVIKO €EEPELVNONG YDPOV.

Hoayvior polwv covalpoions

e autd TOV TOTO VILAPYEL VOGS GLUUETEXOVTOG Yol KAOE PAVIOCTIKO YOPAKTPO KOt
OMOL Ol YOPOKTNPES UTOPOVY VO OAANAETOPACOVV TPOPOPIKE — TOAVAOS UEGO GE
avoTnPd oplofetnuévoug Kavoves. Zuvilme dev LIAPYEL KATO0G S0PYAVOTAG Yo
awTd TO TOLYVISL Kot OAOL ATOTEAOVV 1GOTILA LLEAT TOV.

Iotopukn Avaodpopn

H 1otopia tov moyvididv polov Eekvé amd v Tpobmdpyovsa W0£a Kot EQAPLOYT
TOV POA®V, TOV GE GUVOVAGUO LE TO TOAEUIKA TToL VIO QAvVTOCiNG GTIG OPYES TNG
dekaetiog Tov *70, £dwoav 6Ta oy viol AT T PACT Yo T CNUEPIVE] TOVG HOPO].
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Onwg avaeépbnike mopamdve, oto Toyvidl oVTE Ol GUUUETEYOVIEG £YOLV TOVG
POAOVG YOPOKTAP®Y Kol cvvepyalOpUeEVOL dnUovpyovv totopiec. Amoeacilovv Tig
EVEPYELEC TOV XOPOUKTHP®V TOVG Pact{Opevol oTa WOHTEP YOPUKTNPIGTIKE TOVS Kot
Ol EVEPYEIEG OVTEC EMTLYYAVOLV 1 OTOTLYYXAVOLV GOUP®OVO HE £VO GUGTNHO
TPOKAOOPIGUEVEOY KOVOVOV Kot 0dnyldv. Méca ota Oplo ouTtdV TOV KOvOVmV
UTTOPOVV VO anTocyedGlovy elevbepa - ot avtooyedacuol avtoi kabopifovv v
e€EMEN Ko TV KATAANEN TOL Ty VIS0V,

KaBog ta mayyvidw porAwv eivar S1opopeTikd amd To GAAL OVTOY®VIGTIKA Toyvidla,
OVTO TPOKAAEGE KATO GUYYLOT HETAED KATOIWV o avToVg Tov 0€ Ta Emonlay yuo
TN PUOT Kot TV TNYN Tovs. To dMpoPAéotepo TOpa T oy vidr «MmovvTpolpo Kot
Apdxony (Dungeons and Dragons - DnD), arotéleoe éva 0ua dapdyng tn dekaetio
tov ‘80 kaBmdg Kdmorotr vmooTPEay OTL TPOKAAOVCE OPVNTIKG TVELUOTIKO KOt
yuyoloyikd oamoteAéopato. H  axadnpaikn €pevva  améppuye  avTOVS  TOVG
woyVPIGHovS. MaAloTa, Kdmolol ekmodevTiKol vroostnpilovy OTL To Ay Vidw PpOA®V
AmoTELOVV £Val VY TPOTO OVATTLENS TOV YAWGGIK®V Kot OplOUNTIK®OV SEEI0TATMV.

H npocoyn tov pécmv palikng evnuépmong TPOKAAEGE TNV AENCT TOV TOANGEDV
OAAG KOl TO OTIYUATIGUO KATOI®V ToyvVIdudy. e SdoTnuo TPivIo ETMV, TO €100G
dd6OnKe amd T0 0TEVO KOKAO KOOIV TOIKTMOV KOl EKOOTMOV GE VOl ONUAVTIKO
owovoukd Tuqua g Prounyavicg moyviowwv. To 1998, n etopeio moryvididv
«Hasbro», eEayopace v «Wizards of the Coast» vy 10 mood TV 325
eKatoppLpimV doAapimv.

O oVVOVOGUOC TV VEITEPMV KAVOVAOV TOV TOLYVIOIOV POA®Y UE TOVS UNYOVIGHOVS
TOV moyviduwy moAéuov eovtaciog (fantasy wargames) tn dekaetio tov 1970
OTOTEAECE TNV TNYT| TOV LOVTEPVOV TOLYVIOIDV POAWMV.

Aexaetia 1970: To mpdto gumopikd dobéoipo moryvidl poiwv, to «Dungeons and
Dragons» (D&D), onpoocievdnke 1o 1974 amd v etapioa « TSR» tov Gary Gyrax. To
oL viol TaPoVCIAoTNKE MG EEEOIKEVUEVO TPOTIOV KOl ATEKTNGE TOALOVG OTAO0VE VL
10 akoAlovBovv. H emttuyio tov eiye og amotédespa tnv OpVoN WKPOV EXLYEPTCEDV
KOl TV TOpoy®yn pog TokiMog omd cvoyetilopeva tpoidvia. Méca oe Aiya ypovia
eupaviomkav Kot GAlo maryviow eavtociog, Kdmow ond To ool avTEYpayoy N
Baocwn Wéa tov avbevtikov woyvidwoy (wy. Tunnels and Trolls). Avéioya
gmroynuéva  mayvioww nrav 1o «Chivalry and Sorcery», «Traveller» «ou
«RuneQuesty. Xta téAn g Odekaetiag, M «TSR» dnupooicvee 1o «Advanced
Dungeons and Dragons» (AD&D) 6mov ot Kovoveg enektadnkay pHéca 6€ Eva GHVOAO
and Pipric. H ocepd PPAiov enektdabnke mépav tov kovoOvov, pe v £€KO0oM
TPOEYYEYPOUUEVDV 1oTOPLOV-TIepueTeEl®V. H mpdn £€kdoom tov «Dungeons Master’s
Guidey exd60nke to 1979.

Aexaetio 1980: H hoyoteyvia kol ot avoaeopéc oe pubucég ovtotreg fondnoay ot
GUULETOYN VEOV OTOOMV GTO O Vi, YEYOVOG TOL 0dNYNOoE GE UEYOAN avamTuEn TV
«TSR». Néot ekdoteg elonAbav 610 oknvikd, ommg N «Chaosiumy mov e&édmwoe ta
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«RuneQuest» 1o 1978 ka1 to «Call of Cthulu» to 1981, n «Iron Crow Interprises» mov
eédwoe 10 «RoleMaster» to 1980, n «Palladium» mov e&édwoe 10 «Palladium
Fantasy Role-Playing Game» to 1983, n «Victory Games» mov e£édmoe 10 «James
Bond 007 RPG» to 1983, n «West End Gamesy» mov e£€dmaoe 10 «Paranoia» to 1984.
O)la ta woyvidia avtd Paciloviav o £va GLGTNUO XOPUKTNPICTIKOV/IKOVOTHTOV. H
LETAPPOOT TOV TOYVIOUDY OVTAOV TO EKOVOV Vo, 51000000V TEPOV TNG CUEPIKOVIKNG
Nmelpov pe amoTEAEGHA VO YIVOLV YVOOTA G€ OAOKANPO TOV KOGLO.

H dudoon avty €dwoe 10 évavoua ywoo TV €100ymY 00Toh TOV €i00Vg TV
Ty VoWV Kol o GAAo péca evnuépoonc: ‘Eva véog €ldog Prvreomaryvidoimv
enpavioke pe t onpovpyio tov «Akalabethy kot «Rogue» to 1980. To €idoc avtd
YPNOOTOINGE TOALOVG OO TOVG UNYOVIGHOVS KOl TO GKNVIKA TOV TAtVIOUDV pOA®V
(RPGs). Emiong pio tmheomtikny o€1pd  Kivovuévov oyediov Paciopévn  oto
«Dungeons & Dragons (D&D)» mpopindnke to 1983.

H 06ebtepn éxkdoon tov «D&D» amotéhece pio mo olokAnpouévn €kdoomn otnv
TPOGTAOELDL TNG VO LEWDGEL TO, AUPIAEYOUEVO GNUEID GTO CKNVIKO Kol TOLG KAVOVES
ToV Toyvolov. H emppon tov oy gvplhitepn KovOTNTA TOV TOIKTOV OQEIAITAV OTN
dwadopévn ypnomn yapoaktpov sunvevopévov omd tov J.R.R. Tolkien (cuyypagéog
00 Apyovio TV AaytoMdidv) Kot otn ypnon g payikng AéEng «vorpal»
(davelopevn and to moinua tov Lewis Caroll, Jabberwocky).

€ 0T TN YPOVIKY Ao, Kabe Toyviol eixe cuvoebel e Eva CLYKEKPYEVO GKNVIKO
— edv évag maiymg NOeke va maiEel o€ moryvidl EMOTNUOVIKAG POvVTAGiag N o€ &va
oy viol ETKNG eavtaciog Enpene vo yvopilel 000 cvotiuoto marvidov. Avtd lyxe
¢ amotéleoua vo yivouv mpoomddeleg dote va onpovpyndel éva Kowod cuoTnUHA
Taryvidlon Kot yo To. 6o €idn. Xto «Advanced Dungeons and Dragons» (AD&D),
emyelpnOnke va enttpanel n xpNoN KOwoH GLGTAUATOS LE TN XPNON TOV KAVOV®V
amd to. «Gamma World» kot «Boot Hilly alAid dev tav 660 emtvuyéc avapevotay.
Kat dAleg etoupeieg dokipooay kTt avtiotoyo, ue ™ «Chaosiumy va exdidel va
BipAio pe ovopo «Basic Role-Playing» to 1981, 1o omoio kot amotéAece 10 TPDOTO
YEVIKO GUGTNUO TOV T VIOIOV polmv. EQapuooctnke oto motyvidl EmKng eaviaciog
«RuneQuest», oto «Call of Cthullu», oto «Stormbringer» kot oe GAda avtictorya. To
YEVIKO Voo Toyvidumy poimv «Hero Systemy, epappoctnke apyd to 1981 oto
moyvidr «Champions» kat ot cuvéyxela oto «Justice Inc» to 1984, oto «Fantasy
Hero» to 1985 kot oe dAha. H gtoupeio «Steve Jackson Games» ypnoonoince o
«Generic Universal Roleplaying System» (GURPS) to 1986.

To mayvidt «Championsy, eonyoye éva cOoTNUO SOTNPNONG TNG 10OPPOTIOG
AVAUEGO GTOVG YOPOUKTIPES TOV TOKTAOV KOl 6T0 otyviow porwv. Eved oto «D&D»
01 TO{KTEG ONUIOVPYOVV TOVG YOPUKTNPES TOVS HE M xpnom Copldv, og Kamowa GALO
oy vidl dpyloe vo ypnolponoteitor £€vo cuoTNUO OOV KABe moiktng €xel o
duwbeon 1oV €va GUVOAO TOVI®V To omoio pmopel va E0dEyEL MOTE OMOKTNOEL
YOPOKTNPLOTIKA, IKOAVOTNTES, TAEOVEKTNLOTA.
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Aexaetia 1990: To 1988 gupoaviotnke yo Tpd™ Qopd t0 TorKvidl «Ars Magicay, to
omoio kot £3ve EUEACTN OTNV 1OTOPIO. KO GTOVG YOPOKTNPES TEPLGGOTEPO Omd OTL
€0VE OTO UMYOVICHO TOL TorvidwLy kot ) pdym. To moyyvidot amoktnOnke ot
ovvéyeta and v «White Wolf Inc.», 1 omoia epdppoce v idwo tpocéyyion to 1991
oto moyvior «Vampire:The Masquerade». To moryvidt avtd eixe moAd peydin
emtuyio Kot anotédece mpomounod g ospdg «World of Darknessy.

H avantoén ota owiokd Pvteomayvida épepe ta moryviow pOA®V GTO TPOGKNVIO
Kol avENcE oNUOVTIKG TN dtddoomn Kot T eNun tovc. Ta mayvidio avtd, mopdtl
YPNOOTOWVY TOVG UNYOVIGHOVS TMV TOVIOIOV pOA®V Ot yperdlovtol &va
dopyavoty (Game Master) ko givorl mo aueca dwbéoo kabmg de yperdlovral
(VLGIKT] TOPOLGIN TEPIGGATEPMY TOL EVOG OTOLOV.

To 1993, o Peter Atkinson ka1 o Richard Garfield g&édwoav éva avtaymviotikd
oy viot GLAAOYNG KoPTOV Pacicpévo oto TTouyvidol pOAMV EMIKNG QOVIAGIOG LE
ovoua «Magic: The Gathering». To motyvidt eiye moAd peydin emitvyio Kot 01 EKSOTEG
™, N «Wizards of the Coasty, yvopioe avtiotorya mold peydin avantoén. ‘Eva véoc
€100¢ GLALOYNG KOPTMOV EUPAVIOTNKE OTO TPOCKNVIO WHE UEYOAN amodoyn omd To
EVPVTEPO KOWVO.

H avéntuén tov Brvteomayvidlidv Kol Tov avTicToy®V TaVidudy GUAALOYNG KOPTMOV
odnynoe m Propnyavia moyvidldv polmv g Heeon. Ta meplodikd dnpocicvay dpbpa
pe 0épo 1o mBavd téAOg TtV Tayvidiwv porwv. H «TSR» emévovoe wote va
HETOTPOTEL OE EKOOTIKO OTKO LE QMOTEAEGILA VO, £XEL LEYOAO OIKOVOUIKA TPO A HaTO
Kot telka vo e&ayopaotei amo ) «Wizards of the Coasty» to 1997. Me t oepd thg 1
«Wizards of the Coast» e€ayopdotnke and t «Hasbro» to 1998 yia to moc6 twv 325
eKaToppLpimV doAapimv.

H Bewpia TV moyvididv pOA®V amOTEAEGE CNUOVTIKO OVTIKEILEVO EPELVOS LLE TNV
«Interactive Fiction» va dnpootevet éva teplodikod 1o 1994 1o omoio ftav aplep®UEVO
OTN UEAETN TOV TOLVIOIOV aVTOV. T, TEAN TG dekaetiog supaviotnke to «Treefold
Model», to omoio amotelel pio Tpocéyyion TV POV 6TdYWV TV «RPGS» (Apdua,
[Tpoocopoimon, ITayvidr). A&woonueiot eivor 1 dnuovpyic €vOc  €TNG10V
axadnuaikov cuvedpiov, o «Knutey, to omoio Eexivinoe 10 1997 otic okavdwaPicég
YOPEG Ko cvveyiletor péypt onuepo Kot apopd tn @UoN Kol TN Agrtovpyio TV
TOLYVIOLOV POA®V.

Aexoetio 2000: Kabmng n «Wizards of the Coast» 1pbe avtipétonn pe peydin péiwon
TOV TOANGEWDV, 0 EUTOPIKAS d1evBuvTNg TS oepdc «Dungeons & Dragonsy swonyoaye
pio véa moAttikn 6Tov GAleg etapeieg Ba pmopovv va exdidovy maryvidw copfatd pe
10 «D&D» pe m ypron g adsog «Open Gaming Licence». Me avtd tov tpodmo
popdotnKe 10 KOGTOG Kot avENcE TIC TOANGES TV Kupimv PiPAiov g celpdc, ta
onoio umopovv ekdofovv povo amd tn «Wizards of the Coast». Ot véor kavoveg tov
«D&D» éywav yvootoi og 10 «d20» cvomua Adym ¢ gvpeiag ypnong tov Loptov
TV gikoot (20) €dpav. Xtn cvvéyeln ekd0OnKe €va eyyePidlo TOL GLGTHHOTOS
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Toyvidloy 10 omoio Kot gumepieiye OAOVG TOVG Kavoveg mov ypeldloviol yio va
exdnAwBel va moryvidt aAld diymg TOVE aVTOVG TOV YPELOVTAL Yot TNV AVATTLEY
Kot eEEMEN evOg yapakTNpa o€ pokpoypovia Bacn. To avorytd pevpa moryvidoov eiye
HeyGAn emttvyio Kot TopPOAO TOL VANPYE KATO0, KPLTIKT EVAVTIOV TOV, TOAG «d20»
CLGTHWOTA ONUOGIEVTNKAY XAPT GE QVTO.

Mmovvtpooma ko Apaxor (Dungeons & Dragons)

To mo dtadopévo Kot yveootd moryvidl pOA®Y OTMG £YIVE AVTIANTTO OO T TOPATAVED
givor to «Mmovvpovpa kot Apdikowry (D&D). To «D&D» pe pio ohvtoun meptrypogmn,
omw¢ mapovoidletar amd ) «Wizards of the Coasty, ivat pio @ovtaoTiky, KOW®VIKA
eumepia n omoio EIGAYEL TOVG TOUKTEG G v TAOVGLO POVTACTIKO KOGHO YEUATO amd
npweg, Bavdowa tépata ko pio TAnbopo kavovev. Ov maikteg onpovpyovdv
QOVTOCTIKOVG NPMOIKOVS YOPOKTNPES — OLVATOVS TOAEUIOTEG, TPOUEPOVS HAYOLG,
navéEumvoug KAEPTEG — Ol omoiol péco o o GEPE  EMKAOV  TEPUTETELDV,
ocvvepyalovior dote vo avTipuetonilovy tépato kol GAAeC dokyociec. Méoa amd
OVTEG TIG TEPUTETEIEG O1 YOPOUKTNPES dvvapdvouvy, eEomAilovtol Ko avefaivouv og
EMIMED0. ZOVV KOl OpOVV GE £VOL LAYIKO POVTOGTIKO KOGHO UE EMAOYES Ypig Opta. To
OM0 OKNVIKO LITOKELTAL GTOLG UNYOVICHOVS TOL Ty Vidlov o1 omtoiol epopuoloviat
Katd TV €€EMEN Tov. Mia ToAD chvtoun meptypapn TV PUCIKOV UNYOVICUOV TOL
TOLYVIOL0V TOPOVGLALOVTOL GTN GUVEYELA.

Anuovpyia yopoktnpo

H onmuovpyia tov yopokmpo tov Kdbe moiktn amortel tnv oAoKANpwonN piog
dwdwkaciog vd v enifreyn tov dlopyovmt) Tov Toyvidowv (Dungeon Master -
DM). Apyikd, o Taiktng emAEyel €vo, OVOUO. Y100 TO YOPOKTHPA TOV, TNV KAGGT Kot T1
@ULA Tov. Ot KVpleg KAGOES omd TG omoieg pmopel va emMAEEEL O TTAIKTNG Y10 TO
yapoktpa tov givar ot e€ng: BapPapog (Barbarian), Bapdog (Bard), Kinpukog
(Cleric), Apvidng (Druid), Mayntc (Fighter), Koloyepoc (Monk), Innotng (Paladin),
dvrakag (Ranger), Tvyoduwktng (Rogue), Mayog (Sorcerer), Maywotpog (Wizard).
KéBe whdon oamoteheli 10 Poacikd yvopiopo TOL YOPOKTNPO ©F &va  €1d0C
emayyélpatog. Ot Pacikés LUAES amd TG omoleg pmopel va emdélel o maiktng etvot:
AvOporog (Human), Dwarf (Navog), Eotikod (EIf), I'vopog (Gnome), Mico-Ewtikd
(Half-EIf), Mioo-Opxk (Half-Orc), Xoumir (Halfling). Xt cvvéyewn o maiktng pmopet
va emhééel Ta Pacikd Tov otoyeio dnwg v nAkia, to eOA0, To VoG, T0 YOG, TO
PO TOV LOTUDV KO TNG KOUNG, TO YPDOUO TOV OEPLLATOGC.

Ta endpeva Pacikd yopakTpoTiKd Tov TPEMEL va. oplofetnBodv Yo TO YoLpaKTNPOL
gtvar €€ (6) ko To. omoio, amotelobv TI¢ Pactkég 1010t TéG Tov: Avvoun (Strength),
Emode&omra (Dexterity), Idiocvotacion (Constitution), Nonpoovvn (Intelligence),
Yooia (Wisdom), Xapiopa (Charisma). H tiuf g ke piog omd avtég Tig 1010tnTeg
opiletar xvpinwg amd v oYM ({dpt). Metd tOov 0plopd TOV TIUOV TV WBI0THTOV
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QVTAOV KOl GE CLVAPTNON UE TO EMIMEDO TOL YOPOUKTAPO, opilovtal OA To VITOAOITA
YOPOKTNPLOTIKG TOL Yapaktipa: ot wovtor Cmng tov (hit points), n eribeon tov
(attack), n dpova tov (armor class), ot Tég Tov Wt TOv amoevyng tov (cBévog —
avTOVOKAQCTIKE - O€Anom), ot Twég TV KovoTH TV Tov (GAp, pHeTapgieon,
KOAOUPN oM, aKoTn, KPOWIHO, EKQOPIGHOG KAT.). XT1 GUVEXEW OVAAOYO [LE TNV KAAGN
TOV 0 ToikTNG eMAEYEL TOV €EOMAMGUO TOL (OTAQ - TTavOmAMA) KOl KATOEG ELOKES
KovoTNTEG TOL pTopei vo Exel (feats).

Téhog, 0 dL0PYOVMTNG TOPEYEL GTOV YAPOKTIPO KOL £VOL XPNUATIKO TOGO LE TO OO0
Ba pmopet va ayopdlel avVTIKEILEVO GTO QOVTACTIKO GKNVIKO oL €xel dnuovpynOel
yopw tov. To emimedo ToL YapakTpo opileTton omd TOL TOHVTIOLG EUTEPING TOVG
omotovg €xel. Kotd t dudpkew tov Toyvidlov ot wovior ovtoi avéavovtar 1
peltwvovton ko avaroyo kabopilovv kot to eminedo tov yapoktipo. O dl0pyaveTNIS
TapEYEL TOVG TOVTOVG EUTEPIAG GTOVG YopaKTNpeS. OAoKANp®VOVTOG TN dNUovpyio
YOPOAKTNPO, OAOKANPADOVETOL KOl TO TPMTO KOl KHPLO GTAGI0 TOV Ty VIS0V,

Anuovpyio ckNViKov / 16Topilog

Metd ™ ompovpyic TOV YOPAKTNPOV O SOPYOVAOTAG TOV TOLYVIOOD ONLOVPYEL TO
(POVTOOTIKO GKNVIKO GTO 07010 Ko E1G6AYEL TOVS TOiKTES. AvAAoyo Kol dnuovpyel Kot
pa wotopion péco otnv omoia o SpAcovY o1 YaPaKTPES TV TAKTOV. Ot EmMA0YEG
TOV TOUKTOV OGOV 0Popa TIG TPAEELS TOV YUPUKTNPWOV TOVS HECH GTO POVTUCTIKO
OKNVIKO 031 yobV KoL TNV avtiotoyn eEEMEN ™¢ 1oTopiag.

IMa mopdostypa, éot® OTL 01 Maikteg Onpovpynoay évav dvBpwmo poynty (Human-
Fighter), éva Eotikd payo (EIf-Sorcerer) xai éva youmr tovyxoduwvktn (Halfling-
Rogue). O «DMy opilel T0 oknvikd AEyovtag 6TOVG TOIKTEC OTL O OPAKTINPES TOVG
Bpiokovion péca o€ éva 0400¢, T0 KaAoKaipt Kot 1 dpa eivar déka 1o Tpmi. Zuveyilet,
Aéyovtag 0Tl €ovv mPooAnebel amd TOV ApYOVTO TNG KOVIIVIG TOANG (MOTE VO
OKOTMGOVV TO TEPOG OV PpiokeTon péca 610 64c0¢. O dopyavmTAG TEPLYPAPEL LUE
HEYOADTEPN AETTOUEPELL TO YDPO YOP® OO TOVS YOPOUKTPES KO O1 TOAKTEG TPEMEL VL
dnAdcovy mota Ba etvan 1 emdpevn evépyeld Toug. Omote 0 dopyavmoTig T0 EMAEEEL
10 TépOag epeavileton Ko opyiler n pdym.

Mnyoviopog pdymg

H pdym 0we&ayeron mivo og éva medio amoteAoVUEVO OO TOAAATANL TETPAY®VA TA
omoia opifovv povadikés Béoelg oto ydpo. To medio amotedel 10 yOPO PdyNG TOVEO
070 0m0i0 Kot TOToHETOVVTAL O1 YOPAKTPES KOl TO TEPATA TO, OTOTRL AAUPAVOLY HEPOG
oe autn. Ot cuppeTEYOVTES GTN WY TOTOOETOVVTAL GTO YMPO AMd TO SLOPYOVMOTY TOV
moyvid. H pdyn vroompiletor and 10 ovotue yopwv (turn based system),
CULPMOVO LLE TO 0010 KABE YOPOG OAOKANPOVETOL LETA TO TEPUS TV EVEPYELDV OAWDV
TOV GUUUETEXOVI®OV. ANAaOT, GTNV 0Py TOL YOPoL opileTar 1 oePpd e TNV omoia Ba
dpdoovv ot ocvppetéyovteg. Kdabe yoapaxtipog / €xBpdc €xer 10 dwkoimpo vo
TPOYUATOTOWOEL VO GOVOAO KIVNGEMV HECH GE €va YOPO GUUO®VO UE KATOL0VG
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Kavoveg. Ot KIvoglg auTég elvat S1opopeTIKES Yo kBe yapaktipa aAild Pacilovtan
o710 1610 potifo: kivnon oto ydpo (Movement), puepwkn evépyeta (partial action), ok
evépyea (full action), kavovikn evépyeia (standard action).

O «kd@Be ocvppetéyov €xel v emioyn vo kwnbet. H xivnon tov Paciletor oto
YOPAKTNPLOTIKO ‘TayhTnTa’ TO 0Moio €xel Kou To omoio pe ™ oepd Tov kabopiletan
and éva ocOLVOAO TapayovIev (KAAdom, LAY, eEomMopnd KAm.). Kdbe tetpdymvo oto
nedio opileton g ydpog Twv 5ft, omdte évag cvppetéyov pe “Toydmra’ tov 30 ft
umopel va kwvnBet €& (6) terpbywva. H andn kivion oto ydpo (Ot 10 tpé€ipo)
Oeopeiton Ko ¢ pio pepikny  evEPYEl, OMOTE O GCULUUETEXY®OV UmOpPeEl  va
TPAYLOTOTOMGEL, €dv 10 embouel, kor GAAN pio kovovikn evépyswn (emiBeon,
KOTATOOT) KOO0V GIATPOV, EKTEAECT] LAYIKOV EOPKLOV).

Kotdmoon @iktpov: n kotdmoon kdmolov GIATpov amd TO YOPaKTPO amoterel pa
KOVOVIKY] EVEPYELX Ko Umopel v cLPel omoladnmote oTryun emBuUEl 0 YopaKTPOC,
pe v mpobmdBeon OTL 0 yapoakIpag £xel otn 0o Tov Kdmowo. Xvvnbwe Ta
QIATPO. TOPEYOVY GTO YOPUKTNPO KATOEG TPOCMPIVEG 1010TNTEG Ol OMOIEC TOV
BonBovv katd TN JIIPKED TOV TEPUTETEIDV TOV. ANAadT, HITOPOVV Y10 TOPASELYLLOL
v, 0vENCOVY TPOcOPVA TN dSVVOUN Tov I TV gveAiéia Tov N TV TovLTNTA Tov. T
eiAtpo, Om®G Kou GAAOL avTikeipeva, o yopoktpog umopel vo ta Ppel 6tov O

dlopyavmtnG TO TOPOLCLIcEL ¢ dwbéoya oty wotopio. H emoyn Ttov
YOPOKTAPO/TOIKTN VO TO TAPEL KOL VO TO, YPTCILOTOMGEL Eivar d1KN ToL (0TS Ko
k@O GAAN evépyela 6TO TOLYVIOL).

Extéheon poywkod Eopklov: 1 EKTEAEST HOYIKOV EOPKIDV O TPAYUATOTOIEITOL HOVO
amd payovg aArd givor dbéoiun ko oe dAheg kAdoelg (Bapdog, OOAaxac, Inmdtng
Kot dALeC). H kdBe pio amd avtéc Tic kAAoelg Exovv otn 614061 TOVS v GUVOAO aTd
payika Eopklor avdAoyo mavta pe To eninedo oto omoio Ppiokovrot. Aniadn, €vog
Hayog 6To TPAOTO MMEDO EYEL 6T SO TOL AYOTEPQ KO TTO adVvVapa EOPKLL Ao
éva, payo o omoiog Ppioketor oto tpito emimedo. Emiong, ta 10w to Edpkia
yopaxtnpilovton ko agloAoyovvtal pe Pdon éva eninedo. Yndpyovv Eopkia déka (10)
EMITEO®V UE TO TO AOVVOLL VO vIiKOLV 670 emtinedo undév (0) kot Ta o duvatd 6To

eninedo evwéa (9). O xabe yopaxtpoag ovdioyo pHe TV KAAON TOL €Yel Kot
SPOPETIKO aplBd HoyKOV EOPKIOV avAAoyo He TO €MINEdd TOVG. ZUVOTTIKA, TO
eMinedo €vOG YOPAKTPA, O 0mOl0¢ COHUPMVA LE TNV KAACT TOV £XEL TN dLVATOTNTA
EKTEAEONC oYKV Eoprldv, kabopilet Tov apBud kot 10 eninedd avTdV TV 0moiwV
umopet vo eEKTEAECEL.

H extéheon evoc Eopxiov amotelel pion kovovikny evépyswr 1 omoio pmopel va
npoypatoromBel Kotd tn Odpkeln evog yopov. O maikng emdéyst €va amd To
dwbéoa EOpkia ta omoia £yl 6T d1ABEGT TOL O YOPUKTNPOG TOV KOl ONADVEL TNV
extéheon tov. ‘Eva E0pkt pumopel va gtvon gite apovtikd gite emBetikd 1 akOpo Kot
ovdétepo (my. ‘Eopkt Aviyvevong Mayeing’). H extéheon &vog apvvtikod N
0VOETEPOV EopK10D Elvar GYedOV TAVTA EMTVYNG KAODS TO VIOKEIUEVO / OVTIKEIEVO
10 omoio TN OéyeTon OV AVTICTEKETOL GE 0LTO. Avtifeta, To emBeTikd EOPKL Yo va
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etvar amdlvto emtuyéc mpémel vo Eemepdost TIC TPOOTAOEEG OMOPLYNG TOL
VTOKEWEVOL Ve 610 omoio epappuoletat. Andadn, To vrokeipevo Téve 6To 0moio
epappoletar o emBeTiKd EOPKL TPEMEL VO TPOGTAONGEL VO TO OTOPVYEL EETEPVAOVTOG
10 O0p1o g KAGong dvokoAiag (Difficulty Class - DC). To «DC» vmoioyiletor amod

v e&ng Tpagn:

10 + 1o eminedo TOL paywoV Eopkoh + TO UTOVOLE TNG OYETIKNG KOVOTNTOG
(«Xdapropor» yio 1o Mdyo kat to Bépdo, «Nonpocsuvny yia 1o Mdayiotpo, «Zoeion yio
tov Kinpwo, to Apvidn, tov Inndtn kot 1o Dvroka)

O apvvopevog piyver to (apt pe Tipég «1-20» kon tpocbétetl e avTo i amd TG TYES

Tov «Z0évovgy (Fortitude), «Avtavakiaotikovy (Reflexes), «®@&éinongy (Will)
avdroyo e Tov THmo ToL porykov Eopkov. Edv to dBpoiwspa ivar peyolvtepo amd 1o
«DC» 10V paywol T0TE 0 OULVOUEVOC €ITE AMOPEVYEL TIG EMATMGEIS TOV UAYIKOD
Eopklov gite amo@edyel €va TOCOCTO TOL. X€ TEPIMTMOTN TOL TO ABpolcua efvar
HKpOTEPO TOTE TO EOPKL €lva EMITVYEG KO TETVYAIVEL TO GTOYO TOL HE TIG OMOIES
EMATAOGCEL TOL Vo epapudlovion (peimon méviov (g, EAeyyog LoaAol KAT.).

Enifeon: H emiBeon omotelel pia kavovikn evépyein 1 omoia pmopel va
npaypatorombet katd tn ddpkela evog yopov. O emtiBEnevog Le tn ypnomn KATolov
omAov 1 Olywg owtd (omnv mepintwon v «Kaidyepmvy ot embBécel toug eival
dvvatég diymg omia), umopel vo emtebel eite amd Kovtd (m.y. pe omabi) eite amd
poxpd (my. pe t6&o) oe otov aviimoro tov. H emiBeon vmoloyiletow pe Pdon
KATO10VG TAPAYOVTEG O1 00101 EEaPTM®VTOL Omd TNV KAAGT, TN duvaun 1 TV gveA&ia,
TOV OTAMGO KOl TO EMIMESO TOL YOPAKTHPA. ANAOT, O ETTIOEUEVOC YPNCUYLOTOUDVTOG
Kémowo omlo dokiudletl va emtebel oTOoV avVTImOAd TOVL piyvovtag apyika to (apt pe
Tipég ‘1-20” kon suvumoroyilel To amotédecua oto e€Ng dBpoioua:

arotéleopa Capov + Pacwd umndvovg emiBeone (opiletar amd 10 eminedo kol Tnv
KAdon) + umdvovug dvvaung (v OTAo amd kovtd - omabi) 1 umdvoug emdeE1OTNTG
(Yoo 6mho omd pokpld - T10£0)

H eniBeon Bewpeiton emtuymg bv to dbpoioua g enifeong etvan i6o 1 peyaAvtepo
and v KAGon auoveg tov avtimdiov (Armor Class - AC). To «AC» vroloyileton
amo 1o €&ng abpoopa:

10 + pumdvovg movomAiiag + pmévovg aomidog + PUmdvovg emdeEdTTOS + UTOVOVG
pey€Boug yopaxtnipo

Anlodn, ebv to dBpoiopa tng enibeong eivar peyaddtepo M ico and 10 ABpolcGua ™G
dpovog 10te 1 emiBeon elval emTLYNG Kot 0 eMTIOEUEVOC TETLYAIVEL TO GTOYO TOV.
Avtd onpaiver 6Tt 0 apvvopevog Bo yboel KOmowvg and Tovg TOVTovg (NG TOL
avdAroya pe 10 TG0 duvatd givor o yTommue. H ddvaun tov yromipatog kot 1o 1o
Iud kével otov avtimaro eEaptdral ond 6mho Kot T dVvaun tov emtifépevov. To
YTOTM O TOV OTAOL KupaiveTot péca o éva dtdotnpa. To dtdotnua avtd amotehel ™
péytotn kot v eAdyiotn {nud mov umopel va kavel to 6mho. o mapddetypa, Eva
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kovto omafi pecaiov peyéboug £xet kKherotd ddotnua [1, 6]. O emtiBéuevog pe kovtd
omabi piyver {apt pe Tipég «1-6» kot 1o anmotédecpa tn Lapidg amoterel T {nuia wov
KAvel avTd KoBoWTO TO0 OTAO GTO GLYKEKPYEVO YTOTNUA. 2T GUVEYXEL TPOGOETOVE
o€ VT KOl T0 UTGVOLG dVVOUNG KOl TO GUVOAIKO dBpoioua agaipeital amd T0 GHVOAO
TV TOVTOV (0N TOL apvpvopevov. Me autd Tov TpOTO0 OAOKANPAOVETOL [io, LOVAOTKN
emifeon og €va yopo.

H paym yw éva coppetéyovta oAokAnpovetor 6tav ot Tovtol (®ng ToV KoTaAn oLV
va gtvar Ayotepot amd undév (0). Xe autd 10 ONUEI0 O GLUUETEY®V O 0moi0g EXEl
Mydtepoug oamd pnoév movrovg Comg Oeswpeitar vekpdg kol xdvel Tov TOVTOLG
eUmEPlOG TOL 1) AKOMOL KO TO, XPTLOTA KO TOV EE0TAIGUO TOV. AnAdT), LETA TO TEPOG
™G HOYNG Ol YOPOKTNPES UITOPOVV VO, EMAEEOVY VoL TAPOLV GTNV KATOYN TOLG OTL
elyav mave Tovg ot avtitaAol Tovg. AvOAoyo LE TO €MIMESO TOV YOPOKTNPOV KOl
avOAOYO LE TO EMIMESO TOV AVIUTAA®Y TOV OTOI®MV KEPIICOV TOVG AMOVEUOVTOL O
10 d10pyoveTN TOVTOLG eumepiag. Ot pdyeg amotelovv &vav (av oyt To LOVOOIKO) Ao
TOVG TPOTOVS omdkTNoNg moviwv eumepiag. Oco peyodldtepo 10 €mimedo T®V
AVTUTOA®V TOGO Kol SVGKOAATEPT 1| LAY KOL OVTIOTOL(O TOGO LEYAADTEPT 1] ATOVOUY|
noviov gunepiog. Onmg mpoavagépnke, 10 eninedo TV YOPAKTNPOV oLEAVETAL e
Baon to GOVOAO TV TMOVIOV EUTEPING TOV ONOKTOVV KOTE TN OldpKED TOV
TEPUETEIDV TOVG. [0l T Ko 1 pdyn omoterel 1I6MOC TO MO GNUAVTIKO HEPOS TOV
TALVIO0V OGOV apopd TNV eEEMEN TOV XUPAKTNPOV.

Ot mapomdve punyovicpoi tapovctdlovy Ta ToAd Pactkd ototyeia mov yperdlovtot yio
VO KOTOVONGOEL KOTO0G 1 aKkOpa kol yw va moaiel, €og kot kdmolo Pabud to
«MmovvtpoOua kot Apakory. AVOADTIKA 01 KavOveS Kal 1) OA1 AOYIKT TOV ToLyVIO00
napovoidlovtal ota tpia Pfacikd Pifiio Tov avoaeépOnkay Tapamdve:

» To Biprio Tov maiktn (Player’s Handbook): amoteiei to Biffiio kavoévov mov
elvar dwbéopo kor otovg maikteg. Eumepiéyer kepdlowo to  omoia
TPOYLOTEDOVTOL TN ONUOVPYIN YOPOKTAPO, UE AETTOUEPEIES Yo TV KAOE
QLAY KOl KAGOT), TIG IKOVOTNTES KOl TIC EWOIKES IKOVOTNTEG TOV YOUPUKTP®V, TO
Baowd e£omMoUd, TO PUNYOVIGHO HAYMG, TOLG KOVOVEC €EEPEVVIONG, TOVG
KOVOVEG LOYELOG KOt TNV OVOAVTIKH TEPTYPOUPT) TOV UAYIKOV E0PKIDV.

» To Pipiio tov dopyavmrtn (Dungeon Master’s Guide): anotelei to Pirio oto
omoio &xel mpdSPactn HOVO 0 SOPYUVMOTIS TOL TTALYVIOOD KOl TO TEPLEYOUEVO
Tov elvar kpued and tovg maiktes. To PAio avtd eumepiéyet Ot yperdleTon o
S0PYOVMTNG Yo TN ONUovPYio TOL EAVTAGTIKOUD GKNVIKOV KOl TG 16Topiog.
[Mopovoidlet,, dnAadn, ta dopkd exeiva otoryeia mov ypedloviar OGTE va 0
OopYOvVMTAG VO KOTOOKEVAGEL TNV 10TOplol Kol TIG TEPUIETEIEG TMOV
YOPOUKTNP®OV OGO TO SOLVATOV KOADTEPO KO TTLO PEAAICTIKAL.

» To Piprio tepdtwv (Monster’s Guide): omotelei to Pifhio oo omoio £xst
npocPacn poévo o dopyavetig Kol Tapovotalel pio peYGAn Aloto pe
dwbéoia Tépata To 0Tolo Kol UTOPEL va XPNGULOTOUGEL GTO GKNVIKO TOV.
Ta épata avtd pmopodv vo ypnoyomonfodv g avTimaAol TV YOPOKTNPOV.
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Y10 BPAio meprypdpoviol pe AETTOUEPELD TO, YOPOKTNPLOTIKA TOV TEPATOV
Kol Yoo TOAAG amd ovTd LEAPYOLV Kol ot avtictoreg ewoves. 'Etot, o
dopyovmtng €xel ot 01d0eon ToL [l PEYAAN TOIKIAMO ETAOYDV YloL VO
YPNOYOTOMGEL GTNV 1GTOPIN TOV.

[Mopakdto mapovcsialetal Eva TOovO cevaplo deEaymyng Tov TorVIdoH MOTE Vo
YIVEL TEPIGGOTEPO KATAVONTH 1) OPYAVOGT] TOV KOL 1] EPUPLOYN TOV UNYOVIGUDV TOV:

Yevdplo Kot Epapuoyn

Xawpog dieoywyns maryvioiod: ecOTEPIKOS YMDPOS OTKOOO U LLOTOG
2oUUETEYOVTES: VOGS OLOPYAVAOTNG KOl TECOEPLS TOUKTES

21610 1° — onuiovpyio. yopokTipwv: Ol TOIKTEG dNUIOVPYOVV TEGCEPIS AVTIGTOTOVE
YapaKTPES VIO TV emifAeyn tov dopyavmth. Eva Navo Maynt (Dwarf Fighter)
emmédov 1, éva Emtikdo dviaxo (EIf Ranger) smmédov 1, éva Mico-EmTikd
Maywotpo (Half-EIf  Wizard) emmédov 1 wou éva Xoumr Tvyodubktn (Halfling
Rogue) emmédov 1. Me ) kaBodnynon tov dopyavmth ot yopoktipeg sEomiilovtat
Kol vt £TO0L VoL EEKIVIIGOVV TIG TTEPITETELES TOVG,.

216010 2° — Onuiovpyio. GKNVIKOD/TOpacKNVIOD Kol E16GYmYN TNV 16TOPLA: TO CKIVIKO
¢ 1otopiag oprobeteital oe Eva EEQPMTOG EVOC TUKVOD OAGOVE KATA TN OIUPKELD TNG
voytac. Ot yapokmpeg eivor palepévol yopo amd pio @OTd TOv GlryoKoist Kot
ov{ntovv yia TV amoctoAn Tovs. H amoostoln n omoia £xovv glval va gtdcovv oty
TOAN AOVYKUTIVT KOl VO LITOVV GTNV LINPEGIO TOL APYOVTO-PPOVPOL T TOANG. H
oA Pploketon pepikd Oekddec il €€ amd 10 0400G KOL Ol YOUPUKTNPES
ypelalovtal KAmoleg LEPES LEYPL VA PTAGOVVY gkel. Oa mpémel va Koyunbohv dote va
Eexovpaotohv Ko vo Eekviioovv T0 Tpowvd. AAMG 0 Vmvog 6To dAc0C KpUPEL
KvdOvoug Kot yio avtd o mpémel vo cuintinoovv yu to Tt B kdvovuv. O vAvog
poymtne mpoteivel va uAGEOLY Bapdieg aAld 0 payloTpog Exovtag ot 01dbecTn Tov
10 payko Eopkt «Zvvayeppog (Alarm)y», copugova pe 1o omoio pmopei va opicel ota
oplo piog meployng Kot ov Kamowog €10éA0el oe avt) 660 glval evepyomomuévo,
aKoUYETOL v OLVATOG NYXOG. AALG emewdn o0 Hdylotpog eivar emmédov 1, to Eopki
avtd pumopet va etvan evepyd povo yu 2 dpec, omdTe ovoyKaoTikd Bo opicouv Kot
Bapdieg v Tov VITVO TOVG. APOD 01 YapaKTNPES Optoav Tig Papdiec, Emecav yio VITVO.
O d10pyavVOTAG TOVG AVOKOIVAVEL OTL O GLVEPT KATOW0 ampOOTTO KOTd TN OldpKeLo
™G viyxTag Ko ovagépel 0Tt Enuépmce. Ot yapoktipeg Eumvovv Eekobpactol Kot
eropdlovrat yia vo cuveyicovv 1o Ta&idt toug. opdve tov eEomAMod TOVS, TaipVOLV
To TPAYUATA TOVG Kot Eektvohv. Metd amd pio dpo S10dpoUng 0 SopyavmTiG TOVG
avakowadvel 0Tt &ovv @Tdcel oe o SydAo Kol Ol YOPOKTNPES TPEMEL Vo
anogacicovv ov avneopicovv 1N av kamn@opicovv. Ot yopaxTNpeg HETA Ao
ocv{nmon amogacifovy va emMALEOLY TOV KOTNPOPIKO Opopo. O d10pyaveOTIS TOVG
OVOKOWAVEL OTL LETA OO LG MPO. SSPOUNG Ol YOPUKTNPES CLVAVTOVY TV OYON
evog motapov. Tovg meptypdeel OTL TO HOVOTATL TEMK(O GTEVEDEL KOl KOTAANYEL VOl
Yopbel To MOAD O0V0 dropa o MAATOG KaOMDG O0egld Tovg vmApyovv Ppdyer Kot
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apotepd Tovg 10 moTAUL. Ot yapoKTpes amoeaciCovy ) oelpd pe v omoio Oa
TPOYWPOVV, LE TO VOAVO HOYNTH VO TPOYMPUEL UTPOCTE, TG® TOV aKOAOLOEl TO
EOTIKO QUAOKOG, TOV Omoio pe Tn ogpd Tovg akoAlovBobv o HAYIGTPOg Kot O
ToYo01OKING. Ot yopaxtpes apyiCovv Kot Kivodvtal Tpog to umpootd. Metd and
Myn opa otpifouv oe pio de€ld otpoen kot PAETOVLV €va KPO  Gvolyuo
avtikpilovtag éva TPOROKTIKO Yo To eminedd tovg Oéopa — pio podpn oapkovda
Kataomapalel Eva eAdetl. Tovg avtilappdveron Kou givor Etoun va tovg emtedel. Xe
avtd 10 onueio to «role playing» pépog tov mayvidloy GTANNTA Kot 0 S10pYOVAOTAG
ETOALEL TO YDPO Y10 TN LY.

21610 3° — Tomobeteitan og eninedn empdveia Eva yaptivo TAéypa 1o omoio anotelel
10 Y®Opo 610 omoio Ba yiver n pndym. To mA&ypa avtd amotereiton omd Eva cHVOAO amd
TETpaymva, 0mov Kabe teTpdymvo avtiotoyel o 5 “feet” o omoiog gival kot 0 ydPOG
oL KatoAapupdvetar and yapoakmpes / tépata pecaiov peyédovg N pkpdtepov. Kot
01 TEVTE GUUUETEXOVTEG OTT WayN KaTaAAUBAVOLY amd Eva TETPAY®VO TOV TAEYUATOC.
O dwpyavotic givar o pdvog mov yvopilel ta oTOTIOTIKO TOV TEPATOC — £mifeo,
apova, wKavotnteg, Tovrovg (mng KAT. Zntdel Aomdv and Toug Taikteg va piEovv to
Capt pe Tig 20 mhevpéc dOTE v OP1oTEL 1 GEPA e TNV omoia Ba Eyovv T dvvatdTTA
KATOW0G EVEPYELONG O1 YOPOKTNPES KOl TO TEPAG 0T0 KAOE YVupo. Ot maiyteg piyvouvy 10
Capt Ko 10 1010 KAVEL KOl O SOPYOVOTNG EKTPOCOTAOVTAG TN UAOPN apKovda. XTO
amotéleopo ™ Capldg mpocoBétovv OAol to pmdvovg ekkivnong (Initiative). O
dopyavetng eépvel «7» Capt Kal Kabdg n apkovda Exel pmdvoug ekkivnong «0» to
oLVOAMKO amotédeopa exkivinong givon «7» (7+0). O vévog poynmg eixe ocvvoAkd
arotéleopa «15», 10 EoTikd @OAakog emiong «15» (aAld emedn €xel peyaAdtepo
UmOvVovg emoeldtTnNTOg PO YEiTaL), TO MICO-EMTIKO UAYIOTPOG «12» Kot to yOumt
TVYOODOKTNG «10».

SOUPOVA UE TO AMOTEAEGLATO EKKIVIIONG, O YUPOS EEKIVA LE TN TPAOTY dLVATOTNTO
evépyelag va dtvetal oto EOTIKO eUAaka. O yoapoktipag emAéyel va emtedel pe 1o
10E0 TOV gvavTio otV apkovdo (pio kavovikn evépyela) . O maiktng piyvel to «d20»
Capt (20 mhevpéc) wor @épvel «13». To pmdvovg emde&dtnrdg tov eivor «2»
(opiotnke KaTd TN dNUOVPYIN TOL YOPOKTNPA) Kot TO PaciKO pmovovg enifeong ivat
«1» (opileton amd 10 emimedo Kot TV KAAON TOL), dpa N emifect| TOL COUPOVA LE TOL
napanave givar 13 + 1 + 2 = 15. H «khdon apovag g apkovdag givar «14y», omdte 1
emiBeomn tov EmTiKov evAaka givar emituyns. Kabmg n eniBeon eivor emroymg, mpémet
va kaBopotel o péyebog g Cnuidg mov vréotn N apkovda. O maiktng piyver o
«d8» Lapt (Cnuid t6E0V) Ko PEPveL «7», TO 0moio kot aoteAel To péyebog g {nuidc
(emedn to OmAo elvar €vo amAhd 10&0 O¢ mpootifetor To pmOVovg dVVOUNG TNV
eniBeomn). Apa, ot wévrol Lwng g apkovdag eivar topa: 19 — 7 = 12. To Eotkd
eLAOKOG Kiveital kal 0o tetpdymvo de€d (10 feet) kar odokAnpavel Tic evépyetéc
TOV.

Endpuevog, eivar o vévog omoiog kiveitan yio mpog v apkovda yio 6 tetpdymva (30
feet) kot ptavel oe avtn. Tote emAéyel va g emitebel pe T0 peydAo TGEKOVPL TOV, TO
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omoio kat Kpatdel ota dvo Tov ¥épla. O maiktng piyver to «d20» Capt Ko Pépver
«16». To pndvovg dvvaung tov givar «3» kot 10 Pacikd purdvovg eniBeong etvar «1y»,
dpo n ocvvoAikn enifeon elvar: 16 + 1 + 3 = 20, to omoio givar kot TaAL peyolvtePo
amd TV Quuva KAaong g apkovdag omdte 1 emifeon eivar emtuyng. O maiktng
piyxvel to «d12» (uid peydiov toekovplon), EEPVEL «8» Kot TPOGHETEL TO PUIOVOLC
dvvaung tov, apa n cvvoAkn {nud eivar 8 + 3 =11. Apa, ot véor Tdvtotl {mNg ™G
apkovdog givat: 12 — 11 = 1.'Etot, 0 vavog moAeIGTNS OAOKANP®VEL TO YOPO TOL.

O emdpevog otn oepd €ivor 10 MG0-EMTIKO HAYIGTPOS, 0 0moiog Kiveital T€ooepa
tetpdymva (20 feet) xon emtifeton pe ™ oeevidva tov. Piyver to «d20», pépvel «8»
Kol TpocBétel to pmovovg emdegotrac tov: 8 + 1 = 9. H eniBeon tov eivan
HIKpOTEPN Otd TNV GpLVO TNG 0PKOVOOS OTOTE M Kol oo Tuyydvel. O yOpog TeleldVEL
eKel.

211 GLVEYELD, TO YOUTIT TVYOODKTNG, EMAEYEL va KivnOel dvo popég. Kiveiton Aowmdv
10 tetpdymva (50 feet) kot nnyaivel Tiow and v apkovda. Kabmg ypnowomoteioat
dvo evépyeteg kivnong (N pia tov emtpénet povo 30 feet kivnong), dev €xet dikaiopa
Yo Kamowo GAAY EVEPYELD KOl OAOKANPAOVEL TO YOPO TOV.

H endpevn eivon n oepd g aprovdogc, 1 oroio emttiBeTon 6T0 VAVO TOAEMGTY TOV
Bpioketar pnpootd g O dopyovetig pixvel 1o «d20» ek uépovg g apkovdag,
eépvel «17» kol mpocBétel oe avtd ™ GLVOAIKN emiBeon TG - o1 TEPITTOON TOV
TEPATOV, 0 O10PYOVOTNG £xEL 0T d1dbeon Tov pécm tov «Monsters Handbook» ola
TOL GTATIOTIKA TOVG dlY®S Vo XpeIILeETOL VO VTOAOYIGEL T GLUVOAIKN TOVG €miBeomn Ko
10 péyebog g Inuds: 17 + 6 = 23. H emifeon etvanr peyoddtepn amd 1N KAGoN
dpovag Tov vavov poyntn, o omoiog &xel pumovovg emodeSidtnTa «0» Ko Umdvoug
apovag e€omhopov «4»: 10 + 4 + 0 = 14. Apa, n erniBeon g apkovoag etvar
emrroyne. O dopyavmtig piyvel to 1 «ddy» kot pépver «3», LE OMOTELECUO 1) GUVOAIKN
I mov kdével 1 apkovoa va givat: 3 + 4 =7. Ko o1 mdévror {ong tov vavou givot
topa: 10 — 7 = 3. Exel tedeudverl o yOpog NG 0pKovdAG KOl GUVOAKE 0 TPMTOG YOPOG
™G HaxNs.

Kotd to devtepo yOpo, mpdtog EeKvad kol AL 10 EOTIKO QUAOKOG O OTOI0G Ko
emrifetan pe to 6&o tov. O Taiktng piyvetl o «d20», eépvel «15» kat pe Guvorkd
aOpotopa «18» m emifeon tov sivar emtvyNG. XN cvvéyEln piyxvel To «d8», Pépvet
«3», pe amotéleopa ot Tovtol {ong g apkovdag va etvar topa: 1 — 3 = -2. Kabog ot
novtor {ong g eivar TOpo KATO amd pundév 1 apkovda mEPTEL KAT® Kot 1 péym
TEAEUDVEL LLE TNV OLAd0 VO £fvOL 1] VIKNTPLOL.

KaBog épyeton n oepd tov vévov poyntn, emiéyel va mel o eidtpo Bepomeiog
EMPAVEIONK®V Tpovpdtov (cure light wounds) dote va avaminpdost kdmolovg omod
T0VG Yapévovg movtoug Lmng tov. Pixvel éva «d8», pépvel «6» kot mpochitel to
eninedd tov (1): 6+1. Apa, o1 mévtor {ong tov topa givar: 3+7=10.
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216010 4°: Metd 10 mépag e Liyme o d1opyavaThg Hotpdlel Toug TOVIovg eumelpiog
oL KEPOIGAV Ot moikteg amd T emitevén ovtng G vikn. Ot mévTol eumepiog Tov
dwatovvror e€aptovtal and to eminedo ™G opddag Kot 0 Pabudc dvokoAiag Tov
TEPOTOC TO OTOI0 aVTIHETOTIGAV Kot Viknoav. Kabog to enimedo g opddoag ivor éva
(1) kou o PaBudg dvokoriog TG apkovdAg NTav dVo (2) ot TOVTOL EUTEPING TOV
dwkoovton 1 opdda, cvuemva mavta pe to «Dungeon Master’s Handbook», eivau
«600» woévTol. Apa, 0 kdbe yopakpag TG opddos givarl todpa katd «150» mdvtovg
MO EUMEPOC. TN CULVEYEL O JopyovemTNG ouvveyilel v 1otopia Tov Eavd o€
Katdotaon «role-playingy.

M avTITPOGOTELTIKY €KOVOL TG deEaymyng &voc mayvidwov D&D eivar 1
axoiovon:

Ewcova 1: Aieloywryn D&D mayvidiov
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Eo@appoyn tov maryvior@v porov 6to Y1@lokd KOGHo

H peydin avamtoln, €£EMEN kol amodoyn TV ToyVIdumV pOA®Y EKQPAGTNKE Kot
exepaleTol TAMP®G 6TO YNOUIKO KOGUO UECH TOV MAEKTPOVIK®OV Toyvidolwv. O
KOPLOG EKPPOCTNG Kot 16(¢ Kat 0 KOPLog AGYOS Y1 T S1d0GN TOVG 6T NAEKTPOVIKA
mayviow eivoar to «Dungeon & Dragons». O pdAog kot to pePido TG oyopag mov
€youv onuepa To Toryvidlw ovtoh TOV TOMOL, GTO GUVOAO TNG OYopds TV
NAEKTPOVIK®OV TOLYVIOIDV, GE OAEC TIC TAATPOPUES, Eivar Akpm¢ onuavtikoc. Me Bdon
TO OTL TA MAEKTPOVIKA Toryvidl £xovv PEYOAVTEPO UEPIOIO GTN TOYKOGHOG Oyopd
amd OTL £(0ovV Ol Touvieg yivetatl duesa avtiinmtd T6co onuavtikdg eival avtictoryo
Kol 0 pOAOG TV Ay VISI®V pOAmV cg avty). Kot kabdhg n e£EMEN kot 1 avdmtuén tovg
OTN CNUEPIVI] TOVG HOPPT| O TpaypaTomoOnke dueca aAld péca otn ObpKeLd TOV
TEAEVTAIOV TECGAPOV OEKAETIOV, TOPOLCIALETOL TOPAKAT® L0 GOVTOUN 1GTOPIKN
avadpoun otnv eEEMEN avty), HE avaeopd ota atyvidw otafuovg yio To £100G.

1974 — 1978: H enoy) Tov Kevrpikodv Yaoloyietodv (Mainframes)

To 1974, amotélece ™ ypovoloyia oTabUd Yoo TO NAEKTPOVIKA TOLyVio pOA®V,
KaB®G YaKEPS, YPNOUOTOLDOVTOS KEVIPIKOVS VTOAOYIOTEG KATO10C TOVETIGTNUIOV OTIG
H.ITLA., avértoéov owdpopa maryvioww oavtov tov &idove. Ta moyvidow ovtd
avartoyOnkav oe cvotnuota 6mwg 10 «PDP-10» tg «DECy» ot to «PLATO», 1o
omoio Mtav éva VTOAOYIoTIKO cvoTna pddnong. Oewpeital 6TL TO TPMOTO KoL TO 7O
yvootd moyvidt tote NTov to «Pedith» tov Rusty Rutherford yw 1o cvotuo
«PLATO». To «Peditb» ciye ta mepiocdtepa and ta Pactkd otolyeion Tov €idoVGg
OT®W¢ €va. UmovvIpoOUL TTPog e&epedvnon, TeEPATMOEL; €xOpovc, Onoavpolc mpog
GLALOYN KOl EVOL GOGTNLLOL Loy ET0G.

Eixéva 2: Pedits
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To 1610 10¢, dVO TPoypappaTIoTEG amd To [lavemotpuiov Tov Notiov TAvoig, o Gary
Whisenhunt ka1 o Ray Wood, avéntvéav 1o moayvidt pe ovoua «dnd» yio 1o
«PLATO». To moyvidt avtd 0O1ébete otoyeion tov €idovg Omwg m dmuovpyia
YOPOKTAPO KOL 1 0vAOEST TY®V Y10 YOPOKTNPIGTIKE OT®™G 1 OVVAUT, 1| VONUOGUVN
Kol AL, Yrmoompile emiong Kot GOGTNHA avATTLENG EMTEOOL YOPAKTPO LE PAoN
TOVG TOVTOVG EUTEPIOG EVM 1 OLOKOMA TOV TEPATOV-EXOp®OV aviavotav kabmg o
naiktng mpoywpovoe Pabitepa 6to pmovvipovut. Mio onpovtikn) KovoTopio. Tov
oy vl frav 1o «yevikd poyali» (general store) émov o maikTng UmTOPOVGE Vo
ayopacel tov  gEomMopd  mov  embopovoe.  AAAG, TO  KOPLO  KOVOTOUIKO
YOPOKTNPLOTIKO TOV NTav 1 Vapén 16T0plag KOl AITOGTOANG — VO, GKOTMOGCEL TO dPAKo
Kol vo Tépel ™ Zeaipa. Mo 10€a Tov KaTd TN SEPKELN TOV SEKAETIDV GUVEXICE VO
emkpatel Ko vo emavaloppdveror oto moryviolo Tov i0ovg.

Eixoéve 3: dnd

To endupevo kowvotomkd moyvidl g emoyne Mtav 1o «Dungeons», to omoio
avartoydnke yia toug «PDP-10» vmoloy1otég Kot Katd T0 0moio 0 mTaiking Umopovce
vo. ONUovpyNnoel o oAOKANPN opdda amd yopoktipec. To ogbtepo 1daitepo
otoyeio NTov 1 ewoaywyn g «omtikng emagne» (line of sight), cbpeova pe v
omoia 0 TaikTng Umopel va Ol LOVo To €0POG TO OTOI0 UTOPEL KOl O YALPOKTHPOS TOV.

270 YDOPO TOV NAEKTPOVIKAOV TOLYVIOLDV POA®V, TO O PNUIGHEVO TTatyvidtl Tov €100VG
ekelvng g meplddov etvar 0 «Roguer. Avantdybnke ta 1€An g dekaetiog Tov 70
and tovg Michael Toy, Glenn Wichman kot Ken Arnold kot fitav yvootd yio ta
pmovvtpova pe toyoio dppvlon, ta Paciopéva oto «ASCID ypagikd kot To
ToAvmAoko TpoTo Toyvidov (gameplay). Ymnpyxe n dvvordtnta mAOYHG OVALEST
OTNV EKTANPOOT TOV SUPOPOV OTOGTOADYV, TNV £EEPEVVNOT TOV UTOVLVIPOVULDYV, TN
uéyn pe to tépata Ko tn ovAroyn Oncovpav. To maryvidt vrmootnpllotav and
J1bpopeg TAUTPOPLLES KO EVETVELGE TN ONovpyio GAAOV TOPOUOI®V LE AVTO — OTIMG
ta «Hack», «Moria», «Lany, «Omegay.
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ou now have a gold potion (el

lavel:d Hits:38(38) Steil6(16)  Gold:d63  Arworid  Expid/42
UM LOCK Hungny

Ewcova 4: Rogue

1979 — 1980: H emoyn Tov Mapovviiov

Tnv emoyn TV KEVIPIKAOV LIOAOYIGTOV Alyol 6TOV KOGHO €lyav TN duvatdHTNTA VO
dovv Kot Taiovv €va amd T mayvidw ekeivng g mepidoov kabmg N tpodcPaocn e
avtovg oev NTav Yoo 0Aovg. H mepiodog 1979-1980 Epepe T1g peydreg arlayéc Yo TO
€loog, O6mov avamTHYONKaV NAEKTPOVIKA Touyviolo pOA®MY Yol TOVG TOTE OIKLKOVG
vroloywotéc. ‘Eva amd to mo yvwotd mayvidie tng emoync sivar to «Akalabeth:
World Of Doomy, mov avartdydnke amd to Richard Garriott xor to omoio Mtov
EVOPUOVIGUEVO pE TN Qrhocoeio Tov «D&Dy». Abete mapoabupikd ypagikd pe
TPOOTTIKY) TPAOTOV TMPOCONOV Kol Mrav obéoio povo vy 1o «Apple 1y,
Avantoydnke oe yAwooa «BASICy, pe v kowvotopia yio tnv €moyn o maiktng va
EXEL TN SOLVATOTNTO AAACYTG TNG TPOOTTIKNG OTOAV O YOUPAKTINPAG PPICKETAL TAV®D GTNV
EMPAVELDL — U0 TEXVIKN 1 OO0 GTN GLVEYEL Y¥PNCILOTOMONKE Katd KOPOV amd To
avtiotorya mayvidw. To Poacwd Oépa Tov ToXVIOWOL aPopd eEgpedvnon TV
EKAOTOTE UTOLVIPOLMIADV, TNV OVTIUETONTION £YOpwv péca oe avtd, TV oyopd
€EOMMGOD KOl TNV OAOKANP®MOT OMOGTOA®MY. XOPOKTNPIOTIKO NTAV 1] aOENCT TOV
KOVOTNTMOV TOV XOPUKTNPO. KL 1] TPOOy®Y ToL o€ a&iopa, amd Evay amAd Yopiko og
Evav mmoT.
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O Apple //e Untitled

Eixéva 5: Akalabeth: World Of Doom

Kotd v ekxivnomn tov moayvidlov, o moiktng EPAene KAmoleg GeAMOEG KEWEVOL e
TANPOPOPIES Yol TO TOVidl Kol TNV 10TOpict TOL. XTr GLVEYXELD TOL OlvETOL M
dvvatotTTo EMAOYNG Oavapeso oe O0Vo KAGoelg: poynt) Ko pdyo. IlpodcHeta
YOPOKTNPIOTIKE 1TOV Yo TOV TTaiytn 1 avalntnon eayntov Kot 1 VTopEN KAEPT®OV 01
omoiot elyav To okomd va KAEBOVV KaTé SOGTALATO TOV EEOTAIGUO TOV YOPAKTNPA.

To édAlo onuavtikd mayviol g emoyne nrav to «Dunjonquest: Temple of Apshaiy,
nov avarntoydnke and v «Automated Simulations Inc» (tmv peténerta Epyx). To
«Temple of Ashai» amotélece T0 TPMOTO PEPOG WIAG GEPES TEVTE TALYVIOIDV KOl
apywd Mroav owbéoyo poévo vy ) mAoteoppa «TS-80» aAAd ot cuvéxewn
avantoynke kar vrootpiytnke amd t1c «Commodore PET», «Apple 11» (1980),
«Atari» (1981), «DOSy» (1982), «Commodore 64» kot «Vic 20» (1983). Kawvotopuia
TOL TOYVIOOV Kol O0HTEPO YOPOUKTINPIOTIKO TOL OMOTEAEGE TO CUGTNUO HOYNC.
Ympye éva ocvotmua «kovpoong» (fatigue) to omoio kabople mdte umopel va
emtebel 0 YapokTpPOC Kot TOCO UOKPLL Vo TPEEEL — T TpadTA Kot TO BApoc Tov
eEomMopob emnpéalav v «kovpaon». Emiong, o yapaktipog Hmopovce vo, 0KOVoEL
Tovg €x0povc N okOpo Kor vo mpoomafncel va tovg pAnocel. Télog, Otav o
yopaktpog mEbave vépepe pion amd TE0OEPLS HOIPEC LE OLUPOPETIKO ATOTEAECLLOL
Yl TOV TOHKTN avOAOYOL LE TNV EKAGTOTE pOipa.
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Eixéva 6: Dunjonquest: Temple of Apshai

1981 — 1983: H gmoyn Tov Acnuiov

Tnv mepiodo avtr to €id0g eiye TV dONon mov ypealdTav pe to «Ultima I: The First
Age of Darknessy», mov avantoydnke and to Richard Garriott kot dnpocievdnke amod
™ «California Pacific Computer Co.». H «Ultima» anotéheoe otn cvvéyea pia
ONUOVTIKT 6€1pd 1 omoia kKo dtatnprinke yia dvo dekoeties. To «Ultima I» Eexmpioe
wloitepa AOY® TV YPAPIKOV TOV 6€ TAIGIO Kol ¥pelalOTay PEYUADTEPO YDPO Yol
amofnkevon kabmg mpocépepe MOV PO TEPPAAAOVTO. Apykd NTov Ol0BEc1Ho
uovo v to «Apple Il». Eziong, anotéheoe pia npwtondpa 10éa 10 yeyovog OTL 0
naiktng tagideve 010 ¥povo, Eekvovtag and to Meocaiwva Kol KOTEANYE Vo LiyeTot
oto didotnuo. Akolovbnoe 1o «Ultima II: The Revenge of the Enchantress», to
onoio ekd0Onke to 1982 ko to «Ultima 111: Exodus» mov ekdoOnke 1o 1983. To
Tpito Moy VidL TG oEPac £k000nKe amd TNV etaupeio «Origin Systemsy, mwov 18pvOnke
amd tov 1610 tov Garriott kou o onoio Egympile amd ta Tponyodueva g oepdc. O
ToikTNG TOPo OyePlotay pio opddo amd YOPUKTAPES, TO CLOTNUO  HAYNGS
evioyvinke kol améKTnoe oK ToL EEYWPoT] 000vn kol TéAo¢ mpowONOnke 1
GLALOYN OTOYEI®V HECH TNG OUALNG LLE TOVG YOPOKTNPES TOV TOLYVIO0V.

Eixove 7: Ultima |
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Eixcéva 8: Ultima 111

H oegpd «Wizardy» omotélece v avTimoAn OnUOvVTIKY GEPG Tov €00VG TOv
ekd0Onke amd T «Sir-Tech» to 1981. Xapokmpilotikd ™G NTOV OTL 0 TOIKTNG
Syeplotay pio opada yopoktpmv 1 omoio ££epeLVOVGE TOL LUITOVVTPOVULOL KoL
payxdtov oe avtd. IdontepdtnTa Yoy to YEYOVOG OTL EVAD TO UEYOAVTEPO LEPOG TNG
006vng 10 kaToAdpPoavay oTOTICTIKO KOl GAAEC TANPOQPOPIES, GTO TAV® OPLoTEPD
puépog vmpye pia 3-D omtikn Tov pmovvpovptod 1 pia e1KOVa Tov EKAGTOTE £X0P0D
Katd tn ddpketo e pnayng. To emduevo mayvidr e oepdc nrav to «The Knight of
Diamondsy, mov ekdd0nke to 1982 ko amotelovoe £va €100 EMEKTACNG TOL TPMOTOV
naryvidov. To tpito pépoc Nrav to «Legacy of Llylgamyny, mov ekddOnke to 1983
KOl GTO OTOi0 Ol YOPUKTNPES EEKWVOUV TNV TEPMETEIL TOVG amd TN Pdon &vog
neaioteiov ko avePaivovv mpog to mavw. Kot avtd 10 moryvidlr arotelovoe pio
EMEKTACT] TV TPOTYOVUEVAV.
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Eixéva 9: Wizardy

Enuovtikd emiong mayvidlo avtg g meplodov eivar to «Telengrad» (1982) o o
«Commodore VIC-20», to «The Sword of Fargoal», to «Dungeons of Dagorathy» kot
10 «Tunels of Doomy.
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1984 — 1993: H Xpvon emoyn

H mepiodog avtn pmopet va yapaktnprotel «Xpovon» kabmng Eva TAN00g eTopeIdV Kot
TPOYPUUUOTIOTOV EEO0AV GE 6TaBEPO KOl YPIYOPO puOUO GNUOVTIKG OTHIOVPYIKOVS
tithovg. Ot tithot avtol amotélecav Kol TOLG APEGOVS TPOYOVOLS TV UEYOA®V
oy vidlov g dekaetiog tov 1990. Amotelel v emoyn mov kaBOPLoe TO €160C Kot
TO YOPOKTNPICTIKA TOV OTO yYneokd kOGpo, pe etolpeieg 6mwg mn «SShy, 1
«Interplay», n «New World Computing», n «FTL» va dnpovpyovv titAovg ot omoiot
elvar axopo  avrikeipevo OGovpacpod ywoo mAN00C OmAd®V TV MAEKTPOVIKDV
oy vidov poAwv. To 1985, sppavictnray ot TpdTOL GNUAVTIKOL TITAOL OTMG gival TO
«Tales of the Unknown Vol. 1: The Bard's Tale», to 6mol0 kot anotéiece v
gloaymyn g tprhoyiag tov «Bard’s Tale» tng «Electronic Artsy, n ogipd «Phantasie»
™mc¢ «SSl», o «Ultima 1V: Quest of the Avatar» kot «Autoduel and Moebius: The Orb
of Celestial Harmony» ¢ «Origins» ka1 to «Alternate Reality: The City».

To «Tales of the Unknown Vol. 1: The Bard's Tale» exdoOnke to 1985 yio 10
«Commodore 64» kat to «Apple 11» kot giye T660 peydAn amnynon 6To KOO T®V
OTAdDV TMV NAEKTPOVIK®V TOLXVIOUDY OV 0 £KS0TIKOG oikog «Baen Booksy» e&édmaoe
pia oepd okt® PipAiov Paciouévn oto maryviolr. To mouyvidr eixe apketd SOVGKOAO
EMIMEd0 TPOKANONG KO £lxe MEPIGGOTEPO GTOYO GTNV £E€EPEHVNON TOV TTEPLOYDV, TIC
péryesg, v e€EMEN TOL YAPUKTNPO KOL TOV EEOTAICUOD TOV KOl AyOTEPO TNV 1GTOPin
oL 10 6VVOdELEL. O TTaiKTNG HTopel var dNUIOVPYNCEL pid OpAd MG EEL YO PAKTNPES
ovumeptlappavouévonv evog Papdov (KAGOM TOL EUPOVIOTNKE YloL TPOTN POPA GE
nAektpovikd moyvior). H daitepn kovotopio tov tav 1 dnpovpyio piog woOAng mov
NTav KATL TApamave omd Vo YOpos ayopds eEomAopod Kot epodinv. Emiong, ta
YPOPIKA Yoo EKEIVI TNV €TOYN NTOV KAWVOTOMO Kot VYNANG Totdtntac. Tn oepd tov
«Bard Tale’s» oloxApwoav ta «The Destiny Knight» (1986) xou «The Thief of
Fate» (1991), 6mov 10 mpmdTO O1€0eTE MEVTE VEEg MOAELS pe VEEC vanpeoieg (T.y.
Tpamelec) Kot VEOUG UNYOVIGHOUS HAYNG, V@ TO 0evTepo O1€0eTe €val peyahhtepo
KOGLO KOl VEX YOPOKTNPIOTIKA Yo Vo T €€EpEVLVNGELS (TT.). YOPTOYPAPNON TEPLOYNG).

AxAovOnoe 1 dnpocicvon tov «The Bard’s Tale Construction Sety» yio tnv «Amiga»
kol to «MS-DOS» kot to omoio omoteAovse TN UnNyovi TOL TALVIOoD 1 omoia
EMETPENE OGTOVG TOIKTEG VO SMUIOVPYNGOLV To S1Kd Tovg maryvidw. Ot tithot «The
Bard's Lore: The Warrior and the Dragon» kot «Nutilany ftav dnpovpyieg Toktmdv

HE TN PNONG VTG TNG UNXAVAG avamTLENG.
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= BALY’S

Exéve 11: Tales of the Unknown Vol. 1: The Bard's Tale

To 1985, n «SSI» (Strategic Simulations, Inc) g&édwoe tov mp®TO TiTAO OO TN
«Phantasie» tptloyio mayvidiov. Katd to moyvidioe avtd o moiktmg yepiletor pio
opdda yapokmmpwv oedpmv mhavov kKhacewv. [Hoapéyovtal d10popETIKOD TLTOV
000veg otoV TOUKTN avAAOYa TNV TEPioTAoT: ayopd EEOTAICUOV, £EEpEvVNOT, MAyM).
‘Eva 1dwitepo yopaxtnpiotikd NTav To OTL 01 YOPAKTNPES UEYOAOVOV e NAMKIO pE
arotéleopa va ivor mhavo va tebdvouy Tpv 0AOKANPOGOVY TV arocToAn Toug. O
unyoviopuog poymg Paociletar otnv mpoemAoyn kiviong ovd yopo oamd €vo PEVOD
EMAOYOV pE EEXOPIOTA YPOPIKE va mopovstalovy v e&EMEn . Télog, Wiaitepn
wpocoyn elxe 600el otV 10TOpian, TOL TO KAVEL VO EeYmpilel amd Tovg AALOLG PEXPL
101E TitTAOVG. AkoAovOnooav to «Phantasie 11» kot «Phantasie 111» to 1986 kot 1987
avTioToro e TO TEAELTOHO VO £YEL TOAD KOAVTEPO YPOUPIKA KOl KOADTEPO GUGTILLOL
Héyme He EUPOOT OTN AETTOUEPELD TV EMOECEWV.

Party options Speed

Eixéva 12: Phantasie

[Mapdiinio pe ) ogpd «Phantasie», to 1985, n «SSI» npoddnce oty ayopd tov
titho «Wizard’s Crowny». To moryvidt avtd amotelodviay omd évo GOVOAO Omtd
KOWVOTOUEG GE GYEGN LE TOVG TPOYOVOLS TOV. O TaikTNg UItopovce vo. £XEL OpAd £1G
OKT® YOPOKTNPEG Kol 0 KAOE YOPOKTNPOG UITOPOVGE VO AMOTEAEITAL OO £Vl GOVOAO
KAMoemv g emAoyng tov maiktn. H avantuén tov yopoktmpov o¢ Paciletar ota
eminedo oAAG oTNV OVATTUEN TOV KAVOTHTOV KOl TV O10THT®V Tovs. To chotnua
péyms MoV woA mo SLVOUIKO LE To MG TOTE GUCTHUOTO LE TEPIGGOTEPES O (KOG
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(20) evtoréc payne. Ilpootébnke pealopdc otn  pdyn, pe To  Witepo
YOPOKTNPLOTIKO OTL glye onuacio 1 KateLHLVEN GTNV OO0 KOITOVGE O YAUPOKTIPOC.
Eniong, mpootébnke n emdoyn g ypriyopng udyng (quick combat) 6mov péca oe
Mya devtepdrenta mopovsaldtov 10 amoTEAESHO NG payms. To moryvidlt awtod
OmOTELECE U0 TPMOTOTOPOL YL TO €100G €EEMEN Kot EVEMVELGE TNV EMOUEVT] YEVIA
TOLYVIOUDV.

ES OF ESLAKE attacks
and hits.

Ewxova 13: Wizard’s Crown

To 1988, mopovoidotnke yio mpmdtn Qopd 10 cvomuo udyng «Gold Box». To
cOOTNUO QVTO EQOPUOCTNKE Yo TpOTH Popd oto «Pool of Radiancey, éva matyvidt to
omoio amotéAece KOUPKd onueio otnv e£EMEN TV Toy VoV TOL €100VC. ApyIKA
avantoyOnke ywo T1¢ mhatedpueg «Atari» kar «Commodore 64» kat fTav T0 TPAOTO
niektpovikd mayvidlr mov &iye v emionun «AD&D» (Advanced Dungeons &
Dragons) doeia amd v «TSR».

Ot topeig ot omoiot éxkavav tov Titho va Eexwpilel NTOV 0 KOGHOG GTOV 0OTOi0
epapuoletar, n 1otopio, To cHOTNUO HAYNS Kor 1 OAn doun, Paon otnv omoia
avartoyOnke. AwdpopotiCetal yOpo omd o KEVIPIKY 10TOpiot VD TAVTOHYPOVO Ol
YOPOKTNPES EKTEAOVV EMUEPOVS OMOGTOAEG O OTOiEC TEMKE cuvoéovtotl pe avtr. O
KOGUOG TOPEYEL EVOL ONUAVTIKO PEAAICUO, 0 0Toiog evioyvetal amd 1t 3-D, oe mpdto
TPOCMOTO OMTIKY OV EYOLV Ol TaiKTEG KOTA TNV £€gpevvnon. H demaon mapéyet éva
opBoy®dvio 6To TAV® aploTEPA UEPOG TG 000VNG OOV TOPOVCIALETAUL TO GKNVIKO TO
omoio oavtikpilel 0 yYoOpOKINPOG, €VO TO LWOAOUTO WEPOG TNG 080VNGg etvan
S WPIGUEVO DGTE VO TOPOLGLALEL O10POP®V TOTOV TANPOPOPIaLG.

O x6cpPOC Kot TO TOPACKNVIO TOL TayvidoL Pacilovtal 6tn Aoyoteyvia v omoio
dnuovpynoe N «TSR» yo tov kdopo tov «Forgotten Realmsy» kot tov emtpanélimv
noyvidlov «AD&Dy, yeyovdc mov mapéyet éva diymg opla pavtactikd kocpo. Katd
T0 UNYOVIGHO payme, epapuoletar to Poaociopévo ot oepd ovotuo (turn-based
system) ko mopéxetar £ve GOVOAO EVIOAMV Ol 0Toieg EKTEAOVVTOL AUECHOS LETE TNV
emhoyn tovg. Ot emhoyég mov €xet ot ddbeon tov o kébe yopaktnpog mokilovv
avdAioya pe v kKAdomn tov. H péym yo kémoov yapoktipo teAeltdvel 6tav ot TOVTot
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Cong tov pelwBodv KAT® Tov PUNdevog kol Kvouvevel va meddvel edv Kamolog amd
TOVG VIOAOITOVG XOPAKTNPOG 08 0€a€L Ta TPAdOTA Tov. OAOKANPO TO TOrKVidL £xet
Baoiotel kKot epapprdcel Tovg kavoves Kat tn Aoyik tov «AD&DY.

T CORPORAL
H1TPOIHTS 13

Ewova 14: Pool of Radiance

To cvotqua payng «Gold Box» epapudootke o éva. ohvoro amd tithovg: «Curse of
the Azure Bonds (1989)», «Secret of the Silver Blades (1990)», «Pools of
Darkness (1991)», «Champions of Krynn (1990)», «Death Knights of Krynn (1991)»,
«Dark Queen of Krynn (1992)», «Gateway to the Savage
Frontier (1991)», «Treasures of the Savage Frontier (1992)», «Buck Rogers:
Countdown to Doomsday (1990)», «Buck Rogers: Matrix Cubed (1992)». To 1992
OTEGVPE TN UNYOVA Yo TNV avATTLEN o VIdIOV, oAAE Topeiye oTovg 1010V TOVG
TaiKTEG TN dvvOTOTNTO OvATTLENC TOL pe TN ypNon ¢ unyavig «Unlimited
Adventures» tng «MicroMagic» to 1993.

H avantvén tov 3-D og mpayuotikd ypodvo

[dwaitepn pveio ot xpvon emoyn tpénetl va 000el kabmg amotelel T mepiodo dmov ta
NAEKTPOVIKG oy vidlo pOA®V avarntdyOnkov oe mepipdilovio Tpidv danotdoewy. Ot
TAATEOpLES TV 8-bit avtikataotddnkay og éva onpovtikd Padud amd tig «Atari ST»
kot «Commodore Amiga» ot omoieg mopeiyov KAADTEPO YPAPIKAE, NYO, LVAUN KOl
YOPNTIKOTNTO.

‘Eva amd ta mo onuovtkd 3-D moyvidw g emoyng eivan to «Dungeon Master tov
1987 g «FTLy». Apywkd ekd00nke yio to «Atari ST» Kot 0motédece 10 TPOTO GE
TOAMGCES TitAo Yoo TV mAatedpua. H 006vn avantiybnke g omtiky mpdToL
TPOCONOV He PAoT TNV OMTIKN TG opadas yapoktnpov. H 006vn avavedvetor og
TPOYUATIKO ¥pOVO KOOMG 1 opdda e€epeuvd TO Y MPO. ZTO TAVE® PEPOS TOV TaPaBVPOL
TOPOVGLALETAL 1 KOTAGTOOT] TOV TEGGAP®V YOPUKTPWOV, TO AVTIKEILEVE TOV EYOVV
oTNV KATOYN TOLG Kot TN peta&h tovg B€om (molog Kveitol UTpootd, molog Kiveiton
nicw). H vrdiourn 006vn mapovsidlel To cuotpa enifeong, To cOGTLO payeiog Kot
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T Berdkio katebBvvone. O cvvdvacudc tov 3-D pe ta yevikd yopaktmpioTikd Tov
ToLyVIO100 00N YNoaV GTI PEYOAN EMLTLYi TOV.

Ewcova 15: Dungeon Master

H emtvyio Tov «Dungeon Mastery» akoAovOnbnke and dAla 3-D mayvidia 6nwg to
«Chaos Strikes Back» (1989) tn¢ «FTL» kot tng tpihoyiag «Eye of the Beholder» tng
«Westwood Studios». To «Eye of the Beholder» ftav enmnpeacpévo amd to «Dungeon
Master» kot aQopovoe KOl OVTO U0 OPAO0 TEGCAP®V YOPOKTNP®V TOLG OTO10g
UmopoHV o1 TaUKTES Vo ONUIOLPYRCOLY UOVOL TOVG KOl Oyl Vo TOVG EMAEEOVY amd pia
dwbéowun Alota (Hall of Fame — Dungeon Master). Emiong, 01é0ete pio mo&ida
katevBuvong mov Ponbovoe v Topeia TOV YAPAKTNPOV.

ROCK TAKON

Eixévo 16: Eye of the Beholder

1994 — Xnpepa: H IThativévia Emoyn

H mlotwvévioe emoyn meprhapPaver por EEQpevn avamtuén TV MAEKTPOVIKOV
oy vy oe Olo ta €idn. H Beapotikny adénon otn yopnTtikdTNTo TOV GKANPAOV
dlokmv kol otV pviun toyxaicg mpooméAacng £6moay TN duvaTtdHTNTO VITOGTHPIENG
epaproymv peydlov anoatnoemv. Kabmng n frounyavia tov moyvididv covéyile va
peyolmvel pe payodaio puvBud ot vmdpyovoeg etoipeieg OvVATTLENG TOLVIOLDV
peYOA®VAY aKOUO TEPIOCOTEPO VA VEES loNABav otnv ayopd. H Beapatikn €kpnén
Tov KoveOAmv g Sony, g Sega, g Nintendo, g Microsoft kotr dAimv
pKpOTEP®V ETAPEWDV £dmaav éva véo mpiopa ot Popnyavia dackédaong e To
oy vidln vo moipvouv peydio pepidlo tng ayopds Kot onpepa va givol To Kupiapyo
€100g oV Ydpov. H eupdvion TV Kivntdv GLGKELOV Kol 1| ®ONoT OV dEXTNKAV OTd
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™V TeYVOAOYia TIG €Kovov vo amoteAohv OGAAN pio TAATEOpUO OovATTLENG Kot
extéheonc mayyvidwwv. To pepidio ™ ayopds TtV ToyvidldV £yve TPOYUOTIKA
aniotevto peydAo oe péyebog kabdg meddteg o1 omoiotl dev elyav moTé oYéon HE TO
NAEKTPOVIKG TToyvidia Eyovv Tdpa duecn TpdcPfoctn o€ avTd KabdG TOAAN amd avTd
elval EVOOUOTOUEVO GTT) GUGKELT.

Méoa oe avt) ™ E€epevn avamtuln, ovaioyn NTov Kol 1 avdmtuén TtV
NAEKTPOVIKOV TOLYVIOIOV POA®V UE TOV OVTAYMVIGUO Vo Eemepvdel To. PETPNGILN
opu. Ymnpée Kot vapyel pio GLVEXNG pon €kOOCEMV VEOV TITA®V HECH GE TOAD
pikpd ypovikd Swotfpato. H {nmmon moAd peydn kot yuo autd Kot vadpyel Kot M
aviroyn mpocseopd. Ta moryvidin poAmv avartuyOnkav ce 6Aa Ta mThava tovg £idm
Y T0 KAOE O10popeTIKO KOWO. Ao maryvidlo poOA®V puotnpiov 6e mouyvidle poOL®mV
dpdong, amd moyvidw poOA®V Ayplog dVONG GE EMKA ToyViow pOA®Y, amd moryvidw
POA®V GTO O1AGTNUO GE TOY VIO POADV GE PAVTACTIKOVS KOGHOVS. OTIONTOTE Kot Vo
{nrovoe 10 koo lye ™ dvvaTdTNTA VO TO OOKTNGEL O UNYOVES YPOUPIKDOV EQTAGOV
o€ TETO10 €MIMESO OMOV TMOPO TOL YPNCOTOWVVTOL KOL Y10 TV TOUPAYMOYN TAWVIDV
npoypatikov 3D. [Tépacav ta 6plo TOL aTAOD TOLYVIOOD UE ATOTEAEGLLO TOPOL TTLOL T
TapUy®mYN VOGS Taryvidlov poOAwV va gtvar pio popen téxvng otnyv omoia eKTOG oo
NV OUdd0 OVATTTUENG TOVG VOL GUUUETEYOLV HOVGTKO1L, cLVOETEC, Nomotlol, KaokovTép
Kol GAAO1 GVVTEAEOTEG Ol omoiot d€ Ba dovAgvay VIO dAAEC GLVONKEG Yo TO YDPO
avTo.

Tnv mepiodo avty mapdyOnkav titAolt o1 omoiol Eemepvovoav To 6Pl TOV OTAOV
TALVIO0V Kol 00N yNoov To Y®dpo o€ Al enimeda. O aplOuds TV TaVIdIOV QVTOV
elval Tpaypotikd peydAog aALL LIAPYOVY KATO10 TOV EEYMPICAV HECO GTO TEPOUGLLOL
TOV XPOVOV artd T0 EVOLLPEPOV TTOV £0€1EE TO KOO GE OVTA KO 1] ETPPOT] TOL ELYOV
OTNV TOPAYMYN TOV UETEMELTO TITA®V. ZTO TOLYVIOW OVTE CUYKATUAEYETOL 1| CEPA
«Final Fantasy» t¢ «Square Enix» to BdBog kat ta yopaKTnploTIKa Tng omoia TV
KOTESTNOOV OTIS ONUOVTIKOTEPES oelpéc Tov €idove. To Paboc yapaxtnpwv, T0
OEVAPLO, M HOVCIKY], TO YPOPIKE, TO GUOTNHO TOLYVIOOD, OAN GLVTEAECHV GTNV
eykafiopvon ™¢ oto ydpo. H cepd avt) givor 1660 dNUOPIAIG Tov HEXPL GHLEPOL
€xel EKOMGEL TNV ayopd Yupm otovg mevivia (50) empépovg tithove. H kdpla dpumg
oepd anoteheitan amd Tovg €€NG: «Final Fantasy», «Final Fantasy I1», «Final Fantasy
I1», «Final Fantasy IV», «Final Fantasy V», «Final Fantasy VI», «Final Fantasy
VIl», «Final Fantasy VII1», «Final Fantasy IX», «Final Fantasy X», «Final Fantasy XI
Onliney, «Final Fantasy XIlI», «Final Fantasy XllI», «Final Fantasy XIV Onliney.
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I promise ' ,

—

Eixéva 17: Final Fantasy VIII

AAAN GNUOVTIKY GEPA 6TO TEPACHO TOV YpOveV amotelel 1 oepd «Elder Scrollsy
¢ «Bethesa Softworks». H ceipd avtf anotedeitoan omd emkd moryvidioa poAwv ot
KavOveG Kol To VYOG TV omoiwv eivar Pacicuéva oto «D&Dy». H cepd avt
amoteleitar and et TitAOVE 6TOVG OTOioVG TEPLauPdvovtal ot «The Elder Scrolls
I: Arenay», «The Elder Scrolls Il: Daggerfall», «An Elder Scrolls Legend Battlespire»,
«The Elder Scrolls Adventures: Redguard», «The Elder Scrolls I1l: Morrowindy,
«The Elder Scrolls IV: Obliviony», «The Elder Scrolls V: Skyrimy.

Eixéva 18: Elder Scrolls V: Skyrim
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Mnyavéc Moy viorov

Mia punyovn oy vididv givat €vo cOGTNO TO 0010 £l GYEONGTEL Yo TN dnuovpyia
Kol TNV ovAmTuén MAEKTPOVIKOV Toryvidumv. Ot peyaAdTEPEG UNYOVES TOLYVIOIOV
napéyovv évo framework Aoyiopikod 10 0moio ¥PNOUYLOTOOVV Ol TPOYPULUUOTICTES
MOTE VO ONUIOLPYNCOLY TALXVIOWL Yoo TIG KOVOOAEG PvTEOmAYVIOIDV KOl TOVG
TPOGOTIKOVG VITOA0YIGTEC. H Khplar Asttovpykdtta mov mopEyetor omd TN Hnyovn
neplopfavet pio pnyovn enegepyasioc 2D kar 3D ypapikmv, pio unyovi gUoIKNG i
aviyvevon ovYkpovone, Mxo, SCripting, KVOVWUEVEG EIKOVEG, TEYVNTH VONLOGUHVT|,
dwyeipon dwtomong, Streaming, dwayeipion  pvaung, Olaygipon  vnudTov,
vroompin tomkav puviuicemv, ypdonuo oknvic. H odadikacio g oavamtuéng
T VIOV YopokTnpileTor amd TV ETAVOPNGLOTOINGT KOl TV TPOCOPUOYT MOTE
va glval dvvartn) N avamTuén SPOPETIKMY TOLYVIOIDV KOl 1| EVKOADTEPN UETOPOPA
TOVG GE OLOUPOPETIKES TAATPOPLEG.

Ot unyovég oy vidlmv TapEYovy Ypoetkd epyoleion avanTuENG to. omoio TapEyovTan
0€ EVOOUATOUEVO TEPIPAAAOV aVATTLENG MOTE VoL VoL OLVATH 1 ATAOTOMUEVT] Ko
ypnyopn  avamtuén TV mwoyvidwv  pe  éva tpdémo o omoiog Ba  elvon
TPOGAVATOMOUEVOS MG TTPOG TO 0E00UEVA. Ol TPOYPOUUATIOTEG TOV UINYOVAOV OVTMV
TPOoTafoVV Vo avarTOEOVY GOVITEG AOYIGHIKOV Ol omoieg Oa mepthapfdvouy éva
TAN00¢ GToLYEI®V TOL OTTOTl0L UITOPEL VO XPEIOCTEL GTI GUVEYXELD O TTPOYPOUUOTIOTNS TOV
aryvidlon. Ot unyavég moryvidlov anoteAovy oty ovcio éva «middleware» kabmg
TOPEYOVV O ELEMKTY) KO ETOVOYPTCLOTOMGIUN TAATOOPLO AOYIGHIKOD 1| omoia
TPOGPEPEL OA TNV avayKaio AEITOVPYIKOTNTA Yol TNV avAmTLEn €VOC TOVIO00
HEWdVOVTOG o€ HEYAAO Pabud v molvmlokotnta. Mnyoavég 6mmg ot «JMonkey
Engine», «GameBryoy», «RenderWare» omotehovv €VOEIKTIKO TOPOUSEIYLOTO QVTOV
tov «middleware» Tlat@opumy.

2oviN0mg 01 UNYOVES TOVIOIDV TOPEXOVY QPAIPEST] TAATPOPLOG, ETITPETOVTAS GTO
1010 oy viol vo eKTEAECTEL GE SOUPOPETIKES TAATPOPUES CUUTEPIAAUPOVOUEVDV TOV
KOVGOA®MV TOVIOUDV KOl TOV TPOCHOTIKOV VTOAOYIGTOV HE Alyeq dAAAYEG GTOV
myaio k®owa. Zvyvd, cyedtdlovtal [Le apyteKToviKy 1 omoia gival faciopévn ota
ocvotatikd. H apyltektovikn autr) emTpénel 6€ GUYKEKPIUEVA GUGTNOTO TG UNYOVIG
va avtikatastadohv 1 va emekTafovV e KATO 10 E101KA GLGTATIKA ULGIKNS, 1OV,
Bivteo. Kamoeg punyavég 6mwg n «RenderWarey, oyxedialoviar g pio oepd and
OLVOEOEUEVO, GUOTOTIKG TOL OMOie. UTOPOVV Vo GLVOLOGTOVV KATO EMAOYN WE
OTOTEAEGLOL VAL ONUIOVPYELTAL 0L TPOGAPUOGUEVT unyovr). OUmg N EnEKTAGILOTNTA
amotekel Eva Kaiplo B Yo TIC PnyavES Tay VOOV AOY® TG TOKIALNG TV Thavdv
YPNOEDV TOVG (.. TOPOVGLAGELS, OMTIKOTOINOT] UPYITEKTOVIK®V, TPOGOUOUDGELS,
povtéra mepBAAAOVTOG).
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Kémoeg pnyovég moyvididv mopéyovv povo ovvatdmteg 3D emeepyaciog oe
TPOYUATIKO YpOVO avTi TIG SLUVOTOTNTEG AEITOLPYIOV TOV €ival OmAPOiTNTES Yol TO
moyvid. Ot pnyovég auTéG aPIVOLY TOVG TPOYPOUUUOTIOTEG VO OvVOTTOEOVY TNV
AertovpykdTnTo  OL  YpEWLETAL 1 VO YPNOCUOTOWGOLY  gpyorEion  GAA®@V
«middlewares» wayvidudv ta omoia Oo TV Tpoceépovy. Ot unyavég avtég Kolobvtat
unyavég ypoeikov | 3D unyovés. Tapadeiypato tétotwv punyavov eivor ot Crystal
Space, Genesis3D, RealmForge. Ot cOyypoveg unyavég mopéxovv &va ypaenuo
oKNVNG, TO omofo &ivan o avamopdotacn tov 3D kécuov Tov Mo vidoD Kot To
omoio amiomolel T oyediaon Tov mayvidoy Kot pmopel va ypnoonombet yo mo
amodoTIKY| emeepyacio LEYEA®V EIKOVIKOV KOGU®V.

Iotopucn] emokénnon

Ta Pwvteomayyvidw apykd ovomTOGOOVIOV ©C OVTOTEAELG OVvTOTNTEG, KOOMG
oxedoviav amd v apyn ®oTE Vo LIooTnPilovy 0G0 TO JVVATOV KOAVTEPO TO
VAMKO oto omoio Oa exktelovvron kot o amewoviCovior. To VAKO avtd KoAeiton
«ITVPNVOS» OO TOVG TPOYPOUUOTIOTES TOV TOTE TOYVIOIDV. AAAEG TAATPOPUES ELYOV
HEYOADTEPN TOPEKKAIOT] OAAG aKOMO KOt OTOV 1) amelkOvion oev NTav Oua, n pvnun
eplopile TN oyedioon mov amoTtovvTay Yo pion punyovny mov vrooTPie TOAAG
dedopéva. AAG akduo Kol OTIG KOAOTEPES UNYavEG Alyo MTOV TO. CLOTOTIKA TTOL
umopovoav vo emavaypnolponmonfovv avdupeco oto dpopeTikd moryviow. H
poydaio avamtuén Tov VAIKoL TV arcade oy vididv (Tov amoteAoHoaV Kol TO T
OMUOPIAN Ty vidw TG €mOYNG) GNUOVE OTL O TNYOH0G KMOKAG e TOV omoio &lyov
avartuyBel Ta mayvidi avutd o€ Ba ypnoyomolovvTay Eava Kabmg 01 ETOUEVES YEVIEG
TOLVIOUDV €0V O10POPETIKT PIAOCOPIN Kol GYEOINOT KOl EKUETAAAEDOVTIOV VEOLG
nopovs. [ avtd 10 AOyo TO OYEODL TV TouVIOLDV 1T Ogkoetio Tov 1980
oxedaloviav [e &va auoTnpO CLOTNUO KOVOVOVY HE Eva KPS aplfnd emmédmy Kot
dedOUEVOV YPOPIK®OV. Amd Tn ypvon emoyf twv arcade moyvididv ol etaipeieg
apyoav va oxed1dlovy d1KEG TOVG UNYOVEG TTOLYVIOUMV Y10 TO, O1KG TOVG TToLyViola.

Evd ot unyavég moayvidriov tpitov dev ftav cuvnOouéves uéypt TNV avantuén twv
3D ypapikdv vmoAoyilot®dv TN dekaetic Tov 1990, vanipyoav mOAAG cuoTHUOTO
onuovpyiag 2D mayviduwv ta omoia avomtuyOnkov ) dekoetioo tov 1980 yw v
avamTuEn aveapTToOV PvTeomayvidldy. XTo GLGTHUATE AVTA TEPAAUPAVOVTOL TA
«Pinball Construction Set» kot «ASCII’s War Game Construction Kit» mov
exd0Onkav 1o 1983, ta «Thunder Force Construction» ko «Adventure Construction
Set» tov 1984, 1o «Garry Kitchen’s GameMaker» tov 1985, 1o «Wargame
Construction» tov 1986, to «Shoot’Em-Up Construction Kit» tov 1987, to «Arcade
Game Construction Kit» tov 1988 kot ot dnpogireic unyovég tov «ASCII’s RPG
Maker» a6 to 1988 ko petd.

O 6pog «unyovy] Toyvdldv» eueovictnke oto péoa g dekaetiog tov 1990,
waitepo pe v ovantuén tov 3D moyvididv tomov «first-person shootery (FPS).
Kabng ta 3D moryvidio avtov tov tomov «Doomy ko «Quake» avortdydnkav pécm
avAAOY®OV UNXOVAOVY Kot €YoV LEYOAN OmXNoN 6TO KOO, O16.9p0pOoL TPOYPUUUATIGTES
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YPNOWOTOINCAV TO KOPLO, TUNUATO TOV UNYAVAV aVTOV Kol oXedlacav T Sk TOVg
YPOUPIKA, YOUPOKTPES KAl AAAN GTOLXEID TV TOLYVIOIDV.

Ta moyvidw «Quake 11 Arena» kou «Unrealy tov 1998 oyedidotniay pe m A0yKn
OTL 1 UV Kol TO TEPLEYOUEVO OVOTTTOGGOVTAL EEY®PLoTA. Ot HOVTIEPVEG UNYOVES
T VIOUOV Elval TOAOTAOKEG EQOPUOYEG Ol OTOTEG EUTEPIEXOVV YOPAKTNPIOTIKE TO
omoia eEacpaiilovv pia axpiPng kot eheyyopevn eumepio ypnot. H cvveyne e£émén
TOVG OMpovpynoe éva dwywpoud avapeoa omv emeepyoosia, to Scripting, v
KoAAMTEY VIO Kot TO EMinedO GYESAGIOV.

Ta moyvidw tomov «FPS» pmopel vo amoteAodv TOVG TPOYOVOLS TMV UNYOVOV
TOLVIOUOV 0AAG o1 unyavéG Tov ypnotpomomdnkay uropel va ypnoyomombovv Ko
vy v avantoén dlov edov. o mopadstypa, to moryvidl poiwv «The Elder
Scrolls I11:Morrowind» xat to MMORPG «Lineage Il» Pacilovtor otn pnyovi
«Unreal Enginey.

H ypnon vnuatov amotedel éva KOPO YOPOKINPIOTIKO TOV HNYOVAOV KOOOG
vrootnpilovtal WITEP®S omd TO TOALTOHPNVO GULGTNUATO TO OO0l TAPEYOLV
duvoTOTNTOL  UEYOADTEPOV PEAMGUOV OTIG €pappoyés. Ta vAuoata eAEyyovv v
enefepyooia, to Streaming, Tov Mo kar ™ @vowkn. Ta woyvidw oydvev
EKUETAAAEDOVTOL TANPMOG TNV TEYVOAOYID TV VNUATOV UE TO GUGTNUO (PLGIKNG VO
EKTEAEITOL GE OLOLPOPETIKO VILLOL.

TOYYPOVES UNYOVES TALYVIOLADV

Ta televtaion xpoOVIOL Ol UNYOVES TOXVIOIDV €OV EMEKTEIVEL TO GKOTO TOLG KO
YPNOWOTOWVVTOL  YIO0. TNV OVATTLEN  EQOPUOYDOV TEPAL  OmO TO  KAUGIKA
Bwvteomaryvidio. H yprion tovg éxel enextabei ota cofapd maryvida (Serious games)
T OTTOL0L CLPOPOVV LUTPIKEG KOl GTPATIOTIKEG EPOPUOYES KO EQAPLOYEG EKTOIOELONG,.
IMa va givor dvvartn N enéKTAOT ALTA Kol 1| TPOSPACT] TOVE, 01 TAATPOPUES YOl TIG
omoieC avOamTOGGOVTAL TETOWL £100VE €QUPUOYES lvarl Tar KIvnTd TNAEQ®VO Kot Ot
TEPIYNTEG 1GTOV.

Ot unyavég Tayvidudy avarTOGCOVTIOL Kol GE VYNAOV EMTEOOV YADCGES OTMC £ivat
ot Java, C#, .NET, Python. Kafa¢ ta neprocdtepa 3D maryvidia mepropiCovion amd
™V 16Y0 ™G KAPTAS YPAPIKDV, 1 oV KabvoTéEpnon AOY® TG LETAPPACTC OLTMV
TOV VYNAOD EMUTEOOV YAMGGAOV TPOYPOUUOTIGHOV Bewpeiton apeAntéo KabdS 1
TOPAYOYIKOTNTA £ival HeEYyOADTEPN AOY® TOV TAEOVEKTNUATOV OV TOPEYOVV GTOVGS
TPOYPAPROTIGTEC. Ot GUYYpOvVES 0TEG Unyaveég vrrootnpilovran and etoupeieg OTMS M
Microsoft n omoio evioyber v ovdmtuén moyvidwwv ¢ «Indie». H Microsoft
avéntuée v «XNA», 10 omoio amoterel 0 SDK yia v avéntuén tov moyvidiov
v To «Xbox». Xty vrootpiEn avt) meptlappavetar To kavait «Xbox Live Indie
Gamesy», 10 omoio oyedldoTnKE EWIKA YO TPOYPUUULOTIOTEG Ol OTOiol EYOvV
TEPLOPICUEVOVS TTOPOVG 6T 01d0e0M Tovg. Me avTd TOV TPOTO EYEL YivEL ELKOAOTEPT
KOl 7O OWKOVOUIKN M oVATTLEN UNXOVOV TOLXVIOIDV Y10l TAATPOPUES Ol OTOLES
vrootpilovv dwayepilopeva frameworks.
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O pyovég mayvior®v og middleware

Onwg avagépbnke mopomdveo ot punyovég Toyvidldv UTopovy va BempnBodv mg
«middleware». Xto mAaicio tov Bvteomoryvidiov, o 0pog «middleware» avagpépetat
OLYVA OTO VIOCLGTNHLOTH AETOVPYIKOTNTOG UECH GE pio unyovy moyvidiov. To
«middleware» mayvidl00 TPAYUATOTOEL £VO. GUYKEKPILEVO GUVOLO EVEPYELDV OAAG
T0 KAvel amodoTikdTepa and £va yevikov okomov «middleware». o va yiver o
Katavontd, N «SpeedTreey», ektehovoe v eneepyacio. PEAAGTIKOV SEVIP®V Kol
Braommong oto RPG «The Elder Scrolls 1V:Oblivion» kot n «Fork Particle»
npocopoinve ko emeEepyaldTav G TPOYUOTIKO YPOVO TO OTTIKO £PE KOl TO €QE
couatwiov oto «Civilization V.

Ta mo Oomuoeia; middleware mokéto ta omoiot TOPEYOVY  VIOGVLGTHLOTO
Aerrovpywkotrag eivan ta «Bink» tg RAD Game Tool, «Fireflight FMODy,
«Havok» kar «GFx» ¢ Scaleform. H RAD Game Tool avéntuée to «Bink» yuo tmv
enelepyaoia Pivteo, to «Milesy yio v enelepyacio kot dioyeipion Tov HOL KoL TO
«Granny» yio v ene€epyacia 3D. To «Fireflight FMOD» amotelei pio fifAodnkn
Nyov kot £va ovvoro epyoreimv. To «Havok» mapéyel éva chotnuo Tpocouoivong
(QULGIKNG Kol pio covita dtoyeliplong KIVOOUEV®V EKOVOV Kot ADGEDMV GUUTEPUPOPAC.
H Scaleform avéntué&e to «GFx» yia ) mopoyn vyning amddoong Flash kot Biveo.
Kémoiw middleware eumepiéyovy olOKANpo TOV mNyoio KMOOWKW, KOTOW GAAQ
napéyxovv o APl yio pia petaydottiopévn Biiodnkn tomov «binaryy.

Mnyavéc rayyviorwv RPG

Ot pnyovée moyvidoldv  avamtiGoOVTIOL Y. OlPOPOVS TUTOVG TOLYVIOUDV: Yl
MMOGs (massively multiple online games), FPS (first person shooter), omtikég
vouBérec (Visual Novels), RPGs (role playing games), mpocopoiwtéc mtnong Kot
ayovov, RTS (real time strategy). H mo dnuoeiing unyavn vy ta RPG moryvidia
eivon to «kRPG Maker.

RPG Maker

«RPG Maker» (1 oAumog RPG Tool) kaAgiton pio o€ipd Tpoypoppdtov o omoio
aQOPOVY TNV avATTLEN TOV TAYVISUDY POAMV Kol 1] 07Ol dSnpovpynonKe apykd ard
mv wmoviky opdda «ASCI» kot cvveyiotnke omd v «Enterbrainy. To «RPG
Maker» divel T duvaTOTNTA GTOVG XPNOTEG VA ONULOVPYNGOVV T, SIKGL TOVG YNOLOKA
noyvidle porwv. Ot mePocOTEPES EKOOCELS TOV TPOGPEPOVY EVO GLVTAKTN YOPTN
(map editor), pio oy YA®coa scripting yo dwygipion copPavimv kot £vo GUVTEKTN
payns. Oreg ot exdOcES TEPMOUPAVOLY OPYIKOVG TPO-EMEEEPYACUEVOVG YOPTES,
YOPOKTNPES Kot ovpPdvia to omoia pmopodv va ypnowomomBodv katd 1
dnovpyia véwv mayvididv. To onuavtikd yopoktpiotikd tov RPG Maker givar 61t
dtvel T duvaTOHTNTO GTO XPNOTN VO ONLLOVPYNOEL VEOLG YUPTES KOl XOLPOUKTNPES OAAYL
Kot va mpocBéoel kar véa ypoewkd. Emiong, to RPG Maker emexteiver
AertovpykdTTO. TOV KOOMG TaPEXEL AEITOVPYIEG KOl GUOTOTIKG TOV UTOPOVV V.
YPNOWOTOMBoVV Kol 6T dNUOLPYIR SLPOPETIKOV E100VE TALYVIOIDV OTTMG Ty Vidlo
TEPIMETELOG.
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To RPG Maker mapéyetl epyaleio 6TOVG XPNOTES Y10 VO SNULOVPYHGOVY TOVG OKOVG
toug 2D Kkdopovg ko T dkég Tov 1oTopieg ot omoieg Ba eEehicoovtanr péca oe
avtovc. [Ipooeépel pio TANOdpa €KOVOV Kol GUOTATIKGOV Yo TH dNUIovPYio TOV
YGPTN TG KAOE TOTAG MOTE O YPNOTNG VAL UTOPEL VL SNUIOVPYNAGEL £val 11iTEPO Kot
TPOCMOTIKO KOGHO / XEpTN. TO KOGUO OVTO EIGAYEL TOLG YOPAKTPES Ol 0Toiol Ba To
ovvtehovV kot Oa cuufdiovy oty eEEMEN TG 1oTopiag. AtdAoyot, )0l Kol LOVGIKN
TPOGPEPOVY PEOAICUO KOl OAOKANPOVOLV TO, GLOTATIKA NG 1otopiag. O ypnotng
opilel To ovuPdavta Kol TIG OMOKPIGES TOLG HE OMOTEAEGUO TO GULGTOTIKO TOV
TOLVIO00 VoL OAANAETIOPOV.

H «Enterbrain» opilet ta déka Baokd Pruata ta omoio Tpémetl va. okolovbnoovy ot
YPNOTEG MGTE Va. SNUIOVPYNGOVV TO d1KO Tovg oy viot pe to RPG Maker:

o  X0Anwn 10éag. cLYYypOEY] TNG YEVIKNG 10£0G TNG 1o0Topiag Kot OAwV dcmv Oa
wepAapPavet

o vyypagpn script: to script Bo mepthapuPavel Tovg S10hdYoVG TG 1oTOPING Kot
™V TEPLYPAPN T®V YEYOVOT®V oL Ba cupPaivovv. Ot Aemtopépeleg o1 omoieg
B eumepiéyovtan eivar oy guyépelol TOV ¥PNOTH, OAAL OGO TEPICCOTEPES
elval 1060 o vkoAn Ba elvor n dnpovpyio TOL TALVISLOV.

o Anuovpyia yaptn: amoteAel To Tpito Prina Ko divel T dSLVATOTNTA GTO YPOTN
VO OTMTIKOTMOMGEL TOV  kOouo g 1otopioc. H  donovpyia  yapm
TPOYLOTOTOLEITOL [E TNV EMAOYT] TOV TOPEYOUEVOV CLCTOTIKOV Omd TO
¥PNoTN Kot M TomoHETNom Tovg 6to TAEYHA ¥bptn. O ypnotg emiéyel éva
oVoTaTIKO (). éva 0£vTpo) Kol To Tomobetel oto onueio mov emBupuel péoa
oto mA&yua. To mAéypa ovtd amotedeiton amd Eva GHVOAO TETPUYOV®OV, OTOTE
Kol éva avtikeipevo tomofeteiton péoa oe €va t€too teTpdywvo. O xbptng
owbétel tpla emimeda dote va oe €vo TeTpdymvo (1 €va 6GOVOAO TOVG) Vo
UTOpPOHV VO EICAYOVTOL TEPICCOTEPO AVTIKEILEVA — ONAOON Vol AVTIKEILEVO VO
tomoBeteital ta SPOPETIKO VWog omd Kamowo GAlo (m.y. Telyog, TaPdvi).
Emiong «dBe tetpdymvo umopel vo €xel OQOPETIKES 1010TNTEG, OTMG M
dvvatdtnta vo umopel va kivnOel kdmolog pésa o€ avtd M OxL.
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Eile Edit View Mode Draw Scale Tools Game Help
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Eixéva 19:XZyedioon moryvidiod oto RPG Maker

o Anuovpyia avitkeluevwyv moryvioloD: To. OVTIKEIEVE TOV ToyViooL &ivol 1
0VGio OAOV TOL TOLYVIOOV KoL Y10, VTO Ko 1 OMpiovpyia Tovg etvan kaipio. e
OLTO CLYKOTOAEYOVTOL Ol YOPOKTAPES Kot Ol O10TNTEG TOVG, TO OTAN, TO
OVTIKEILEVA, TO €PE KOTAGTOONG, TO TEPAUTO, Ol TOVIOL EUMEPIOG 7OV
amodidovTa Kot GAACL.
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w

Actors {(rjasse's' HVS‘kiils Hrlrtems i Weapons | Armors .'VEinerﬁries' I Troops ( States i Animations { Tilesets il Common Events i ':';{/st'émri

ACtOfS S !" MName: Parameters
(001 Aluxes Estelle l
002: Basil } | MaxHP MaxSP
003: Cyrus Class:
004: Doroth
|00S: Hunter v/
006: Felix
007: Gloria Initial Level:  Final Level:
008: Hilda n A B | —
‘ = = STR DEX
EXP Curve:
{Basis:Z?‘J Inflation:33 3 \
AGI INT
Battler Graphic:
Starting Equipment
Weapon: iOl?: Bronze Bow v | [CIFixed
[
Shield: | {None) v | [JFixed
Helmet: 1005: Bronze Helm v ‘ [CIFixed
Body Armor: 1017: Bronze Plate v l [CIFixed
Accessory: 1(N0ne) V‘ [CIFixed
[ Change Maximum. .. ]
[ ok ][ cancel || ooy

Eixéva 20: Oprouds ovureyévaov oro RPG Maker

Anuiovpyio. ocopféviov: to. coufdavta givar 1 TEUTTOVGIN TOVL TOLYVIOOD
KOOGS apopoV TIC SPACELS KO TIG AVIWOPACELS TMV AVTIKEWEVOV LEGH GTOV
KOGHO. ZTo CLUPAVTIO EUTMEPEXOVTAL Ol ONAMGCELS TMV YOPOKTNPWOV, Ol
dwhoyol, M évapén pog péyms. To kébe copPav pumopel va elvar amotéleso
Kdmolov GArov cvuPdvtog to omoio opileron and to ypMotn. Me avtd TOV
TpOTo opileTon po aAAnAovyic YEYOVOT®V TO OTOl0 AVIUTPOGMOTEDOLV TN PON
TOV O V1O100.

ToroOétnon twv tepdTwv oTO0 YOpPTH: UETA TN ONUIOVPYID TGOV SEOPOV
TEPATOV TOV TTOLYVIOOV MG OVTIKEIEVO O XPNOTNG TPEMEL VAL T TOTODETNOEL
HEGA GTO XEPTN OGTE VO TA OVTILETMTIGOVV O YOUPUKTIPEC.

Emiloyn povoixng: o ypnotmg umopel va emdééer amd pioa ninbopa MP3
apyeiov ta omoia Oa TAacudGoVY TO Ty vidl Kot ta cupuPdvta péca 6g aTo.
[Mopéyetor n dvvatdtTa EVOALAYNG TG HOVGIKNG avdAoya T0 cupuPdy mov
Aappdver yopa oto moryviow kabe opda.

LlpocOikn mopdiiniwv mepimeteidv: Ol TOPAAANAES TEPMETEIEG ATOTEAOVV
wtopleg ot omoieg ovuPaivovv mopdAANA pe TNV KVOpL 1oTOpict TOL
oy Vdlov 1 amoteAoVV HEPog TS kat Ponbovv oty mepartépw eEEMEN TG,
dlywg OU®S M U 0AOKANPWOGT TOVG Vo TNV emnpedletl mpaypatikd. O xpnoTg
pumopet vo ewodyel mopdAANAeG 1otOopieg MOTE VO KAVEL TOV KOGUO TO
PEAMOTIKO KOl VO TPOGOMGEL GTNV KOpLa 16Topia Tov peyolvtepo Bdbog.
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o Joveyng EAEYyog KOl OVOTPOGOPUOYH TOVD TOLYVIOLOD: | OMOKANPMOT VO VEOU
oy Vo0 omottel To cuveyn ELeYXO TOL pe aALETOAANAEG SoKIUEG GE OAN TO
eninedd tov. O KOGUOG, M TAOKY], Ta avTiKeipeva, ta cvuPavta Oa ypelaotel
va. 0AABEOVY apKETES POPES UEXPL O YPNOTNG VO PTACEL GTO TEAIKO OTASLO
evOg TANPOVG Kot SL0CKESAGTIKO ALY VIS0V,

o Aiavoun: TV OAOKAMP®GT TOL TOXVIdool akoAovBel 1 dtavoun tov émov yo
va Tpaypotonombei TpoHmoHETEL TO TAKETAPIGUA TOV KOL TNV EYYPOPT| TOV GE
Kamoto anobnkevtikod péco. To maketdpiopo mov mapéyel to RPG Maker givat
TOAD amAO Kol g0YpNOTO KOOMG O UETEMEITOL YPNOTNG TOL WITOPEL Vo, TO
EKTEAEDEL EMALYOVTOG Kol KAVOVTAG STAO KAIK TO £1KOVISL0 TOV.

D@ |8 e 000 44 % &3 rER €
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Eixéva 21:Xyedioon aotikod nepifdiloviog oto RPG Maker
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Ewsayoyn ota 3D ypagikd ko oty OpenGL

2OVTOU| LIGTOPLKT] GVAOPOUT] GTA YPUPLK( VTOALOYLGTOV

Ot mpdTOl VIOAOYIOTEG amotelovvTay amd pio TANOdpa dlokonTOV Kol @OToV. Ot
TeXVIKOl Kot ot pnyovikoi gpydlovtav v HEYGAO YPOVIKO SLAGTNUO (DGTE VO TOVG
TPOYPOUUOTICOVY KOl OTN] GUVEXEIWL VO UEAETNGOVV TO OTOTEAEGUOTO  TMV
vroAoyiopudv tovg. [lpdtuma potevov evdeiemv 1 KATO10G TOTOG EKTOHTOONG
Tapeiyov YPNOIUES TANPOPOPIEC GTOVG YPNOTEG TOV LIOAOYICTAV. Ta TPMOTH dNANOTN
YPOQIKA amoteAoVvTay omd éva mAaico and eota mov avoBocsPrivovv. H 10éa tov
YPOPIK®OV T®V VLIOAOYIOTAOV EeKivoe OTaV Ol VTOAOYIOTEC OVTOL ApyloaV Vo
tonovovv. Kabmg o kabe yapakmpag g ahpapnta eiye Eva KaBopiopévo Gynpo Ko
péyebog, or TPOYPAUUATIOTEG TG dekaetiag Tov 1970 onuiovpynoav OmpiovpyiKa
TPAOTLTOL KOl EIKOVEG LE TN PO ATA®V actepiokmVv (¥).

Hlektpucn mpooéyyion

To yopti o¢ péoo €£6060v eivar YPNOYO KOl OTOPOITNTO KoL OL SPOp®V THT®V
ektunOTéC avtikatéotnoav v ASCI téyvn pe évieyveg €IKOVEG QMOTOYPOPIKNG
mo10tNTOaG. AAAG TO YOPTL KOl TO HEAGVL OEV amOTEAOVV TOV 10€0TO TPOTO AMEIKOVIONG
v kGOe €idovg avdykn kot ToAAES opég elvarl vtepPoAkd kooTofopa. Ot kabodukol
ocoMveg (CRT) amotélecov pe tn oepd TOLC pio kKaipia wpooHBNKN Yo TOLG
vroAoyiotéc. Ot apyikés 006veg kaBodikoh cOAVO NTOV CPYIKE TNAEOTTIKA
teppotikd yio v anewkdévion ASCI yapoakmpwv, Ouwmg iyov ™ duvototnTo Yo
oyedioon onNUeEi®V KOl YPOUUDV, OTMOG KOl YOPOKTP®V TOL 0APAPNTOV. ZOVTOUO, VEL
oVUPOA EUTAOVTICAV TO TEPUOTIKG KOl O1 TPOYPUULOATIOTES GAPYLGOV VO ONUIOVPYOHV
YPOQIKO (OTE VO EUTAOVTICOVV TO TEPLEYOUEVO TOV OMOTEAEGUATOV TOVC.
Avortuynkov ot Tp®@Tol aAyOp1fuot yio 1 ONUIovpYic. YPOUU®Y Kot KOUTOA®V Kot
£T01 TAL YPOPIKA VTOAOYIOTMOV OMOTEAEGAV £VOL VEO €100C EMIGTHUNG.

To mpdOTO YpaPIKE VTOAOYICTOV TOV OAMEKOVIGTNKAV OTO TEPUOTIKA MTOV S0
dwotdoewv (2D). Ot ypappés, ot KOKAOL Kot T0 TOADYMVO XPNGLLOTOOVVTOY Y10 TN
onuovpyia ypaek®mv yw pio mowkiMa okomdv. Ta ypagnuato Kot Uropovcay vo
OEIKOVIGOVV EMGTNUOVIKE KOl GTATICTIKG OEQ0UEVA LLE £vaL TPOTO OOV 01 TIVAKES O
pumopovoay. Ot TPoypappHoTIoTES avénTuEay eniong moyvidlo pe Tn XpNomn OmAdv
YPUPIKAOV, TOL ATOTEAOVVIAV OTAMS YPOLUUES TTOV ENMAVOCYEOALOVTOV TOAAEG (POPES
v OEVTEPOAETTO.

O 6pog «og mpaypatikd ypovoy (real-time) epapudotnke yio TpOTH POPA GE YPUPUKE
mov Moy Kwovpeva. O 6pog owtdg onuaivelt 6Tt 0 LRIOAOYIOTNG Wmopel va
eneepyaotel ta dedopéva €16600V TOGO YPYopa N KO KOl YPNYOPOTEPQ Ond TO
xpOVO mov avtd gwcdyoviat. H epappoyn tov 6pov avtod oto ypapikd VIoAloyioT®dV
onpaivel avtiotorya 0Tl 0 VWOAOYIGTNG TTapdyet pio Kivovpevn ewova 1 £va GHVOAO
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amd ewdveg anevbeing ¢ amOKpPIon G€ KATOolo dEdOUEVA EIGOO0V, OTWS OVTH TOV
épyovtor amd €vo tnAexeplot)po N €va TANKTPoAOYlo. Ta ypapikd mTpoypoTikon
YPOVOL UTOPOVV VO, OTEKOVIGOUV &va YpaPlkd KOPM TO Omoio peTpdtol omd
NAEKTPOVIKO €EOTAIGUO, OAANAETOPOCTIKG TOLY VIO KOl OTTIKES TPOCOLOIMGELG.

pocéyyon 3D

O 06pog tpwddotatog (3D), onuaiver €va oaviikeipevo dSwokpivetoar omd TPELg
doTaoelg: TAdTog, vyoc, Babog. Avtifeta oty mepintwon Twv dV0 S10cTAcCEDMY O
ocoumepappdvetar to Paboc. IMapdderypo, éva opboymvio yapoktnpiletor g
dwoobotato evd  évag kVPoc g Tpuwldotato aviikeipevo. Ot KOAMTEYVEC
YPNOOTOOVY TEYVIKEG DGTE VO, TPOGOMCOLV TN d1doTacn Tov PdBovg ota £pya Tovg
wote vo Oeiyvouv tpddotata. ‘Evag mivakag, sivor otnv mpaypotikdnTa Eva
dwoodotato  avrikeipevo kabBmg amotedeiton poOVo amd  YpOUOTO TAVEO OTN
dodidotatn emEAaveln Tov KapPd. Avéroya, o 3D ypagikd vIOAOYIGTAOV givol 6TV
ovcia 0100100TATEG EIKOVEG TAVM o€ pia eminedn 000vn Tov Tapéyet pia yevoaicOnon
BaBovg — v Tpitn ddoTacT. AVTO TOV KAVEL TO YPOPIKO OVTIKEIHLEVO VO QoiveTOL
TPOACTOTO EIVOL 1 TPOOTTIKT).

‘Eva avtikeipevo mapovotdletal o€ KAmToov og Tpto1dototo 6tav 10 PAETEL Kl e T
oo pdti M Otav mapEYETOL 010 KAOE HATL SLOLPOPETIKN EKOVOA TOV OVTIKEULEVOL
avtov. Kdabe patt dappdver pio 0vo dactdcewv ekova, 1 omoia givol KatL cov pio
TPOGMPIVY POTOYPOPio TOV amelkoviletan og kGbe appiPAnotpoedn yrtdva. O dvo
OVTEG €IKOVEG €ivol Alyo O10pOPETIKEG emedn AauPdvoviar amd dV0 SOPOPETIKEG
yovieg. O eyk€@aAog ot GLVEXELDL GLVOVALEL OVTEC TIC OVO JLUPOPETIKEG EIKOVEG
hote va mapdyet pio, ohokinpouévn 3D ewdva (Ewova 22).

Eixovo 22: Avtilnwn tov eykepdlov yio uia oxnvi

H yovie petafd tov ewdvov yivetor pukpdtepn KoOOG TO  OVIIKEIUEVO
amopaxpvvetat. Etvatl dvvar n evioyvon avtod tov 3D amotehéspotog avéavovtog
™ yovio petad tov 0vo swdvov. H 006vn vroroyiot) sivor pio emimedn swdva
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Tove oe pio eminedn emedveld, Oyl dV0 EIKOVEG OO JUPOPETIKEG TPOOTTIKES TTOV
avaAvovtor and kdbe pat. Omwg amodeuvietal, avtd mov opiletar wg 3D ypapikd
VIOAOYIOT®V glvan {o mpocéyylon Tov mpaypoatikod 3D.  Avt n mpocéyyion
emTuyydvetar pe tov 010 TpoOTO pe Tov omoio ot kaAltéyves emeCepydlovion To
oxé016. Toug pE QavoueVIKO PdOog, ypnooToOl®VTOG TIC 101EG TEXVIKEG TOL
YPNOOTOLEL 1| PUOT] Y10 TOVG AVOPAOTOVS e Eva PaTL.

H mpoomtikny kot povo eivol opketn yuoo vo OMUIOVPYNGEL TNV EUPAVIOT TPIDV
dwotacewv. Ta epé ta omoia mepikheiovy T0 aAvVTIKEILEVO TOV divouv TN TPOICTOTY
epeavion tov. 'Eva otoyeio eivan n oxioon g empavelog AOY® Tov @mTOg, £va GALO
elval 6T To KOVTIVA aVTIKEIPLEVO PaivovTon LEYOADTEPO AT TO OO LOKPVOUEVA. AVTO
T0 Q& TPOOTTIKNG KaAeitaw «Ppdyvvon» (foreshortening). To epé ovtd kot ot
EVOAAOYEG XPOUATOS, Ol VOES, 1 OKIOON Kl Ol TOIKIMES TV EVIAGEMV YPOUOTOG
EVIOYVOLY TNV TPOOTTIKY LG MG TPOG TG TPEIS OOGTACELS.

Baowég évvoreg kan teyvikég 3D

H dwowoacio pe Pdon tv omoia to podnuoatikd dedopéva Kot To OEOOUEVO TNG
ewovag ovvovalovtar kot petooynpatitovroar oe 3D swdva kaAeitor «omddoon»
(rendering). Otav ypnowomoteiton g pHuHo, oEopd TN SldKacioc TOv EKTEAEL O
VTOAOYIGTNG MGTE VO SNUOVPYNGEL TN TPLdtdoTatn eikova. Otav ypnoiponoteiton wg
O0VLGLOOTIKO, OPOPE TNV TEAIKN EKOVA TTOL TAPAYETOL.

Meraoympatiopoi kot IpoPoirég (Transformations and Projections)

O petaoynuatiopog mepthapfavel v oAloyn 0éong twv onueiov kot tn oyedioon
YPOUU®V OVAUESH TOVS MoTe vo. dOnpovpyndel n yevdaicOnomn evdg tpotiloTaToL
KOGUOV TV o€ o enimedn diedidotatn 006vn. Ta onueio cvtd KaAoHLVTOL KOPLEOES
(vertices) kot HETOKIVOVVTOL OTO YMPO WE TN ¥PNOT UG HadnUoTiKig VT0doUNG oV
KoAgiTol «ufiTpo petooynuotiopov» (transformation matrix). Me tn ogipd g, 1
«untpa wpoPoing» (projection matrix) dwyepiletar Tic e€lodoE; MOTE VA
petatpéyel Tig 3D cvvietaypéveg oTIC O160140TUTEG CLVTETAYUEVES TNG 000VNC, GOV
oLUPOLVEL BTNV TPOYUOTIKOTNTO O TPOAYLATIKOG CYEOUCUOC TV YPOULUUDV.

Rasterization

H oyediaon, M 1o yépuopa tov gikovootolyeiov avaueso og kabe kopuen (vertex)
®ote va dnuovpynbodv ot ypappéc kaAsiton «rasterization». H 3D swova pmopei va
EexaBoplotel axkdOUO TEPIGGOTEPO HE TO GLVOLAGUO UETOACKNUATICUEVOV KOl
«rasterized» ypopupdv appolovVTac GTO OVTIKEIEVO TNV OQUIPEST TG KPUUUEVNC
EMPAVELNG TOV.

[Maporo mov 1 oyediaon pe ypoupés (wireframe rendering) epapupoleton yio d1dpopeg
xpNoes, N ocovnbiopévn emeCepyacio mpaypatonoteiton pe ocvumayn tpiyove. Ta
Tplyova Kot To TOAY®OVE TEPVOLV KOl 0VTA amd TN dladikacio Tov «rasterizationy» 1
yepiCouv 0mmg Kot ot Ypoppés. To maAaidtepo VAKO YPOQIKOV UTOPOVCE Vo, YEUIoEL
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T0 Tpiyova pe éva oupmoyég ypopo oAAd avtd dev evioyve diaitepa ™ 3D
yevdaictnon. Ta moyvidio Kot 1 TEYVOAOYiOL TPOGOUOIMONG TNG AVTIGTOYNS ETOYNG
umopel va APNGILOTO0VGOV TOADYWOVO, e OOPOPETIKE GCUUTOYT YPOUATO OAAL OE
EVIGYLOTOV aVTIOTOLYO 1 1OE0 L0 TTPOGO LOIMOTG TG TPOYUATIKOTNTOG.

Ykiaon (Shading)

OpiCovtog pion mOWKIAIL OTIG TEG TOV YPOUATOV TAVEO OTNV ETPAVEWL (7TOL
Bpioketal ovdpeoo oTIG KOPLEEG), WIOPEL VO, TOPOVOINOTEL TO €PE TG OAANYNG
QOTEVOTNTOGS TAVE o€ avth). H potevdotta kot n okioon anotelhovv moAd peydio
OVTIKEIUEVO  EVOLOQEPOVTOC Kol OvVATTUENG ©T0 Ywpo Tov ypagikov 3D. Ot
«oKlaotécy (Shaders) amotelodv mpoypaupato. To. 0moio. EKTEAOVVIOL 6TO VAIKO TMV
YPOPIKOV MOOTE VO EMEEEPYOSTOVV KOPLPEG KOL VO EQAPLOGOVY E€PYOGIEC TOTOV
«rasterizationy.

Xaptoypaonon Yoig (Texture Mapping)

Mia ven (texture) sivor amkdg pio gwdvo m omoia yoptoypageitoar mive oe pia
EMPAVELX EVOG TPIYDVOL 1) TOAVYDOVOL KO TPOGOHIOEL VO VEO EMIMEDO PEOMGLOD GTNV
tehMkn 3D swdva. Or veég elvar ypnyopeg Kot omodOTIKEG GTO GUYYPOVO VAIKO
VTOAOYIGTMV KOl [ict LOVO VPN UTOPEL VO avamapdyel pio ETPAvVELD 1| oToio pmopet
va xpelaleTol YIMAdES 1| OKOMO KOl EKOTOUUVPLO TPTy®mVa Yo va, avamopooTadel pe
GAAo TPOTO.

Avapeagn (Blending)

H avaueiEn emrpénel m onpovpyio VO HEIYHOTOS SLOPOPETIKMY XPOUATOV. AVTO
TO0 Q€ avTOVAKAOONG ONUIOLPYEITOL OYEOIALOVTOS OPYIKA TO OVTIKEILEVO OVATOdO.
11 ovvéyela, oyedidleton To mhtwpo «avapsryuévoy (blended) amd navem tov kat to
omoio axolovBeiton amd TV Tave de&1d peptd Tov. Me awTd ToV TPOTO TAPOLSIALETON
TO OVIECTPOUUEVO OVTIKEIUEVO HECO Oomd TO TATOUO Kol O EYKEQPUAOS TO
avtilapPavetolr o¢ pio avtavakiaorn. H avapei&n ypnoonoleitoan eniong dote va
TaPOVCALOVTOL TOL OVTIKEILEVO SLOPOVTY).

Xuvoyilovtog TIg TEYVIKESG

H ovurayng 3D yeopetpia éxet og Bdon v Evoon TV KOPLOAOV KoL THV EQOPLOYN
TOv «rasterization» oto Tplymve OGTE VO TO OVTIIKEIUEVA VO, YivOuV ocvumoym.
Metaoynuatiopol, okioon, veég, avaupen: «dbe oxmvl mov €yel vmooTel
eneepyacio and vmoAoywot| o€ pio tovio, MAEKTPOVIKO Touyvidl, EMIGTNUOVIKN
npocopoimon, &gl dnuovpyndel amd v £QAPUOYN TOL CLVOLOCLOD TOV TECCAP®V
aVTOV PACIKOV TEXVIKOV.

Eoappoyéc 3D

Ta Tpd1doToTO YPAPIKA YPNOIUOTOOVVTOL HE TOAAOVS KOl S1APOPOVS TPOTOVS GTIC
ovyypoves e@appoyés Aoyopwkov. Ot epappoyés oe mpaypatikd ypoévo 3D
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neplopfavouy €va g0pog amd moaryvidlo aAANAETIOPAOTG KOl TPOCOUOIDGELS £MG Kot
aVaTOPAcTACT OESOUEVOV Y10 ETIGTNUOVIKY, lOTPIKT, emyepnotlokn ypnon. Ta
VYNAOTEPOL eMmESOV 3D YpapiKd ¥PNOILOTOIOVVTOL OTIG TAVIES KO O TEYVIKES KoL
EKTAOEVTIKEG EKOOGELG.

Hpaypatikod Xpévov 3D

Ta mpaypotikod ypdvov 3D ypagikd eivar kivodueva kot oAANAETIOPOVV pe TO
xpPNo. Mia and TIc TPMOTES EPAPUOYEG TOVG NTAV GTIG CTPATIOTIKEG TPOGOUOIDGELS
ntong. Ot epappoyés v 3D ypapikdv 6ToVg TPOSHOTIKOVS VITOAOYIGTESG OV £XOVV
opla. H mo kown tovg yprion lvatl n €papproyr Tovg 6ta NAEKTPOVIKE moyvioto. Ot
pocttég TWES 610 3D vAIKO TV vToAoyloTOV £0woe pio TOAD yepn @Onom kot
avdmtoén om 3D Bropnyovia. Ot emiyelpnoloKés eQApUOYEG EKUETOAAEDOVTOL TNV
TEYVOAOYIOL OLTH KOl TO KOGTOG TOV VAKOD (OTE VO EVOOUATOGOVYV OAO Kol
TEPLGGOTEPOL KO TTO TOAVTAOKO, EMLYEPNOIOKA YPUPIKA, OTMG KOl VO OTEIKOVIGOLV
TeXVIKEG €EOpVENG dedopévov. H ovyypovn ypoaeikn OJemagn ypnotn emiong
eEelMytnKe OOTE Vo EKUETOAAEVETAL TIC SuvaTOTNTES TOV 3D VAKOD.

Mn paypatikod Xpovov 3D

Kémowog ovufipacudg ypetdletor yoo v €Qopuoyn TV mpaypatikov ypoévov 3D
epoapuoydyv. Me peyalvtepo ypovo emefepyaciog elvar dvvar 1 mopoywyn
vynAdtepng mowwttoc 3D ypaepkov. Tomkd, mpaypoatomoleiton 11 oyedioon TV
LOVTEA®V Kol TOV oknvav kot évag emnefepyaotng amodoone (renderer) tomov
oOPOONG YPOUU®OV M €VOG EVIOMIGTNG OKTivag emeEepydleTol TOV OPIGUO DOTE vV
mapayel pior eikdva vyming mowwtroc. H tumikn dwdkascio eivol kdmowo epapuroyn
povteAomoinong mov ypnoiponotel mpaypatikod ypovov 3D ypagikd ®dote va
OAANAETIOPACEL LE TO ¥PNOTN TOV ONUOVLPYEL TO TEPLEYOUEVO. TN GLVEXEWN, TO
mhaicwo (frames) amootéAlovtal oe pio GAAN €papuoyn N LIO-povtiva M Omoia,
enefepyaletan v ewkova. H enelepyacia evdg mlonsiov piag taviag omwg givat to
«Shrek» umopei va ypelaletar dpec o £va TOAD ypryopo vmoAoyioth. H dadikacio
Mg emefepyaciog Kot amobnkevong TOAAGV YIAGO®V TANIGioV mopdysl pio
Kvovpevn aAAniovyia yuoo v avamopayoyn. [lap’ 6Ao mov N avamapaywyn umopel
Vo TOPOVGLALETOL GE TPAYLATIKO ¥POVO, TO TEPLEXOUEVO dEV Etvat dadpacTikd, OTOTE
Kot 0g yopaktnpiletal ¢ TPAyHATIKOV YpOVOL OAAL Tpo-emeEepyacuévo (pre-
rendered).

Ykwaotég (Shaders)

Ot kbpteg YpAPIKOV €KTEAOVLV LYNAOL €mmédov mpoypappatiiopevn enelepyacio
(programmable rendering). O 6pog «GPU» (graphics processing unit) avagépetot ota
TPOYPAUUOTILOHEVE OAOKANPOUEVO KUKADUOTO TOV KOPTOV YPUPIKOV TO. OToic
€YoV moAD VYNAN TaOTNTO TAPAAANANG emeiepyociag. O mPOYPAUUATIOTNS £XEL TN
duvatdTTo v ETavopLOUcEL TOV TPOTO AEITOVPYIOG TNG KAPTOG DGTE VO, EMITVYEL
EIKOVIKA OTIO100MTOTE E01KO EQE.
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Baowég apyéc mpoypoppatiopov 3D gpappoyav

H OpenGL &givar ovcuootikd éva youniot emumédov APl emefepyaciog kabmg o
TPOYPOUUUOTIOTNG TPETEL VO ONULOVPYNOEL TO HOVTEAO POPTAOVOVTOAG T TPIY®VO, Kot
€QopUOLOVTAG TOVG ATOPOITTOVS LETAGYNUATICUOVGS, TIG VOES, TOVS OKIUGTES KOl OV
yperdleTon kot to TpdTuTIa avapeEnc. Me avtd tov tpdmo givor pavepOS 0 EAEYYOG
OV VIAPYEL OTA YoUNAG emineda avimtuéne. To yeyovog avtd divel T dvvoTdOTnTo
™mg onuovpyiog vémv alyopiBumv emelepyaciog, vEmV TEXVIK®OV dlayeipiong g
EMIOOOMG KL VE®V TEYVIKAOV KOAALTEYVIKTG TAPOVGINOTG TOV EPAPULOYADV.

YVOTINHOTO ZOVTETOYREVOV

O meprypan evOG AVTIKEWWEVOL GE TPELS OOCTAGELS TPEMEL APYIKA VO OPLoTEl Eval
mAaiclo avaeopds Pdoet tov omoiov Ba vmoAoywotel kot Bo TomoBetnBel. Otav
Tpaypatoroleiton 1 oyedioon ypoupmv kot 1 opiCovion onueia og pio emxinedn 06o6vn
vroAoyiotn, Kabopileton pio Béom pe Paon pio ypouun kot pion otfiAn. Anioaon,
kaOd¢ pio Tomikn 006vn VGA éyxel 640 sikovootoryeio amd apiotepd mpog o de€1d
kot 480 and mhve TPog T KATM, £vo onueio otn péomn g 000vng opileton ot B€on
320 ewovootoyeion amd aprotepd mpog ta 0e€id ko 240 amd maveo TPog To KATW®
(320, 240).

Yty OpenGl kot oyeddv og kabe 3D APL, i dnuovpyio evog mapabipov péco 6to
omoio Ba yivet m oyedlaon ovvodevetoaw amd 10 KAHOPIGUO TOL GULGTHUATOG
ovvietaypévov 1o omoio Ba ypnowomomBel ko 10 moOG Ba yaptoypapnBodv ot
OUVTETAYUEVEG OVTEG GE PLOIKA EIKOVOGTOLYElD 000VIC.

2D KoapTteowavéc Xovretaypnéveg

To mo Kowod cHOTNUA GLVTETOYUEVOV Y100 TV €QOPULOYN onueimv 600 O106TACEWV
etvar to kaptestavo. Opiletar amd T1g ‘X’ Kot ‘Y’ cvvtetayuéveg, 6mov ot ‘X’ apopovv
v oplovtia KatevBvvorn kot ot ‘Y’ v kabetn. ‘Eva onueio 6to ydpo avtov Tov
ocvotiuatog opiCeton w¢ (X1, y1), 6mov X1 10 onpeio otov kabeto dEova kar Y1 otov
oplLovtio.
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Ewcova 23:Kopreoravo odotnua

"Eva mapdBupo vroroyiletar pe opiopd €IKOVOGTOLYEI®V Kot TPEMEL VO, OPIOTEL GTNV
OpenGL nog va petagpdost Ta {evydplo. GUVTETOYUEVOV GE GLVTETAYUEVEG 00OVNG.
Avtd mpaypotomoteiton Kabopiloviag to koptestovd medio mov KotaAapuPdvel to
napabvpo - 1o medio awtd Yapaktnpiletar og To mEdio «clipping». X éva ydpo 600
dwotdoswv, to medio «Clipping» eivatl ot péyloteg Kot o1 EAAYIOTEG TIEG TV ‘X’ Ko
‘y’ mov Bpickovion péca 6to Tapddupo.
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#wo's block box
Eixéva 24: Clipping

Me ) ypnon tov pueboddmv g OpenGL etvatl duvati N HETAPOPE TOV CLOTHUOTOG
CUVIETAYUEVOV OVATOOM a0 VD TPOG T KATM 1 omd 0e€1d mpog ta. apiotepd. H
TUTIKY  XapToypaenon tov mopabipov tov Windows eivar 1o Ogtikd Yy’ va
LETAPEPETAL KAT®, OO TNV KOpLueN ot Pdorn Tov mapadvpov. Av kot eivan xprioyo
otav oyeddleton keipevo, dev elvar dpmg 1o 1010 ypnopo kot 6tov oyedtdlovio
YPOPUKAL.

Viewports:  yoptoypdenen ToV  6xEOl0lOUEVOV  GUVIETAYHEVOV — OTIS
GUVTETAYPEVES TOV TAPaOvpov

Eivon omdvio @awvopevo 1o mepikoppévo (clipiing) medio va tapialer andivta o€
Vyog kot mAdtog pe to mapdBvpo oe ewovootoryeio. o owtd to Adyo elvan
OTOPOITNTO TO GUGTNIO CUVTETAYUEVOV VO XOPTOYPAPNOEl amd AOYIKES KAPTEGLOVEG
OCULVTETOYLEVEG GE GUVIETAYUEVEG €KovooTolyeimv 006vng. H yaptoypdonon avtn
Kkabopiletar amd To «viewporty. To «viewporty anoteiei To medio péca otV TEPLOYN
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0V TTapafvpov OV YpPNoYoTolEiTaL Yo Vo oyedlaotel to mepwoppévo medio. To
«VIewporty anAdg yopToypPuEl To TEPIKOUUEVO TTESTIO GE pio TEPLOYT TOV TapadHpov.
Yvvnbog, 0 «viewporty opiletor g oAdKANPo T0 TopAbvpo aAAd avtd dev givar
avoTnpd aropaitnto — Kabhg Ba umopovce va ypetdleton  oyedioon povo og éva
GLYKEKPEVO LEPOS TOL TTapafHpov.

INo mapdodeypa, éotw 6Tt £xovue €va mapdbvpo peyébovg 300x200 sikovootoryeimv
ue to «viewporty va opiletor mg oAokAnpn M wepoyn. Edv to mepwoppévo medio
(clipping area) ywo. avt6 o mapdbvpo opiotel 6to 0pog 0-150 otov dova Tav X’ Kot
0-100 otov G&ova tv ‘Y’, ot AoyikéG cvvtetaypéves Bo yaptoypaeovvtay o€ éva
HEYOADTEPO CLOTNHO CLVTETAYUEVOV 000V 610 mapdBupo. Kdébe pio advénon oto
AOywOd ocvomnuo cvvietayuévov o 1codvvapovoe pe SmAn avénorn 610 PLGIKO
ocbomuo.  ovvietaypuévov oL mopobvpov. Ta  «viewports»  umopodv  va.
YPNOooTOMBoVV Yo va tukpvvouy 1) va peyefbvouv v eikdva péca oto mapadvpo
KOl Y10 VO OTEIKOVIGOUV HOVO £€vol LEPOG TOL TTEPIKOUUEVOL Ttediov puvOuilovtag ta
®oTe va etvar peyahhtepa omd TV mEPLOYN TOV EKACTOTE TOPadVpOUL.

Kopv@1 — pia 0¢on 6to yopo

210 d160140TUTO KOl OTO TPLOAGTATO YMPO, OTOV OYESIALETAL VO OVTIKEIILEVO, OVTO
amoteleiton omd £va GOVOLO Ao LKPOTEPO CYNUOTO TA OTTOT0 KAAOVVTAL TPWTEHOVTO
(primitives). To mpwtedovto omotehobv pioag N 600 Swotdoemv oviOTNTEG N
empaveleg OTmg givorl o onueia, 01 YPOUIES Kot To Tpiyova Ta omoio cuvovalovtol
oto 3D yopo wote vo dnuovpyncovv 3D aviikeipeva. o mapdaderypa, £vog
Tp1doToTog KOPog amoteleiton and €61 diodldotaTa TETPdymva, OToL T0 KabEva pe
™ G€Pd TOL amoTeAEital amd dVo Tpiywva, Omov 10 Kabéva £xel tomoBenOel amd pe
drapopetikn mhevpd. Kabe yovio tov tetpaydvov kadeitar kopven (vertex). Avtég ot
Kopvég kabopilovioar dote vo KataAdPovv cuykekpipuéveg ocuvvtetayuéves oto 3D
Y®po. Mia kopoer|, Oniadn, arotelel pia cvvtetayuévn oto 2D 1 3D yodpo.

3D KapTteowavéc XovreTaypnéveg

To 3D xapteciavd cvotnuo mepthapfavel Evav emmiéov aéovoa, Tov déova tov ‘2’
omoiog yapoktnpiler 10 PaBoc oto TpLOdoTATO YDOPO. AVvOmOpPloTd pict Ypouun m
omoia opiletat amd 10 Pébog g 006vN g Tpog T0 Beatr). Ot cuvTETAYUEVES dNAAOT GTO
Tp1d100TaTOo YDpo Tpoacdlopilovrar g (X, Y, Z).
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y axis

Z axis X axis

Ewcova 25: Zoornuo tpiov aéovav

Ipoforég: Amo 3D o€ 2D

Kotd v mpoPoin, o1 3D cuvietayuéveg mov ypnoipomotovvtal tpodArovtol o pio
2D emodveln. Kabopilovtag v mpoPorn, kabopiletar o dykog amekdviong mov
embopeiton vo mapovolaotel 0to mapdbvpo kKol T0 TAOG awTOg Oo mpémel va
petooynuotiotel. Avtd emTuyydveton pe TN xpNomn Tov 0vo PocKOV TUTOV

pofoing, TG opBOYPOPIKNG KO TNG OTTIKNG.
OpOBoypagikég Ipoporéc (Orthographic Projections)

H opBoypapikry (1 mapdiinin) mpoPoin ypnotpomoleiton kabopilovtag Evav
TeTpdyvo 1 opBoymdvio 0ykog ameikdvions. Otdnmote ektdg avToH TOL OYKOL OE
oxeowletor. Emiong, O6lo to avtikeipeva o omoia €yovv TG 1018 O10.0TAGELS
eaivovtol oto 1010 péyebog, avesapttog edv Ppiockovior pokpld 1 Kovid. Avtdg o
TOmo¢ mpoPoinc ypnoomoteitor cvvibwg oto apyrtektovikd oyxédo, oto CAD
(computer-aided design) 7 ota 2D ypoeikd. Zvyvd, m opboypoaikr mpoPoin
xpnoomoteiton yio ™ mpooOnkn kewwévov N 2D emkoldppatog move and ta 3D
GKNVIKA.

O 6yko¢ amewovions kabopiletar opilovtag Ta KOVTIVA, HOKpVA, aplotepd, OeEid,
KOpLENG kol Pdong mepikoppéva emimeda. To aviikeipeva Kot ot @ryoOpPeG OV
tomofeTovvTon PHECH GE QVTOV TOV OYKO OMEIKOVIONG GTN GLVEXEW TPOPAAAOVTOL GE
pia 2D gwcdva n ool mapovstdletor 6Ty 006 v.

Ipoporég IIpoontikng

H mpoPoin mpoorntikiig eivor 1 o upéwg ypNoYonoovUeVT. AVt 1 TPOoPoAN|
TPOGHETEL TO €€ OTOVL T OMOUAKPVLGUEVO OVTIKEILEVA TAPOLGLALOVTOL KPOTEPO
amo T Kovtvotepa. O 0YKog anekdviong mopovotdletal og o Topapido tng omoiog
n xopve1 amovoldlel. To vwoéAowmo pépog g kaieiton «frustumy. Ta avticeipeva
nov Bpickoviol O KOVTE GTO EUMPOS TUNHO TOV OYKOL OMEKOVIGNS GaivovTol Vo
etval kot o kovid oTo apylKd Tovg péyeBog, OAAG TO avtikeipeva To. omoia
Bplokovioar mo KOVIA ©T0 TWO® TUNUO TOL OYKOL GUPPIKVAOVOVTOL GOV Vo
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TPoPaAlovial 6To gUnPOG HEPOS TOV OYKOVL. AVTOG 0 TOTOC TTPOPOANG TPOGdIdEL TO
LEYOADTEPO PEAMGHO Y10 TIG TPOGOUOIMGELS Kot TI 3D Kivoveves EIKOVEG.
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OpenGL

H OpenGL opiletar avotnpd o¢ «pio Semaen LOYIGUIKOD Y10 TO DAIKO YPOUPIKOVY.
Ymv ovoia aroteiel pio Piprodnkn 3D ypoeikodv kot povieMopod 1 omoia givan
eCapetikd@ @opnt kot ypnyopn. Me 1 ypnion g OpenGL eivar dvvatn 1
onuovpyia  evivmowciokdv 3D ypagikdv pe vyniig modtnrag omtikn. To
UEYOADTEPO TALOVEKTNUO EIVaL 1] HEYOA®V JCTAGE®MY dOPOPA GTNV TOYVTNTO TOV
TOPEYEL GE CVYKPIOT LE TOV YOPAKTN OKTIVOV 1 unyovn emeEepyaciog AOYIGHIKOV.
Apya, ypnoonolovoe aryopifuovg mov mapéyovtav and tn «Silicon Graphics,
Inc», aALd otn cvvéreln e€edlyTnke OGTE VO OVOTTOEEL TIG OIKEG TNG TEXVIKES KO
TEXYVOAOYIEG LYNADV EMOOCEMV.

To OpenGL API avt6 kabeavtd dev eivar pio YAOGGO TPOYPUUUATIOUOD OTTOC vt 1
C N n C++. [TInowaler mepiocdtepo ™ PprAodnkn mpaypotikov ypdvov g C, N
omoio wapéyel kanoto «prepackaged» Aetrtovpywdtra. Emione, n mpodiaypagn g
OpenGL eumepiéyer tn GLSL, t OpenGL Shading Language, mov otnv ovocia givat
pio yhoooa mov potdlet pe  C. Opwg, 1 GLSL dev ehéyyet T pon| Kot T AOYIKH TNG
EKAOTOTE EQUPUOYNG OAAG €xel WG 0TOYO TIS OdIKaoieg emelepyaciag. Xe vYNAO
eminedo, ol epapuoyéc o ypagpovtar oe OpenGL 6co ypnoomotovv v OpenGL.
Anhadn, éva mpdypappa o€ ypaeetal pe OpenGL aAld ) ypnoyomnoiel og Eva API.

H OpenGL £yel o¢ kbpro otdy0 TN ¥pnon e ond 10 VAKO VTOAOYIGTMOV Yol TNV
ancwovion kor dwyeipion 3D ypagikdv. Eeapuoletar oe epapuoyég CAD, oe
TPOYPAUUOTO ONUIOVPYING HOVTEA®V Yo Tayvidlo kol Touvieg Kivnuatoypdeov. H
eloaywyn evog mpotomov 3D APl ota Acttovpywkd cvotiuata g vupeiag ayopdg
omwc eivor to. Microsoft Windows kat to Macintosh OS X éyet xkdmoleg molv
EVIVIOOWOKEG EMATOCE. Me NV EMTAYLVON VAKOD Kol TOLG  YPNYOPOVS
pikpoeneEepyaoté, o 3D ypagikd £yvo GTAVIOPVT GLOTATIKG TOV EUTOPIKMV

EQUPLOYDV.
H £&éMén tov TpotiTov

O mpddpopog g OpenGL frav n IRIS GL g Silicon Graphics. Apywd, pio 2D
BProdNKkn ypagikav eEedlymke oto 3D APl mpoypoppoaticpov tov otabuov
gpyaciog g IRIS GL. Ot vroroyiotéc OV T0 YPNGLULOTOOVCAV ElYOV E101KO VAKO TO
omoio Ntov PEATIGTOTOMUEVO Y10l TNV ATEWKOVIOT] VYNANG modTNTOS Ypopik®my. To
VAKO mapeiye mOAD YPNYOPOLS HETAGYNUOTIONOVG punTpag (matrix transformations),
70 omoio amoterel ko mpobmdOeom ywa ta 3D ypagpucd. Eniong mapeiye vrootpitn
v evtapievon Babovg (depth buffering) kou diieg duvatdTntec.

H IRIS GL dev &iye oyedwotel dote vo vmootpiler pia demapn enelepyaciog
ve®UETPlag PACIGUEVNC OTIC KOPLPES Kat NTay pavepd OTL 1 eEEMEN NS TEYVOAOYing
KOl TOV OTOTHOEOV NG Topeixe mpoceopo £d0poc yo avtd. H OpenGL ftav m
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AmAVINGY OTIG OVAYKES OLTEG KOl TO OMOTEAEGUO TOV TPOCTODEIDV DOTE VO
BeAtiwbei n popntdotTa ¢ IRIS GL. To véo API ypapikodv Ba £dwve tn dvvaun g
GL aAld Ba nTav éva avotytd TpodTLmo, WE EI0POEG O AAAOVG TPOUNBELTES LAKOD
YPOPIK®V Kot Ool ETETPETE EVKOAOTEPT] TPOGOPUOGTIKOTNTO GE AALEG TAATOOPUES KO
Aertovpywd ovotuota. H OpenGL oyedidotnke amd v apyf yio TV vTootipién
g enegepyaciog g 3D yewpetpiag.

To ykpovr 10 omoio diayepileton o Tpdtvmo g OpenGL avrkel oto «Khronos
Group». To «Khronos Group» éxet w¢ otdéy0 T dNUoVPYio KAl TH GLVINPNGCT TV
AVOLYTAOV TPOTHIWV TOAVUECHOV Kol onpepa ovveyilel va eEgdiooet Tnv OpenGL kot
T0 Topdymyd e 0nmg to OpenGL ES, mov anotehel 1o mpdtumd g Yo TIg KIvnTEG
OLOKEVEG.

H OpenGL vrdapyet og 600 popeéc: 1o Prounyovikd TpdTumo ivol KOSIKOTOUEVO
oto OpenGL Specification. H mpodiaypagpn ot meprypdpet tnv OpenGL pe minpeig
Kol ovykekpipuévoug opovc. To APl eivar mnpwg kabopiopévo, kabmg amotedet
OAOKAN P TNG UNYOVI KATAGTAOTG Kol 0pilel TOV TPOTO e TOV 0moi0 Agttovpyohv Kot
ocvvepyalovion ta moikido yopoktnprotikd tov. I[lpounbevtéc omwg m AMD, 1
NVIDIA, n Intel, n Apple ypnowomoovv avty v 7Tpodaypa@r Kot THV
epappolovv. H epappoyn avtr, anoterel v evodpkmon g OpenGL oe pio popon
OOV 01 TPOYPOUUATIOTEG KOL O1 TEAUTEG UITOPOVV VO TN YPTCLLOTOU|COVY DGTE V.
TOPAYOLV YPAPIKE TPOYUOTIKOV XpOvoL. o Tapddetypa, 0 GuvovacoUOS EVOS 001YOV
AOYIGLUIKOV Ko piog KApTog Ypoeik®mv arotedel pia epapuoyn e OpenGL.

Xapaktnprotikd tne OpenGL

H OpenGL eivau mepiocotepo €va dadkaotikd moapd €va meptypoaeikd API
YPOQIK®V. AVTL Vo TEPLYPAPEL TN oKNVN Kol T0 ¢ Oo mpémel va gppaviletal, o
TpoypoppoTiotc opilel Ta Prpato Ta omoia givorl amapaitnTa Yoo vo emttevydel pia
ovYKeKpEVN oym M €pé. Ta Puato avtd meptiapBdvouy KANGCELS OTIG O14popES
evioAég g OpenGL. Ot evtoléc autég YPNOYWOTOOVVIOL Yo, T oyxedioon
TPOTEVOVIOV  YPOPIK®OV OTwg efvor To onuela, ot YpOUUES, To  TPiymva.
EmmpocOétwc, vrootpilovtar n xaptoypdenon veng, 1 ovapeEn, n oeavelo, o
LUNYOVIGHLOG KIVOUUEVOV EIKOVMV KoL TOAAG GAAO E10TKA EQE KO SUVATOTNTEC.

H OpenGL 08¢ mepilapfaver ocvvaptioelg ywo ) dwyeipon mapabdpov, v
aAAnAeniopacn pe TO ¥pNOTN Ko TN Owyeipion Asrtovpyudv €16660v / €£6d0v
apyeiov. Kdébe mepipdrrov oto omoio ekteleitor 1 epapuoyn €xer T OkéG TOL
Aertovpyieg Yo avTo T0 0KOTO KoL lvatl VIEHOLVO YO TNV EPAPLOYN KATOIOV HUECHV
TapAdoong TV AEltovpyidvV  oyediaong  mapobvpov oty OpenGL. Ot
TPOYPOUUUOTIOTEG IMUOVPYOVV TETOl TEPPAAAOVTO DGTE VO €ELANPETOVY  TIC
avAyKeG TOVG G€ VYNAO €MMESO OQPOIPESNG KOl GTN GLVEXEWL YPNOOTOOVV TIG
yopnAo¥ emutédov evtoAég g OpenGL.
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GLUT

H pBonOntukry Pprobnkn e OpenGL kodeiton «AUX». H AUX Biiodrxn
INUIOLPYHONKE BOTE VO H1EVKOADVEL TN EKHAONGCT KoL €YYPOPT] TOV TPOYPOUUATMV
OpenGL diymg va ypetdletal 0 TPOYPOUUATIOTAG Vo EXNPEACETOL A TO EKACTOTE
Aertovpykd cvomuo. H AUX ypnoiponoteito kuplog og £va apyikd oTéolo SOKIUmV
kaBdg n EMenyn GUI yapaxmmpiotikedv tepiopile ) ypnon g PProdnkng yo v
avATTLEN XPNOY®V EQOPUOYDV.

H AUX avtikataotddnke and ) Pipiodnkn GLUT (OpenGL utility toolkit) dote va
vrootPileTanl 0 TPOYPAUUATIGHOS EQAPLOYAV, o1 otoieg Ba eivar aveEaptnteg TV
Aertovpyikadv cvotnudtov. H GLUT mepidppave kamowon GUI yapakmmpiotikd dote
va givor dvvar 1 Onmpovpyics TPOYPOUUATOV TEPICCOTEPO EVYPNCTO LTO TO
Windows. Zto yopoaktnploTikd ovtd cuykatoA&yovtav pevod POop-up, daxeipion
napadopov, axkdpo kot vrootpiEn tAexeplompion. H GLUT eivor evpémg
dwbéoun ota mepiocdtepa UNIX cvotiuata kot vroompilovtar and ta Mac OS,
o6mov 1 Apple ocuvvinpei ko enekteiver ™ Piprobnkn. H ypron g e€areipel v
avdykn yio yvoon kot katavonon rpoypoppatiopod GUI og kabe mhatedppua.

GLEW

H GLEW Biprodnkn omotedel pio €mEKTOON Kol YPNOWOTOLEITOL Yoo TNV
apywonoinon g Asrrovpywotnrog g OpenGL. Me m mpocsOnkn evog kot povo
apyeiov C kot evog apyeiov emKePAAONC 6TO TPOKEIEVO TPOYPOLLLO Kot e pior povo
péBodo apykomoinong katd TV ekkivnon eEac@aliletol n ardKpLYN TOV LIOAOITWV
Aertovpyiwv g OpenGL kot n extédeot| tovg oto mapacknvio. H GLEW eivon mpo-
ovokevacuévn ot Pipiodnkn twv GLTools. Ovcwtikd, n GLTools s€aptator and
v GLEW.

GLTools

H Bipriodnkn e GLTools eumepiéyel tig amapaitmree pebddovg mov ypetdlovral ot
npoypoppotiotéc 3D epappoymv. Tlepiéyel pia 3D poabnupatikn Pipiodnkn yu ™
dwyeipion untpadv kol avocpdtov. Baciletow ot GLEW yio mAipng vrootmpién
tov nefddwv e OpenGL ot onoieg mapdyovv ko eneEepydlovtan kdmoa anid 3D
avtikeipeva kot dtoyepilovron To «frustumy, Ty Kauepa Kot ToVG HETUGYNIULOTIOUOVG

UnTp@OV.

OpenGL API

To API ov mapéyetor amd v OpenGL givat amAd kot E0KOAO ®G TPOG TV EMEKTACN
TOV and TOVG TPOUNOEVTEG KOl G TPOG TN XPNON TOL AMd TOVG TPOYPOLUATICTES.
"Exetl epappootel o€ avtd €vo chivoro kavoveov 06OV apopd Tov TPOTO e TOV 000
opiletar mn ovopocio Tov peBdO®V Kol TOV TPOMO HE TOV OMOI0 dNAMVOVTOL Ol
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petapintés. H OpenGL mpoomabetl vo amopiyel 660 T0 duvatdV TEPIGGOTEPO TNV
«TOMTIK - OMAadN OTIG LTOBEGEIC TOV KAVOLV Ol GYESOTEG Yo TO TMG Ol
TPOYPaUpHoTIoTég Ba ypnowomomcovy 10 APL. Me avtd tov tpomo 1 OpenGL
dwnpeitar evélktn, dvvatn Kot eKEPOOTIKY. [Ipoceépetar KUPLOAEKTIKA M
duvatdHTNTO TG £QEVPESTG VEDV LEBOO®V emeEepyaciog 0KV EQE KAl CKNVMOV 0o
OTO10VONTOTE TO YPNOYLOTOLEL.

E&attiag ™¢ o¢uiocoeiog ovtig m OpenGL efeliymmre oe peydro Pobud xot
dwddnke avtiotoiywg. H eéMEn tov vAKOL Ko M OMUIOLPYIKOTNTO TV
TPOYPOUUOTIOTOV TNG £000E OONON €V TOLTOYPOVO VLANPETOVCE TIS OTOIEG
amotnoelg mpoékvmray. Aniadn, n OpenGL katapépvel vo aviomokpivetol oTIg
OMOlEG TEPIOTAGELS KOl OMOLTNOELS TPOKVTTOUV OlY®G Vo YPEaleTol GLVEXNS
avavéwon tov Piprodnkov e Kot dtav ovtég avavemdvovtor n kdbe véa tng
enéktoon emmpedler eldyota ¢ KOOOAOL TIG VLTAPYOVLGES VTOOOUES TOV

EQUPLOYADV.
Tomor Agdopévarv

H OpenGL «abopiler tovg dukove g tOmovg dedopévmv, yeyovog mov g divel
QopNTOTNTO HETAED TV d1APOPmV TAATPOPU®V. ALTOT 01 TOTOL YUPTOYPAPOVVTIUL GE
évo.  OLYKEKPWEVO  EAdI0TO TOMO og OAeg TIg mAaTeOpues. Ot d1dpopot
HETOYAMTTIOTESG KO TO TEPPAALOVTA £XOVV TOVG O1KOVE TOVS KOVOVES Yo To PEYEBOg
KOl T LA Tov dpdpov tomov petafAntov. H ypnon tov kabopiopuévov tHnov
petafAntav g OpenGL Bonbodv ot dopopomoinotn Tovg amd TV KOOIKO MOTE Vo
unv e€aptdvtal amd TNV OTOL TAATPOPLO TNV oTToia epappoleTar.

OMot o1 oMot dedopévmv Eektvovv pe to wpdbepa «GL» kot ot mepiocdHTEPOL O
aVTOVG 0KOAOVBOVVTOL OTO TO AEKTIKO TOV KOOV TUT®MV dES0UEVOV TOV YAMGOHV
TPOYPOUUOTIGHOD ¢ emibepa. Mo Aloto pe tovg TOHTOVE aWTOVG TapovotdleTan
TOPAKAT:

e GLboolean: boolean

e GLbyte: signed 8-bit integer

e GLubyte: unsigned 8-bit integer

e GLchar: string character

e GLshort: signed 16-bit integer

e GLushort: unsigned 16-bit integer

e GLhalf: half precision floating-point
e GLint: signed 32-bit integer

e GLuint: unsigned 32-bit integer

e GLsizei: unsigned 32-bit integer

e GLenum: unsigned 32-bit integer

e GLfloat: 32-bit floating-point

e GLclampf: 32-bit floating-point [0,1]
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e GLbitfield: 32-bits

e GLdouble: 64-bit double precision

e GLclampd: 64-bit double precision [0,1]
e GLint64: signed 64-bit integer

e GLsizeiptr: unsigned integer

e GLintptr: signed integer

e GLsync: sync object handle

Mnyoviy Katdaostaong tne OpenGL

H oyediaon tov 3D ypagikdv amaitel To cuvovacud evog Guvoroy peBdd®V o1 0moieg
aAAnAemidopovv. ‘Eva oovolo petafintav opilelr 10 oknvikd oyedioong kot Tig
aroutnoeglg Tov. H culhoyn avtdv tov petafintav kaleiton katdotaon pécov. Mia
unyovn kotdotoaons eivor éva a@npnuéEVo HOVTEAD UETOPANTAOV KATAGTAOMG, Ol
omoieg umopel va €yovv OPOpEg TWEG 1 OTAMG VO, EVEPYOTOOVVTOL KOl VO
amnevepyomotovvtal. Kabmg dev eivar mpaktikdg o KaBopiopog OAmV Tov petafAntodv
katdotaong otav oxedidleton kdti, 1 OpenGL epapudlet Eva povtédo Kotdotaons M
pilo. punyavn KataoTtaong Oote v eEAEYxel O ec avtég Tic petaPAntés. Otav opileTon
pio Ty Katdotoons, autn sttnpeitot pEyPL va aALAEEL amd Kdmoto GAAN pnéEBodo.

Kamoweg kotaotdoelg eivor eite evepyomompéveg eite amevepyomompéves. [
TapAdeypa, o €Aeyyoc Pabovg avikel e avty Vv katnyopic. O oyedlacpndc g
yveopetpiog pe tov Edeyyo Pabovg evepyomomuévo eEac@ailetl 0Tt etvar pumpootd amd
kéBe oavtikeipevo mpwv avt) enelepyaotel. KdébBe oyediaon yeoperpiag mov
mpaypoatonoleiton pe tov éreyxo Pdbovg omevepyomompévo, yivetar Olymg
ovykplon Padovg.

H evepyomoinon / amevepyomoinon ovtod TOL TUTOV UETARANTOV KOTAGTOONG
wpaypatonoteiton pe T ypnon tov OpenGL pebodmv:

» void glEnable(GLenum capability)
» void glDisable(GLenum capability)

Mo v mepintwon tov ehéyyov Pabovg:

» void glEnable(GL_DEPTH_TEST)
» void glDisable(GL_DEPTH_TEST)

O éheyyoc yw 10 av KOmow pHeTAPANT) Kotdotaong eivar  evepyomompévn
TPOYLOTOTOLEITOL [UE TN):

» GLboolean glisEnabled(GLenum capability)
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Katd tov Ao 1t0mo tov peToPAnTOV Kotdotaong, opilovior TIHEG Ol Omoieg
TOPAUEVOLY UEYXPL VAL dALAEOVY amd Kamotla GAAN péBodo. Xpnoomotovvtot pébodot
He Tig omoieg avaktdtal 1 T TV HETOPANTOV avtov. Kdroleg and avtég eivat ot
aKOAovOES:

» glGetBooleanv(GLenum pname, GLboolean *params)
» glGetDoublev(GLenum pname, GLboolean *params)
» glGetFloatv(GLenum pname, GLboolean *params)

» glGetIntegerv(GLenum pname, GLboolean *params)

Kdébe pébodo emotpéper pio tun 1M €va mivako Tipwdv, omobnkedoviag To
anoteléopota otn dievbuvon mov opiletar.
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OpenGL ES

Ewayoyn ety OpenGL ES

To OpenGL API erekteivetor dote vo vrootnpilet vEa yopakTpIoTiKd. AVTo EYEL OC
AmOTEAEGHO. OL TOAOTEPES €KOOGEIC TG Olemapng ¢ OpenGL yw v avdmtuén
TOV EQUPUOYADV VO TAPEXOVY OOPOPETIKEG HeBOdOVE Ol omoieg €yovv TNV 1d1n
Aertovpywkdmta. Mo mopddetypa, n omkn oyeodiaon evog onueiov upmopel va
npaypoatorombel pe SPopeTKoDS TPOTOVG, HE TOV KoBEVO va €xel O1LPOPETIKA
mAeovektnuota. To pelovéktnuo avtig g eveMéiag ival 1o yeyovog 0tL to API
yivetatl moAd peyaio Kot amonteiton £vag Heydlog Kot ToADTAoKOG 0dnyog (driver) yio
va 10 vrootnpiéel. EmmnpocBétmg, ypetdleton cuyvd €101k LAIKO dote Kdbe emloyn
va eivor amodotikny kot ypryopn. H OpenGL ES mepidpioe avtd to mpdfinuo
neprlopfavovtag pHovo ta mo kowvd kot ypnowo puépn e OpenGL. Mg avtd tov
tpomo 1 OpenGL ES mapéyet icoppomion peta&d tng gveMéiog kat g xpnong yio to
EVOOUOTOUEVO GUGTILLOTOL.

H teyvoloyio OpenGL ES (OpenGL for Embedded Systems) oamotehei éva
vrosvvoro ¢ OpenGL kot n omoio. 6ToYEVEL OTIG WKPOTEPES GVOKEVEG OTTMC Eivart
o Kwvntd, ta PDAS, ot xovooiec moayvioidv. O emionuog OKTLOKOG TOTOG NG
teyvoAoyiag ovtig Ppioketar otn Swedbvvorn http://www.khronos.org/opengles/.
[dwitepo yapoakpiotikd g eivor 6t amoattel povayo SOKB mpocwpivig pviung
VO TAVTOHYPOVO 01 1O10TNTEC TG £lvon Tapopoteg pe avtég e OpenGL.

XOopaKTNPIGTIKN SpOpPd LETOED TMV TEXVOAOYIOV €IVOL 1 OTOVGIN TNG TEYVIKNG TNG
OpenGL glBegin()/glEnd() n omoia ypnoponolcitar 6TV OUASOTOINCT TOV 0dNYLDV
v ™ dOnpovpyia oynuatov. Lty OpenGL ES, anaiteiton avtictoryo o kabopiopog
TIVAK®OV Y100 TOV 0plopd Tev akpmv (Vertices), tov vopuwv (normals), tov ypoudtov
Kol Tov ocvvietaypévov veng (texture coordinates) tov oynudtov. AkOpo o
onuovtikny dweopd eivar n amovoia twv GLU ko GLUT Biriodnkov. H GLU
neprlopPavetl pebddovg yo Asttovpyieg OTMG 1 ToroBETNON TG KAuepag, T pvouon
0V BABog ToLV GKNVIKOL, TN dNpoVPYia TOV PACIKOV GYNUATOV, TN YOPTOYPAPNON
mg vong. H GLUT ypnowonotweiton ond tig OpenGL epappoyég Adym g
vrootpigng tov 1/0 Asrtovpyidv. H OpenGL ES dwopéper and ™ OpenGL dcov
apopa v vrootpiEn tov «fixed-point» aplbpdv g evioyvon Tov apBudY KvnTig
vodlooToAng tomov «floaty, dote vo emtevybei m doov 10 Svvard KaADTEPN
TPOGAPLOYT CTNV TEPLOPIGUEVT] VITOAOYIGTIKT OVUVAUN TOV HKPOTEP®V GLOKELGOV. O
Tomog dedopévav «fixed-point» 16.16 ypnoonotei ta 16 mpdTa bits yio to axépato
TUUO Ko to vorowta 16 y 1o dekadwd tpunquo. ‘Eva oynpo mov opiletorl pe
ypnon «fixed-pointy axpdv o mpénet va givan enelepydopo ypnyopotepa and Eval
TOL XPNOWOTOLEL dedopéva THToL Kivtig vodwactoing (float).

63


http://www.khronos.org/opengles/

[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

H OpenGL ES gpapuolet mpoeil — 10 «Commony wpo@id vrootpilet kot Tovg 600
tomovg (fixed-point kot float) kot agopd mo SuvoTéC GLOKEVEG OMMG KOVOOAES
Ty VoLV kot kvntd mAépova. To «Common Lite» mpogik, vroompiler pévo
«fixed-pointy» kot avtiotoryo apopd TiG PACIKEG GVOKEVEG LE TEPLOPIGUEVEG GE UVALN
duvatotntec. To «Safety Criticaly mpoid agopd evompatopéveg GuokevEG OOV 0
€Neyy0G ka1 1 motomoinomn eivan kaiplog onuaciog.

H OpenGL ES mapéyet povo tovg Pacikodc tomovg yio Tn dnpovpyio oynuitov
péom onueiov, ypouumv 1 tptydvev. Ot TOTol TOAYOVOV Kol TETPUTAEDPOV OV
vroompilovtal and v teyvoroyia. H teyvoroyia avtr) amotelel pior mpodiaypoen
ue tpeig mruyés: v OpenGL ES 1.0 mov Paciletor oty OpenGL 1.3, v OpenGL
ES 1.1 nov Baciletoan otqv OpenGL 1.5 kat v OpenGL ES 2.0 mov Paciletor ot
OpenGL 2.0 mpodiaypagn. H OpenGL ES 1.1 vmoompilel Ti¢ moOAATAES VOEC, TV
TOPUYMOYT] XOPTOYPAPNONG Kol TOPEYEL LEYOADTEPO EAEYYO otnv emelepyocio TV
onueiov. H OpenGL ES 2.0 ypnowonotel éva povtédo eneepyooiog tov «shadersy
(emeEepyaoio TOV EMIMESOV PMTOG Kol OKOTOVG GE Uit €KOVA), LE TN ¥PNOTN HOVO
ONUEIDV KIVITHG VITOSIOGTOANG.

2OVTOUT LOTOPLKI] avadpoun

H &&éMén tov vYAKOD Kol TOV HIKPOay®y®V &iye ®¢ amotélecua TV ovénon g
TOAVTAOKOTNTOG TNG OETOPTG YPNOTN YU TIC EVOOUATOUEVES GLOKEVES. 'Eva koo
Tapadetypo omotelel To avtoxkivnro. Tn Odekoetic Tov 1980 n mpdTN ONTIKNA
avaTPOPOSOTNON A0 TOVS LITOAOYIOTES GLTOKIVITAOV MOV VIO Hopen kewévon. Ot
OlEMAPEC AVTEG TTOPETYOY UNVOUOTO TPOEIOOTOUCEMV Y10l O1BPOPES AELTOVPYiES TV
QLTOKIVITO®V OTT®G ot evoeitelg Peviivng, Aadtob kot dAieg Tapeppepeic. H epappoyn
TOV 0100100 TATMV AMEKOVIGEMV EMEKTAONKE OTIS LIKPOGVOKEVES KOl PN CLOTOI0VCE
ocwvnBwg enefepyacio mopouolog HE TNG TEXVOAOYiag Tov «bitmap» @ote va
mpocdmaoel Ypapika 2D. Xvotquata mov vrootnpilovv 3D ypapikd epopudoTnKay
wote vo vrootnpiletoan 1 teyvoroyio Ttv GPS kol GAAD YOpOKTNPIOTIKA 7OV
xpEovTal VYNAAL YPAPIKAL.

O mpidteg evoopatopéves 3D demapég eEaptioviav cuyvd amd To GLYKEKPUEVO
YOPOKTNPIOTIKA TOL LAWKOV. Avtd cuvéfarve €meldn 1o vmootnplopevo chHvoro
YOPOKTNPIOTIKOV NTav pIKPO Kot eiye peydAn mowidio petaéd tov Swedpwv
ovokeL®V. AMGE kabBhg N kaBe 3D pnyoavn Tov exdotote mpounbBevty awéavel o
TOALVTAOKOTNTA €yve YpovoPOpa KOl TPOYUATIKY) TPOKANGCY M UETAQOPE TV
EPAPLOYDOV HETOED TV CLOKELOV. AVLTO glye MG AMOTEAESHO TNV avAykn Yo &va
KOWO TPOTLTO OEMOPNG KO Yot ovTd Kot Onpovpyndnke pio opdoda mov Oa
ONUovpyoLse €val EVEMKTO Kol @opnTtd mpdTumo To omoio Ba epapuoldTov oTa
EVOOUATOUEVO GVOTHHOTA Kol B Adpfave vtoyn Tovg TePLoPIGHovS Tovus. H opdda
avt) anotérece to «Khronos Group» mov avaeépdnke Tapandve.

64



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

To Khronos Group 13p0Onke 10 2000 amd péin tg OpengGL ARB, to tunuo
droiknong g OpenGL. TToAAd amd tar APIS apopovcay Tovg 01KIKOVG VITOAOYIOTEG
0ALGQ 0 GTOYOG TOL OPYOVIGHOD lval 0 OpIoUOG SETOP®VY 01 0Toieg Oa eivat cupPatég
LE CLOKEVEG EKTOC QLTMV Kol T0 TpdTo evoopoatopévo APl mov avéntuée ntav 10
OpenGL ES. O opyaviopog amoteAeitor amd €vo cHVOAO ETOUPELDV 7OV EYOLV

ONUOVTIKO £PY0 GTO LAIKO KOl TO AOYICUIKO TMV VIOAOYIOTOV. XTIG ETOPEIEG OVTEG
ovykataréyovtal ot AMD, Intel, NVIDIA, Nokia.

Avantogn ekdooemV

H npd €ékdoom e OpenGL ES kadeitor ES 1.0 kou anotéhese pio mpoonddeio va
pelwdet dpaoctikd to API and v 1018 don oty omoia Ppiokdtay. Avti N €kdoon
ypnowonoinoe ¢ Paocn 1t mpodiaypaen g OpenGL 1.3. H OpenGL ES 1.0
apaipece TOAAEG amd TIC peBdoovg mov ypMoIoTOOvVTAY AYOTEPO 1) OV Elyov
peydan moivmiokotnta. AAAG Kou ovtn opilel pio KaBopiopévn AertovpykdOTnTa Y10
TO UETAGYNUATICUO KOPLODOV Kol TNV enegepyacio TUNUATOV.

Mia Eeymprom Tpodwaypaer| amoterei n OpenGL ES SC 1.0 n omoia givat faciopévn
ot OpenGL ES 1.0 kot oyedidotnke yio mepipdriiovio Ta omoia £Xouv moAD HeYAAES
amaithoelc o€ aflomotio. Ot epapuoyég avtéc Bempovvrar «Safety Criticaly» (SC) ko
YPNOWOTOWVVTIOL GE  OTPATIOTIKO  TEPPAALOVTO, G©E OVTOKIVIITO (OOTE Vo
amekoviCovv TPOEoTUTONS YAPTES, EMIMEDN KO YEVIKA TUNLLOTO TEPPBAALOVTOGC.

Enopevn éxdoon etvar np OpenGL ES 1.1, n onoia ko Paciletoar oty OpenGL 1.5.
Eumepiéyer po mo mponyuévn texvoAoyio veng, avTiKEineva eviapicvong kot pio
VEDTEPT OlEMOPN oYediaong vene. Xy ovcia 1 ES 1.1 givonl amhadg pio evioyvuévn
éxooom ¢ ES 1.0.

H OpenGL ES 2.0 amotéiece pia dtapopetiky] mpoosyyion amo tig OpenGL ES 1.x
Kol 0gv glye cvppatdtnTa pe T ekdO60elg avtés. H peyodvtepn dwapopd g omd Tig
TPONYOVUEVES Eival TO YeYOVOC 0Tt Ta. Kabopiopéva tunquato Asttovpyikodtntag (fixed
functionality portions) apapébnkav mAnpws. Avtiotorya, ot mpoypappaTiCOpueVol
OKIOOTEC TMOPO YPNCLOTOVVTIOL MOCTE VO, ENEEEPYACTOVV TIC KOPLPEC Kol T
tuquoto. H mpodwaypaen ES 2.0 Bacileror oty OpenGL 2.0. H mArpng vrootpién
TOV TPOYPOUUATICOUEVOV CGKIOGTAV, TPAYUOTOTOEITOL HE TN XPNON NG YADOOWG
okiaong «OpenGL ES Shading Language».

Zuvnbmg M Kataokewn evog LAKOD mpaypatomoleitan pe Paon wdmowo vrdpyov API
KOl 01 TAUTPOPUES OVTES TIG TEPIGCOTEPES POPES VITOGTNPILOVY KATO10 GUYKEKPILEVT
éxdoon g OpenGL ES. Zoppwva pe avtod, ot d1dpopeg ekd0celg TG ES pmopovv va
Bewpoiviar g SPoPETIKE TPOPIA TaL OTOl0 AVATAPIGTOVV TN AELTOVPYIKOTNTO TOV
avtiotoyov vAkov. I'a ) mapadociokn GL, turkd 1o véo vAKO oyedbletar dote
va vrootnpilet kot ) tehevtoia ékdoomn mov givor dwbéoun. H ES dpwg €yetl kamow
wontepdtnTa ¢ PG avTd. O THTOC TOV YOUPUKTNPIOTIKAOV TOV GTOXEVOVTAL Le Bdon
10 véo VMK emiléyetan pe Pdaom évo cvvolo mapaydviov Omwg eivar T0 KOGTOG

65



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

TOPAY®OYNG, Ol OPOpeG YPNOES TOv, M VIOSTHPIEN cvotnuatos. Kot kabmng m
TEYVOAOYIO TOV UIKPOUY®YDV €XEL KAVEL LEYAAN GANATO OVATTUENG, TOAAG «EELTTVOY
Kwvnté vrootpilovv v OpenGL ES, 6nmg ta iPhone kot o1 Android cuokevéc.

O ortikég g OpenGL ES

Mo mv opdda avéamtvéng, n OpenGL ES anoteAel éva ouvoro evioAdv ot omoieg
EMTPETOVY T TPOSIAYPAPT) TOV YEDOUETPIKMOV GYNUATOV GE dV0 1 TPELS SUCTACELG,
pali pe éva ohvoAo EVTOAMY 01 OTOIEC EAEYYOLV TG OLTA TO. AVTIKEIpEV TiBevTan
vnd enelepyocio péoa oe €vo miaiclo evropevtr). Emiong, mopéyer pio demon
Gueong petatpomng (immediate-mode interface), odupwve pe Vv omoia, o
KkaBoplopdg evag avtikelpnévov akorovbeitan ueca and 1 oyediacn tov.

‘Eva mpdypappa 1o omoio ypnoiponoteil tnv OpenGL ES Eexwvd pe KAAGES Yo TO
dvotrypo. mopaBvpov péco 610 TAOIGIO TOL EVIOMELT HECO OTO omoio Oa
npaypatorombel n 0mola oyediaon. X1 GLVEKELN, TPOYLOTOTOOVVTOL KANGELS DOTE
va gvtomiotel €va yevikod mlaicto (context) tov OpenGL ES kot vo cuvdebel pe 1o
napabvpo. Ta Prpoto avtd pmropovv va mpoyporomombovv e m ypnon evog API
onwg givar to «Khronos Native Platform Graphics Interface» (EGL). Otav o yeviko
mAaiclo evromotel, TOTE €ivan duvatn 1 eKTEAECE TV doPOpmV evtodmv. Kdmoleg
KANGELS XPNOILOTO0VVTAL Y10, TI OYESINCT OTADY YEMUETPIKAOV OVTIKEWUEVOV OTTWG
ONUEIDV, TUNUATOV YPOUUOV KOl TOADYOVOV, VO GALEG ETOPOVV 0TV eMeEepyacia
oVTOV TOV TPOTEVOVIOV, OTWG €lvol 0 QOTICUOS, O YPOUATICUOS KOl M
xopToYpdenon tovg oto ympo. Emiong, kdmoteg dAAheg kANoelg Opovv angvbeiag otov
EVIOEVTN TAOGTIOV, OTMG EIvaL 1) AVAYVMGT EIKOVOGTOLXEI®V.

Ao ™V OTIKNG TNG opddag epapuoyns, 1 OpenGL ES anotelel éva chivoro eviodmv
o1 omoieg emmpedlovy ™ Aeltovpyia TOV VAIKOD YpopIK®V. Edv to vAIKO amoteleiton
uovo amod £vav evIopenTn mhouciov pe 01e0vvelodotnon, tote 1 OpenGL ES npénet
va, eQaprocTel oxeddv 0AdKANPN v otn CPU 10V vrodoyioty|. To vAikd pmopet va
wepAapPavel pioe TOKIMo SPOPETIK®OV Pabudy emTAyLVONG YPOPIKOV, amd £val
VROGVOTNHO. KOVO Vo enefepyaletal OGOAGTATEG YPOUUES KOl TOAVDY®OVA MG
vynAng  texvoloyiag  emefepyactés KWNTNG  LWOOWIGTOANG  KOvOUG — va
petacynuotilovv kot va vroAoyilovv yeopetpicd dedopéva. H opdda epappoyng
npénel va mopexel ) oemapn tpog m CPU evod tavtdypova va draywpiletl Tig dmoteg
depyacieg avapecsa otn CPU kot 10 vAkd ypapikdv. O dtaympiopdg avtdg mpénet va
etvar BérTioTOg MoTE TO S1BEGIHO VAIKS Ypapikav va eivarl 6e Béom va TpocdmaGEt
™V KaAVTEPN duvarr anddoon Katd Tig kKAnoeg mpog tnv OpenGL ES.

H OpenGL ES dwnpet éva Aoywkd mocd minpoopiag yio v Katdotaor g H
KATAoTOON 0V EAEYXEL TO MG oXEOALOVTOL TO. AVTIKEILEVA LEGO GTOV EVIAUEVTY|
mioiciov. 'Eva tunqpo e minpoeopiog avtg sivor angvbeiog dtbésyn oo xpnot o
0m010¢ UTOPEL VL TPAYLLATOTOMGEL KANGELS OoTE Vo AdPel Tnv tun e Kdmowa and
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avt eivar dtbéotun PEcm Tov aMOTEAECUATOG TOV TPOKAAEL LETA 1 Katd TNV dmota
oyediaon. ‘Evag amd tovg KOpovg otdXovg e Tpodlaypaeng eivar n mAnpoeopia
KOTAGTOONG VO POVEPMVEL TO TMG OAAALEL Kol oo Eval ToL AMOTEAEGHOTE TNC.

H OpenGL ES &ivalr ovolaotikd o pnyovny Kotdotaong mov ehéyyel €vo chvolo
Aertovpyuwv oyediaonc. To poviého avtd €xel G 6TOYO VO IKOVOTOLEL KOl TNV ORAdaL
avAmTLENG OAAG Kot TV OHAd0 EQAPLOYNG.

Baowég apyéc tng OpenGL ES

H OpenGL ES a@opd avty kabeowty v enefepyocio péco o€ €va mAAIGLO
eviopuentn olywg va vmoomnpilel mepipeplokd OTMMC €ivol TO TOVTIKL KOl TO
TANKTPOoAOY10. [0l TN ¥p1|o™ €1GG00V HEG® ALTOV TV TNYOV OTALTEITOL 1) ¥P1IOT TOL
API 1t0ov ekdotote mepiPairovtoc 6to omoio epappoletar n OpenGL ES.

O evtapievtg mhouciov amotedeitanr amd €vo GHVOAO EIKOVOCTOLYEIMV OPIGUEVO MG
évag owooldotatog mivakag. To dyog kot 10 mAGTOC avtov TOL Tivoka UTopel va
nowider petald tov epapuoywdv ¢ OpenGL ES. O oapbuog twv bits ava
ewovootoyeio umopel emiong va mokilel ovaAoyo TNV EQOPUOYN 1 TO YEVIKO TAAIGLO.

Ta bits and ke ewcovooToryeio o0V eviauevtn TAaGiov opadomotovvior poli o
éva  «bitplane». KabBe «bitplane» eumepiéyer évo  povadwkd bit ond  «déOe
gikovootoyeio. Avtd ta «bitplanesy opadomolovvtal pe ™ GEPE TOVS GE UEPIKOVS
AOYIKOVG EVIOEVTEG OMG EIVOIL 01 EVTOLIEVTES YPOUOTOG Kot BaBove. O eviopuenng
YPOUOTOG OmOTEAEITON €1TE OO £voL UTPOGTA EVTOUIEVTY| KOl Evav To® £ite Kot omd
tovg dVo. To mepieydpevo 10V TP®TOL ameKovileTon 6e pia 000vVN YPOUATOC EVED TOV
devtepov givor adpato. Ot eVIOUIELTEG YPDOUOTOG TTPETEL Vo, £X0VV TO 1010 apBud
«bitplanes», av kot éva yevikd TAQIGIO UTOPEL Vo un TOPEYEL KOL TOVG 6V0 TOTOVG
EVTAUIELTOV.

Ot evtopievtég ypopotog amoteAovvtan omd Tig Tég R, G, B ko pepikéc popég ko
mv A. O apiBudc tov «bitplanes» oe kdbe Eva amd T0VC EVIOUIEVTEG aWTOVE Eival
kaBopopévog kot e€aptator amd to moapdbvpo. H apyikny kardotacn OAwv tov
nopexopevov «bitplanesy dev givar kabopiopévn.

H oyedlaon npotedoviov (onpeio, tuniua ypouuns, tpiymvo) and tyv OpenGL ES
Baciletar og éva apBud and emleydueveg kotaotdoelc. Kdbe katdotaon pmopel va
oAAGEel aveEdpnta amd to T cvuPaivel yopm KaBdG ot pvBuicelg g piog
katdotoong Oev emmpedlovv TG pvbuicelg g GAANG (TOpPOAO TOL  TOAAEC
KOTOGTACEL UTOPEL VO AAANAETOPAGOLV OGTE Vo KaBopicovv Tt teAkd Ba KaTaAnEet
oToV eVTOpELTN Topafvpov). Ot KATAGTAGELS Kot To Tp@TEVOVTO opilovTon Kot GAAES
Aerrovpyieg g OpenGL ES meprypdeovtar anostéAAOVTOS EVIOAEG VIO TN LOPON
KMoeov ddkaciog 1 peBddwv.

67



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

Ta mpwtevovta kabopiloviar and Eva chvoro piag 1 TEPIGGOTEP®V KOPLO®V. Mia
Kopven Kabopilel éva onueio, 10 teAevtaio onueio plag dkpng N pio yovid evog
TPYOVOL OOV GLVOVTOVTOL dVo GKpeg. Ta dedopéva (Ta omoia amoteAovvTal omd
ouvTETAYIEVEG BEONC, YPOLATA, VOPLES KOl CUVIETAYUEVES VOTG) oxetilovtol pe pia
Kopve1| kot kéBe Kopven tibeton vd emeepyocio, oe CEPA KAl e TOV 1010 TPOTO.
Movadwn e€aipeon o avTd TOV KAvOva amoTEAEL 1] TEPITTMOOTN GTNV 0Moia TO GVVOAO
TOV KOPLOAOV TPEMEL VO TEPIKOTEL £TCGL DOGTE TO EMAEYUEVO TPMOTEVOVION VO
Tapldlovv péca o€ pia TpokabopIGUEVN TEPLOYN. TNV TEPITTOON QLT TO SESOUEVOL
KOpLPNG pmopel vo aAAdEovy kot va dnuovpynbodv véeg kopveéc. O TOTOC NG
TEPKOTNG €EOPTATAL AITO TO TTOL0 TPMTEVOV OVOTAPLGTO TO GUVOAO TMV KOPLODV.

Ot evtoég tiBevton vtd enelepyacia pe T oepd pe v omoio Aapfdavovtol, Tapoio
mov pmopel vo vmapyxel o evoldpeon kobvotépnon mpw yivouv @avepd To
OTOTEAECUOTO TNG EKACTOTE EVIOANG. ALTO onuoaivel OTL €va TpTEHOV TPEMEL VOl
oxedotel €€’ 0AOKANPOL TPV 0TO100NTTOTE OKOAOVOS TOV PUTOPEGEL VO EMNPEGCEL
TOV eVTOIELTH TAcLGiov. Emtiong, onuaivel 0Tt epotpato Kot AE1Tovpyies avayvmong
EIKOVOGTOLYEI®MV EMOTPEPOVV GUVETI KATAGTACY] LE OAOKANPOUEVN EKTEAEGT OA®V
TV Tponyovuevev evioAdv ¢ OpenGL ES. I'evikd, ta amoteAéopoto pio EVIOANS
¢ OpenGL ES ¢ite og kdmolo katdotoon g €iTe 6TOV EVTAMELTH TAOIGiov Oa
TpEMEL va. €YoV OAOKANP®Oel Tptv omoladnmote akOAovON €VIOAN pe TopoOUOLN
OTOTEAECUOTO EKTEAECTEL.

v OpenGL ES, n ovvoeon 0e00UEVOV TPAYUATOTTOEITAL HEGH KATOUG KANOTC.
AvT0 onuaivel 0Tt To 0d0UEVE TOL OTOT0 TEPVOLV GE it EVIOAN pHeTappaloviol KoTd
™ ANYN TG AKOPO Kol oV 1 EVIOAN amotel éval O€lKTn TPOG AT, TO. OEOOUEVA
petappaloviol Katd tnv KANon kol kébe aliayr mov akoAovOel mive ce avtd dev
&yl kopia emidpaon otnv OpenGL ES (extdg €dv o i610¢ deiktng ypnoponoleitat o€
uio axdAovOn gviodn).

H OpenGL ES mapéyetl anevubeiog Edeyyo emdvo otig facikég Aettovpyiec Tov 2D kot
3D ypapikdv. e avtd TEPAAUPAVETOL TPOGIOPICUOG TOPAUETPOV OTTMS Elval o1
UNTPEG UETOCYNUATIGHOD, Ol GLVTEAECTEG €EICMONG POTIGUOV KOl Ol OUXEIPIOTEG
EVINUEPOONG €1KOVOOTOLXEIOV. Agv mapEyel KATOO UEGO Yoo TNV TEPLYPOPN 1 TN
LLOVTEAOTOINGT TOADTAOK®MV YEWUETPIKMY AVTIKELEVOV. XNV ovcia, 11 OpenGL ES
TapEXEL UNXAVIGHOVS TEPIGGOTEPO Y10 VO TTEPLYPAWEL TO TS Ba Tporypatomom el 1
eneepyacio TV TOAOTAOK®V YEOUETPIKOV OVTIKELEVOV TOPA Y10 VO TEPLYPAYEL TOL
{010 To TOAOTAOKO OVTIKETLEV L.

To povtédo mov vroostpileton Yo v gpunveia T@v eviodmv g OpenGL ES sivan
T0 YVOOTO HOVTEAO TEANTN-O0KOMOTY. ZOUPOVO UE aVTO, £vo. TPOYPOUUUO LE TO
pOAO TOVL TEAATN €KOIOEL TIG €VTOAEG Kol OVTEG epunvevovion kot tifevror vrod
eneepyacia and v OpenGL ES mov €xet 10 poko tov OSrokopotr. 'Evog
Koo umopet va emaélel va cuvoebel o omoodMmote omd ta dtfécipa yeviKa
mhaicwa (contexts). H ékdoom evioAdv dtav 10 mpdypappa dev etvar cuvoedepévo og
£va YEVIKO TAOIG10 £XEl WG OMOTEAEGHLO LT KODOPIGUEVT] KOl TUYOL0L GOUTEPLUPOPAL.
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Ta amotedéopata tov eviohov g OpenGL ES nmdve otov evtopievty miouciov
eréyyovtar €& 0AOKANPOL TO TapabvpKd GVLGTNHO TO 0010 evToTilEl TOVG TOPOLG
Tov TAausiov. To mapabupkd cvoUa eivar avTd TOV KaBOoPILEL GE OO TUNUATO TOV
evtopent Oa éyer mpocPaon n OpenGL ES og ke ypovikn otiyun Kot extkovmvet
oe vt TG ivar dopnuévo avtd to TpuMqpota. o avtd 10 Adyo, dev vApPYOLV
dwbéoeg evrorég e OpenGL ES ot omoieg puOuifovv tov evtapuevt) mhousiov i
v apyKomolovv. Mg maplOpole AOYIKY, 1 OTEWKOVIGN TOV TEPLEYOUEVOL TOL
EVIOUIEVTN TAOLGIOV v o€ pion 006vn dev devBoveton and v OpenGL ES. H
pOOUIOTN TOV EVIOUEVTN TPOYLOTOTOIEITAL EKTOG QTG GE GUVOESN e TO Topadupikd
ovotnpa. H apyuconoinon evdg yevikod mhaiciov g OpenGL ES ekteleitor 6tov t0
napadupikd cvotpa evromilel £va mapdbvpo mpog emetepyacio. To EGL API opilet
éva. opNTO UNYOaVIGHO Yo T dnuovpyia yevikov miaiciov e OpenGL ES ko
napaBvpa ota omoia Ba yivel n enelepyacio e, o omoiog umopel vo ypnoyomomOet
o€ oLVOEDT] e TAPUBLPIKE GLGTAUATO SLUPOPETIKMV TAATPOPUDYV.

H OpenGL ES éye1 oyedwnotel ®ote va ekteheiton oe éva €0pog TAOTPOPUDV
YPOQIK®V HE OPOPETIKEG duvatotnteg emefepyaciog kot omdooons. o va
dwyeptotel avt) v mwowKAla, kobopiletor 1 WAvIK] cvumepLpopd ovTi TNG
TPOYUATIKNAG CLUTEPIPOPAS Yio. cvykekpiuéveg Asttovpyieg e OpenGL ES. Ztig
TEPWTMOOCELS OOV 1 MOPEKKAIGN amd To WovikOd elvol emtpenty), kabopilovtal ot
Kavoveg mov Ba mwpémel va kavomotlel pio epappoyn g wote va mpooeyyilel v
WOOVIKT CUUTEPIPOPE. AVTN 1| EMTPENOUEVN TOIKIAMO 0T cvumepipopd g OpenGL
ES vmovoel 011 600 dakpitéc epapuoyés g elvar mhovo va £xovv SPOPETIKN
oVUTEPIPOPE o€ KAmolwo onueio pe to 101 dedopéva ¢ €i6000, OKOHO Kol OV
exteEAOVVTOL G€ aKPPADS 1010V¢ EVTOUIELTEG TAOIGTIOL e TIG 101EC akpPdg pvBuices.

Oocov agopd ™V ovopLaTOd0Gi0 TOV EVIOADYV, TOV UETARANTOV Kol Tov ueBOd®mV 0
KOplog kavovog mov akolovbeital eivon to mpdbeua «GL» 7 «gl» pumpootd and ta.
oVOLOTA TOLG MOTE Vo PELWOEL 1| TOOVOTNTO TVYOV GLYKPOVGEMVY LLE OVOUOTO GAA®DV
TOKETOV.

Baowm Aertovpyio tng OpenGL ES

Awxpivovtor dvo tomor katdotaong tmg OpenGL ES: o mpdrog thmog koieiton
KATAOTOOT SWKOUGT KOl apopd avtd T0 HEPOS tov poviédov. H mieioymoeia tov
kataotdoewv g OpenGL ES agopd oavtiv v xoatmmyopia. O degdtepog THMOG
KOAgital KoTdoTOON TEAATN Ko 0@opd TO GAAO pépog tov povtédov. Kébe
OTYYIMOTUTTO  €VOG  YevikoD TAousiov  epopudlet éva  OAOKANPOUEVO  GUVOAO
katdotoong Jwkopot]. Kdébe ovvdeon amd évav meddtn oe €dv Sl0KOMOTN
epappolet £va GOLVOAO Kol TV dVO KOTACTAGEMV.

H Baocikn Aetrovpyia g OpenGL ES pmopet va mopactadel og éva didypappo pong
0TO OO0 EIGAYOVTOL O EVIOAEG TNG KOt EKTEAOVVTOL Ol avTioTONES AtTOVPYiES TNG.
Kémoteg evtorég kabopilovv to yeopeTpikd avtikeipeva mov Bo GyedaoTovV Kot
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Kamoleg dALEC eAéyyovv TO TG Oo JXEPIGTOLV TO. AVTIKEIUEVA OVTA KATO TO
dpopa 6Tdd1a.

Per-Vertex
Operations
- iyats JPer-Fragment] .
Primitive Rastenzanon—’ Operatlons *‘ Framebuffer
Assembly
4 A
Texture
Memory
> Pixel

Operations

Eixova 28: Avaypouuo e OpenGL

To mp®dTO GTAd0 ActTOVPYEL TAV® GTO YEWMUETPIKE TPMOTEVOVTO TOL TEPTYPAPOVTOL
amd TIG KOPLPES, ONANOY| OTA GNUEID, TO TUNUOTO YPOUUOV Kol To TPiy®mva. e oVTO
T0 OTAOW Ol KOPLEEG upetaoynuotilovtal kot @otilovtor Kot To TPMTELOVTO
TEPIKOTTOVTOL GE £val OYKO OMEIKOVIONG MG TPOETOUACIO Y10l TO ETOUEVO GTAS0, TO
«rasterization». Xto otdd0 owtd, 0 «rasterizer» mapdyetl pio oelpd and devBHVGEIC
KOl TWEC EVIOUIELTH] TAOIGIOL YPNCIUOTOUDVTOS Ol10O1A0TATY TEPLYPAPT] TV
mpoTevodviov. Kabe tunua mov mapdyeton anotelel €l0000 yio 10 EMOUEVO GTAOIO TO
omoio ekTEAEL AelTOVPYIEG OTA HUEUOVOUEVO QT TUNHOTE TPV AAAAEOVY TEAIKA TOV
eviopenn mAouciov. Ot Aettovpyieg avtég meptlapuPdvouyv evnuepdoel; vTd cuvOn KN
OTOV EVIOELTN Pacel TIC eoepydueveg Kot Tig oM omodnkevuéveg Tnég Pabovg,
AVAUELEN TOV EIGEPYOUEVOV TUNUATOV YPOUATOS LE T 01 omodnKevuéva ypouoTa,
Kaivyn (masking) kot GAleg Aoyikég Aertovpyiec mov €@opuolovtal oTIG TIES TV
TUNUATOV.

O tipég mpémet va d1afalovtar amd ToV EVIOUIELT TANGIOL 1) VO OVTIYPAPETOL OO
70 £va TUNHO TOV EVTOLELTT 6€ GALO. Ot petapopés ovtég pmopel va mepirapfévovv
Kamoleg Aettovpyleg kmdwomoinong kot omokwowomoinons. H porp m omoia
napovctaletar anoteel Eva TPOTO TEPTYPAPNG TNG KAt Oyt VO AVGTNPO KAVOVA TOV
npémel mhvta vo axorovBeitat.
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Ipotevovra ko Kopveég

Ymv OpenGL ES, ta yeouetpwkd avtikeipeva oyedialovrarl kabopilovtag pio oepd
amd GUVOAX GCULVTETOYUEVOV T Oomoio mEPLAUPAVOLY  KOPLOEG KOl VOPLECS,
CUVTETAYUEVEG LONG Kol ypopoto. Ta cOvoAia cvvtetayuévov kabopilovror pe
xpnon mwvakwv Kopvewv. Eetd sivor ta yeopetpikd oavrtikeipevo ta omoia
oxedloviot pe avtd TOV TPOTO: onueio, cVVOEdEUEVO TUNUATO YPOUU®VY, PBpodyot
TUNUATOV YPOUUDV, YOPIOTE TUNHOTO YPOUU®V, AOPIOES TPIYOVAOV, «UVEUGTIPED)
TPLYOVOV, EEY®PLOTA TPiy®VOL.

» Xnueio: ke kopven kKabopilel Eva yoplotd onpueio

»  Zouvoedeléva TUNUOTO YPOUU®DV: OTOLTOVVTOL TOVAXXIGTOV 300 KOPLPEG OOV
n tp®T Ba opilel To apyKd oNUEID TOV TPAOTOL TUNUATOS EVD 1) d€vTEPN Ot
opilel T0 TEAEVTOUO OMUEID TOV TPDTOL TUNHOTOG KO TO TPDTO TOV dEVTEPOV.
Avaroyeg avtiototyieg cvppaivouv 0tav mopEXOvTal TEPIGGOTEPES KOPLPES.
Edv povo vrdpyet povo pio kopuen 1o Tpmtevov dog pmopel va tapayei.

» Bpoyotr tunudtov ypouudv: ot Ppodyot givor to id0 pe to. cuvdedepéval
TUNHOTO YPOUUAOV HE TN dpopd OTL &va tedevtaio TUpa Tpootifetar amd
Vv TeEAevTaio KaBopiGHEVT KOPLEN GTNV TTPOTH KOPLOT.

» XopoTtd TULOTO YPOUU®DV: 01 dV0 TPAOTEC KOPLPES 0pilovy TO TPMTO TUNUO
pe akoAovfa Cevydplo Kopue®V va opilovy Eva aKO TUTLLOL.

» Aowpideg Tpiydvov: pio Awpida tprydvov sivol pio akolovbia omd tpiyova
oL cvvogovtal pe Kowe dkpec. Ol TpoTeg TPELS KOpLeEg opilovy To TPDTO
tpiyovo. Kabe axdrovdn kopven opilel éva véo Tpiymvo YPpNOUYLOTOLOVTOG
ovtd to onueio pali pe Vo KopLPEG amd To Tponyovuevo tpiywvo. Edv
TOPEYOVTAL AYOTEPES OO TPELG KOPLPES, TO TPWOTEVOV OE TOPAYETAL.

»  Avepuompeg Tpiydvav: Tpiyova mov potpalovtar pio kown kopuern. Eival ta
010 e TIc Awpideg TprydVOV aALG e TV €aipeon OTL KAOE KOPLEN LETA TNV
TPAOTN AVTIKOOIOTA TAVTO T OEVLTEPT] OO TIC OVO ATOONKEVUEVES KOPLPES.

» EHeyoplotd tplyovao: omoteAodv Tpiyova to. omoio 0gv gival cuvoedeuéva
HETOED TOVG. ATOTOVVTAL TOVANYIGTOV TPELS KOPLOES Yo EVOL TPLY®VO.

Kd&be xopvon kabopiletar amd dvo, tpeig 1 téooepig ovvietayuéves. Emmpocshétmg,
plo vopuo, TOAALOTAG GUVOAX GUVTETOYUEVOV VONG KOl YPOUO UTOPOVV Vv
ypnowomomBovv katd v eneEepyacio Kabe kopveng. Ot vopueg ¥pNOYLOTOI0VVTOL
Y. TOV VTOAOYIGUO QOTIGHOV KOl 1) GOTEAOVV Ol10VOCUATO TPV JOGTAGE®V TO
omoio LTOPOvV VoL OPLGTOVV A0 TPELS GLVIETAYUEVEG TOV UTOPOLV va T opicovv. Ot
ouvteTaypéves veNG opilovv T0 TAOG pio €OV VONG YOPTOYPAPEITAL TAV®D GE Eval
npwTeHOV. AvticTol(o, TOAAATAGL OUVOAO GULVIETAYUEVOV VONG UmopohV  va
xpNoomomBovv yuo va kabopicovv TmG TOAATAES EIKOVES VONG YOPTOYPAPOVVTOL
og éva mpwtevov. O apBuog Tov povadwv veng mov vrootnpilovral eEaptdtan and
TNV €QUPLOYY, OAAG TTPETEL VAL Elval TOVAYYIGTOV dVO.

‘Eva ypopa oyetiCeton pe pia kopuen. To ypoua avtd eite Paciletar oto vdpyov
xpoua eite mapdyetar oand 0 QEOTIOHO, av BéPoawe avtdg vmootnpiletonr Kot
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epappoletar. Ot ovvietaypéveg vENG avtioTorya oyetilovtol pe v Kabe Kopuen.
[ToAhamAd chvora cuvteTayIEVOV HUopohv vo oyetilovTat pe pio Kopven.

Ot vrépyovoeg Tég elvan puépog g kotaotaong e OpenGL ES. Ot kopueéc, ot
VOPUES KOl Ol ouvietaypéveg vong petacynuatiCovioat. To ypopo pmopel vao
empealetar 1 va aviikadiotdtot amd 1o potiopd. H enelepyacio mov vrodeikvieton

Y K60 vmdpyovoa tiun epappoletor yio Kébe KOpveN TOL ATOGTEAAETOL GTNV
OpenGL ES.

H xotdotoon mwov amotteitor amd pio Kopuer| Tptv OPIoTEL TO YPOUO GE VTN £ivor Ot
CUVTETAYUEVEG TNG KOPLPNS ATNG, 1 VOPLLA TNG, O 1010TNTEG VAKOV Kol TO TOAAATAG
OUVOAD. GULVTETAYUEVOV LONG. Emedn] m avdbeon ypodpata yivetor kopver ova
KopuoeY|, pa eneepyacuévn Kopuen TEPLOUPAVEL TIG GUVTETAYUEVEG TNG, TO YPOUO
OV TNG avaTEONKE Ko To TOAAATAG GOVOAL LPG TNC.

Metd 10 oynUOTICHO €VOC TPMOTEVOVTOS TEPIKOMTETOL GE £vav OYKO OMEKOVIOTG.
AvT0 pumopel v LETATPEYEL TO TPMOTEVOV OAAALOVTAG TIG GLVTETOYUEVEG KOPLONG, TO
YPOUO KOl TIG CUVTETAYUEVES VONG. LTV TEPITTOOT TOV TPOTELOVTI®V YPOULUNG Kol
TPLYOVOV, N TEPIKOMN Umopel va €16ayel véeg KOpLueEég ot10 TTPp®TELOV avTd. Ot
KOpPLQEC mov opilovv évo TPOTELOV MOTE VO VIOOoTeEl «rasterizationy £yovv
OCUVTETAYUEVEG DONG KO YPDOUO GUGYETILOUEVD UE OVTEC,.

Kotdotaon ko wivakes Kopopov

Ot vdpyovoeg TIHEG XPNOYLOTOLOVVTOL KOTE T GLGYETION TOV OEOOUEVOV E1GOI0V
HE pio Kopen Otav évag mivakog Kopueng mov opilel ta dedopéva ontd dev glval
evepyomomuévoc. Mio vrtapyovcsa Kataotaon Unopel vo aAAAEEL OO0 TOTE GTIYUN
LE TNV EKTEAECT] TNG OTOPOLTNTNG EVTOANG,.

H «atdotaon mov oamotteitor ywo vo vroompiel T mpodypapn KOPLeNg
amoteleiton amd T€60EPIS TWES Yo va. amodnkevoel to vdpyov RGBA ypoua, tpeig
TIWES Y10 v amoONKEVGEL TNV VILAPYOVCH VOPLLO Kol TEGGEPIS TIES Yoo KAOe pio amod
TIG HoVAdeG VONG Tov vrootnpilovtal amd TNV EPAPUOYN YL VO TIC VITAPYOVGES
GUVTETUYLLEVEG VONG.

Ta dedopéva kopveng TomobeTovvTaL G€ TivaKeg 01 0moiot amodnkevovTaL GTO YHOPO
devBbvoewv tov mEAdTN M TOL dakopoTh. Tunuata dedopévev e AVTONG TOVGS
nivakeg pmopel va ypnoyomombodv dote vo KoBoploTodv TOAAATANL YEOUETPIKA
TPOTEVOVTO LEGM TNG eKTEAEONG Pl Ko povo evioing e OpenGL ES. O mehding
npénel va kaBopicel Emg Kot TE0oEPIS TIVAKEG, DGTE VO AmOONKEVGEL GUVTETAYLLEVEG
KOpLONG, VOpUES, Ypouata, HeyEdn onuelov Kot €va 1 TEPIGCOTEPO GUVOAL
GUVTETOYLLEVOV VONG.

Ta dedopéva mvakov Kopuerg amofnkevovtar otn puvhiun tov meidt. Kdamoleg
Qopég elvar emBountd vo amoBniedoviat Ta dEGOUEVO TELATN TOV YPNGUYLOTOLOVVTOL
oLYVA, OTMG lval To dEJOUEVO TIVOK®OV KOPLONG, GE LVIUN SKOUIGTH LYNANG
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arodoons. Ta aviikeipeva eviapevtn g OpenGL ES mopéyovv éva punyoviopud mov
UITOPOVV VO YPNCYLOTOGOVY Ol TEAATEG DGTE VO, EVTOTICOVV, OPYIKOTOCOVV KoL VoL
eneepyaoToHv S0 UEVA YPNGYLOTOIMVTOS AVTOV TOV TUTOL TI| LVHLT).

‘Eva avtikeipevo evtapuentn eivon deopevpévo kat kdbe Aettovpyia tg OpenGL ES
AV 0€ aVTO TO OVTIKEILEVO pmopel va emnpedlel 0moladNToTE GAAN GUVIEDT £XEL
Edv éva avtikeipevo evtapevtn daypagel eved eivarl SeGUELIEVO, OAEG OL GUVOECELG
o€ 0WTO, 6TO VILAPYOV YeVIKO TTAAiG1O, yivovtal undevikéc. Amd v GAAN pepid, ot
OULVOEGELC TOV EVIIOUIEVTN e GAAa TAaiclo Kot dAA vijpaTo dev emmpedlovtol, aAld
N andmEPa va, xpnotporombel £vog StoyEYPAUIEVOS EVTOUIELTNG GE £val GAAO VoL
Tapayel akafoplota aroteAéouaTo, OTMG SEAALOTE Kol aAloimon TG enesepyaciog.

MeTaoynnaTIG OGS GUVTETAYREVOV

Or Kopvpéc, o1 VOPUEC KOl Ol GLVIETAYUEVEG VLONG MeTaoynuatiCovror mpv
xpnooromBovv ot cvvietaypéveg tTovg ®ote vo mopoyfel pio ewdva otov
evtopent miatciov. Ot cuvtetayuéveg Kopveng mov mapéyovior oty OpenGL ES
amOTEAODV TIC GUVIETAYUEVEG TOL OvTiKEWEVOL. H pntpa poviéAov-ameikoviong
eQapUOLETOL GE VTG TIG CLVTIETAYUEVEG OGTE VO TAPoyOoVV GUVTETAYUEVES LATIOD.
2 ovvéyela, epappoleton n puqTpa TPoPoing o€ avtég Mote va mopayfodv ot
OUVTIETAYUEVEG  TEPWKOTNG. Mio  TUNUOTIKY]  TPOOTTIKY]  €QPOPUOLETOL  OTIC
OUVTETAYUEVEG TEPIKOTNG (DOTE VO TAPUYOOVV KOVOVIKOTOUEVEG CLVTETOYUEVEG
ovokevnG. TEAOC, o avTEG TIG GLVTETAYUEVES EPOPUOLETOL £VOG UETACYNUATIOUOG
OTEIKOVIONC MOTE VO TIG LETUTPEYEL OE GLVTETOYUEVES TTapalBhPOV.

"EAleyyog ¢ 00pag ametkovieng (viewport)

O petaoynuatiopog e Bvpog anekoviong kabopiletor omd T0 TAATOC Ko TO VoG
NG O€ EIKOVOOTOLYElD, 0TS Ko ammd 10 KEVIPO t™G. To mMAGTOC Kot Vyog e&apTdvToL
amd KAmoleg péytoteg TIHEG oL opiloviat amd v epappoyr. Ot Hé€yoteg H106TAGELG
NG TPEMEL VoL efvar LeyoADTEPEG 1] 10€C OO TO YMPO AMEIKOVIONG GTOV OTO10 YiveTal M
eneéepyacia .

Mntpeg

H pntpa mpoPoing kot n untpa povtélov-ontikng opilovrol Kot HeTaTpEmovVIoL amod
éva ohvoro evtorlwv. H pntpo mov emmpedleton eéaptdror omd v vadpyovca
KOTAGTAOT UNTPOG.

Metaoynpatiopdg voppag

H pntpo HovTéAov-0mTIKNG KOt 1 KOTAGTOGT TOV HETAGYNUATIOHOD enMpedlovv TIC
vopueg. Ilpwv ™ yprom tOL QOTIGHOL, o1 VOpues petaoynuotiovior og
OLVTETOYUEVES UATIOV Oomd pio PUNTpO. OV TPOEPYETAL Omd TN UNTPO HOVIEAOL-
omtikng. Ot Aettovpyieg emOVOKMUAKOONG Kol KAVOVIKOTONGNG €KTEAOVVTOL AV
OTIG LETAGYNUOATIGUEVEG VOPULES TPV EPUPLOGTEL O POTIGUOG.
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epkom

Ta mpotedovia mepwdntovtor otov dyko mepwonns. Edv to mpotedov sivon éva
onpeio, 101e 1 MEPWKOTN O TO eMMpedlel GV PpiokeTal HEGO GTOV OYKO TEPIKOTMNG,
aAM®G To amoppintel. AvtioTorya, €4v 10 TPMTEHOV €ival TUNUO YPOUUNG, OE TO
emnpedlel edv Ppioketal OAOKANPO HEGH GTOV OYKO TEPIKOTNG, OMOPPITTEL LOVO TO
uépog mov Ppiloketor €KTOG OVTOL. XTIV MEPIMTOOT LT, LRoAoyilovtor Véeg
CUVTETAYUEVEG KOPLONG, Yo pia 1] Kot Y TG 000 KOpueEg TV TUHatog. 'Eva teAiko
onueio evog Tunpa ypappng to omoio £xel meptkonel PpiokeTan Kol 6TO apyikd TUNRUO
K0l 6T0 OP1O TOV OYKOV TEPIKOTNG.

Edv to mpotedov eivor tpiymvo, avdioyo pe to mponyoOUeva, amo@edYEL TNV
nepwonel edv Ppioketar oAOKANpo péca tov dyko mepikonng. Edv opmg mepikomovv
GKPES TOL TPLYOVOL, €MEWY] 1M oOvoeon mpémel va dwtnpndel, or dkpeg avtég
ocvvdéovtal pe véeg dxpeg mov PBpiockovion ota Opla Tov OyKov. 't avtd, N Tepkomn
umopel vo amattel TV €100y®yn VEOV KOPLOAOV GE £va TPIY®VO, LE OMOTEAEGLO TN
dnovpyia vOg TO YEVIKOD TOAVYDVOV.

Enelepyooio ypopatmv

Ta ypopoata mpog emeEepyoasio eivar o évav 1 TEPIOCCOTEPOVS TOTOVS. AVAAOYQ LE
TOV TOTO TOVC, TPOYLOTOTOOVVTOL Kot Ol ovtiotowyes petatponés. Kabog vmhpyet
nepopiopévn  okpifela, Kamoleg amd TG TWEG TOL Eyovv petatpamel Oe Ha
avamopaotafodv e amdAvTn axpifeto.

Kotd v mepintmon tov poticpol, dv avtdg evepyomoinbel mopdyst Eva yp®LLOL.
Edv anevepyomonBei, 1o tpéxov ypdua vepiotator meportépm enelepyacio. Metd v
EQOPLOYT TOL POTIGHOV T YpOUOTO LITOKEWTAL 610 €Vpog [0,1]. Tov opioud tOV
g0povg umopel va. axolovOnoetl n dadikacio «flatshaded», katd v omoio OAeg o1
KOPLOEG eVOC TPTEVOVTOS Bar Exovv 10 1010 Ypdpa. EGv to mpotedov omn cuvéyela
VIOCTEL EPIKOTN, TOTE TO. YPOUATA TPEMEL VO, VITOAOYIGTOVV OTIS KOPLPES TOV
Tpokvyav 1 GAAAEAY AOY® OWTNG.

DoTiopog

O ooticpudg g OpenGL ES vmoroyiler to ypopota yio Kabe Kopver mov
OMOGTEAAETAL GE aVTN. AVTO emttvyydvetal pe to va epapuoletar pia eEicwon omd
éva. HOVTEAO QMTIGHOV ToL opiletoan omd Tov mEAATN oE piot GLAAOYN Omo
TAPAUETPOVG 01 0ToiEG Ba LTOPOVV VO TEPIAALPAVOVV TIG GUVTETAYLEVES KOPLONG, TIG
GUVIETAYUEVEG WIOG 1 TEPIGCOTEPOV TNYDOV QOTIGUOV, TN TPEYOVCO VOPUO KOt
TapapéTpoug o1 omoieg KaBopilovv To YOPOUKTNPICTIKA TOV TNYDV GOTOC KOl TOV
Tp€xov VAIKO. Otov 0 QOTIGHOG givol evepyoTOMUEVOS TO YPOO TOV VITOAOYIleTON
amo TIG TPEYOVGES TOPAUETPOVS POTIGHOV avatifetor oto ypdpa Kopveng. Otav
etvat amevepyomompéEVOGC, T0 TPEXOV XPMLLO OVATIOETAL GTO YPDOLLL KOPLOTG.
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Asgurtovpyia p@TIGULOV

Y7apyovv mévie mapapeTpol QOTIGHOY: Yphuatog, 0éong, dievbuvong, real, boolean.
Mia topdpetpo ¥pdOUATOG amoTeAEitan amd TECOEPIS TIUEG KIVNTHG VITOSOGTOANG, tia
v kabe R, G, B, A (RGBA). Agv vdpyovv meplopiopoi 060V apopa TIG EMTPETTES
TIWES Yo aTéG TIg mapapéTpovc. H mapduetpoc Béong amoteeiton amd téccepig
OCULVTETOYUEVES KIVIITNG VTTOSIOGTOANG 01 omoieg kabopilovv T B€omn oe cuvteTaypéveg
avTikeévov. Mia mopdaueTpo d1evbuvong amoteleitol amd TPELS CLVTETOYUEVES
KIVNTAG VLTOJGTOANG ol omoieg kabopilouv pion dievbuvon oe cuvteTOyHEVES
avtikelévov. Mia mapduetpo tomov «realy gival pia tiur Kivnmg vrodioetoine. To
OTOTELECLO. EVOC VTTOAOYIGHOV QOTIGHOV 0 pmopel va Kabopiotel €dv n Ty piog
TOPAUETPOV PpiokeTon EKTOG TOV EMTPENTOV GLVOAOL TIUOV TNC.

ITpodiaypaon TapauUsTpOv OMTIGUOD

Ot mopdueTpol OTIGHOV JOKPIVOVTIOL GE TPES KATNYOPIES: TAPAUETPOL VAMKOV,
TOPAUETPOL TNYNG POTIGUOV, TUPAUETPOL LOVTELOL QOTIGHOV. [Tapovcidletatl Evag
TIVOKOG LE TIC TOPAUETPOVS OWTEG KO TOV aplOUd TOV TIUOV TOVG:

[Mapdperpot YAkoh

Moapdaperpog AprOpog Tinmv
AMBIENT 4

DIFFUSE

AMBIENT AND DIFFUSE

SPECULAR

EEN SN N

EMISSION

SHININESS 1

Iivaxag 1: Hopdéuetpor viikod

[Tapauetpot IInyng Poticpon

Hopaperpog AprOpog Tin®v

AMBIENT

DIFFUSE

SPECULAR

POSITION

SPOT DIRECTION

SPOT EXPONENT

SPOT CUTOFF

CONSTANT ATTENUATION

[EN PN FEN PN TR EN ENI TN N

LINEAR ATTENUATION

QUADRATIC ATTENUATION 1

Iivoxag 2: opduetpor Inyng pwtouod

[apdapetpot Movtéhov Poticpod

Hapdaperpog AprOpog Tip@v
LIGHT MODEL AMBIENT 4
LIGHT MODEL TWO SIDE 1

ITivoxag 3: Topduetpor povelov pwtiouod
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IopokorovOnon vAKOD YpOUOTOC

Eivar mBavo vo epappoctodv ot mopauetpotl vAkov «ambient» (mepiBaiiov) kot
«diffuse» (81Gyvt0) GTO TPEYOV YPOUA DOTE VO, TAPAKOAOVHOVVTIOL GUVEXDS O TIUES
TOV YOPAKTNPOTIKAOV ToV. H TapakorlovOnomn evepyomoteitatl Ko amevepyomoteitan pe
™V KAMon tov KatdAAnAov evioAdv. Katd tv evepyomoinom kat ot d00 1310TNTEG
TOL VAKOVU TifevTon GUECH GTN TN TOL TPEYOVTOS YPDOUOTOG Kot 01 dAAAYES TOL Oa
nopakolovBodvior €ite amd TIG EVIOAEC YPOUOTOG gite pe ) oyediaon mTvaKmv
KOPLONG HE TOV  Tivako ypopatog evepyomomuévo. Ot oAAayég  mov
TPOYLOTOTOOVVTOL GTO VAIKO YPOUATOG Eivorl HOVIHES £ OTOV Ol TIEG VoL OAAAEOLY
elte amootéAhovtog £va vEo ypopa gite opilovtag pio véa T LAKO.

Kotdotaon ootiopuon

H xatdotaon mov amotteital yio v €Qoppoyn tov QoOTIcHoV amoteleiton amd 1)
OAEG TIG TAPAUETPOVS POTIGHOV, 2) éval bit mov opilet edv éva ypdpo mov Ppicketan
010 Tio®w pépog Ko Eeywpilel amd 10 YpOUO 6TO UTPOoTA HEPOG Bo mpémel va
vroloyiotel, 3) tovAdytotov 8 bit mov kabopilovy mola pdTa givar evepyd, 4) éva bit
oV Ogiyvel €av TO0 VAMKO ypoduatoc sival gvepyd, 5) éva bit mov deiyver €dv o
QOTIGUOG etvan evepydg.

2V apyIKn KatdoTtoon, OAEC 01 TOPAUETPOVS POTIGUOV EYOVV TIC TPOKADOPIGUEVES
TpéG Toug. H a&loddynomn tov yp®UaTtog 610 Tom HEPOG OEV TPOYLLOTOTOEITOL KO O
QOTIGUOG KO TO DVAMKO YPDUATOS EVOL OTEVEPYOTONUEVOL.

Flatshading

Ortav og éva mpotevov epappoleton «flatshading» 6deg o1 kopveéc Tov amokToHV TO
010 ypopa. To ypopo ovtd eivar 10 ypoOUO TNG KOPLENG OTO TNV OTolN
onuovpyndnke to mpwtevov. o €va onueio, etvar 1o ypodpa mov oyetiletol pe to
onueio avtd. IMa éva tuquo ypopung, €ivol 1o ypdpa g Oe0TEPNG KOPLENG TOL
tuquatoc. o éva tpiywvo, 10 ypouo opiletal amd o emleyuévn Kopuen pe Bdon
TOoV TPOTO UE TOV 0Toio dnpovpynnke 1o tpiywvo (Awpido TPLy®VOVL, OVEUICTNPOG
TPLYOVOV, EeYmPLoTd TplymVvo).

Tepkomn YpDOUATOC KOL GUVIETOYUEVOV VONC

To ypopo 1o omoio oyetileton pe o kopven mov Ppicketar péca GTOV OYKO
nepkong dgv emnpedletar and v mepwomnn. Eqv éva mpwtevov mepikomel, ta
xpopato to. omoio €xovv avatebel 611G KOPLEES 01 omoleg mapdydnkav omnd v
TEPIKOTY| OMOTEAOVV TO TEPIKOTTOUEVO, YPDLOTOL.

H nepikonr| moAvydvov pmopet vo SnUovpynoel Hid TEPIKOTTOUEVT] KOPLON 5T Oplo
TOV OYKOL TEPWKOMNG. L& OVTN TNV TMEPIMTMON, 1 TEPIKOT| TOAVYDOVOL cuveyilet

TEPIKOTTOVTOG it TEPLOYN TOV OPIOL TOL OYKOL TEPIKOTNG TN POPA.

H mepwconn| ypdpotog mpaypatonoteitot e tov 610 1pdm0, OOTE TO TEPIKOTTOUEVAL
onpeio vo Ppiokovtar oty Voot TOV 0KP®OV 0V TOAVYOVOL HE TO OPlo TOV GYKOL
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nepkomng. Ot GUVTETAYUEVEG VONG TEPIKOTTOVTAL LLE TOV {010 TPOTO LE TOV OTOI0
TEPIKOTTOVTOL KOL TOL YPDOLOTOL.

Rasterization

«Rasterization» kaAeital n dodikacio pe TNV omoio £va TPMOTEDOV UETATPEMETOL GE
pio dwodidotarn swova. Kabe onueio avtng g ekdvag epmepléyel TAnpopopia yio
YOPOKTNPLOTIKG OTmg eivor To ypopa kot o Bdboc. H epappoyn tov «rasterization
o€ éva TpwTevov anotereital amd dvo pépr. Katd to mpmto pépog kabopiletar mowa
TETPAyOVO  €vOC  OKEPOOL  TMAEYHOTOC, GE  GLVIETAYUEVES — mopabvpov,
Katohoppavovror ond 1o mpwtevov. Katd to devtepo pépog, avorifetor pio tyun
ypopoatog kot pio T Pdbovg oe kdbe éva amd to teTpdycva avtd. Ta
amoteAécOTO aVTNG NG dadikaciog mpowbodviar 6to endpevo otddo tng OpenGL
ES, 6mov evnuepmvovtot ot amapaitnteg T0mobecie 6TOV EVIQUELT] TANUGIOV UE
Baon avtda.

‘Eva tetpayovikd miéypoa poall pe tic mopapéTpous TV avatiBEpevmY YpoudToy, T0
Babog kar T ovvietaypéveg VOIS Kaheiton «tepdyo» (fragment). ‘Eva tepdyio
tomofeteitar pe Pdon v KAt oaplotepn yovie Tov, N omoio PpiokeTor OTIC
CUVTETAYUEVEC TOV OKEPALOL TAcGiov. Ot Aettovpyieg Tov «rasterizationy pumopodv va,
aVOPEPOVTOL KO GTO KEVTPO EVOG TELOYIOV LLE TO OVTIOTOYO ATOTEAECLLATA.

Ta tetpayovikd mAéypota o€ ypelaleTon vo €ivol TPOYHOTIKE TETPAY®VE OTNV
OpenGL ES. O1 kavoveg tov «rasterizationy» dev emnpedlovtal amd Tn TPOyLOTIKA
avoloyio TV TETPAYOVIKOV mAEypotowv. H amewkdvion 1ov  pn-teTpayovikov
TAEYUATOV, OU®G, B0 TPOoKOAEGEL TOL ONUEID KOl TO TUNUOTO YPOUUMY TOL £XOLV
vrootel «rasterization» va mopovolacTovV pEYOADTEPO. oTn pia katevbvvon oe
ovyKplon pe TV aAAN. Omdte, AapPavetor og mpobmdBeon Ot tar Tepdylo givor
TETPAYOVIKE, KOODC avTd amlomolel v emefepyacio vENG Kal TN SladKaGio TOV
«antialiasing».

AGpopot gival ot mapdyovteg Tov ennpealovy o «rasterization». Lo onueio pmopet
va, avotifevior O1pOPETIKY] SIIUETPOS KOL GTO TUNUOTO YPOUU®DV  O0(pOPETIKO
nAdtog. ‘Eva onueio 1 tuqua  ypapung upmopel vo vmootel  «antialiazing»
YPNOWOTOUDVTOG TWEG KAALYNG E€KOVOOTOLEIMV, OAADL oIV TEPImT®OON TOV
ToAVY®VOV avtd dev vrootnpiletat. [lpénet va epappootel moALAmAN detypatoAnyia
®ote va ToADYOvVa oto omoio €xEl epappootel «antialiazing» vo gpopuootel Kot
«rasterizationy.

Antialiazing

H dwdwacio tov «antiliazing» evog onueiov M Ypapuung mpoypotomoleital pe pio
oepd Pnudtev. Ot tipég R, G, B tov tunipatog mov éyel vrootei «rasterizationy dev
empealovrtal, aAAd 1 T A moAlamiactaletol and pio T Kvntig VITOOGTOANG
nov Ppioketor 610 KAewtd oOwdotnua [0,1] n omolo meprypdest ™ TN €VOC
gwovootoyeiov 006vng evog tepayiov. Katd ta televtaio otddia g OpenGL ES,
pmopet va ypnoyomomBel n T} A dote vo avapelyBel To E1GEPYOUEVO TEUAYIO LE
AVTIGTOL(O EIKOVOGTOYELD TTOL PPIoKETOL LEGO GTOV EVTAULEVTY) TAOLGIOV.
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Ot Aemtopépeleg yoo Tov TpOTo pe Tov omoio vroloyilovtol ot Tiég kdAvyme evog
«antiliased» tepoyiov eivar dvokoro vo kabopiotel yevikd. O Adyog eivar 6Tl 1
VYNNG modTog ddikaoio «antialiasing» pmopet vo Adfet voyn g Oépoto Kot
YOPOKTNPOTIKE TG 000VNG mavew oty omoia amewkoviletar 10 TEPEYOUEVO TOL
evtoapeuty mhoucsiov. Emiong, n tyun kdAvyng mov vroioyiotnke yuoo £vo TEU)10
Kémowov mpwtevovtog pumopel va eEapTdtal 6T GYXECN TOL TPMOTEVOVTOS OVTOV LE
évav apliud and TETPUyOVIKE TAEYIOTO TO OTTOl0l GLVOPEVLOVY e TO 1010 TO TEUA) 10
Kol Oyt HOVO HE TO TETPOY®VIKO TOL TAEYUa. Eva axdpo mov yapoknpiotikd mov
npénel va. 1e0el voym eivar 10 yeyovog OTL 0 0KPPNG VTOAOYICUOS TOV TU®V
KdAvyng pmopet va €govv vyYNMAd VIoAOYIoTIKO KOGTOG. Katd cuvénein, emttpémetot
omv OpenGL ES va ypnowomotel évav katd TpocEyylon mo Ypyopo VITOAOYIGHO
TOV TIUOV QVTOV.

IToAlamAn dsrypatoinwyio

H molomAn derypatoinyia (multisampling) armoteAei éva unyoviopd Katd tov omoio
oA ta TpoTevovta g OpenGL ES veiotavtar «antialiasing». H teyvikn agopd
delyHoToANYic AWMV TOV TPMOTELOVTI®V TOAMATAEG OPEG o kKAbe gwkovooTotyeio. H
OEYHOTOANYIN TOV TILOV YPOUOTOS EYEL OG AMOTEAECHA VA LOVAOTKO YpOUa KAOE
(QOPA TOV TO EIKOVOOTOLYEID AVOVEDVETAL, £TCL MOTE Qoivetal 0Tt To «antialising»
elvatl avtodpaTo 6710 EMinedo epapuoyns. Emedn kabe delypa meptrapfavel ypdpo Kot
BaBog, o1 1eBBOOL TOVG EKTEAOVVTOL IGOTOGO GE QLTO TO LOVOOIKO OETYLL.

‘Evag emmpdobetoc evtopievtng, mpootifetal oTovV EVTOUIELTH TAOIGIOL Yo va
vrootnpitel v moAlamAn derypotoAnyio. Ot TIHEG TOL JElyHATOC E1KOVOGTOTKEIOV,
oL TEPALAUPAVOVY TO Ypdua Kot To BdBoc, amobnkevoviol og avToV.

To «antialiasing» moAlomAng derypatoAnyiag gival TEPIGCOTEPO CMUOVTIKO YL THV
enefepyocio Tprydvev emedn ot ypewaletor tagvounon e aeoipeong Twv
KPUUUEVOV EMPAVEIDOV Kol xelpiletor opBA Ta YEITOVIKA TPply®Va, TIG GIAOVETES TV
AVTIKEWEVOV Ko To. Tepvopeva tpiyova. Edv mpaypatoroteiton emeepyacio povo
onueiov N ypauudv, o AIog punyoviopog «antialiasing» mov mapéyeton amd v
OpenGL ES pmopet va €yer og amotédleopa por vyniotepns avdivong ewova. O
UNYOVICUOG aVTO OYEOIIICTNKE MOTE VO, EMITPEMEL TNV TOAAATAY OELYHATOANYIO Kot
TG Nieg TeyviKéG «antialiasing» kotd v enelepyocio piog povadikng oKNvig.

Avartoén 3D wepifpdirovrog pe Tnv JOGL ES

Metd v emokonmon g OpenGL ES kot tov teyvoroyudv g o mapovcilactel M
dwdkacio avantuéng evog 3D mepiBdAiovtog pe ) ¥pnon TV o PASIKOV TTUYOV
™. To mepdriov avtd Ba avamtuyBel pe ™ ypnomn g JOGL ES. H JOGL ES eivan
N petdopaon g OpenGL ES ot yAdooa Java kot vrootnpiletan and ) Java ME.
Y& avtég T1¢ Pacikég apyés Kot Aoyikn Paciotnke kot 1 vAomoinon tov 3D mobile
client mov o TapovolooTEl 6TO SEVHTEPO HEPOC TOV GLYYPAUUATOC.

H 3D gpappoyn mov Ba mapovsiactel agopd Eva fpdyo KIVOOUEV®V EIKOVOV HUEGO GE
éva VIO, 0 OTOT0G AVOVEMVEL GLVEXMG TNV Katdotaor tng, emeepydletar ™ 3D
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oKNVY, Ve TouTtdypova datnpel To pudud emnelepyaciog TOV KIVOUUEVEOV TAUGI®V.
To 3D mepifadirov Ba mepilapfaverl Tpdtdototong KHPovg ot omoiot Ba kivodvTon 6TO
YOPO — TO TOPAdELYHO aVTO €lval YVOOTO MG «1 EPUPLOYN TOV TEPICTPEPOUEVDV
KOPov». T va viomomBel to 6o mepPdAlov eivar amapaitntn 1 axorovdio
KAmolwv Kaiptwv Pnudtov yo v ekkivnon kot dtayeipion g unyovng e OpenGL
ES.

H gpoppoyn amoteleitar and €& khdoewg: RotBoxES, RotBoxGameCanvas, Floor,
TexCube, KeyCamera, Camera. H RotBoxES &ivai éva vyniov emmédov MIDlet 1o
o010 GLVOEETAL HE TO AETOLPYIKO TNG OLOKEVNG, Yeiletar To Tapabvpikd
nepPdAAOV TG Kol 0 KVUPLog okomdg NG elval va tomofetnoet €va ovTiKeilevo
RotBoxGameCanvas omv o006vn g H RotBoxGameCanvas amotelel éva
VTOGVUVOAO TNG KAdong GameCanvas, sivat dtoyepilopevn amd éva vijpa Kot o poAog
™ eival va ektedel to Ppoyo tov kvovuevev sikovov. H khdaon Floor dnpovpysi
Kol oxedllel éva emimedo oTO TPLOACTOTO YMPO TO Omoio £xel TO0 POAO TOV
natopatog. H «hdon TexCube dmuiovpyel kot oyxedidler tov kdbe xvfo g
epappoyns. H khaon Camera spappolet kot dwoyepiletar Ty KivoOUEVT KAUEPO GTO
yopo. H «hdon KeyCamera petappdlet v €i60d0 T00 TANKTPOAOYiOL (KOLUTIA
katevbuvong) oe KANGES mPog TN O1evBvvon, HETOKIVION KOl TEPICTPOPYT| NG
Képepoc.

E@appoyn kivinong otov kappa

O omuovpydg RotBoxGameCanvas Eekwvd éva viuo oto omoio Ba ektedeiton o
Bpoyog o omoiog dayepiletor v Kivnon. e avtov apykonmolovvton ot 2D ko 3D
unyavég ypagpikav ko 1 3D oxmvn. Awayepileton omowadnmote yeyovoc; Eioddoov and
TO YPNOTN, AVOVEDVEL TN KOTAGTOON TS EPOPHOYNG, oxedtaletl Tig 2D ko 3D oknvég
Ko draxepiletar to puOud TV Maiciov (frame rate).

H enefepyacia g €10600v omd to mANKTpo. avolopuPdveror amd v KAAGOM
KeyCamera 1 omoia ™ petappdlel oe kivinon g kauepas. H povadikn avavéwmon
KOTAOTAONG HECH OTO Ppoyo a@opd TV oAAayn otn UETaPANTAG Yoviag, Kabdg
YPNOOTOLEITOL Y10 TNV TEPIOTPOPT] TV KOPwv. H mepiodog tov pubuod miaisiov
TPOGOIdEL GTO VIO KATO0L YPOVO adPAVEING DOTE VO EKTEAOVVTOL KOl Ol OTOLEG
GAAEG EpYOGIEC OmOTOVVTOL OO TO AEITOVPYIKO GVGTN L.

APYIKOTOINGT TOV PNYAVOV YPUPLKOV

Katd v apywonoinon tov punyoavov ypaeikov 2D kot 3D, akoiovBodvtar pio
oelpd amd Prpotos

Apywomnoinon g OpenGL ES

Op1opdg ™G 6VVOESNG ameKOVIONGS, KOTA TV omoia emAéyetat Kot 1) puduion
ene&epyaciog (rendering configuration)

Apywonoinon tov mhaiciov g OpenGL ES, n onoia apopd v ecmtepikn
KOTAGTAGT) TNG UNYOVIG YPUPIKAOV

KoaBopiletor n emodveln oyediaong, o6mov ocuvvhibog eivar m 086vn g
GUGKELTG

[Ipaypotomoteiton n oOVOESN NG OMEWKOVIONS, TOL TANIGIOL KOl TNG

EMPAVELNG OYEOTOONG LLE TO VLLOL TNG EPAPUOYNG.

YV V VYV VYV

79



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

Apywonoinon g 3D oxknvig

Abpopec mruyéc g 3D oxmvig apyikomoovvtol TPy TV ekKivon tov Ppodyov
Kivnong. Ztig mtuyéc avtég cvpmepiappdvovior 0 OYKog amekOVIoNS, 1 KAUEPD, O
QOTIGUOG Ko To oknviko. H emeéepyacio kol 0 HETACYNUATIGUOS TOV AVTIKEUEVOV
(6nwg M meplotpoPn TV KOHPOV) Tpaypoatonoleitar and ™ pébodo drawScene(), M
omoia kot KaAeitan péso amd to Bpdyo. Idwitepog onuavtikog ivar o Eheyyog PdOovg
oV mepimTmon Tov N oknvn €xel molhamAd 3D aviikeipeva. o va Aertovpynoet
opBd dev amouteitor povéya 1 evepyomoinot ¢S oAAL TTPEMEL VA EYEL OPLOTEL OTN
pvOuion g amewdviong to péyebog tov Pabovc. Me t kinon g pnebodov
setView(), opiletatl N TPOOTTIKY AMEWKOVIONG UEGO OTN OKNVT|. Q¢ mopduetpoi g
opilovtor 0 dEovag Y, TO KOVTIVO KOl TO OTOLLOKPVGHUEVO TEPIKOTTOUEVO EMITEDO.

H pébodog setView() dnuiovpyet éva «frustumy (n koupévn mopopidn) omekoviong
v v képepa. To «frustumy exteiveror amd T0 KOVIIVO €minedo PEXPL TO HOKPLVO,
KEVIPOPIGUEVO GOUPMOVO LE TN VPO Opacng amd ™) Béon mov £xel | kdpepa. To
TAATOG KOl TO VYOG TOV KOVTIVOO TEPIKOTTOUEVOL EMTESOV BE®POVVTOL MG TO TAATOC
Kol TO VYOG o 000VNC TNG GLGKELNG KOl YPNOOTOOVVTIOL DGTE VO, VTOAOYICTEL pial
avaroyioc. Avtd ovvovaletor pe 1o «fovy» (field-of-view angle) oote va
VTOAOYIGTOVV Ol GUVTIETAYHEVEG TOV KOVIIVOU TEPIKOTTOUEVOD ENUTEAOV.

I
fosry lire of sight
* bottom year
came ra clipping far clipping
position plane plane

Eixovo 29: Ipofolsj omukig kduepog
IpocOkn TICHOD

Ot duvatdtreg potiopod g OpenGL ES mepilapfdavouv éva chvoro amd mnyég
QOTIoHoY, KAOe pio pe TG OWKEG NG MOPAUETPOVS TOV APOPOLV TO PMOTIGUO
TEPPAAALOVTOC, TN OYLGN TOV, TO KOTOMTPIKO QMOTIGUO, TN AGUYN TOL Kol TNV
exkmounn tov. ‘Eva oog pmopel va €yl pla 8éon M va eivarl Katevbuvikd, 0mov ta
omto Béomg e€acbevoive e v omdcTaoN.

Anmovpyio GKNVIKOY
To oxknvikd ™G gpappoyng mov e€etdletor amoteleitor and to TMATOUHO KOl dVO
TePOTPEPOLEVOLS KVPOVG. To orknvikd ohokAnpmdvetal 6 Tpia oTddW: dnpovpysiton

KT TNV PYIKOTOINGN, EVIUEPADVETUL CLVEXDS LEGO 6TO Ppoyo Kkivnomg, oxedraletal
ouveymg péca oto Ppdyo kivnonc. H pébodog createScenery() extedeiton katd to
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oTAd10 apyIKoToinoNG xpnolonoldvioc Tic kKAdoelg Floor koaw TexCube ®ote va
ONUIOVPYNCEL TO AVTICTOLYO OVTIKEILEVQL.

H pébodog createScenery() Peitidver to ypdvo Aertovpyiag g epapuoyns. O
TEPLOPIOUOG TOL BETEL €lval OTL TO €0MTEPIKO TV KOPOV Kot 1 KAT® TAELPE TOV
TaTONOTOG O¢ Tibevtar vd enefepyocio. Ot 1310TNTEG VAIKOV 0AAAlOLV [E TN ¥p1iom
¢ nebodov. Evo evepyomoteitar n enefepyasio veng, ot pubuicelc yio to YAKO tov
aviikeévov oe mpooapuoloviar avdroya. Ot mpoemileypéves 1010TNTEG LAIKOD
eEaopaAilel 0Tt To oyfuaTa Bo aVTATOKPIBOVY GTNV EPAPUOYT] TOL JlAYEOVTOC KOt
OV OTOC TEPPArAovTOC. Ot g1KOVEG VPNG TOV epapuoloviol ota avTikeipeva Floor
kot TexCube mpénet va givar Tomov «png» kat og teTpaywvikod oxfuoa. To péyeboc g
ewovag Bo mpémer va el éva péyoto g Tafewg Tov 256X256 dote va
vroompiletar amd mEPIGGOTEPES GLOKELES. [ T dMUOVPYIRL TOL AVTIKEWUEVOL
Floor opiovtat eniong o¢ mapduetpo kot ot dactdoelg Tov. o ) dnuovpyia twv
K0PV opilovial emioNg G TOPAUETPOL O CLUVTETUYUEVEG GE TPEIS dOTAGELS (X,Y,Z)
TOL KEVTPOL TOLG Kot 0 Tapdyovtog KAlpakag mov tpocdlopilel to uéyefdg toug Katd
10 XpOvo enelepyaciag.

Yyediaon TG oknvI|g

H pébodog drawScene() extelel pia pi€n g oyedioong 2D kot 3D, 6mov 1 3D oknvy
oxedlaleTol TPMTN KOl TN oLVEXEW Tpaypatomoieiton n emeepyacio twv 2D
YPOPIKOV 6TO umpootd uépoc e oknvig. H drawScene() kaiei tn drawSceneGL()
v va owyeprotel ) 3D emefepyacio. Xt ovvEXEW YPNOWOTOLEL TIS TLMIKEG
uebodovg g Java ME Graphics wote va oyedidcel T mAnpopopio TG KApEpOC Kot
™ Jwpkeg mhonsiov otnv oBovn. Ot Aemtouépeleg g kauepag, Ommg givor M
tpé€ovoa BEoT, 0 TPOSAVATOMGUIOG KOl 1] KATACTOOT TNG OVOKTOVTOL LEGH HEBOGmV
and T kAdorn KeyCamera.

Yyeoiaon o 3D

H 3D oxnvn amoteAeiton amd v Kdpepa, tn Ty QOTIGUOV, TO TATOUO KOl TOVG
dvo koPovg. H enelepyacio tov MIDIlet avakoleitar péypt va ohokAnpwboidv 6Aeg ot
OpenGL ES xAnoceis. H kduepa mpénetl va tomobetnbei mpv otidnmote dAAO péca ot
oknvn. O Aoyog elvar 6tt 1 OpenGL ES 6g 6100€tel pion Kivoduevn KApepa Kot o
TopaTNPNTHG HEVEL hvta otny ida B€on mov opiletan katd ™ KARon g setView().
Otav n xapepo Kweitor oe gubela M meplotpépetal, €ival 1 GKNVY OLTH 7OV
TPOYUATIKE Kiveital. AnAadr, m kivinon tng xauepag eivar oty ovcia Kivnon
0AOKAN PTG TNG OKNVTG Kol TPETEL VO TPOLYLOTOTOLEITOL TPAOTN KoTd TNV enelepyacio
¢ oknvis. 'Etot kd0e axdiovbn evtodn oyedioong Oa tomobeteital o€ oyéon He TIg
KIWIGELG TNG KAUEPOS OTN GKTVY).

21 ovvéyela tomobeteitan 1 Iy EOTOS 6T okNvT. Mia katevBuvtikny Iy uropet
va BewpnBei 611 Bpicketar oe mOAD peydin andotacn and ) oknvn (0nwe o NA0g o€
oxéom He TN Y1) Kot EKTEUTEL TAPAAANAEG aKTiveg o€ oTONTOTE Ppioketan péca ot
oknvi. Ol ta avtikeipeva eotilovtar amd v 101 KatevBuvon. Mio moapduetpog
oV mivoka mov kobopilel to poticpd opilel kKoar T 6€om g TG Tov. QLT
onpaivel 6t N emidpacn 1oV POTOG ot avTikeipeva e€aptdrat amd ) 0éon Tovg o€
oY£0M HE TNV INYN Kol TNV 0ndGTOGT) TOVG OO OUTY).
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H mepotpoen tov kofov exteleitor and ™ pébodo GL10.gIRotatef() wou sivan
ATOUOVOUEVT otd OTOLONTTOTE UETACYNUOTIOHO OVTIIKEWWEVOL OV OKOAOVOEL 0N
oknvn. Ot kvPot eivar Kot o1 TeAevTaiot Tov oYed1AlovVToL HEGO BT GKNVY).

H xAaon Floor()

To mértopo apykonoleitar katd v ektéleon tng createScenery() kot o dnuowpyoc
™¢ KAGong Floor déyeton tpelg mapapétpoug: éva avrtikeipevo tomov «gh yo v
extédeon Tov JOGL ES evtodmv, to d6vopa tov apyeiov 10 omoio amotedél v ekdva
TOV TOTOUATOG Kol TO HEyehog tov péoa otn oknviy. To matoua opileton oto eminedo
«XZ». H «Adiom extedel 000 kOpleg epyaociec:

» Koatd v npdt gpyacia, dtav Kaheitor o dnpovpyds g, ONUIOVPYEL TOVG
EVIOMEVTEG OEOOUEVMOV OV €VOl OTOPOITNTOL YL TNV OVOTOPAGTOCT) TOV
TOTOUATOS LLE TNV VY| TAVE® TOV

» Kotd m dedtepn, eneepydletor to mdtoua dtav kaieiton n pébodoc draw()

Anpovpyic TOL TETONOTOS

O onovpyoc g Floor dnuiovpyel ) yeouetpio ToV TOTOUOTOG KOl QOPTAOVEL TNV
ver, tov. H emelepyacio g veng ypedleton éva «Odvopo» VONG TO 0moio
amofnkevetol ot cvvéyewn o éva mivaka. H yeouerpio tov matdpatog givor éva
TeETPAy®VO T0 0moio PpiokeTon 610 «XZ» AEova, To 0moio TomobetTeitan 61O KEVTPO NG
000vN¢ ka1 o1 cuvteTayUEVES TOV 0pilovTal OTWG OTNV EKOVA TOPOKATO:

Eixovo 30: I'swpetpio matouotog

Ot ovvtetaypéves  kabopilovv 10 OYUO  TOV TOTOUATOS HE  TPIy®VOL.
Xpnowonombnke Awpida TPLy®dVoL, LE TN GEPE TV GUVTIETAYUEVOV OT®S PaiveToL
o010 oynuo mapanave. H cepd yio ta tpio mpodto onueio (0,1,2) opiler 611 t0
UTPOGTA LEPOG TOL TOTMUATOG OELYVEL TPOG T TAV® KATA TOV AEOVA TOV «Y». XN
ouvéyela 0pifovTol 01 GLVTETOYUEVES Y10 TNV VYT TOV:
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(0, 1) (1.1)
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(0, 0) (1,0)

Ewcova 31: Zvvietayueves vpng motwpuatog

Ot téo0ep1g O160100TATEG GLUVTETAYUEVES VPG OVTIGTOLYOVV GTIG TECGEPIS YOVIES TNG
EIKOVOG £TOL MOTE OAOKANPN M €kOVa va, xpnoyonomBel katd v eneEepyacio g
vons. H oepd tov onueiov (0,1,2,3) eEacpoariler 0Tt OTAV 01 KOPLEOES KOl Ol
OLVTETAYUEVEG KOPLENG avtiotoynBodv xatd v enelepyacia, 10 matopo Ha
KaAveOel Ommwg avapévetal and v ekdva. Ot KOpLPEG KOl 01 GUVTETAYUEVEG VONG
amofnkevovtal o€ 600 evtapevtég Tomov «bytey pe v extéleon g createFloor().

H ewdva vene goptdvetar kot otn ocvvéxeln oamobnkedeton emiong oe €vav
evatevt Tomov «byte» katd v ektédeon g loadTexture(). H von poptdvetan og
éva, avTiKeipevo Tomov «lmage» kot ot cuvEXELD LETAPEPETOL GTOV EVIOMEVTN, VIO
Hopen oG OEPpag €KOVOooTOlKEidV TN Qopd, ME KAOBe ewovooTtolyEio va
amoOnkevetor ¢ tpian bytes. Ov oepéc dwPaloviar avrtiotpopo ®oTE Vo
avamodoyvplotel n edva kabeta oTov evtopievt). Me avtd tov Tpdmo 1 ven Ha
oplotel OTMG TPEMeEL 6TO cLoTNUA cvvtetayuévav ™ OpenGL, émov to onueio (0,0)
OVTIGTOLYEL 0T KAT® 0PLOTEPT) YOVIOL.

O xvPog

O1 meprotpeopevol KOBot dnuovpyovvtat amd v kAdorn TexCube, 1 omoia ko £xet
napopola dopn pe v khdon matduatog Floor. O dnpovpydc e apykomolel Tovg
EVIOEVTEC dedouEVDV Yoo ToV KOPo kot ot péBodot oyediaong tov emeEepyaloviat
YPNOOTOLDVTOG TOVG. O dnuovpydc amobnievel ) Béon Tov TpLddoTaTOL KOBOV
(X,¥,2) ka1 tov mopdyovo KAipakag kot ot cuvéyso kakel tn createCude() yw
ONUoLPYID TOV EVIQUEVLTAOV Y10 TIG GUVIETAYUEVEG TV KOPLOOV Kol TG ve1s. H
uébodog loadTexture() ypnowonoteitor 6Tmg kot otnv kAdon Floor, poptdvovtoag v
EKOVA VONG GE £VOV EVIQULEVTN.

Anuovpyia kOBov

O «0Pog Tomobeteiton 6T0 KEVIPO TNG GKMVNG Kot opileTal 610 TPOICTUTO YMDPO
OT®G TNV £1KOVO TOV 0KOAOVOEL:
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Ewcova 32: Tpididorarog kbofog

To oyqua tov exkEpdleton ®g €51 OPOPETIKEG TAEVPES, He KABe TAgvpd va
avamoplotdror amd pio Ampida Tpryd®vov teccapwv onueiov. H pmpootd mievpd
opileton amd £va cLVOAO oNUEI®V OC:

('1;_1;1] (1:_‘1:‘1]
Eixovo 33: Mrpoora mhevpd kdfov

O1 cvvtetayuéveg Kot Tov £EL TAEVPOV amobnkevovial o€ évav Tivaka Tomov «bytey.
Ovoaotikd, oTov Tivake avTov amodnkedeTorl 1o 1010 T0 TPOAGTOTO HOVIEAD TOV
KOPov. To yeyovog avtd €xel 1o HEOVEKTNUO OTL VILAPYEL TEPLOPICUOS GTO HEYEDOC
0V Tivaka, kabmg amobnkedel 24 GLVTETAYUEVEG TOL OVOTOPIGTOVV TIC TEGGEPLS
yovieg Tov kOBov. H ven tov kOPov avtrypdpeton oe kabe mAevpd, amoitdvTog KaOe
TAELPA VO YPNCILOTOGEL OTNV LON TNS OAOKANPN TNV &koOva. Avrtiotoryo ot
ouvtetayuévec veNe amoBnkedovtar oe  évov  mivaka TOmOL  «byte», dmov
0pPYOVOVOVTOL GE OUAOES TV TEGGAPMV, pia opdda yio Kabe TAELPA:

(0. 1) (1.1)

@ ®

@ O
(0, 0) (1.0)
Ewcova 34: Zvvietayuéves vpng kdfov
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H Kapepa (Camera)

Ta neprocdtepa OpenGL mpoypdppoto ypnowonoodv ) puébodo gluLookAt() g
BPprodnkng GLU yo v tomobétmon g xauepos. Kabog avty n Pifiodnkn
amovclalel, o éheyyog T Kauepag otv OpenGL ES epoappoyn Oa exteheiton pe
dwpopetikd tpémo. H khdon Camera, mapéyst moAlamAég pebddovg kivnong kot
TEPIOTPOPNG Ol OTOIEG KIVOUV TNV KApEPA UTPOoTA, Tow, aptotepd de€id, mivw,
KAT® Ko TEPIOTPOPIKA YOP® Omd TOVG AEOVES «X» Kal «Y». [Tapéyetar pio péBodog M
omoio Kvel TNV KAUEPO UTPooTd Kot micm diyme Kapio aAlayn otn Béon ™e o¢ Tpog
oV G&ova TV «Y», 1 0Toio YPNCILOTOLEITOL OTOV 1 KAUEPO SElyVEL TAV®D 1 KAT®.
Eniong, dtotifeton kot n péBodog reset(), 6mov 6tav exteLEiTaL, 1 KAUEPOD EMIOTPEPEL
oTNV apyIKn ™S B€om Kol TPOGAVOTOMGUO.

Kotd v mepiotpopn g kdpepoc n umpootd koatevHOvvon enmpedletar. Otav
Kveilton o€ gubeia ypnoonotel ™ urpootd Katevhvvorn dGTe va VIoAoYiceL To Pripa
unpootd, micw, 0eSd M apotepd. H apykr| 0éon opileton wg mopduetpo o10
onuovpyd g kapepag Otav avtn onuovpyndel. H 6éom ko m katevbuvon
amoOnKevoVTOL WG TYWES KoL TOV a&dvav X, Y, Z.

IeproTpo@r] TS kKapepog

Mé£Bodot dwyepilovtar TV TEPIGTPOPN TG KAUEPUS YOP® aTd TOVG AEOVES «X» Kol
«y» avtiotorya. Kd&bBe @opd mov m mepiotpoen) oAAdlel, 1O Avuopo mov givot
vevBuvo yo v KatevBvvon pumpootd vroroyileton Eavd. H xatevBouvon avt eivarn
éva. dvuopa To 0moio TEPIOTPEPETAL YOP® Otd TOVG AEOVES «X» Kal «Y». Mia néBodog
LETATPETEL TNG 0V0 YWViES TEPIOTPOPNG O€ TWES (X, Y, Z).

EvO@vypappn xivinon g kapepog

To dvvoua ™G umpootd KatevOLVONG YPNOYWOTOLEITOL Yo TOV VTOAOYIGUO TOL
UTPOoTa Prnatog TG Kapepog o oxéon pe v tpéyovca BEon . H andotaon mov
Oa mpémer va davvbel moAlomAoclaleTon e TO. GTOXEIDL TOV AVOGUOTOG KOl UETA
npootifetan 61N TpEYovca BEomn. Edv n andotaon £xel apvnTikn TIUn TOTE N KAUEPQ
Kveltol Tpog to Tiow. Avarloya 1 KApepa petokveitatl 0e€1d ko apiotepd.

Metoxivnon ™S KApePug pécm® TAKTPOV KatevBuveng

H demaen ypnotn g xapepog douympiCetor and 11 Acttovpyieg kivnong mg. Tn
demapn owyepiletan n khdon KeyCamera evd tig Aettovpyieg kivnong mn kAdon
Camera. H KeyCamera o6wfaler ™ Tpéyovca KatdoToon TGOV TANKTIPOV TNG
OLCKELNG KOl TIS UETUTPEMEL G KANOCE mPog Tig peBddovg Kivnong g kidong
Camera. Mg ovtd TOV TPOTO TOL TANKTPO AVTIGTOLYOVV GE EVTOAEG TTPOG Kiviom NG
Kuepag dtywg va emmpedletal n KAAom Kot o1 Aentopépeteg dlayeipiong g B€ong Ko
TOV SWOECIUOV KIVAGEDV TNG TOPAUEVOVY AVETAPES LEGA TV KAAOT) TNG KAUEPOS.

Extog amd 1o mAnktpo kiviong m epopupoyn mopéxel Kot Tn Oluyeipon tov
PO PETIK®V TOUT®V Kkivnong. H aAlayn tov thmov kivnong emAéyston e TO TANKTPO
oy vidwwv «A» (game-A key). Emiong, to xovuri ektéheong (fire key) kolel
reset() uébodo Kot ELAVOPEPEL TNV KAPEPO GTNV OPYIKT TNG KATAGTACN.
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Anpuovpyio Kot avaviémon TN KGPEPUS

O Odnuovpydg g khaong KeyCamera omuovpyel éva otiyptdTumo g KAAGNG
Camera, kot o tomobetel 6to TPoKaBOPIGUEVO apykd onueio TG GKNVIAG TV GTOV
a&ova tov «z». H pnébodog update() e khdaong KeyCamera koleitor otnyv apyn kéde
EMOVAANYNG TOV Ppdyov Kiviong Kot dEYETOL O TAPAUETPO TNV TPEXOVCO KOTAGTOON
tov TAkTpov. H uébodoc readKeys() eléyyet v katdotoon T@V TANKTP®OV KoL TV
EMOTPEQEL. X1 ovvéyela, 1 pébodog updateCamera() Aappdaver o¢ eicodo v
Katdotoon wote vo kabopicel ol péBodog kivnong mpémetl va kAnBei. H kinon g
uebodov position() e KeyCamera evnuepmvel ) véa BEon ¢ KAUEPUG Kot TEPVA
TG AmOPUITNTEG TOPAUETPOVS 6TO oTiypidtumo g Camera.
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Spring MVC Framework

To Spring Framework amotelel pio Avon yio TV avAamtuén EQOPUOYOV SIPOPETIKMV
amaithoewv. Xpnowomoteitoar mg «modular kabdg mapéyetl T duvatdTTa ¥PHONG
HOVO TOV AEITOVPYUDY KOl TOV UEPDV TOV YPELALETOL O EKAGTOTE TPOYPOUUOTIOTNC.
AnAadn|, umopei kamowog va ypnowomomoet tov «loCx» (Inversion of Control)
container, pe Struts, ypnowomoidviog mapdAinio povo tov Hibernate kddwka
oAOKApwong N 10 agapetikd eninedo g JDBC. To Spring Framework vrootmpilet
™ OEipon GVVOAAAYDV, OTOUAKPLOUEVT] TPOGPACT GTN AOYIKY TG EQPAPUOYNS
uéow teyvoroyidv RMI 1} Web Services kot mapéyet akdpo pio motkihio exloydy yio
™ dathpnon dedouévov puécw eppovic. Eivar éva MVC (Model-View-Controller)
Framework to omoio vmootnpiler v olokinpwon AOP (Aspect Oriented
Programming) pe 510pAvelo 6To AOYIoUIKO.

‘Exel oyedwotel dote 1 kuplo Aoyikny G vd avamtuén €Qoproyng va puny etvon
e€optnuévn and to ido to framework. Xto eminedo oloxkAnpwong (6mwg gival to
eminedo mpdcPacng dedopévmv), Kamoleg e£aptnoels Pe v teyvoroyia TposPacng
dedopévav kol Tig PiPpAodnkeg tng Spring 0o vmdpyel, aAld givar €dkoro va
S ®PLoToHV 01 EEAPTNOELS OVTEC OO TOV VTOAOUTO KVPLO KMOTKA.

Ewayoyfq eto Spring Framework

To Spring Framework givot pio mAateoppo g Java, n omoia mapéyel OAOKANP®UEVT
VIOoTAPIEN TOV VTOdOU®OVY Y10 TV avartvén Java epapuoymv. H Spring dwryepiletan
TNV VTOOOUN] (MOTE O KEVIPIKOC OTOYOG Vo €ivol 1M €poapuoyn oavt) kabeavtr.
Ynroompilel v avantoén epapuoydv pe omid moloid oviikeipeva g Java (POJOS)
KO TNV EQAPLOYN ETYEPNOLOKDV VINPECIOV U1 EMEUPATIKOV OTO AVTIKEILEVA QLT
H dvvatotra avt epappoletor 6to poviého mpoypappaticpov g Java SE kot g
Java EE. Ta mAeovektiuata tg mAot@opupag pumopolhv vo ypnoyomombodv ce
TEPWMTMOGELG OTMOC:

» Tnv extéleon piog Java pebddov oe pio cuvorroyn Paong dedopévmv diymc
va yperaletar n dwyeipion tov APl cuvaidayg amd ToV TPOYPUULOTIOT

» Tn ypnon piog Java pebodov g pio amopaxpuopévn dwadikacio diymg va
ypewletar n dweipon tov amopokpucpévov APl cuvariiayng amd tov
TPOYPOLLLOTIOTH

» Tn ypron piag Java peBddov wg o Aettovpyio dayeipiong diywg va
ypewdletar n dwayeipion tov IMX API tov mpoypappotiot

» Tn ypnon piag Java pebddov ®g £€va  dlayeptot] pMvopdtov  diyowg va
ypewletar n dwyeipton tov IMS API tov Tpoypoppatiom
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E@appoyn e€aptiocmv kot AvTioTpo@1] EAEYY0V

Ov epappoyés Java g yvootdv amotehodvion omd ovTikeipevo To  omoia
ocvvepyaloviar MoTe va. eELANPETGOVY T1 GLVOAIKY] Agttovpyia g epapuoyns. [a
oVTO KOl TO OVTIKEIHEVO HOG EQAPUOYNG £YOLV aAANAOEEaPTNOES HETOED TOVC.
[Mapodro mov n TAateopua TG Java mapéyel Eva TAPES GOVOAO amd AELTOVPYIES Yo
TNV aVATTUEN €QAPUOY®V, €xel EAAEYM OGOV 0QOPE TA LEGO YLOL VO, OPYOVAGEL TO,
Boaotkd TuApate avanTuéng oe £va GLVOEES OAOV, APVOVTOS TNV EPYUCIN VTN GTOVG
OPYITEKTOVEG KOl TOVG TPOYpoupatiotes. o avtd wor eivor dvvar n ypnon
oxedloTIK®OV TpoTHnmV Omw¢ eivor ta Factory, Abstract Factory, Builder, Decorator,
Service Locator dote vo givar €@kt 11 oOvbeon TV SEOP®V KAAGEDV Kol
OTIYHMOTUTI®V TOV OVTIKEWEVOV TTOL amoTeAOVV i epappoyn. To mpotuma avtd
OU®G TTPETEL VAL TOL EPAPUOCEL O 1010C O TPOYPULLATIOTG DOTE EVOTOMGEL TA UEPM
™G €QOPUOYNG OE €va AElTovpylkd oOVOAO, TO Omoio €KTOC amd TO OTL &ivan
YPOVOPOPO d¢ YiveTo TAVTO [LE TOV KAAVTEPO OLVATO TPOTO.

To ovotatikd avtiotpopng eréyyxov (Inversion of Control - 10C) wov Spring
Framework kaAvmtel 1o mpoavoeepbév kevo tng Java mAateoppog mopixovtag Eva
HEcGo oUVOEONC OVOUOIMV GCULUCTOTIKMV 7OV £YEL G OMOTEAECHO Uiol TANPNG
AETOVPYIKY €Qoppoy £Tolun mpog ektédeot. H Spring kmdikomotel ta oyedl00TIKA
TPAOTLTOL GE OVTIKEIEVA TO OTTO10L LTTOPOVV VO EVEOUOTOOOVV GTNV EQAPLOTYT.

Evotnteg (Modules)

To framework amoteAeiton omd £€va  cOVOAO  YOPOKTNPIOTIKOV TO  OToio
dwpopdlovtar oe €va oOvoro evotntwv. Ot evOTNTEG ALTEG OUAGOTOOVVTIOL OTIG
Core Container, IIpocBacn/Oloxinpmon Asdouévwv (Data Access/Integration), Ioto
(Web), AOP, Evopynotpwon (Instrumentation) o Test.

Core Container Evétnta

O Core Container amotekeiton and tig evotnteg IMuprva (Core), Beans, yevikov
mAauciov (Context), Mowooag Exepaong (Expression Language).

e Ot gvotmreg Tuprva ko Beans mopéyovv ta kaipio uépn tov framework,
nepropPavopévav tov 10C kat g epapuoyng eEapmoewv. To BeanFactory
amotelel pia eEelypévn epappoyn tov Tpotomov factory. Aeapel v avaykn
YW TPOYPOUUOTIOTIKEG HOVAOEG KOU EMTPEMEL TNV ATOGVVIEST NG
SWUOPPMOOoNG KOl NG TPOdWypaens TV  eEAPTHoE®V amd TNV
TPOYPOUUOTIGTIKY] AOYIKN TNG EPAPUOYNG.

e H evomrta yevikod mAaiciov ypnoiponotel ) Pdon mov wapéyel  TOPATAVED
evotta tov ITuprva kot tov Beans. Amotelel éva péco mpdoPacnc mpog ta
avtikeipevo pécm tov framework mov powdler pe to untpmo tov JNDI. H
evOTNTO 0VTH KANPOVOUEL TOL YOPOKTNPIOTIKA TG amd TV evotnta TV Beans
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Kot TpocBétel v vrootpiEn g ot debvomoinon (internationalization),
ot 01adoon ouUPAvIOV, OTN EOPTOON TOV TOPW®V, GTN TOPUCKNVIOKN
onuovpyia tov mAaciov. Yroompilel eniong ta yopokmplotikd tng Java
EE 6nwg eivan o EJB, IMX kot o1 Bacwéc amopakpuouéveg Aettovpyieg. H
demapn ApplicationContext amotekel T0 onueio chvdeong pe v evotnTo
YEVIKOV TAoLGiov.

H evomra [Nuoocag Exepaong mapéyet pio YAOooo EK@paong Yoo EKTEAECT
EMEPOTNOCEMV Kol Olyelplon €vOC YPAPNUOTOS OVTIKEILEVODL KOTA TNV
extéleon g epapuoyns. Eivor pio eméktaon tg evomomuévn yAOGGOG
éxppaong (unified EL) ¢ mpodiaypaenc JSP 2.1. Yrootnpilel v amddoon
KOl OVAKTNOT TOV TWHOV TOV  1010TATOV, TV avadeon 1010TMTOv, TV KANoN
pebodov, v mpodcPacn TOL TAMGIOL TVAK®V, TIC CLAAOYEC Kol TO
EVPETNPIL, TOVG AOYIKOUG Kot aplOunTikovg TEAEGTEG, TIC OVOUOOTIKEG
UETAPANTEG, TV OVAKTNOT AVTIKEWWEVOVY KaTd dvopo amd tov 10C container.

IIpdoPaon/OlokAnpwon Asdouévav

To eninedo TIpocPaonc/OrokAnpwong Aedouévov amoteleitar amd TIC EVOTNTES
JDBC, ORM, OXM, JMS «ou Transaction.

H evomta JDBC rmapéyst éva JDBC eninedo agaipeonc 1o omoio eEareipet
TNV aVAYKN Yoo AETTOpEPn Tpoypoupatiopd kot enegepyacio tov JDBC
KAMNGE®V KOl OTOTEAEGUATOV TOVC.

H evotnta ORM (Object Relational Mapping) napéyet eninedo ohokAfpwong
vy Tt mo onuogwxy  APIs  tov  object-relational  mapping,
ovuneptiappavouévovr twv JPA, JDO, Hibernate, iBatis. H ypfion tov
nakétov ORM emtpénel ko ) yprion OAwv tov object-relational mapping
frameworks o€ cuvovacud pe OAa to. GAAL YOPOKTNPLOTIKG TOV TPOCPEPEL TO
Spring, 6mmg 1 dloryEiplon TOV GLVOAAAYDV.

H evotnto. OXM (Object/XML) mapéyer éva eninedo agaipeonc 1o omoio
vrootnpilel v gpappoyn tov Object/ XML mapping yia texvoloyiec dnmg n
JAXB, Castor, XMLBeans, JiBX, XStream.

H evomta JMS (Java Messaging Service) epmepiéyxet yopaKtnploTiKe yio. Ty
TOPOYWYT KOL TNV KOTOVAA®GCT) UNVUUAT®V

H evomro Zvvordayng tn dwayeipion cvvolloy®v Yy KAAGELS Ol OTOieg
epapprolovv dkég dlemapés kat yuo OAa ta POJOS.

Iotég (Web)

To eninedo Iotov anotedeitan amd tig evotnteg Web, Web-Servlet, Web-Struts ot
Web-Portlet.

89



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

e H evomta Web napéyet facikd npocavatoMopuéva 6to Web yapakmpiotikd
oAoKApwong 6w givar 1 Aettovpyia «upload» evog «multiparty apysiov Kot
N apyworoinon tov 10C container ypnoyomoidvtag serviet akpoatég kot £va
TPOGOAVATOMGUEVO GTNV €POPROYT YeVIKO mAaicwo. Emiong eumepiéyel ta
ovoyetilopeva pe To Web pépn g vrootpiéng ™ amopakpvouévng Spring.

e H evomra Web-Servlet sumepiéyer v epoppoyn MVC (Model-View-
Controller) yw tig gpappoyég tov 1otov. To Spring MVC framework mopéyet
éva Eexdbopo J®PIGUO aVAPESO OTOV KOOIKO TOV EUTEPLEYEL TNV
EMYEPNOCOKN AOYIKY] a0 TIG POPUES TOV 1GTOV Kol OAOKANPAOVEL Pe OAOL TOL
GAN0. YopOoKTNPLOTIKG TOV Spring.

e H evomra Web-Struts sunepiéyel tic khdoelg ot omoieg vrootnpilovy v
oAOKApwon €vog tumikoD emmédov Web g Struts péoa oe pio epappoyn
Spring.

e H evomra Web-Portlet mapéyet mv epappoyn MVC dote vo ypnopomomOei
oe éva portlet Tepifdrlov kot va epapudoetl T Asrrovpyld ov Web-Servlet.

AOP ka1 Evopynfotpoon

H evomrta AOP (Aspect Oriented Programming) emitpénet tov kabopiopd pebddwv
(MOOTE EPOPUOCTEL O JYWPICUOS TOV KMOKO O OTO10¢ EKTEAEL AEITOVPYIEC O1 OTTOleg
TPETEL VoL £Ivat O10KPITEG OO TO VTTOAOUTO GUVOAD. XPNGILOTOIDOVTOG LETOOEIOUEVO,
elval duvaTn N EVOOUATMOOT TANPOPOPLOV GTO KMIKA TOV OEIYVEL TN GLUTEPLPOPA
TOV.

H evémta Evopynotpoong mapéyet vrootpién otig KAAGELS EVOPYNOTPMONG Kol
Aertovpyieg OPTOONG KAACE®Y (BOTE VO YPNOUOTOMOOVV GE GLYKEKPYEVOLS
OLOKOUIOTEG EQOPLOYDV.

Test

H evotra Test vrootnpiler ) dvvatdtnta @appoyng teot péow tov JUNIt kot
TestNG. Iapéyel ovvemn poptwon tov ApplicationContexts g Spring kot caching
avtav. Emiong mapéyet avrikeipeva ta omoia pmopovv va ypnoonomBodv yo 0T
TOV KOO EEYMPIGTA 0md OAO TO VITOAOUTO TPOYPOLLLLLAL.

Web MVC Framework

H evoémro tov Spring Framework n omoio apdpo 10 mapdv cOyypoppe Kot Thv
gpappoyn mov avartoynke sivar o Web MVC Framework.

To Web MVC Framework £yet oyedwotei égovtog og fdaon évav «DispatcherSeviety
o omoiog amootéldel (dispatches) owtquoto otovg yepwotég (handlers), pe
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puOloueveg yaptoypaenoelg tovg. Ilapéyert dwyeipion NG AmEWKOVIONG TOV
epapuoymv, doyepiletor tig tomkég (locale) ava meployn WwtepdTTEG KOTd TNV
ameikdévion  oavty  kor  vroompilet 10 «avéPfacpon (upload) apyeiov. O
npokafopiopévos xeptomc Paciletar otig emonudvoelc (annotations) «@Controller
ko «@RequsetMapping», mapéyovtac évo peyddlo e0pog evéliktov pebodwv. O
unyaviopog mov vrootnpilel o «@Controller» emtpénet ) dnuovpyic REST Web
sites kot epapuoymv péom g «@PathVariable» emonpoavong.

Y& avtod 1o framework divetor 1 dvvatdTTA ¥PHONG OTOIOVINTOTE AVTIKEWUEVOD MG
EVTOAN N AVTIKEWEVOL TO 0T010 VITooTNPilel TO GUVOAO piag 0AdKANPNG Web edpuag.
Anhaon, de ypedletar vo avantuyfel ek véov pio cvykeKpylévn OlEmoY| 1 KOTO
Baown kAdon v va to vrootnpiel. Emiong, éva dALo onpoviikd yopoktnploTiKo
gtvo 6T 1 ovvdeon dedopévarv (data binding) ot Spring eivar moAd gvéliktn kabdg,
Yoo TopAdEyHa, EAEYXEL AEKTIKA TOM®OV Kol TPoPAAiel emonudveels AdBovg
epaproyYNs (6t AaBog GLOTNATOG) GE TEPITTMON OV AVTA OEV £XOVV YPOPEL COGTA.
Me avt6 0V TpdTO dE YpEdleTan 0 cuverNS EAEYYXOG TUYOV AEKTIKOV AobdV Kabmg To
framework emonpaiver ta AaOn avtd. Ta ovtd kot wpotidtor 1 cHVEEST TOV
OO0 UEVDV aVALESH GTO. O1APOPA ETLYEPNCLOKE AVTIKEILEVAL.

H dwyeipion amewdviong tg Spring eivar emiong moAd gvélktn kabdc €vag
«Controller» umopei va ypayer kotevbeiov oto pedpa amokpione. Tovmkd, éva
otryuotono «ModelAndViewy amoteleitar amd €va dvoupa ameikdviong Kol Eva
povtélo tomov «Map» to omoio eumepiéyel ovoparta tov didpopwv beans mov &yovv
OP1OTEL KO OVTIKEILEVO TOV AVTIGTOTYOVV GE EVIOAN | POPLA TO OTTOL0L EUTTEPIEXOVV
dedopéva avaeopds. H dwyeipion tov ovopatog amekdviong eivol moAd gvélkn
uéow ovopdtwmv beans, éva apyeio dottov N péow ypnone tov «ViewResolvery
nov kabopiletar oto «web.xml» 1| oto «dispatcher-serviet.xmly.

To povtéro (Model in MVC) Baociletar otn diemapn «Map», n onoia emtpénetl v
OAOKANPOTIKA aaipeon ¢ texvoloyiog amewkdviong (View). Eivar dvvatny n
oAokAnpwon pe JSP (6mwg £xet yivel kaw otnv mapovoo epyocia), Freemarker kot
dAAeg mapdpoteg texvoroyies. To «Map» poviédo petappdleton oe £vo KOTAAANAO
TOTO, OIS etvar o1 1010TNTEG € éva aitnpa JSP.

Xopoaxtnpietikd tov Spring Web MVC

To Spring Web MVC anoteleitar and €va 6OVOLO YOPOKTNPIOTIKOV TO. OmOiol
TaPOVGLALOVTAL GTY GUVEYELNL:

> Awyopiopog tov poiov: Kdabe Swkpttog poAog amd TOvG EAEYKTEC
(controller), emkvpwtéc (validator), avtikeipeva evtolng (command object),
avtikeipevo @opuag (form object), avtikeipeva poviédov (model object),
DispatcherServlet, ysipiotéc yoptoypaenong (handler mapping), avolvtég
anekoviong (View resolver) kot Aowmode, pmopel vo avTimpooonevtel and éva,
OVTIKEILEVO.
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PoOuion tov khdcewv tov framework kot g gpappoyng og JavaBeans: m
duvatdTo pUOUIoNG TEPIAAUPAVEL EDKOAN ava@Oopd HETAED TV TAAIGIOV,
omwg eivar M avoaeopd amd Tovg Web controllers ota  emyeipnolokd
OVTIKEILEVO KO TOVG EMKLPOTEC.

[Ipocappoctikdtta, gveléio kot pn eneppotikdomro: o Kabopiopog kdbe
uebodov tov controller yivetatl kvpimg pe T gpNoN EXONUAVGEDV OTT®S Eivat
ot «@RequestParam», «@RequestHandler», «@PathVariable» vy Kkda0e
mhovo cevdpro.

Emovoypnolonooog Emyepnoiokoc KOOKaS, diymwe va vdpyel Adyog yo
EMOVAANYY] TOL: XPNON TAOV VTOPYOVIOV EMYEPTCIOKAOV OVTIKEWEVOV OF
avTIKEIgEVO, EVTIOAMNG 1M QOpUOG  OVIL NG EMOVAANYNG TOLG MOTE VO
EMEKTEIVOLV pio cuyKeKPEVN Paocikn kKhdor tov framework.

[Ipocappdoun cHvdoeon OeOOUEVOV Kol ETIKVOPOON: TOPEYETAL EMKHPOON
TOV AEKTIKOV TOT®V GTO EMMEOO EQAPUOYNG HECH avTikeipeva Aabdv Tta
omoio. eumepEyovy 10 AGY® AGOOVG, TNV TOTIKY MUEPOUNVIo Kol AOTES
TANPOPOpPiec avti TN ¥PNONG OVIIKEIUEVOY POproc TOTOL «String» yio ta
omoio. Oo amotovvtay mEpATEP® enelepyacion Kol HETOTPOTY] TOLG OE
EMLYEIPNOOKA OVTIKEILEVAL.

[Ipocappdciun xaptoypaenon YEWPIOTOV Kol OlEIPION OMEWKOVIONS: Ol
OTPOTNYIKEG  XOPTOYPAPNONG  YEPIOTOV Kol  OYEIPIONG  OMEWKOVIONG
ekteivovtal and v omAf pvBuion tov Url émg TV avaAvoTn KOTOOKELNG
COUP®VO, LLE TO GTOYO.

Evélkmn petapopd tov povtéAov: n HeTa@opd Tov HOVTEAOL pe Eva dvouo. /
T tov «Map» egacpaiilel v €OKOAN OAOKANP®OY UE OTOLUONTOTE
TEYVOAOYIOL OTEIKOVIONG,.

[Ipocappdcun dayeipion g Tomoroyiag, vrootpiEn twv JSP ceAidmv pe 1
diymwg ™ PPA0O1KN OV apopd To Spring «tags» kot vrootpiEn g JSTL.
Iapoyn wog JSP «tag» Biprodnkng yvoot og «Spring tag library» n omoio
TOPEYEL VTOCTAPIEN Y10 YOPOKTNPIOTIKA OTTMG EIvol 1) GHVOEST] EO0UEVOV: 1)
SVVOTOTNTO ONUIOVPYING TPOSHOTIKMY «tags» dtvouv T dvvatdTnta gveMEiog
OGOV QPOPA TOV KMOTKO GTLLOVGTG.

[apéxovton beans tov omoinv o kvkhog (wng opiletar oto tpéyov HTTP
aitquo 1 oto HTTP session kot ta omoio. amoTelodV YOpOKTNPIOTIKO TOV
WebApplicationContext container.

DispatcherServlet

To Spring web MVC framework eivor mpocavotoMopévo o610 aitmuo kot €yet
oxedaotel Exovtag wg Pdon éva kevipikd Serviet to omoio amootéiel artiuata
otovg controllers kat mapéyel Aettovpyieg ot 0moieg d1eVKOAIVOLY TV AVATTVLEN TMV
web gpappoymv. O DispatcherServlet enekteivet Tig duvatdtteg Kabmg givar TAPMG
oAokAnpopévog pe tov 10C container kot €161 mTPENEL TN YPNOT OTOOVINTOTE
yapaktnplotikd ¢ Spring. Kobag eivar éva Servlet, opiletoan oto «web.xml» g
web epappoyng. Aratteital n xopTOYPAPNOT TOV AUTNUATOV TOV TPETEL VO, EIPLCTEL
o DispatcherServlet, ypnowomowdvrag yoptoypdenon URL péoa oto «web.xmly.
¥t ovvéyelo amorteiton 0 oplopdc TtV beans kot Twv vanpecidv tovg mov O
ypnoponombovv pécw tov Spring MVC framework.
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Eappoyn eheyktdv (controllers)

Ot eleyktég mapéyovv mPOGPAcN OTN GULUTEPLPOPH TNG EQOUPUOYNG 1 Omoia
kaBopiletan péom pa demapr] vanpeociag. Ot gleyktég petaepdlovy v €icodo
YPNOTN KOl TN LETATPETOVV GE £VOL LOVTEAO TO OTTO10 TOPOVGLALETOL GTO YPNOTN HECH
TOV TEYVOLOYIOV amewkdvions. To Spring epoapuoler évoav eleyktn pe €vo. oA
apNPNUEVO TPOTO pe OmOTEAEGHO Vo €ivar duvoty 1 dnmuovpyio o PeYdAng
TOWKIALOG EAEYKTMV.

H emonuovon «@Controllery onuatodotei 6t 1 cuykekpyévn kA don £xet o poro
evog eheykty). Ag ypetdletal va yivel ETEKTOON KATOWMG PACGIKNG KAGONG EAEYKTN N
avapopd oto Servlet API. O dispatcher gktelel ochpwon oty epapuoyn yo KAAGELG
LE QTN TNV EMONUOVOT Kol EAEYYEL TIG LeBOOOVE TS WhyVOVTOS Y10 TNV ETCTLOVOT
«@RequestMapping».

XapTtoypagnon amtnuatov pe T ypion tov @RequestMapping

H emonuavon «@RequestMapping» ypnoonoteitat yio ™ xaptoypdenon tov urls
elte og OAOKANPM TNV KAdOM gite o€ ovykekpluéveg peBddovg eite kot ota dvo.
Tomwd, n emonuavon oe eninedo KAGONG YOPTOYPAPEL £VOL CLYKEKPIUEVO LOVOTTATL
OUTNUOTOG TTPOG TOV EAEYKTN HE emmpOoOeTEC eMONUAVOES o€ eminedo pebdowv
nweplopilovtag TNV apyIKn YOPTOYPAPGNON YL TNV OTOCTOAN OUTHUOTOS TPOC Wio
oLYKEKPIUEVT 1EB0DO.

Awyeipion amelkoviong

To Spring MVC framework mapéyet to unyoavioud dtayeiptong ameiovions Kotd tov
omoio givor dvvarn M enelepyacio TOV HOVIEA®Y GTOV TEPMYNTN OlY®S VO LITAPYEL
TEPLOPICUOG MG TTPOG TN TEYVOAOYia amekdviong mov OBa ypnoipomombel. Ot dvo
SEMAPES 01 OTOIEC GNUAVTIKEG Y10 TOV TPOTO e TOV 0moio o Spring dwyepiletar tnv
ameikovion eivon 1 «ViewResolver» kot i «Viewy. H diemaen ViewResolver mopéyet
pio xaptoypdenon ovOUEGH GTO OVOUOTO ONEIKOVIONG KOl OTNV  TPOYUOTIKN
anewkoévion. H demapn View yepiletor v mpoetoluacio Tov atiUotog Kot To
mpomBel oV avtictoym texvoAroyio amekOVIonS Tov epapuoletal.

Xpion Tomk®v pvOpicewv

To Spring Web MVC framework vmootmpiler tqv epappoyn diebvomoinong ota
anoteléopoto g Web epappoync. O DispatcherServiet emtpénet mv avtopotn
LETATPOTI TV UNVULATOV YPNGLOTOIDOVTOS TG TOTKEG puOpicels Tov meAdn. Avtd
givar QIKTO pe T ypnon Tev avtikeévov torov LocaleResolver.

Ortov kdmoto aitmpo etéoet otnv epapuoyn, o DispatcherServlet yayver yu kdmoto
dwyeplot) Ttomkdv pvBuicewv kot av  Pper kdmowov mpoomabel va  TOV
YPNOYLOTOMCEL MOTE VO OpiceEl TS ovTiotoyes tomikés pubuicels. EmmpocsOétmg
dtvetar M duvatdTNTO CAAOYNG TOV TOMKAOV puouicemv cOUPOVO HE KOTOLES
ouvOnKeg kot v enegepyacio TOL AVAAOYOL OUTHLOTOG.
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Teyvohoyieg eQappoy@v

INa v avértuén tov mepPdriovtoc, ektOg amd TG TpoavapepOeiceg texvoroyieg
ypnowomomonkav kot €va GOVOAO TEPIGGOTEPO  SLOOESOUEVOV KOl  YVOOTMV
teXVOAOYIOV. Ot Kup1dTEPES OO AVTEG TAPOVGLALOVTOL GTI GLUVEXELL:

JSTL

H JSTL (JavaServer Pages Standard Tag Library) amoteiei ocvototikd g
mhotedpuog avamntoéng g Java EE. Emexteiver 1 mpodiaypagn g JSP
npocOétoviag pio PProdnkn stiketov (tag) mg JSP yu ™ dwyeipion kowmv
epyacudv, OTmg eivarl n enegepyacio dedopuévav mov Ppickovron oe XML popen, N
extéleon Kadwka vtd cuvOnkn, N tpodcPact oe Paon dedopévay, extéreon Ppoywv
kot oebvomoinon. H JSTL avamntoydnke amd ™ JCP (Java Community Process).
[Tapéyetl éva amoteAespatiKd TPOTO OGTE VO, EVOOUAT®OEL 1| AOYIKY| TS EQAPLOYNG
péoa oe pia JSP oelida diywg va eivon avaykaio 1 gpron Java kddwka amevdeiog o
avt. H ypron evdg tvmomomuévov ocvvorov oamd etkétec (tags) evioyder
KOAVTEPT dLoryEip1om Kot 1T PO TOL KMOOTKO Kot O1aTnpel T0 O wpiopd avapeso
oTN OETOPT] XPNOT KO GTOV KMOOKA TNG KOPLUG EPOUPLOYTG.

H teyvoroyla Jsp mapéyer otoryela ko evépyeleg scripting yio v €KTEAEOM
VTOAOYICUMV HE OKOTMO TN Topaywyn OLVOUIKOD TePEYOpéVOy otn ceiida. Ta
scripting ototyela EMTPETOVY TV EIGOYMYN TNYOLOL KO o€ pio oerida JSP wote
va, eKTeEAEOTEL OTOV KATA TNV emeEepyacia TG 6eMO0C o¢ amdKpion o€ Eva aitnua. Ot
evépyeleg ecwkieiovv Aettovpyieg vIOAOYIoUOD HEGH O€ €TIKETEG (tags) Ol omoieg
etvan 101eg pe etkéreg onfuavong HTML 1 XML, pe amotéleopo vo un oAAOIGVETOL 1

TUTIKT] LOPPT] TOV EYYPAPOV.

H JSTL amotelei £éva 6hvoro mpocappocuévev Pipiodnkov etiketov g JSP 1.2 ot
omoieg epapudlovv Pacikéc Aertovpyieg mov eivor kowég o€ €va peYEAO €0DPOG
epapuoymv  web. Tlapéyer Tomikéc epappoyés vy ocvvnbiopéveg epyooieg
TaPOVGINCNG OTTMG fvor 1 AALYT) LOPONG OEOOUEVMV, 1 ETAVAANYN TEPLEYOUEVOD, 1|
Tapovciosn Tov Vrd cvvinkes. Me avtd tov Tpdmo, M JSTL emupéner oTovg
TPOYPUUUOTIOTEG VAL EMKEVIPOOOVV GTIG OVAYKES TOL £XEL 1| EPAPUOYN Kot Oyl TNV
avaykn avantuEng KOdka mov o ektehel GYETIKES e AVTES EPYOGIES OO TNV aPYN.
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jQuery

H jQuery eivor pion BipAodnkn g Javascript n omoia €xel oyedaotel dote va
vrooTpilel SPOPETIKOVG TEPMYNTES KOl £XEL ®G OTOYO TNV OMAOTOINGN NG
ovyypapng kmdtka otny HTML and v mhevpd tov meddtn. Exd60nke 1o 2006 cto
BarCamp NYC and tov John Resig kot €yetl yivel mANpmg anodektn omd 10 £upv
KOO KaOmg divel T duvatdTnTo aVATTVENG TOAVTAOK®V EIKOCTIKMV. ATOTEAEITN TTIO

dnuoeAn PprodnKn g Javascript péypt onuepa.

H BProdnkn avt) givar éva dwpedv Aoyiopkd avorytold kmdiko kot e&attiog Tov
YOPOKTNPLOTIKOD OVTOD £XEL OMGEL TN OLVATOTNTA OVATTVENG EVOG TPUYLOTIKA TOAD
peydAov apBpov TpodcheT®V 6To EIKOGTIKO Kol Ol LOVO T®V 10T06EAMOV 6 HTML.
H ovvtaén g jQuery £yst oyediaotel ®ote va givol mo ypryopn Kot €0KOAN M
mlonynon o€ éva apyelo, m emhoyn tov otoyeiov tov DOM, n dnuovpyio
KIVOOUEVOV €KOVOV, 1 dlayeipion ocvuPaviov, 1 avamtvoén epapuoymv «Ajaxy».
[Mapéxer ™ Ovvatdomrta avantvén PPpriodnkov mdveo amd ™ Piprodnkn g
Javascript, pe amotéleopo va givar dvvatn 1 dSNUOVPYIo EOPETIKOY «SCripts». Ta,
«SCripts» avtd umopobv va. EpoprocToV yio T dlayeipton g aAANAEmidpoong Kot
TOV EPOPUOYDV KIVOULEVOV EKOVOV YOUNAOD EMITESOV, OTMG KAl Yo TN avATTLEN
TPONYUEVOV £QE KoL VYNAOD ETESOL «Widgetsy.

Kéamotec tomikég epappoyég meddtn mov ypnoiponoteitar ) jQuery givan ta «carousel
eovoy Omov olvovv pion 1dwitepn ypowd otV eVOAAOYn E€KOVOV Kol pio
HOVadKOTNTO KOOMOC LITdpyel pio vpeio TOKIAD amd avTéEC. AAAN epappoyn eivor 1
YPNO™M «POP-UpP», ta. omoia. ep@avilovtol oTov TEAAT DOTE VO EMIKEVIPMOGOLV TNV
Tpocoyn Tov pe éva koiaicOnto epé. Téhog, o dAAN cuvnBopévn epoproyn g
elval ot dwyeipion oTNA®V TIVAK®V OOV TOPOVGIALOVTOL KATOl OEO0UEVA, OTN
ceMdomoino” Kot TV TaEVOUNGT TOVG.
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Ajax

H Aé&n «Ajax» amoteAel akpovopo v to «Asynchronous Javascript and XMLy.
Amotelel pio opdda  amd oAAnAévdeteg  texvikés avamtuéng web  mov
YPNOOTO0VVTOL GTNV TAELPA TOV TELATN MGTE VO ONUIOVPYNGOVY acVYypoveG Web
epapuoyéc. Me  ypfion tov AjaX, ot EPUPUOYEC 1IGTOD UTOPOVV VO GTEIAOVY Kot VoL
AaPovv dedopéva amd Eva SIKOUIOTH acVYYPOVa, dlYmG Vo EMNPEAcTEL 1) omeKOVIoN
N ocvumeprpopd g TpEYovcag ceridag. Ta dedopéva pmopodv va avoaktnBodv pe
xpnong evog aviikeypévov «XMLHttpRequesty. H ypnon tg XML degv eivan
amopaitntn kabmng cvvnBileton va ypnopomoteiton «JSONy.

H teyvoloyia «Ajax» agopd pior opddo teVoloyIdV, KoOMG 0 GLUVOVAGHOS TOVG
QEPVEL TO EMBLUNTO AMOTELEGLOL:

e HTML

e CSS

e Javascipt / DOM
e XML

e XMLHttpRequest

H yAdooo onuavong HTML kot n yAocca ¢@OAhov otod CSS pmopodv va
oLVAVACTOVV MGTE GNUAVOLV Kol VO TOPEUPOVV EIKACTIKA GTNV TANPOo@opia 1 onoia
avtaAldoetat. H tpocPoon oto DOM yivetan péowm Javascript dote va mopovctoctel
0T0 YpNnotn Ovvoukd m TAnpoeopic. Ko vo. tov oobel M dvvardnTa va
aAAnAemdpdost pe ovty. H Javascript xou to avtikeipevo «XMLHttpRequesty
wapéyovyv pio pEBodo Yoo TNV avioAloyn OESOUEVOV AGVYYPOVO OVAUECH GTOV
TEPUYNTA KOl SIOKOUIOTN MOTE VO, ATOPEVYOOVV TLYOV TANPELS OVOVEDGELS GEAIOMV.

H aAAniovyia tov fnudtov katd pio «Ajax» kKAnon £xel o €ENG:
[Tehdtng / Tlepmyntnic:

- Evepyomnoteitan xdmoto coupdv
- Anuovpyeitan éva avtikeipevo XMLHttpRequest
- Amootéletar oto diktvo Eva HitpRequest

Awkopomg:

- Aoppdver and 1o diktvo o HttpRequest kot to enelepyaletan
- Anmovpyel pia amdvtnon kot 6téAveL Ta 0edopéva oM 6To JIKTLO Kt GTOV
TeAdTN

[Terdng / Tlepmynrnc:

- AopPdver koan emeEepyaletal To 0€00UEVO TOV EGTEILE O SWOKOMGTAG LLE TN
xpnon g Javascript
- Avave®vel 10 TEPLEYOUEVO TNG GEAMONG COUO®VO LLE OVTA TO OMOTEAEGLLOTOL
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J2ME

H Java Platform, Micro Edition oyedidotnke dote vo vroompilel KPEG GLOKEVES
Ommg o Kvntd Aéemva,, To. PDAS, Toug tnAesidomomrtég (Pagers), Toug eKTUTOTEG
Kot GAAeC. YTapyovv peydreg dtapopég avapeoa otn J2ZME kat otig GAAeg ekdOGELC
g Java. O mpopavng Adyog eivar 6Tl 01 GLGKEVEG GTIG Omoieg oToYEVEL 1] TEYVOLOYiNL
oVt ivol TOAD SoPOPETIKES amd TOVE VTOAOYIGTEG GTOVS OTOIEG GTOYEVOLV O1 AALEG
eKOOGELG. XTIC PacIKES AVTEG d0POPEG TEPIAOUPAVOVTAL OO TNV TAEVPA TOV UIKPOV
OUCKEVMV: 1 TEPOPICUEVN EMECEPYAOTIKY] 16XV, 1 TEPLOPIGUEVT] UVNUN TOL
OUOTNUOTOG, T TEPLOPICUEVT] YOPNTIKOTNTA, O MIKPOS YMPOS OMEWKOVIONG, 1
HIKPOTEPT 10YLG TNG UIToTapiog, N TEPOPIGUEVT] GUVIEST 6TO AladiKTLO.

O1 cvokevég ot onoieg sival ovpPatég pe ™ J2ME (m.y. Ericsson, Motorola, Nextel,
Nokia, Panasonic, RIM) mepilaufavouv pio dAAn éxdoon g JVM, n onoia givan
TOAD €AOPPLE Kol OTOAVTMG KOTAAANAN Yol TG puKkpég avtég ovokeves. H JVM avt
EVEPYOTIOLEL TNV EKTEAEST] LIKPDOV TPOYPOUUATOVY Java ta ortoia kaAovvtol «midletsy.
>11¢ duvatdtteg v gpapuoymv g J2ZME mepihappdvovtal n eykatdotacn UDP
OLUVOECEWV L€ TO OLOKOUIOTN, 1 EYKATACTOON EMKOWMOVING HETAED GLOKELMOV, M
eykatdotaon HTTP ocuvvoéoewv pe évav HTTP Swaxopot, 1 €ykotdotoon
ovvdéoemv socket, n ocdpwon bar code kot dAreg. Enueidvetar 6t1 1 J2ZME dwatnpel
TO GNUOVTIKE YOPOKTNPIOTIKA OGPAAEIG TOL VITAPYOLY GTN Java Kol EMTPETEL OTIC
UIKPEG OLOKEVEG KOl OTIS OGVPUATES Vo Exovv Tpdcfoacn o mdpovg o1 0moiot
Bpiokoviol HEcO GTO TELNOC TPOGTOGIOG TOV OPYOUVIGLOV.

H npoxinon g J2ZME eival n avdntuén evog mpotumov g Java 1o omoio Ha pmopet
Vo EPUPUOCTEL OTIC UIKPEG VTOAOYIOTIKEG GUOKEVEC Ol OTOTEG OEV EXOVV TIG TLMIKEG
dwpopemoel; vMkov. H 1600 peyddn mowidMo o€ GLOKEVEC TPOCOVOTOAICE TN
TPOGOYN GE OVO KLPWL YOPOKTNPIOTIKA, TIS OLUHOPPAOCES Kot To TPo@eid. Ot
SO PPMOCELS TOPEXOVV £V GUVOAO PIMOONKOV Ko pio EKOVIKY pnyovh Yo pio
Katnyopio acOpUATOV GLOKEVGV. O SIHOPPADOGCELS AVTES APOPOVY dVO KOTNYOPiES,
TL OCVPUOTEG GLOKELEG Ol 0Tmoieg Ppiokovtar o€ pion otabepn tomobecio Kot oTIg
KWWNTEG AoVPUOTEG GVOKEVEG 0 0Toieg aALAlovv Béon cuveyms. Ta wpoid ivor APIS
T omoio €yovv avamtvyBel TAV® OTIC SIUUOPPOCELS OVTEG MOTE VO TOPEYOVV EVOLV
TePPAAAOV EKTEAEOTG Y10 L0 GUYKEKPIUEVT] GVOKELT, OTtwG lval éva PDA 1 éva
Kvntd mAépwvo. To mpopih dwyepileTon v €@appoyn, TN OETOPN ¥PNOTH, TN
oLVOEON GTO OTKTLO Kot TIS Agttovpyieg 16600V / eEddov. T v vooTPEn TV
Java gpappoyav givar arapaitntn n aviictoiynon g kdbe cuokeLNG LE Eva TPOPIA.

Aapopeacels

Yndpyov 600 TOTOL SLUUOPPOCNG: M OLOUOPPDCT) GLGKELTG TEPLOPIGUEVNG CVUVOEGTC
(Connected Limited Device Configuration, CLDC) ka1 1 d1apop@mon cuvoedepévng
ovokevng (Connected Device Configuration, CDC). H CLDC cyedidotKe yior Kpég
ovokeLEG TV 16-bit ko 32-bit pe mepropiopévn pvun ot omoieg ypnoomoody pia
mo ehoppid ékdoon g JVM, m Klava Virtual Machine (KVM). H CDC
XPNOWOTOLEITAL 0O GLOKEVEG TV 32-Dbit, pe tovidywotov 2 MB pviun kot pe
TApS Aettovpykn JVM.
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Mpoeii

"Eva tpoid amoteAeiton and kKAAGEL Java ot omolec apopovV Ta YOPOKTPLOTIKA Hiog
OCLYKEKPIUEVIC GVOKELNG 1 EVOG TOTOL GVOKELMOV. Evdeiktikd mpoeid sivor ta e€1g:
npo@il Oeupekiov (Foundation Profile), mpopil mayvidod (Game Profile), mpoeii
TANpoPopldv Kivntg ovokevng (Mobile Information Device Profile), mpopih PDA
(PDA Profile), npocomikd mpogil (Personal Profile), Bacikd mpoocwmikd mpo@ik
(Personal Basis Profile), tpoeir RMI (RMI Profile).

- To mpo@ik Beperiov ypnoponoteitor pe ™ CDC Sopdppwon kot amotelel
TOV TTVPNVA GYESOV Y10 OAOL TOL LITOAOITOL TTPOPIA TTOV YPNGYOTOLOVV EMIGNG TN
CDC kafag epmepiéyet Tig koupleg Java khacelc.

- To mpopik maryvidrov ypnoonoteitor pe t CDC dtopdppmon kot epmeptéyet
TIG OmOPOiTNTEG KAAGEIS YL TNV OVATTLEN TOUYVIOIOV GE GUOKEVEG TOV
vrootpifovv t CDC.

- To mpoeik mAnpogopidv kivnthg ocvokevne (MIDP) ypnowonoleitar pe
CLDC odwpdpemon Kot gumepléyel KAACES Ol OTOieC TOPEYOLV TOTIKN
amofnKevon, SETAPT YPNOTN, OLVATOTNTEG dloyElPIoNG KANGE®Y dIKTHOV GE
epapuoyn mn omoio exteleiton o€ ocvokevéc Omwe ot Palm OS. To MIPD
YPNOLOTOLEITOL LE TIG ACVLPUOTES Java ePAPLOYEC.

- To PDA mpogil ypnowomnoteitar pe ™ CDC Sopdppmon Kot eumepiéyet
KAMAGELS 01 0ToieC 0E0TO0VV TOVE TOPOVS TOV VILAPYOVY GTOVG YNPLOKOVS
TPOSMOTIKOVG Bonbovc.

- To mpoocwmikd mpoeil ypnoonoteiton pe t CDC dopdppwon kat To Tpoeid
Oepelov kol eumepiEyel KAAGES Yo TNV EQOPUOYN TOAVTAOK®V OETAPDV
xpHoT.

- To Baocwod mpocwmikd mpoeid ypnowonoteiton pe tn CDC dapdpewon kot o
Tpo@id Oeperiov Kot eumepEyel KAAGELS Yo TNV EQOPLOYY PACIKOV SETAPDV
xpnoT.

- To mpoepih RMI mpoeid ypnowomoteiton pe ™ CDC dwopdpemwon kot to
mpoeil Beperiov mote va mopéxer RMI kAhdoelg otig koplec kAdoelg tov
po@il Oepeiiov.

Ot J2ME gopappoyéc kakovvror MIDIlets kot propodv va eKTELEGTOVV TPAKTIKG GE
K@0e kivnt cvokevn mov ekteiel JVM kot ypnowonotel o MIDP.

ApPYLTEKTOVIKY

H apyrrekrovikn g J2ZME dev avtikabiotd to Agttovpyikdg cOGTNHA TG GVGKELTS
aAld amoteheiton and eminedo to omoio Ppiockovion TAV® Amd TO AETOVPYIKO
ocvotnua, 1o omoio koAeitor «CLDCy. Ta enimeda avtd eivar tpio Kot 10 TPMOTO
aPOPA T0 EMinEdO JAUOPP®OTNG TO 0Toi0 TEPAapPavel TNV giovikn unyavn (JVM)
Kot 1 omoio OAANAEmdpd katevbeiov pe 10 AETOLPYIKO GUGTNUO TNG GUOKELNG.
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Emiong dwyepiletar v emkowvovia avapesa ot JVM Ko to Asttovpykd. To
dgvtepo emimedo amotedel To emimedo MPOPIA kol TO omoio omoteheiton amd TO
pikpdtepo ovvoro tov APIS yuo tic pikpég ovokevég. To tpito emimedo eivar 1o
«MIDP» kot to omoio eumepiéyel o Java APIS yio tn doyeipion TV SIKTLOK®V
ouvdécemv, TV amobnikevon kot T demaen ypnot. Emiong, €xel mpdoPaon otig
Biprodnkeg twv CLDC ko MIDP.

EAlayotes anartiosig ektéheong g J2ME

Ynapyet évo 6OVOAO EAAYICTMV OTOUTNOE®Y OOTE Vo ekTereotel pia epappoyn JZME
OTIG MKPEC GUGKEVEC:

» Eldyioto péyebog 006vng 96x54 gicovootoryeiov pe duvatdtnta dtoyeipiong
bitmapped ypagpikdv kot eloaymyng TAnpogopiog and to ypnotn (m.y.
TANKTPOAOY10, 006V 0p1|G)

EXdyoto 128 KB pvAung ya v extéleon g MID (Mobile Information
Device)

EAdyioto 8 KB pviung yuo v amofnkevon dedopévmv eLIovig g
EPAPUOYNG

EAdyioto 32 KB yuo v extédeon e IVM

AvvatdTnTo GLYYPOVIG OIKTLOKNG GVVOEGTG

YmootpiEn dwyeipiong eEopéoemv Kol S1OKOTMY EMEEEPYUTIOG

H &icodog ypnom va mpowbeiton ot IVM

AvvotdtnTa £YYPOONG Kl avAyVOoNS 0E00UEVOV EUUOVIG OTN VAN

VVVVY V 'V

Iepipariov ektédleong

‘Eva. MIDlet anoteei pia J2ZME epoppoyn n omoia £xer oyediootel dote va
Aertovpyel pio pkpry MIDP cvokevn. KaBopileton pe eAdyiom pio kAdon n omoia
TPoKLTTEL amd TNV aenpnuévn kidaon MIDlet. Ot mpoypoupatiotég opadomoody o
ovoyetiCouevo MIDlets og pia covito MIDlet 1 onoio eumepiéyeton 6to 010 TOKETO
Kot gpoppoletar tavtdypova oe pion pikpr cvokevn. Oila ta MIDlets péoa og pia
ocovito. MIDlet 6swpovvtar pic opddo kol mPEmel vo gyKoTooTodobv Kol v
aneyKotaotafohv mg opdada.

Ta uén g MIDlet covitog dapopaloviot Tovg TOPOVE TOV TOTKOL TEPPAAAOVTOG
T0 010 oTrypoTVTIIO TV Java kKAdcewmv Kot ektedovvtat otny dw JVM. Mg avtd tov
TPOTO TOL LEAT TNG covitag popalovtar ta 1010 dedopéva, CLUTEPIAAULPBOVOUEVOV T
dedopéva o amobMKeLON EUHOVIG, OGS £ivol O1 TPOTYUNGELS TOL YPNOTY.

Mia covita MIDlet eykabiotdtol, ektedeiton Kot apoipeitanl and Tov SloyEpLoTh ™G
EPAPLOYDOV OV EKTEAEITOL 6T GLOKELT. O KATOGKEVAGTNG TG GLUGKEVNG TAPEYEL TO
dayepioty avtov. Otav pia covita MIDlet eykobiotdrar, oe kdbe péhog g
nopéyetal mpocsPacn otig kKAdoeg s JVM kot tov CLDC amd to doryepiom
epappoywv. Emiong, pmopel va éxer mpdoPaon oe kAdoeg mov kabopilovtal oo
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MIDP ®ote va aAAAemdpd pe ) dlemapn ¥pno, To SikTvo Kot TV amobnikevon
eupovinc. O dayleplotng epoppoymv givar emiong owtdg mov dnuovpyel To Java
Archive (JAR) apyeioo kot to Java Application Descriptor (JAD) apyeio.

Kvpieg nébodor tov MIDlet

H avantvuén evog MIDlet eivan mopopota pe v avamtoén pag J2SE epapuoyn vmo
v onttikn 6Tt opileTon pio KAAoM Kot 01 oYETIKES HEB0dOL. Opmg vITapyovy KAmo1ot
TEPLOPICUOT AOY® TOV SVVATOTITOV KOl TOV YUPUKTNPIOTIKAOV TOV UIKPOV GCLGKEVOV.
To MIDlet eivon pio kKAdon n omoia emexteivel v kAdon MIDIlet kot amoteAei
OlETMAPN OVALESO OTIG ONAMOELS TNG EQPOPULOYNG Kot TOV TEPPAALOVTOG EKTEAEGNG, TO
omoio eAéyyetor amd TO Olyeploty epapuoymv. H kAdon MIDlet mpéner va
eUTEPLEYEL TPELG apnPNUEVES HeBOOOVG 01 0Toleg KAAOVVTOL OO TO SOXEPIOTY] DOTE
vo dayeptotel To kokAo Cmng tov MIDlet. Ot pébodor avtég eivan ot startApp(),
pauseApp() kot destroyApp().

H pébodog startApp() kakeitor amd 1o dayelploty epapuoymv otov Eekva to MIDlet
Kol EUTEPIEXEL ONAMDCELS Ol 0Toieg ekTEAOVVTAL KAOE POPA TOVL M EPAPLOYN EKKIVEL
mv ektédeon e H puébodog pauseApp() kaAeital mpy 0 SOYEPIOTNG CTAUATHOEL
npocmpwvd v epapuoyn. H uébodog destroyApp() kaAeiton mpv 10 TEPUATIOUO TNG
EQUPUOYNG OO TO SLUYEPLOTN.

Y10 emikevipo kaOe MIDlet givor o1 khdoegig tov MIDlet APl mov ypnoipomoovvton
a6 10 MIDlet ®ote va aliniemdpd pe 1o ypnotn Ko vo. dtoxelpiletal o dedopéva.
Ot aAAnAemdpdocelg ypnot eivarl dayxelplopeveg amd T KAdoelg avtiotoryeg API
KAAGELS Kot divouv TN SLuvVaTOTNTA GTOV EKAGTOTE TPOYPOUUOTIOTH VO TOPOVCIACEL
dedopéva otnv 086vn kot va {NTMoel amd 1o YPNOTN VO OAANAETIOPACEL HE TNV
eQapUOYN HES® eVIOA®V. O1 EVIOAEC OVTEC TPOKOAOVY TNV EKTEAEST UioL O TIG TPELG
POVTIVEG: €KTEAECT €VOG VTOAOYIGHOV,  €KTEAEON €VOG OIKTLOKOV OUTHUOTOC,
ameOVIoN GAANG 000VIG

Avtiotoyo, ot kAdoelc APl dwyeipiong oedouévov emrpémovv TNV EKTEAECON
TEGOAP®V TOTWV POLTIVOV OEGOUEVOV: OVAYVMOOT] KOl EYYPAPT) OEOOUEVOV EUUOVNIG,
amoONKeVOT SEGOUEVOV GTOVG AVTIGTOLYOVS TOTOVG OEGOUEV®VY, ANYN KOl OTOGTOAN|
dedoévmV 610 O1KTLO, CAANAETIOPAOT) HE TA YOPAKTNPIOTIKA £160J0V / ££600V TV
HIKP®V GLGKEVQV.
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MEPOX B

Ewsayoyn

H gpappoynq mov avantoydnke oto mhaicio g mopovcag epyaciog Paciotnke oTiC
EVVOlEG KOl TIG TEXYVOAOYIEG TOL TOPOVLCLACTNKAV OTO0 TPOTO UEPOS. Ommg
avapEPONKE KoL TNV 0pyn TOL GLYYPAUUOTOS, aPopd TN dnuovpyia evog 3D Action
RPG péom evog Web Editor kot v extéleon) tov og éva 3D mepiBdiiov kivnton
TAEQ®OVOL. ANAadn, N €PapRoyn amotedeital amd dVO dKPLTd KOplo PHEPT Ko N
HETOED TOVG GLVOEDT):

» To éva pépog amoteAei to Web Editor péom tov omoiov o ypnotng dnuovpyel
70 O1KO TOV Ty vidl o Web mepiBaiiov

» To devtepo pépog amoteAei 1o Mobile Client otov omoio ekteAeiton o moyvidt
oL dnovpyNnOnKe

» H obvdeon petald tov 6V0 peEPO®V OTOL TO TOPAYWOYO TOV TPDTOV HEPOVG
anotelel TV €i60060 TOV deLTEPOL PEPOVC — cvvdeon Web Editor ue Mobile
Client

H Aoyum g epappoyng etvat 0Tt divel T dSuvaTOTNTO GTOVS YPT|OTESG LE OTOOONTOTE
TEPLOPIGUEVO TEXVIKO EMIMEDO YVMOGEMY Vo dnpovpyneovv 1o dkd tovg 3D Action
RPG mayvidl kot va 10 ekteEAécovy 610 KIvnTd TOLg TNAEPMVO L Afya povo Prinato.
Anlodn, o€ Alyo pévo ypdvo Kot pe moAV amAd Prjpoto pmopel kdmolog vo
YPNOWOTOMGEL TN dNUOVPYIKOTNTA KOl TN QOVTAGIO TOV KOl VO GYESICEL TO O1KO
TOV TPIACTATO oty Vvidl Kot dpecso va maiEel He avtd 610 Kvntd Tov TAEP®VO, TO
omoio @uowkd Bo mpémer va 1o vmootpile. H mpodmdBeon elvar vo éxer Mom
EYKOTOOTHOEL 6TO Kvitd oV ThAé@mvo to Mobile Client tg epappoyrc.
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Onwg eivar avtnmrd Kabe UEPOG NG €QOPUOYNG EKTEAEITOL GE JPOPETIKO
nepipdAlov Tpocdidovtog g evedéio. T ™ ypron tov Web Editor to povo mov
ypewletar kdmolog etvan Evav mepuynty 16100 Kot TpodcPacn oto dwdiktvo. o
ypnion tov Mobile Client amatteitor n ypnon evog kivntov tmiepdvov mov Oa.
vrootpiler J2ZME «ouw OpenGL ES, eykatdotaon tov client oto xwvntd «ot
npocPacn 610 dtdiktvo. OAOKANPN N VIOAOITN AElTOLPYIKOTNTA vl dlayElpion
amod TNV €QopUoY KoO®OG HeTd Tn dnuovpyio Tov Toyvidloy ond To YPNOTH, O
¥pNoG umopei va ekkivioet tov client, o oroioc cuvdéetan oto dradiktvo, katefdlet
TIG amapOiTNTEG TANPOPOPIEG Yo TO oLy Vidl, T0 oxed1dlel KOl TO TAPOLGIALEL GTO
¥pPNo™N 0 omoiog eivan Tpa oe Béon va mailel pe avtd mov o 010G dNUIVPYNOE.
Metd and avtd M ypnon tov ddktHov o€ ypetdletar ma Kabbg OAN 1 amapoitnn
Yo T0 Toyviol mAnpogopio €xel KatéPel 0To KvnTd KOU TO TOyvidl avtd Mo
exteAEiTaL.

21N GUVEYELDL TOL OEVTEPOVL UEPOVG TEPLYPAPETOL TO TOLYVIOL KOl O TPOTOG WE TOV
omoio vAoTomOnkay Ta OVO UEPT NG EPAPLOYNG, N GVVOEST TOVLG Ko Tl YpetaleTor
wote va exteleotovv. Emiong mapovsialetor o tpdmog yprong tov Web Editor kot
TG Umopel KATO0¢ vor dONUOVPYNoEL To dkd Tov Toryvior omd v apyn. Télog,
napovoilaletar 1 ypnomn tov Mobile Client kot to Tdg umopei kamoog vo Taiel pe to
TPOoTOTO 0VTO T VIOL.
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Maze Of Treasure — To woyviou

Ieprypaen maryvidrov

To maryvidl to omoio avortdydnke amoteAei éva Action RPG Pivteomaryvidl kot 6to
omoio €yel amodobei to dvopa «Maze Of Treasure» (MOT). Eunepiéyel Booikoic
kavoveg RPG kot v avtiotoyn Aoyiky Kot vooTpomio Tov €id0ove. Xpnoomotel Alya
Kol Bacikd otoyeion Tov €l00VG OVTOV TPOGPEPOVTAS TOL éva TTEPIPAALOV ETIKNG
eoavtociog HEca 6To 0moio 0 MPWAG KAAEITOL VO OVTILETOMTIGEL KO VO VITEPKEPAGEL
KIvOOVOLG DGTE VO PTAGEL GTOV EMOVUNTO GTOYO TOV.

O rtithog tOoL TOYVOOD @avep®dvel Ko TV ovcioe tov — O AafvpivBog oV
Onooavpov. H Bacikn 10€a Tov moryvidlov gival 6Tt 0 Npmog TG TEPIMETELNS, TO OVOLA
T0V omoiov TPOCdHIdETAL Omd TOV EKACTOTE ONUOVPYO TOVL, [Ppiloketon ce &va
AafopwvBo pe oxomd vo amoxtioel o Oncavpd. O povadikdg EekdBopog Adyoc Yo
tov omoio PBpioketon pésa oe avtd T0 AaOptvBo givar o 1010¢ 6KOTOG TOV, 1| ATOKTNON
0V Oncavpov Tov Bpioketan péca oe awtodv. H amdKtnon tov anapaitntov Oncovpov
oL VTLAPYEL 6T0 AofOPvOO oNuaivel Kot TO TEAOG TOL TTALYVIOIOV.

H 1otopia n omoia B mAoncidvel To €KAGTOTE O VIOl EVOTOKELTAL GTN PAVTOGIO TOV
EKAOTOTE ONMOVPYOV O OTOI0C UTOPEl va TNV €104YEL MG TEPLYPOPY] KOTA TN
onuovpyia Tov. AnAaodn, o yapoktipos Oo umopei va givar £vog KAEPTNG 0 0TO10¢
EUQOVIOTNKE Y10 Vo KAEYEL TO ONcavpd Tov Pactid 1} Evag mmodTNg o omoiog poe yio
V0. OVOKTNGEL TO KAEUUEVO ONcavpd TV yopikodv amd Toug KAEPTeG Tov. H emioyn
elval Tov 1010V T0V ¥PNoTNH TPOGdidoVTaAG £TGL pio TOKIAMO GTO TEPLEYOUEVO TOV.

Onwc oe k@Be Action RPG mayvidly, o yapoxtipag / Mpwag o mpémer vo
AVTIETOTICEL KIVOUVOLG pEXPL va @Téoel 610 otdyo tov. Ot kivdvvor e avtd 10
oy vidl gtvar ot @OAAKEG TOL YPLGOL o1 omoiot Ppickoviat didcmapTol HEGH GTO
AapOpvBo kot 6TékovTol EUTOOI0 GTOV NPWO. ZTOYOG TOLS EIval Vo, UV EMTPEYOLV
o€ kavéva va KAEyeL To Incavpod amd to Aafvpvbo kot yuo avtd givar amopacioévol
VO GKOTMGOLV OTOOVONTOTE TOPEIGOKTO TANGLAGEL TO0 Ydpo Tovs. Kdébe @uiaxoag
etvar vevBuvog Yo To YDdPo oL TOV £xel avaTeDel TPOG POAAELN Kol eV EMITPENEL GE
Kavévav vo geépyetoan oe avtdv. O yapaktipag Bo mpémel vo mepAcEL Omd TOVG
QUAOKES OVTOVG Y10l VO OTAGEL 6TO Oncavpd piokdpovtag £Tot TV 1 tov ™ Lon.
KéBe popd mov 0 yapakTipog £pYETOL OVTILETMOTOG LLE EVOV 1) TEPLGGOTEPOVS PUANKEGS
Ba mpémel vo dmdael paym yia va kpatnfel oty {on Kot vo VIKAGEL TOVG AvTUTAAOVGS
tov. [Ipénel va peidoet Toug Tdévtoug {ong Tov avTimdAov Tov TP petmdodv ot dikoi
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TOV KOl ONILAVEL Kot TO TEAOG NG TepWETELNS Tov. H duvapn tov kot 1 toyn Ba mpénet
Vo vl GOUOYOT TOL MOTE VO, TO KOTOPEPEL.

O1 Kivduvol Tov TaPapoVELOLY EKTOC amd 0patol eival Kot adpatol KaBmG KPUUUEVES
nayideg anetlobv Tov Npwa 6e kdbe tov Prua. Méca oto AapvpvBo vmdbpyovv
nayideg Tov 0 Npwag de umopel va et kot eAmilet va Tig amo@oyel. Eqv méost péoa og
OVTEG TIPEMEL VO TPOCTOONCEL VOl TIG TOPVYEL LE TIG IKAVOTNTEG TOL Kol Alyn d6om
TOynG. Edv 1o Kotaeépel mepvd avEmagog and v moyido Kot a@rvel Tov Kivouvo
nicm Tov kabmg 1 Tayida amevepyonoteitol. Eqv dg Katagépel va Ty amo@Oyel TOTE 1
nayidoo dpa emdved tov emepPaivovtog apvntikd ot dSbvaun M oty Guuvé Tov,
aviroyo pe to €100g ™¢. To amotéleopa g mayidog eivar pdvipo mhve tov Yo ™
CUVEXELNL TNG TEPUTETELIS TOV HELDOVOVTOG £TCL TIG OUVALELS TOL Kol KAVOVTOS TOV T
EVAAMTO GE LEAMOVTIKEG LOLYEG.

HEMEPVOVTOG TOVS KIVOUVOVUG 0 Mpmag @Tavel oto Onoavpd o omoiog Ppiokertan
OlICKOPTIGUEVOS HEGA 6TO AafUpivBo. Me 10 Tov Bpel KATO10 TUNLO TOV Kol TEPAGEL
T Omota mhava epmd i Bpebovv 610 dtafa Tov, TO HLOVO TOV ATTOUEVEL VO KAVEL ETval
V0. TOV OTOKTNOEL ATOKTOVTAG £Vl TUNO TOV PTAVEL KOl O KOVTO GTO GTOYO TOV,
VO GUYKEVTPAOGEL OAO TO Oncavpd mov yperdletal. XvAAEyovtag TuMpato Oncavpod
péoa oto Aafupvbo dapopetikng adiag, avéavel To cHVOAd Tov Ko TANGLAlel OO
KOl TEPIGGOTEPO TNV OAOKANPMOT| TNG TEPUTETEIAG TOV MG VIKNTIG.

O AafopivBog extdg amd Kvdvvoug KpLPel Kol Kamowo piIATpa evioyvong ot omoio
&xel TpOGPacn 0 YOPOKINPAG APKEL Vo TOL EVIOTICEL, VO QTACEL GE OVTAE Kol VO TO
amokToel. Me ta @iATpa avtd 0 ¥pNoTNG UTOoPEl Vo aVENCEL TIC OVVALELS TOV DOTE
va €ite vou EYel Eva TAEOVEKTNLOL G TPOG TOVG avTimdAovg Tov. Eav BéRaia £xet fon
Kamow pelmon oTic SLVVAUEIS TOV amd TLYOV evepyomoinom mayidag TOTE T0 GIATPO
Umopel va AE1ToVpyNoeEL g ElGOPPOTTNON LE TNV APYIKT TOV Kotdotoon. Me avtd tov
TPOTO 0 YPNOTNG UTOPEL VO OUVOUADGEL TNV dpvva i TV emibeon Tov Kol va €Yl Eva
HUEYOADTEPO TAEOVEKTNUO OMEVOVTL OTOVG QPUAOKEG HE TOvg omoiog Oo €pbet
OVTILETOTOC.

Extoc and 1o @idtpa evioyvong o yopoktpog umopel va €xel mpdcPacn Kot o€
oiktpa {ong ta omoio avEAvouy Tovg TOVTOLS {MNG TOV KOl TOL TAPEXOVY UEYOADTEPT
Buwowommra katd v e&éMEn g mepwétedg tov. Ta oidtpa avtd, OtOv
amoKTNOOVV 0o TO YUPAKTP, VEAVOLY KATH £VOL SAPOPETIKO TOGO TOLG TOVTOVG
Cong tov. Mmopovv kKot va Eemepdoovy Toug apykob TovTovg {mng divovtdg tov éva
ONUOVTIKO TAEOVEKTNILA KoL (ot OGN Y100 TV OAOKANPOOT) TG TEPITETENG TOV.

XapoKTNPLGTIKA TOV TOLYVIOL0V

Ta yapaxtmpioticd and to 0ol AToTEAOVVTAL TOL KOPLO GUGTATIKA TOV TTOLYVISI00
etvar yvopiopata tov RPG nayvididv. Kabe cvotatikd yopaktnpiletor amd KAmoleg
WOOTNTEG TTOL TOL divOVV VTTOGTAGN.
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I510tntec yapaktnpo / npmo

O yoapoktpog dtokpivetor amd éva 6HVOLO 1O010THT®V 01 0moieg oV yapakTnpilovv
Kot Tov divovv vdoTao:

>

Ovopa: 10 6vopa tov Mpwa. To dvopo mov yapoaktnpilel Tov Npwa TOL
yewpileTon o ypnoTne.

Enifeon: ot movrol emiBeong tov Mpwa. Ot moévTol emiBeong agopoldv
dvvaun mov £xel Katd Vv eniBecn Tov 0 NPWOS OTOV EPYETOL AVTIUETOTOG LE
TOVG PUAoKES TOV AafvptvOov. Ot T vTotl avtol £ovv onuocio Katd T poym
KOl OLYKPIVOVTOL HE TOVLG TOVTOLS AULVOG TOL PUAOKO — TEPICGOTEPES
TANpoPopieg yia ™ pudyn Bo TopovGIOGTOHV GTH GUVEKELD.

Apvva: ot Tévtol auovog tov npwa. Ot TOVTol Auouvog aeopodv T duvaun
OV €YEL KATA TNV GUUVE TOL 0 NPWOS OTAV £PYETOL AVIWETOTOG HE TOVG
@OAakec Tov AafvptvBov. Ot TOvTol avtol Eyovv onuacio Kotd Tn péyn Kot
ovyKpivovtal pe ToVg TOVTOLG EMBeoN TOL POANKA.

Tayvmto: o1 Tovtot ToyvTNTag. Ot TOvTor awtoi kabopilovv to TOGO ypryopa
Kwveltor o Npwag pésa oto AafopivBo. H 1010Tra avtn givor moAd onpoavtikn
otav 0 Npwag tpoonabel va EePUYEL 0d TOVG HIDKTES TOV.

EveMéia: ov movtor evehi&iag. Ot moévror awtoi xkabopilovv ™ dvuvatdotTnTa
eveMéiog / amouYNG oLV €YEL O YOPAKTNPOS OTAV TPOSTAOEL Vo amopvyeL
Kémow mayida v omoio evepyomoince. Ot movTol eveMéing cvykpivovion pe
T0 TOVTOLG dVVOUNG NG Toyidag Mote vao. eleyyBel €dv o YopoKTPOC
KOTAPEPE VO TNV ATOPVYEL - TEPICCOTEPEG TANPOPOPIES YOl TO UNYOVIGHO
ATOPLYNS Ba TAPOLGLOGTOVV GTN CLVEXELO.

Zon: ot wovtol Lone. Or moévTor avtoi kabopilovy 10 GUVOAD TV TOVTOV (NG
mov €xel o yapokmnpas. Ot mwoévrol Long avEdvovtol ywpic 0plo aArd Otav
@TAoOoVV 1601 I IKPOTEPOL TOL UNOEVOC TOTE O Yapoaktnpag mebaivel Ko
TEPUTETELD, TEAELDVEL Y10l AVTOV.

[610tnTec £xBpov / pvAoka

O1 W TES TOL KABE £YXOPOV / POAOKO cuumepAaLBavoLy To EENG:

>

>

>

Ovopa: to 6vopa kKabe oiaxa. To dvopa tov gxfpov anodideton doTE va Tov
dwkpivel and tovg vdAoToLg HEGa 6To Aafupvo.

X®pog eOAIENG: 0 YDPpoS Tov omoio embempel Kot eEAEYYEL 0 ekdioToTe £XOPOG /
@OAOKOG. XTO0 YOPo ovtd pmopel kwwnbet o eyfpdg ko va emtebel oTov
ewoPforéa. Omote vmhpyel elforéag HEGU GTO YMPO AVTO 1) KOVIE GTO YMDPO
avtd o gxBpdg Kveitar emTBEUEVOS PO TOV EIGPOAEN. EnUavTikd cTolyEio
etvar 0Tt ¢ pumopet va kivn0el mépa Tov YOPOL TOV 0Toi0 EAEYYEL.

Enifeon: o1 mévtor emiBeong tov gyxfpov. O movtor emifeong apopovv 1
dvvaun mov &yl katd v emibeot Tov 0 gxBpOG OTAV EPYETAL AVTILETOTOG LUE
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tov Npwa. Ot TévTol avtoi Exovv onpacio Katd t pdyn Kot cuykpivovton pe
TOVLG TOVTOVG AUVVAG TOV PO

Apvva: ot Tovtol dpvvog tov gxfpov. Ot TévTol Guuvag agopoHv Tn dvvapun
oL €Yl Katd TNV Auuvd Tov 0 £x0pdg dtav Epyetar avTipETmmog Tov Npwa. Ot
TOVTOL AVTOl £YOVV onuacio KaTd TN Hiyn Kol GLYKPIVOVTOL e TOVS TOVTOVG
emibeong Tov Npwa.

Tayvmra: o1 wévtot ToyvTnToc. Ot TévTot avtoi kabopilovv o TG0 Ypryopa
Kiveitat o ggfpog péoa oto Aafvpvbo. H 1616t ta avty eivor moAd onpovtiky
otav o gxBpdg mpoomabel va pTacel Kot va emitedel oToV Npwa.

EveMéia: ov movtor evehi&iog. Ot moévror avtoi kabopilovv ™ dvuvatdtTnTa
eveM&iog / amopuyng mov £yt o exBpoc.

Zon: ot wovtol Lone. Ot wovtor avtoi kabopilovy 10 GUVOAD TV TOVTOV (NG
mov €xel 0 €x0pdc. Oco o1 movTor (NG Tov Katd TN payn eivor peyaAvtepot
oL UNdevog o £xBpdg emtifetar. Otav mécovv katm amd Eva (1) 10Te 0 £xOpOC
neBaivel ko eEapavileTon amd 10 ToyViot.

1016t tec mayidogc

O 13101t Teg TOov KABe Taryidag copmeptlapupdvouv ta e&ng:

>

Ovopa: to dvopa g mayidag. To dvopa g mayidoc amodidetor MoTE Vo
dlakpiveran amd Tig vroAouteg péca oto Aafvpvo.

Tomoc: o tomog mayidag. Opilel TNV W1OTNTA TOV YAPAKTPO TAVE® GTNV OMOoi0
opa n mayida 6tav evepyomomBel. Ot drabécyol Tomot Tayidag apopovv TV
emiBeon, Vv dpova, Ty eveMéio Tov PO

Avvoun: ot mévtotl dvvaung mayidas. Ot mévtol awtoi opilovv T0 TOGHd e TO
omoio evepyomoteiton 1 mayida. H gveMéio Tov fpwo cuykpivetal pe ovtovg
wote va edeyybel edv M Tayida emdpd 1 Ol TAVED TOL OTAV TEPVA TAVE® omd
OVTNV.

Enidpaon: o1 mdvrot emidpaong mayidac. Or mdvtol awtoi opilovv 10 OGO e
10 omoio Ba TAnyel n W1OTYTA TOL MPp®O TOV OPilETOL GTOV TOHO TNE TAYIdNGC.
Edv dniadn n mayida emdpdoet tOte o1 THVTOL NG avtioToyng widtrag o
pewbodv Katd to Tocd avTo.

1816t Tec Oncovpov

O 10101 1EC TOV KABE TUNATOG BNGOLPOV cLUTEPIAAUPAVOLY T €ENG:

>

>

Ovopa: 10 é6vopo Tov TUHOTOS ¥PpLGoVL. To dvopa Tov ¥PLCOL amTodidETOL
wote va dwakpivetal and to vidioma péca 6to Aafvpivoo.

[T6vTol ¥puGov: o1 TOVTOL ¥PLGOY ATOTEAOVV TNV a&io TOV TUMUATOG XPLGOV.
H tywn avt opilel t0 mocd 10 omoio pmopel vo OmMOKTNGEL 0 MPOAG KOt
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npootifetar 610 ocvvolkd Onoovpd. H  amdktnon Tov  AmOITOLUEVOL
Onoavpol 0dnyel € OAOKANP®ON TNG TEPUTETELNG LLE VIKNTY] TOV PO

1016 TEC OiATpov gvicyvong

O 13101t Teg TOV KABE PikTpov evioyvong cvumeptiappdvouvv ta eEng:

» Ovopua: 10 6vopo tov @idtpov evicyvons. To dvoupa tov @iktpov evioyvong
amodideTon MOTE Vo dtokpiveTat amd o vToAouta pPéca oto Aafvpvoo.

» Tomog: o tomog @iltpov evioyvong. Opilel TNV 1G1O0TNTA TOV YOPAKTPO TAVED
otV omoia dpa 10 @iAtpo evioyvong Otav amoktndel amd tov Mpwa. Ot
dwbéopotl tomor eidtpov evioyvong agopovv v emifeon, v dpovva, v
eveMéia Tov Npwa.

» Evioyvon: ot mdvtot evicyvong tov eiktpov. Opilovv Tovg TOVTOLS EVIGYVONG
0V QIATpoL Kol To OGO o evicyboel v WWOTYTA TOV Npwa. H Tiun ¢
W010tTTOG OV eVicyVETOL aLEAvETAL TOGO OGO €lval TO GHVOAO TV TOVI®V
QVTAV.

[610tnTec oiltpov Lomc

» Ovopua: to é6vopo tov eiktpov {one. To dvopa tov @iktpov amodideTor MoTE
va, dtakpivetar amd To vrolouta pPEca 6to Aafvpivio.

» Tlovtol {ong: ot movtol Tov @idtpov {one. Opilovv Tovg mdvtovg (NG mov
TOpEYEL OTOV NPWO TO @IATpo Otav 10 amoktnoel. Otv moévtolr avtoi
TPooTiBevTal 6TOVG GLVOAIKOVG TOVTOLG CMNG TOV NP®O AVEAVOVTAS TOVG.

YVOTNHOTO TOLYVIOL00

To mayvidl Paciletor oe 1é60epa Pacikd GLGTAUATA TO. OTTOi0 KOl EAEYYOLV GTNV
ovcio TN AsrtovpykdtnTa ToV TToyVdv. Ta cuotiuata avtd TapovslalovTol Kot
TEPLYPAPOVTOL TOPAKATO:

*  XOoTMHO poNg

o Xotnua mayidog

o Voo EAEYXOUEVOV YDPOL

e  20OTNUO OVAKTNONG OVTIKELEVOV
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Tootnpe paxng

H pdym peta&d tov yopoktipo / npoa Kot tov €x0pol / pOAoKo Tpaypoatomoleitot
6tav ot dvo tovg épBovv oe mMOAD kovivny oamdotacn. Otav copuPel avtd, tdte
avaAapPaverl To 1010 To Toyvidl va TNV eKTEAECEL dlXMC 0 YPNOTNG VO, EXEL TEPULTEP®
enidopaon mave og avtn. To povo mov umopel va Kaver o ypnotng ivor vor cuveyicet
VoL KIVEL TO YOPOKTI PO TOV GTO YDPO VM 0 PUAaKAG O Tov axorlovBel péca ot dkd
tov enutpendpeva 6puo. H pdym mpaypotomoteiton péca oe pio aAAniovyio yopmv ot
omoiotl ekteAovvTan 660 M pdym cvveyileta.

Otav o1 60 avtimarol Bpebovv oe amdcToon ion 1| LKpOTEPN OGTE va Eilvar duvatn M
gvepyomoinom ™ Udymg T0TE T0 cLOTNUO EMAEYEL TVYaia TO10G Oa emitebel Ko TO10G
Oa apovvlel. Meta v emioyn ypnowomotel éva tuxaio aplBud amnd éva KAEGTO
dlotnua Kot Tov Tpochitel otovg movTovg enifeong tov emtiBépevov. Avtictowya,
vroAoyilel emiong £vav GALO Tuyaio apBpd Kot Tov TPochHitel 6TOVG TOHVTOVG AUVVOG
TOL QUVVOUEVOL. ZVYKPIveL Ta dV0 vEa amoteAéouato Kol EAEYYEL Edv 1 enifeomn NTav
EMTUYNG M O QUVVOUEVOG KATAPEPE Vo TNV amovyel. EGv n emiBeon Mtav emtuyng
16t o1 WOVTol (NG TOL OGULVOUEVOL HEWDVOVTOL KOTO TOLG OpYIKOVS TOVIOUG
enifeong tov emtiBépevov (dlywg va cvumeptrapupdverar o toyaioc apBudg). Eav n
enifeon anétuye 10TE 0 APVVOUEVOS deV ennpedleTal Kot To cuoTnua cuveyilel. Metd
amd 1o YOpPo avtd, T0 GVOTNUA EAEYYEL TOVG TOVTOLG LMNG TOL AUVVOUEVOL KOt AV
avtog gtvor axopa Coviavog emavalopuPavel TNV TOPATAVE OOOIKAGIN EKKIVAOVTOG
éva, véo yOpo. AnAadn, emiléyel mEAL Tvyoio TOV EMTIOEUEVO KOl TOV OUVVOUEVO,
vroAoyilel Tovg Tuyaiovg aplBuovg, KAvel TIC 0BPOIcE Kol TIG CLYKPICELS Ko
ovveyilel avordY®MG TOV OMOTEAEGUATOC.

Onwg avagpépOnke kou mapomdvem, n payn cvveyileton gite péypt £vog amd T0Vg dVo
OUUUETEYOVTEG VO YAGEL OAOVE TOVG TOVTOVG CMNG TOL €ite UEYPL O YOPOKTPOS VOl
dpameTeHoEL OO VTN HEYOADVOVTOS TNV AmOCTACT amd Tov €x0p0. 115 600 0VTEG
TEPUTTMOOELG KOt LOVO 1) LAY OAOKANPMVETOL, €€ PUE TO TENOG TNG MEPUTETELNG, OE
nePINTOOTN OV YAoEL 0 NPwog €ite pe TV e£OvTwon Tov €xBpol ce TepinT®oN OV 0
NP®OG KEPSIGEL Kot O1TNPNOEL TAVE® OO TO UNOEV TOLG TOVTOVS (MNG TOVL.

Xvotnpo Toyidooc

To cvompua mayidog evepyomoteitor 6tav 0 Yopakmpag / Npwag tepdoet Thve omd
o waryida. Ot moryideg dev evepyomotovvion Otav kémolog x0pdg / pOAaKaG Tepdoet
Ve amd aVTES OAAL aVTIOPOVV HOVO OTOV O NPMOS PTAGEL GE QVTEG.

H evepyomoinon g mayidag onpaivel 61t 1o suotnua ovoropfavet vo eAEyEet edv o
Npwag TANYEL omd ovT 1 KATaeEPEL va, TNV amoevysl. Anlodn, 6tav 0 Npmog TepAcEL
amd pio mayida tOTE vVmoAoyileTton €vag Tuyaiog apBudg kKol mPooTiBETOL GTOVG
noVToug gveMEiag Tov. X1 CLVEXEW, O VEOG awTOG aplBUdc cuykpivetar pe Tov
ndvToug duVaUNg ™G moryidas. Edv eivarl peyoaddtepog tdTE 0 YOPOKTNPOUS KATAPEPVEL
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va amo@OyeL TNV Tayida Kot cuveyilel v mopeia Tov diymg va ennpeacTel amd aVTNv.
Edv opwg m ovykplon €xet to oavtifeto amotélecua, OonAadn, TO LAOAOYIGUEVO
dBpotopo givor pkpdTEPO OO TOVG TOVIOLG OVVOUNG TNG TOYid0S TOTE O MPOOG
myetar. H ¥dmra / dvvaun tov fpwo m omoio emmpedletal amd v moyida
e€aptdTol amd ToV TOTO NG Tayidag AVTNG.

To ovommuo eAéyyel tov TOMO TG TAYIdAG Kol GT CLVEXELD EAEYYEL TOV TOVTOLG
emidpaocng me. EAEyyetl toug movToug TG SVVOUNG TOV EXNPEAGTNKAV OO TNV TTayida
KO TOVG HEWDVEL TOGO OGO €ival Kot ot TOVTOoL EMidpacg TG Me avtd ToV TPOTO Ot
wOVTOL SUVOUNG TOL MNPOO HELOVOVIOL UOVIHO omd TNV moyido Kol 0 Mpoog
emnpedleton onuovtikd. H moyido petd mv evepyomoinon g amevepyomoteiton
EVIEADG Kot eV EYEL O KOUIO ETIOPACT] GTOV MP®O GE TEPITTMOT TOL TEPACEL TAAL
and v TnG.

YO6TNHO ELEYYOUEVOD YDPOV

Onwg avagépnke, o kabe exBpog / eOAaKAG ExEl £val TEPLOPIGUEVO YDPO TOV OO0
eléyyxel ko umopel va kvnBet ko o omoiog amotelel 10 ydpo eAEyyov tov. O Kabe
Y®Po¢ umopel va avatebel oe Evav N TEPIOCOTEPOVS PUANKES 01 omoiot kot Ba eivat
vrevBovvol yio avtov. H mpdoPacn oe avtd 10 ¥dpo amd tov pma onuoivel Kot T
dpeon avtiopaot and Tovg POANKES 01 0moiol omevoovV va enttefovv otov elGfoALa.
O KaBe eOAaKOG Exel Evav TOLAAYIGTOV YDPO EAEYYOL O OTOI0C Kot €ivol O YMPOG
otov omoio £xel tomoBetnOel apywd. H eméktaon tov ydpov eréyyov tov e€aptdTon
amd TO ONOVPYO TOL.

O @eOhokoc oe k@Be TOoL Prpa eAéyyel tn B€om Tov €1GPoAEén Kol OTN GUVEXELN
vroAoYilel TO TO KOVTIVO Kot TPOGPAGIHO HOVOTATL TPOG avTOV. AnAadn, vroAoyilet
€0V 0 YOPOG TOL YMPOS OVIKEL GTO YDPO EAEYYOL TOL Kol Kveitan Tpog avtov. Edv dev
&xel dkaiopo TpoOsPacns o€ oVTOV TOTE QTAVEL GTO. OPLOL TOL YDOPOV TOL TO OMOial
Bpiockoviar 660 T0 dLVATOV O KOVTE GTOV EIGPOALA.

O yopog eréyyov evog eOAaKa pmopel va evteivetor amd to €va onueio kot udvo mov
&xer tomoBetnBel £¢ ko o 0AOKANPO T0 AofOpvBo. Agv vTépyel TEPLOPIGHOS GTO
Y®OPO OV UTopEl VoL EAEYYEL VoL PUAOKOGS, 0pKel LOVO Vo TOL €xel yivel avaBeon Tov
YDOPOL AVTOV.

YUGTINIO OVAKTIONG CVTIKEPREVOV

To cVvompa avaktnong aviikeévav dtoyelpiletol v avaKINon TOV OVTIKEWEVOV
nov PBpickovrtal dibomapta péca oto AafOpivio amd Tov Npwa. Xta avTiKeipeva avtd
neptlopPavovton ta avTikeipeva Onoovpod Kot ta eidTpa gvicyvong kot Cong.
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Ocov apopd ™V ovaKTNoN TOV OVTIKEWEVEOV Bncovpol, OT®G TOPOLGIICTNKE, O
NPOOG UTOPEL VO EVTOMICEL KOl VO OTOKTNOEL TO OMOW0 OVTIKEILEVO Onoavpov
ouvavtnoel 6to dgfa tov. O TPOTOG AMOKTNONG TOV AVIIKEWUEVOD OTOLTEL AmTd TOV
NPOO Vo TAcEL 6€ AVTO KO VO TO OKOVUTNGEL. Me avtd ToV TpOTO TO OOKTA KOt TO
ocvotnua eAéyyel TV a&la Tov avtikelévov. X cvvéyela 1 a&io avt) tpootifeTon
670 GLVOAKO Oncavpd ToL NP Kol TO AVTIKEIpEVO eEapavileTat.

Me avtictoryo tpomo yivetol Katl n avakInon tov eidtpmv evioyvong kot {ong. Otav
0 NPWOG QTAVEL 6€ £va GIATpo (NG Kol TO AKOVUTAEL TOTE KOl TO arokTd. Ot movTOoL
Cong tov @iktpov mpootifevtor oty cvvoAikny {on ToLv Npwo Kot TO QIATpPO
eCapaviCeton and to AafopivBo. H avénon g tov movtov {ong stvor povyun.

Me 1oV 1010 TpOTO avaxtdTol Kot 1o GIATpo evioyvomng He TN dpopd OTL TO GOGTNLLA
Tpaypatonolel Kamoovg emmAéov eAéyyovs. Otav o Mpwoag avaxtd &va @iltpo
evioyvong tOte T0 GVGTNUO EAEYXEL TOV TOUMO TOV QGIATPOL KOU GTI| GLUVEXEWL TOVLG
TOVTOVG evioyvong mov eumepiEyel. AkolovBmg Tpochétel Tov TOVTOLG OV TOVE GTNV
avTioToyyn 1010TNTA TOV NP®O COUPOVA PE TOV TOTO ToL Piktpov. H avénom g
womrog etvar povun. Koar oty mepintwon avtr, HETA TNV avAKTNON TO QIATPO
eCapaviCerar.

Maze Of Treasure — Action RPG

Ao ™V TEPLYPAPT] TOV TALYVIOOV, TWV YOPUKTNPIOTIKOV KOl TOV CLOTNUATOV TOV
10 anoptilovv givor eavepd 0Tt avikel oto €idog Twv RPG moyvidiwv. H 1déa tov
TOLVIOOV, TO EMIKO YOUPOKINPIOTIKE TOV, Ol 1O0TNTEG MOV GLOTIVOLV  TOVG
YOPaKTNPES (NPpwag - €xBpol) Kol T, GUGTALATO TOV EKTEAOVVTIOL YOP® TOVG EXOVV
Baon oto €100 avtd. H duvapukn mov £xel Aoym Twv S14popmv Loy®V Kot TG dpaong
nov EgTvAiyeton katd TV €EEMEN TOL TO ToMOOETOVV GTAL «ACtioN» TTayVidiaL.

Me avtd OV TpOMO YiveTow aviiAnmtd OTL pe Alyo kot Kvplo Pacikd ototyeio to
oy vidl pmopel va yopoktnplotel kot vo amoTteAEcEL PEPOS TNG TOAD UEYOANG
GLALOYNG TOV €idovg. Amd éva emtpanéllo moyviol ival TOpa duvaTn N ATEKOVIOT
tov oe éva 3D mepifdddov evOg Kvntovy TnAE@dVov. Xto emduEvo. KEQAALo
TOPOVGLALETAL TG LE TN YPNON SPOP®V TEXVOAOYIDV UTOPEL vaL Yivel EQKTO.
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Web Editor — Teyvikn Tekunpioon

Teyvoloyiec Kol TAATOOPRO. OVATTVENG

O Web Editor avortoybnke péow g mhatedpuag NetBeans IDE 6.8.
Anuovpynbnke o¢ e Java Web epoppoyn g mAatedpuag pe  dvopa
«MOTWebEditor». H epappoyn dtakpivetar amd £E1 S10QOPETIKEG EVOTNTEG TOL
opilovian Eeymprotd otnv TAat@Oppa. Ot €61 avTég evOTNTEG Elvan o1 €ENG:

>

YV V VYV

Web Pages

Source Packages
Test Packages
Libraries

Test Libraries
Configuration Files

H evomta «Web Pages» meptoufdvel v mapovciocon TG EQOPUOYNC OTOV
TepYNTH e o amapaitnta apyeio JSSP, CSS, Javacript, swovag kot dtapdpemonc. H
evotnta «Source Packages» sumepiéyet T AOYIKY kot T Sweipion g eQapUoync
uéow tov Spring MVC Framework. H evotnta «Test Packages» agopd toyxdv teot
oL UTOpEl va Yivouv KOt TV avaTTuEN TG QaPUOYNS — dev €xel xpnotpomomOet.
H evomto «Libraries» eumepiéyovv Olo ta moakéta ko Tic PiAiobnkec mov
ameTOVVIOL Y10, TV LTOoTNPIEN TG epapproyng kou tov Spring MVC Framework. H
evotnta «Test Libraries» eumepiéyet ta JUNIt maxéto mov vwootnpilovv tnv ektéleon
TV 180T otnv gpappoyn. H evotnra «Configuration Files» mov mepiéyet ta apysia.
SO PPMOTNC TOV OTOLTOVVTOL OITO TNV EQPAPUOYT Yol TV 0pON eKTELEST TNG.

Ov tgyvoloyiec ot omoleg &yovv ovumepineBel otic evotnteg avtéc eivor ot
TOPAKAT:

Spring MVC Framework
Java

JSP, JSTL

HTML

CSS

XML

Javascript

JQuery

Ajax
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e JSON

[Mopakdto Bo TeptypapovV MG 01 TOPATAVE® TEXVOAOYiES epapudlovtal oTig KOpleg
evotTnTec G epoppoyng «Source Packages» kot «Web Pages» kou oto apyeio
SO PPOOTC.

Moxéto Tnyaiov k®dwka (Source Packages)

H epappoyn amoteAeiton and tpio KOpla mokéto Tyoiov KO

> mot.domain
> mot.web.controller
> mot.commons

mot.domain

To makéto «mot.domainy eumepiéyel ta «beans» mov YPNOLOTOOVVTAL GTNV
epapuoyn. Ta «beans» avtd sivar:

e Buff

e Enemy

e Health

e MazeObj

e Player

e Trap

e Treasure
Buff

H xAdon «Buffy aviiotoryei oto avtikeipevo tov @iAtpov gvioyvong tov moryvidlon
KOl EUTEPLEYEL TPELG 1O10TNTEC:

e puff_item: eivan tOmov «String» kot avtiotoyei oto dvoua / Béon (kabmg
EUMEPLEYEL KOL TIC GUVIETOYUEVEG TOL GTO YMOPO TOL Aafvpwvbov) Ttov
OVTIKEYEVOL TOL PIATPOL evicyvomng

e buff_type: eivan tomov «String» Kot avTioTOLEl GTOV TOTO TOV OVTIKEWEVOD
10V PilTpov gvioyvong

e buff_points: givor Tomov «int» kot avtiotolyel 6To0Vg TOVTOVS EVIGHLONG TOL
OVTIKEYWEVOL TOL GIATPOL evicyvomng

Yy kAdomn eumepiEyovral ot puébodor «get» kar «set» ywo kabe WoTA Yoo TV
AOONKEVOT KO TNV AVAKTNGN TOV TILOV TOVG.
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Enemy

H «ldon «Enemy» avtictoyel otov €x0pd / @OANKE TOV TOLVISOD KOl EUTEPLEYEL
€QTA 1010TNTES:

e enemy_item: eivon tOmov «String» kot ovtiototyel oto ovopa / Béon (kabmg
EUTEPLEYEL KOL TIG GUVIETAYUEVEG TOV GTO ¥DPO Tov AafOptvOov) tov xBpov /
@OAoKOL

e enemy_fields: eivar tomov «List» kot oviiotorel oe pio Aioto M omoia
EUTEPIEYEL TOVG YOPOVS TOL AafOptvOov Tovg omoiov eAEYYeL 0 PVANKOG Kot
pmopel va kivn et

e enemy_attack: givar tomov «int» kot avtiotoyel oTovg TOVTOULG £MibeoNg TOV
ex0pov / pvAaxa

e enemy_defence: eivar TomoOL «int» Kol OVTIGTOLYEL GTOVE TOVIOLE AULVOG TOV
ex0pov / pvAaka

e enemy_dexterity: gival Tomov «int» kot avtietoryel oTovg TOVTONg gveMEiag
oV €X0pov / LKA

e enemy_health: givor tomov «int» kot avtiotoyei otovg movrovg {wNg Tov
ex0pov / pvAaka

e enemy_speed: givatl TOTOL «iNt» Kol OVTIOTOXEL OTNV TAXVTNTO LE TNV OTOia
umopel va kvnBet o x0pdg / puiokag péca oto Aapfopvo

Ymv KAdon eumepiéyovion ot uéBoootl «gety ko «Set» yo kdbe 10OTTA Yoo TV
amoOKEVOT KL TNV AVAKTNOT TV TIU®V TOVG,.

Health

H «\don «Healthy avtictoryei oto avrikeipevo tov giktpov {®NG ToV Taryvidon Kot
eumeplEYeL 600 1O1OTNTEG:

e health_item: givon tomov «String» kot avtiototyei oto ovopo / Béon (kabmg
EUMEPIEXEL KOL TIG OLVIETAYUEVEG TOV OTO Y®PO TOL AaPvpvbov) TOL
AVTIKEYWEVOL TOL QiATpov Lmng

e health_points: eivon tomov «int» kol oavtiotoyel otovg mOvVTovg (wNG TOV
AVTIKEYWEVOL TOL QiATpov Lmng

2mv kAdon eumepiéyovror ot péBodor «gety kot «Set» yi kabe 1010 TO Yoo TNV
amoONKeELOT KO TNV AVAKTNGT TOV TIUAV TOVG.

MazeObj

H «\don «MazeObj» avtictotyei og éva ydpo péoa 6to Aafdpvbo tov maryvidod Kot
eumepExel 600 10T TEG:
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e item: eivor tOmov «String» kot avtiotoyel 6To0 GVOUL TOL YDPOL HECH GTO
AofOopwvBo. AnAadm, eumeplEyel TG ovvteTaypéves €vog  mediov  TOov
AapopvOov.

e status_id: eivar tOmov «String» Kot avtioTolyEl 0TV KATAoTAoN TNV 0Moio EXEL
10 1edio avtd. Anhadn, N T ™ eivarl pio amd Tic 23 mbavég KoTaoTAoEL
nov pmopei va Adfet éva medio Tov Aafvpvbov

Ymv kAdon eumepiéyovror ot péBodor «gety kot «set» yia kabe 1016t Yoo TNV
amoOMKELOT KOt TNV AVAKTNOT TV TIUDV TOVG,.

Player

H xhdon «Playery avtiotoyyei 6to yopoaktipo. / Npma ToV TotVidlo Kol EUTEPIEYEL
¢€L 1010 TEG!

e player_item: eivon tomov «String» kot avtictoyel otn Oéon oL NpwA GTO
AafopvBo Kabhg epmePIEYEL KOl TIC GUVTETOYUEVEG TOV GTO YDPO

e player_attack: eivon Tomov «int» kot avtioTotyel 6TOVG TOVTOVG £MiBEOTG TOV
YOPAKTAPO / PO

e player_defence: givar tHmov «int» Kol avTioTOLEl GTOVG TOVTOVS GULVAG TOV
YOPAKTAPA / PO

e player_dexterity: eivor tomov «int» kot avtiotoyel otovg MOVTOVg gveMEiag
TOV YOPOKTHPO / PO

e player_speed: kat avtioTotyel oTnV TOOTNTA LE TV OMOi0, propel vor kKivnBel o
YOPAKTNPOG / Npwag Hésa 6to Aafupivbo

e player_health: eivar tomov «int» ko avtictoyei otovg mOVIOLE (ONG TOL
YOPAKTAPA / PO

v KAdon eumepiEyovion ot uébodotl «gety kot «Set» yo kdbe 1010 TA Yoo TV
amoOMKEVOT KL TV OVAKTNOT TV TIU®V TOVG,.

Trap

H «hdon «Trap» avtiotoryel 010 aVTIKEIUEVO TAYid0S TOL TOYVIO00 Kol EUTEPLEYEL
TEGGEPLG 1O10TNTEG:

e trap_item: givar tomov «String» kot avtiotoryei 6to Gvopo / Béon (kabdg
EUMEPLEYEL KOL TIC GUVIETOYUEVEG TOL GTO YMOPO TOL Aafvpwvbov) Ttov
OAVTIKEWEVOL TTayidog

e trap type: ivat TOmoL «String» Kot avtioTo el 6Tov TOMO TOyidag 1 omoia dpa.
oTNV ovTicToyN W10TNTO TOL NPWO.

e cffect points: givar TOmov «int» Kot avTioToLEl 6TOVE TOVTOLE SVVAUNG TNG
Toyidog

e affect points: givarl TOTOL «iNty KoL AVTIGTOLYEL GTOVG TOVTOVG EMIGPACTG TNG
Tayidog
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Ymv kAdon eumepiéyovror ot péBodor «gety kot «Set» yia kabe 1016t Yoo TNV
AoONKEVOT KOl TNV AVAKTNGN TOV TIUAV TOVG,

Treasure

H lhdon «Treasure» avtiotoyel 610 avtikeipevo Onoavpod tov moyvidlov Kot
eumepExel 600 10T TEG:

e treasure_item: eivon tomov «String» ka1 avtiototyel oto d6voua / Béon (kabmg
EUMEPIEXEL KOL TIG OULVIETAYUEVEG TOVL O©TO Y®PO Tov AafvprvOov) TOL
avTIKEWEVOL ONcavpov

e treasure_points: eivar tOmov «int» Kot avtiotolel 6Tovg TOVTONG Oncavpon
TOV QVTIKEWEVOL ONGavpov

Ymv KAdon eumepiEyovion ot uéBodotl «gety kot «Set» ywo kdbe 1010 TA Yoo TV
amoOMKELOT KOt TNV AVAKTNOT TV TIUDV TOVG,.

mot.web.controller

To moakéto «mot.web.controller» eumepiéyer v «hdon «MotController» n omoia.
avtiotolyel kot oto povadwkd «controllery g Spring MVC gpappoyng o omoiog kot
) Swxepilerar.

Apywa, n kiaon «MotController» yopoktnpiletoanr wg éva «controller» pe tn ypron
™m¢ omapaitnng emonuavong (annotation): @Controller

Anovpyovvtar ta avtikeipeva tomov «MotReader» kot «MotWriter» ta omoio kot
YPNOOTOVVTOL Yot TN Olaxeipton TV HeBOdMV Kol TOV AEITOVPYIDOV OVAYVMOOTS
Kol €YYPOENS TOV apyeiwv 0ed0uEVOV TG PaproynNs. O1 dV0 avTég KAAGELS aviKOLV
070 TOKETO «MOt.commonsy. AkoAovOel 0 optopo¢ TV HeBOd®Y TG KAAONG.

getHomePage() - Kopuo Agttovpyia -: 1 péB0d0¢ ot emoTPEQPEL THY OpyIKN oeAMda
tov Web Editor pe tig tuég, €av vmapyovv, TV KOPLOV YOUPUKTNPIOTIKOV TOV
TOLYVIOL00.

H pébodog «getHomePage()» m omoio 0éyxeton OVO TOPAUETPOVS, TN WO TOTOL
«Model» ka1 1 devtepn tHmov «HttpServiletRequest». H pébodog emotpépet pio Tiun
Tomov «String». Emiong, yapaktnpiletar pe mv emonpovon «@RequestMapping» m
onoia &yl v Ty «/home.htmy» kot vrootnpiler ™ puébodo kKinong «GET»: avtod
onpaiver 6t 0tav mpaypatomombel pio kAnon tomov GET mpog t devBuvon g
epoppoyns «/MOTWebEditor/home.htmy, mov avtiotoyei oty apywn ceiida, o
«controller» Ba exteléoet t uébodo «getHomePage()».

Katd ™ pébodo «getHomePage()» kakieitor n pébodog «readMazeGameFile()» tng
«MotReader» n omoio kot Swfaler To apyeio HeE TIG KVPIEG TANPOPOPIEG TOL
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ToyVIO100: To GVOUa, TNV TEPLYPAPT] KOl TO GUVOAIKO OGO Oncavpol mov Tpénet va
OLYKEVIPAOGEL O YPNOTNG TOL Ty VIO00. AVOKTA TIG TIUEG ALTEG OO TO apyelo Kot Tig
glodyetl oto TpEYov avrtikeipevo povtéhov (Model) g epappoyng. Télog, emoTpépet
™ oelido mapovcioong «home.jsp» g epapuoynig v omoia Bo mapovoldcel o
«controller» oto ypfot T™C EQapPLOYNC.

getMainPage() - Kopia Aettovpyio: n uéBodog anti emOTPEPEL TNV KEVIPIKY GEAIDQ
tov Web Editor goptdvovtog ermiong to Aafopwvbo mov éxel oxedlootel pe Ol ta
GLOTATIKA TOV.

H nebddog «getMainPage()» n omoia déyetar mapapétpove, pio tomov «Model» wan
uio tomov «HttpServietRequesty. H pébodoc emotpépel pio tipun tomov «String.
Emiong, yopaxtmpiletor pe v emonuovon «@RequestMapping» n omoia £xel tnv
T «/main.htmy kot vrootpiletr ™ uébodo kAfong «GET»: avtd onuaivel 6tL Otov
npoypatoromBel pio kKinon tomov GET mpog 1 dSievbuven g epappoyns
«/MOTWebEditor/main.htmy, mov avtictoyel otV kevipikn celida, o «controllery
Ba exteréoel ) puébodo «getMainPage()».

Katd ™ pébodo «getMainPage()» kaieiton éva cuvolo pebddmv avayvoong g
«MotReader»:

» Kokeitor 1 pébodoc «readFromPlayer()» omov dwfalelr, avoktd ta
YOPOKTNPLOTIKE TOV YOPOKTNPA / PO TOL TTALYVIO00 Kot T amodnkevel o
éva  avtikeinevo tomov «Player». Xt ouvvéyeld TO  OVTIKEIUEVO aVTO
TpooTiBeTanl 6TO HOVTEAD TNG EQAPLOYNG.

» Kokeiton n pébodog «readEnemieskFile()» 6mov dofalet kot avaktd tig BEcelc
/ ovopota tov gxfpdv mov Ppiokovtar oto Aapvpwvbo. Avaxtovrod,
amofnkedovtal oe évo avtikeipevo tomov «Listy kot 1o avrikeipevo avtod
TPooTiBeTal GTO HOVTEAD TNG EQAPLLOYNG.

» Kokeiton n pébodog «readHealthFile()» omov dafdaletl ko avaktd tic Oéoeig /
ovopata tov @iltpov {owng mov Ppiockoviar oto AapvpwvBo. Avaktdvrorl,
amofnkedovtal oe évo avtikeipevo tomov «Listy kot 1o avrikeipevo avtod
TPooTiBeTal GTO HOVTEAD TNG EQAPLOYNG.

» Kaigiton n pébodoc «readBuffFile()» omov dwPdalel ko avaktd tig Oéoei /
ovopoata Tov eiAtpev gvicyvong mov Ppickovtol oto AafvpvBo. Avaktdvial,
amonkevovtar o€ €va avtikeipevo tomov «List» kot to aviikeipevo avtd
TPOCTIOETAL GTO HOVTEAD TNG EQAPLOYNG.

» Kaigiton n pébodog «readTreasureFile()» omov dwPdaler kot avoktd Tig
Béoelg / ovopata Tov avtikeévav Oncavpov mov Ppickovial 6to Aafopvo.
Avoxtovtol, — omodnkebovtor oe €va avtikeipevo tomov «Listy kol to
OVTIKEILEVO aVTO TPOGTIOETUL GTO HOVTEAD TNG EQUPLLOYNC.

» Kaigiton n uébodog «readEnemyFieldFile()» 6mov dapalet kol avaktd Tig
Béoelg / ovopata TtV YOpOV gAEyyoL TV gBpdv mov Ppickovial GTo
Aopopvbo. Avaktodvtal, omobnkevoviol og £va avtikeipevo Tomov «Listy kot
TO OVTIKEIIEVO aTO TTPOCTIOETOL GTO HOVTEAD TNG EQPUPLLOYNC.
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» Kokeitor n pébodog «readTrapFile()» omov dapdalel ko avaktd tig 0éoeig /
ovopoto TV Toyidov mov Ppiokoviar oto  AafOpivBo.  Avaktdvio,
amofnkedovtal o évo avtikeipevo tomov «Listy kol 1o avrikeipevo avtod
mpooTiBeTanl 6TO HOVTEAD TNG EQAPLOYNG.

Téhoc, emoTpépel T ceLido Tapovoioong «mMain.jsp» g epaproyng v omoia Oa
Tapovoldcel o «controller» oto yprot g EPapuoynG.

getPresentationPage() - Kopia Aettovpyia: 1 nébodog ot enioTpéeel TNV TEAELTAIN
oeAida tov Web Editor pe 6ho 1o mepieyduevo .

H pébodoc «getPresentationPage()» n omoio d&yetar 600 mapapETPOvS, T Hio THTOV
«Model» ka1 n devtepn tomov «HttpServietRequest». H uébodog emotpépet pio tiun
Tomov «String». Emiong, yapaxmpiletar pe v emonuavon «@RequestMapping» n
omoio &yel v TN «/presentation.htmy kot vroompiler ™ péBodo kAnong «GET»:
avtd onuaivel 6t 6tav mpaypatomombet pion kKARon tomov GET mpog tn dievbvvon
™me epappoyne «/MOTWebEditor/presentation.htmy, mov avtiotoyel oty televtaio
oeAida, o «controller» Oa exteréoel ) pébodo «getPresentationPage()». H pébodog
EMOTPEQPEL TN GEMOO mapovsiaone «presentation.jsp» ¢ epapuoyng tnv omoio Oa
Tapovolacel o «controller» oto yprot g EPapuoyne.

getMazePage() - Kopia Aetrtovpyio: n pébodog awtr oyedialel to Aafvpwvbo pe ta
OLOTATIKA T OTO10L £YEL OPIGEL O YPNOTNG Kot TOV ERPAVILEL OTN KEVTPIKT GEADAL.

H uébodog «getMazePage()» déyxetan 600 mapapéTpovg, pio tomov «Modely kot pia
devtepn TOmov «HttpServietRequest». H pébodog emotpépet pio Ty tomov «String.
Eniong, yopoxtmpiletor pe v emonuovon «@RequestMapping» n omoia £xetl tnv
T «/maze.htmy kot vrootpiler T pébodo kKAnong «GET»: awtd onuaivel 6Tt 6T
npaypoatorombet pio kAnon tomov GET mpoc 1 Oevbvvon g e@apuoyng
«/MOTWebEditor/maze.htm», o  «controller» 6o  ektedéoer 1  pébodo
«getMazePage()».

Katd ™ pébodo «getMazePage()», opiletor évog mivokag mov amodidetl TIG YPOUIES
oV AaPopvBov oe éva mivaxka Kot TPocHETEL TOV Tivake avTOV GTO HOVTEAO. XN
ouvvéyeln, Onuovpyel pic Aloto tomov «MazeObj» kot koiei ™ péBodo
«readFromFile()» tng «MotReader». H «readFromFile()» emiotpépet pia Aiota amod
ototyeio Tomov «MazeObj» 6mov kdbe otoyeio apopd éva medio Tov Aafvptviov Kot
v kotdotacn tov. Ta amotedéopoto ovtd amodnkedovtal Kot Tpootifevtal 6To
povtédo G epapuoyns. H péBodog emotpéper T oelda  moapovoinong
«modal/maze.jsp» g epapupoyng v omoia Oa mapovoidoer o «controller» oto
XPHOTN TNG EQOPLOYNG.

savePlayerObj() — Kvpua Aetrtovpyio: n nébodog avt| ypagpet to yopaKTNPIoTIKG TOV
npwa / yapaxtipa ce Eva apyeio.
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H  uébodoc  «savePlayerObj()»  yopoxtmpiletor pe v emionuavon
«@RequestMapping» n omoia £yxel v T «/saveplayer.htmy kat vroompiler ™
nébodo kinong «GET»: avtd onuaivel 6t1 6tav mpaypoatomombet pio kKAnon tomov
GET mpog ™ devbvvon g gpoppoyng «/MOTWebEditor/saveplayer.htmy» pe tig
ATOPOLTNTEG TOPAUETPOVS VO TNV akoAovBovV ToTe B kANl  néBodog. H pébodog
avty  Oéyetor TG Tumikég  mopouétpovg  tomov  «Model»y kot tHmov
«HttpServletRequesty kot emotpépel pion T tomov «String».. EmmpocHétmg,
déxeton €61 mapapétpovg  pe emonuavon «@RequestParamy. Ouv €&L avtol
napaueTpot Oa mpénel va opilovrar kot ¢ mopdauetpot tov url. O mapdpetpot kot ot
TIUEG TOV EMONUAVGEDY TOVG elvar o1 €ENG:

» player_name: amotteiton and to url (required=true) xoi avtiotoyel otnv
napdueTpo g ueboddov tomov String, player_name. H mapduetpog avtm
avVTIoTOYEL 6TO GVOLLO TOV NPOOL.

» player_attack: omouteitonr and to url (required=true) kot avrtictoyei oy
napaueTpo ¢ uebddov tomov int, player attack. H mapdpetpog avtn
avtiototyel otn dvvaun enibeong Tov Mpma.

» player_defence: amotteitor and to url (required=true) kot avtictoyei otnv
napaueTpo ¢ pebddov tomov int, player defence. H mopduetpog avtm
avTioTotyel otn SHVOUN GULVAG TOV NP®OL.

> player_dexterity: amotteiton a6 to url (required=true) kot ovtictoryei oty
napaueTpo g ueboddov tomov int, player dexterity. H mopduetpoc avty
avTiotolyel otnv gveA&ia Tov Npwa.

» player_speed: amotteitar and to url (required=true) xoti avtiotoyel oty
napauetpo ™ peBddov tomov int, player_speed. H mapduetpog avtn
OVTIGTOLXEL OTNV TOYOTNTO TOL NPWO.

> player_health: amotteiton amd to url (required=true) kot avrtictoyei oty
napauetpo ¢ uebodov tomov int, player_health. H mapdpetpog avtn
avtiototyel ot {on Tov Npoa.

Katéd ™ pébodo avtn wareiton m pébodoc «writeToPlayer()» g kAdong
«MotWriter» n omoia kot d€xetan T1¢ €1 TAPATAV®D TOPUUETPOVE KOl TPOLYLOTOTOLEL
™ €YYPOP] TOLG OTO Opyelo Tov Mpwo. Xt ovvéyew, Kokel ™ Oevbuvon
«/main.htmy ko Tapovotdlel v KEVTIPIKN GeEAIda.

saveEnemyObj() — Kvpia Agttovpyio: n péB0d0C ot YPAPEL T YOPAKTNPLOTIKG EVOG
£X0pov ka1 TV YOPWV ELEYXOL TOV GE dVO apyeia.

H  pébodoc  «saveEnemyObj()»  yapaxmpileton pe v emonuavon
«@RequestMapping» n omoio &yel v T «/saveenemy.htmy kot vrootpilel
péBodo kinong «GET»: avtd onuaivel 611 6tav mpaypoatorombet pio kKAnon tomov
GET mpog ™ dievbuvon g epappoyng «/MOTWebEditor/saveenemy.htmy pe tig
ATOPOITNTEG TOPAUETPOVS VO TNV akoAovBoUV T0TE B kKAnBel n néBodog. H pébodog
avt  OéyeTor TG Tumikég  mopopétpovg  tomov  «Model»y kot tHmov
«HttpServletRequesty kot emotpépel pion T tomov «String».. EmmpocHétmg,
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déxeton €QTd mopapéTpovg pe emonuaveon «@RequestParamy. Ou gptd oavtoi
nopaueTpot Oa mpénel va opilovrar Kot g mopdaueTpot tov url. O mapdpetpot kot ot
TILES TOV EMONUAVOEDY TOVG givart ot eENg:

» enemy_item: amotteiton omd to url (required=true) kot avtiotoryei otnv
nopaueTpo ¢ peboddov tomov String, enemy_item. H mopduetpoc avtm
avTIoToLyEl oTo Ovopa / Béom Tov Npma.

» enemy_fields: omotteitor and to url (required=true) kot avrtictoyel oty
TopaueTpo ¢ pebddov tomov List, enemy fields. H mapduetpog avtn eivat
plo AMota 1 omolo gUMEPLEXEL TOVG YDPOVLS EAEYYOVL TOL GLYKEKPIUEVOL
ex0po0.

» enemy_attack: amatteiton amd to url (required=true) kot avtictoyeli otV
napaueTpo g pebodov tomov int, enemy attack. H mopduetpog avty
avtiotoryel otn dvvaun eniBeong Tov £xHpov.

» enemy_defence: anatteiton amd to url (required=true) kot avtiotoryei otnv
napduetpo ¢ pebodov tomov int, enemy defence. H mopduetpoc avtm
avtiototyel otn dvvaun dpovvag Tov £x0pov.

» enemy_dexterity: amaiteitar and to url (required=true) kot avtictoyei otnv
napaueTpo ¢ nebddov tomov int, enemy_dexterity. H mapduetpog avtn
avtiototyel otnv gveM&ia Tov exfpov.

» enemy_health: amouteiton and to url (required=true) kot avtictoyei oty
napaueTpo g pebddov Tomov int, enemy health. H mopduetpog avty
avtiototyel ot {on tov £x0pov.

» enemy_speed: amouteiton amd to url (required=true) kot avrtictoyei oty
napdueTpo ¢ uebddov tomov int, enemy speed. H mopduetpog avtn
avtiototyel otnv tayvTnTa ToV £XOpPOV

Katéd t pébodo «saveEnemyObj()» extelobvtar Svo upébodol g xhdong
«MotWrite»: 1) n uébodoc «writeTOEnemy()» n omoia déxetan Tig mapomave &€
napapéTpovg (diymg tnv enemy fields) xair n omoio ypdopelr oe éva apysio ta
YOPOKTNPLOTIKA TOV GLYKEKPLUEVOL €x0poD 2) 1 nébodog «writeToEnemyField()» n
omoio. d€yeTol ®G TAPOUETPOVG TO Ovouo / B€om TOL cLYKEKPYEVOL €YXOPOV
(enemy_item) ko1 ™ Aiota pe tovg Y®Povg eAéyxov tov (enemy_fields). Xt
oLVEKELD, KaAgl T 61eKBVVen «/main.htmy kot Topovctdlel v kevtpikn ceAida.

saveHealthObj() — Kvpia Agttovpyio: 1 péB0d0c ot YPAPEL TOL YOPAKTNPLOTIKG EVOG
eiktpov Lmng ot éva apyeio.

H  pébodoc  «saveHealthObj()»  yapaxmpileton pe v emonuavon
«@RequestMapping» n omoio éyet v T «/savehealth.htmy» kot vroompiler
péBodo kinong «GET»: avtd onuaivel 611 6tav mpaypoatorombet pio kKAnon tomov
GET mpog ™ dwevbvvon g epapuoyns «/MOTWebEditor/savehealth.htm» pe tig
amapaiTNTEG TOPUUETPOLS VoL TNV akoAovBovv tote Bo kKANnOel N néBodog. H pébodog
avt  OéyeTor TG Tumikég  mopopétpovg  tomov  «Model»y kot tHmov
«HttpServletRequesty kot emotpépel pion T tomov «String».. EmmpocHétmg,
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déxeTtor dvo Topouétpovs  pe emonupaven «@RequestParamy». Ot dvo avtoi
nopaueTpot Oa mpénel va opilovrar kot ¢ mopdauetpot tov Url. O mapdpetpot kot ot
TILES TOV EMONUAVOEDY TOVG givart ot eENg:

» health_item: amotteitar o6 to url (required=true) kot avtiotoyel otnv
napauetpo ¢ pnebddov tomov String, health_item. H mopduetpog avtm
avTioToyEl oto ovopa / B€on tov eiktpov {wnc.

» health_points: omotteiton and to url (required=true) kot avrtictoyel oy
napduetpo ¢ uebddov tomov int, health points. H mapdpetpog avty
avTIoToKEL 6TOVG TOVTOLG TOL PiATpOoL (MTG.

Katé ) pébodo «saveHealthObj()» exteleitor n puébodog «writeToHealth()» tng
KAMGong «MotWriter» n omoio déyetot T 600 TAPATAVOV TOPAUETPOVS KOL 1| OO0,
YPAPEL TA XUPOUKTNPIOTIKA TOL Qidtpov (NG o€ éva apyeio. Ztn cvvEXeEwn, KOAEL T
d1evBvvon «/main.htmy kot Tapovotdlel Ty KEVIPIKN GEAIDA.

saveBuffObj() — Kbpia Aertovpyio: n péBodoc avtn ypageL Ta. YOpaKTNPIOTIKG EVOC
eiATpov evioyvong oe €va apyeio.

H pébodog «saveBuffObj()» yapaxtnpiletar pe v emonpavon «@RequestMapping»
N omoia €yel v T «/savebuff.htmy» ko vroompiler ™ pébodo kAnong «GET»:
avtd onuaivel 6t 6tav mpaypatomombet pion kKARon tomov GET mpog ) dievbvvon
™me epoppoyng «/MOTWebEditor/savebuff.htmy» pe tig amapaitntec napapétpovg va
v akoAovBovv 10T Bor kAnOel M pébBodog. H péBodoc avtn déyetarl Tig TLMIKEG
napapéTpovg tomov «Modely kot tomov «HttpServietRequesty kot emotpéper pia
TN tomov «String».. EmmpooBitwe, déxeton TPES TAPAUETPOVS E EMICHLUAVON
«@RequestParamy. Ou tpeig avtoi mapauetpor Oa mpémer va opilovior Kol oG
TapaueTpot Tov Url. Ot TopAUETPOL KO O1 TIHES TV ETCNUAVOEDY TOVG gival ol €ENG:

» buff_item: oamouteiton amd to url (required=true) xou avrtiotoyel oy
napduetpo ™ unebddov tomov String, buff item. H mapdupetpog avtn
avTiototyel 6to dvopa / B€om Tov eiATpov gvioyvong.

» buff_type: amatteiton omd 1o url (required=true) kot avtictoyel otnv
nopapetpo ™G uebodov tomov String, buff type. H mapdpetpoc ovtm
aVTIGTOLYEL GTOV TUTO TOV PIATPOL EVIGYLOTC.

» buff_points: omotteiton and o url (required=true) xou avtictoyei otnv
nopapetpo ¢ pebodov tomov String, buff_points. H mopdpetpoc ovtm
avTIeTOLYEl 6TOVG TOVTOLS TOV PIATPOL EVioyLONC.

Kotd ™ pébodo «saveBuffObj()» extedeiton n pnébodog «writeToBuff()» g khdong
«MotWrite», n omoio. déyeton TIG TPELS TMOPATAV®D TOPOUETPOVS Kol YPAPEL Ta
YOPOKTNPIOTIKA TOL @IATpOL gvioyvong oe éva apyelo. X ocvvéyew, kaiel
devboven «main.htmy kot Tapovotdlel v kevipikn ceAida.

saveTreasureObj() — Kvpwo Aettovpyio: 1 péBodog avty YpaQEL To JOPUKTNPIOTIKA
evog avTikelévoy Oncavpov g éva apyelo.
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H pébodog  «saveTreasureObj()»  yopoktnpiletow pe v emionuaven
«@RequestMapping» n omoia €xel v TN «/savetreasure.htm» kot vrootpiler
nébodo kinong «GET»: avtd onuaivel 6t1 6tav mpaypotomombei pio kKAnon tomov
GET mpog ™ devbvvon g epappoyne «/MOTWebEditor/savetreasure.htmy» pe tig
ATOPOLTNTEG TOPAUETPOVS VO TNV akoAovBovV ToTe B kANl  néBodog. H pébodog
avty  Oéyetor TG Tumikég  mopouétpovg  tomov  «Model»y kot tHmov
«HttpServletRequesty kot emotpépel pion T tomov «String».. EmmpocOétng,
déxeton dvo mopouétpovg  pe emonupaven «@RequestParamy». Ot dvo avtoi
napaueTpot Oa mpénel va opilovrar kot ¢ mopdauetpot tov url. O mapdpetpot kot ot
TIEG TOV EMONUAVOEDY TOVG Elval Ot €ENG:

» treasureltem: omorteiton and to url (required=true) kot ovtictorKel otV
napaueTpo g pebodov tomov String, treasureltem. H mopduetpog avty
avtiototyel oto dvopa / Béomn Tov aviikepévon Oncovpov.

» treasurePoints: amatteitoar amd to url (required=true) kot ovtiotoryei otnv
napaueTpo ¢ uebddov tomov int, health points. H mapdpetpog avty
avtiototyel oy a&io / TOVTOLG TOL AVTIKEWEVOL BNGavpo.

Katd ™ pébodo «saveTreasureObj()» exteleitor n uébodog «writeToTreasure()» g
KAGong «MotWrite» n omoia d€xeton T1¢ 600 TAPATAVED TOPAUETPOVS KOL YPAPEL OE
&val 0pYEl0 TOL YOPUKTNPLOTIKA TOV OVTIKEWEVOL Oncavpov. X1 cvvéyela, KaAel
d1evBvuvon «/main.htmy kot Tapovctdlel TNy KEVIpIKN oeAida.

saveTrapObj() — Kvpia Aettovpyio: n péB0d0C ot YpapeL To. YOPaKTNPIOTIKG piog
nayioog o€ £va apyeio.

H  pébodog  «saveTrapObj()»  yopoxtnpiletor  pue Vv emiofiuovon
«@RequestMapping» n omoia £xer v Ty «/savetrap.htmy» kot vrootnpiler ™
puébooo kinong «GET»: avtd onuaiver ot 6tav mpoypotomomel pio kAnorn tomov
GET mpog t dwevbvvon e epapupoyng «/MOTWebEditor/savetrap.htm» upe 1ic
amopaitnTeG TOPAUETPOLS va. TNV akolovBovv 10te Ba KANOel n néBodog. H pébodog
avty  8éyeton TG Tumikég  mopouétpovg  tomov  «Modely ko tHmov
«HttpServletRequesty kot emotpéper pion T tomov «String».. EmmpocOétmg,
déyetan TéooEPIG TOPAUETPOVG (e emonpoven «@RequestParamy. Ot téooepic avtoi
nopapetpot O mpémet va opilovron kot wg mapauetpot Tov url. Ot Topdpuetpot kot ot
TIUES TOV EMONUAVCEDY TOVG givar ot eENg:

> trap_item: amouteiton amd to url (required=true) ko avtotoyel oV
Topapetpo ™G ueboddov tomov String, trap_item. H mapdpetpog avty
avtiotoyel oto Ovopa / Béon g mayidag.

> trap_type: omouteiton omd to url (required=true) xoi ovtotoyel onv
TopaueTpo ™ pebodov tomov String, trap_type. H moapduetpoc ovt
AVTIGTOLYEL GTOV TUTO TNG Ty iSOG,
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» effect_points: amatteiton omd to url (required=true) kot avtictoyel oy
nopauetpo ™ pebodov tomov int, effect_points. H mapdpetpog avty
avTIoTOLYEL 6TOVG TOVTOLG dVVOUNG TNG Taryidag.

» affect_points: amatteiton omd to url (required=true) ko1 avtictoyel oy
napduetpo ™ peboddov tomov int, affect_points. H mapduetpog avty
AVTIOTOLYEL 6TOVG TOVTOVG EMIOPOOTG TNG TAYidag.

Katd ™ pébodo «saveTrapObj()» extekeiton n puébodog «writeToTrap()» n omoia.
d€yeTOL TIG TECGEPIS TAPUTOVE® TOPOUUETPOVS KOl YPAPEL TO YUPOUKINPIGTIKA TNG
nayidog oe éva opyeio. Xtn ovvéyela, Kohel T devBoven «main.htmy kot
TOPOVGIALEL TNV KEVTPIKT GEADOL.

savegameDesc() — Kopw Aertovpyio: n  uébodoc avty yphoer To  KOpla
YOPOKTNPLOTIKE TOV TOLYVIO00 GE Eval opyELo.

H  uébodoc  «savegameDesc()»  yopoxtmpiletor pe v emionuavon
«@RequestMapping» n omoia £xel tnv Tun «/savegameDesc.htmy kat vrootpilel
uébodo kKinong «GET»: avtd onuaivel 6T1 6Tav mpaypotomombei pio kKAnon toHmov
GET mpoc ) dievbvvon g epapuoyne «/MOTWebEditor/savegameDesc.htmy tote
Oa kAnbel m pébodog. H pébodog avtr d€xeton TG TUMIKES TOPOUETPOVS TLITOL
«Model» ka1 tomov «HttpServiletRequest» kot emotpépet pio Ty TomOL «String»..
EmmpocOétmg, déyetar tpec mopaustpoug pe emonuavon «@RequestParamy. Ot
TPELS OVTOL TOPAUETPOL dev givar amopaitnteg yio To Url. Ot mapdpeTpot Kot ot TES
TOV EMONUAVOEDY TOVS gfvar ot e€ng:

» mot_name: dev amawteiton and to url (required=false) kot avtiotoryei otnv
napaueTpo g pebddov Ttomov String, mot_name. H mopduetpog avty
avTioTolyel 610 Ovopa mov €xel amodobel 6to mayvidl Kotd TN Onpuovpyin
TOV.

» mot_desc: dev amouteitor and to url (required=false) xor avtictoyel otnv
napauetpo ™ peboddov tomov String, mot_desc. H mapduetpog avtn
avVTIoTOlKEL OTNV TEPLypapr] mov £xel omodobel oto mayvidt Koatd 1T
onovpyia tov.

» mot_treasure: dev amatteiton oo to url (required=false) ko avtictoyei otnv
Topapetpo g pebddov tomov String, mot_treasure. H mapdpetpog ovt
avTIoTOLYEl 0TO0 GUVOAO TOV BNGOVPOV-GTOYOL TOL EIGAYETOL KOTA TN
dnpovpyio Tov oy violov.

Katd ™ pébodo «savegameDesc()» extedeiton n pébodog «writeToMazeGame()» m
omoio dEYETOL TIG TPELS MOPOUTAVD TOPAUETPOVS KAl TIS YPAPEL o €val apyeio. Zn
GUVEYELD, Ol TOPAUETPOL ALTOL TPOSTIOEVTAL GTO TPEYOV HOVTEAD KoL EMOTPEPETAL M
oelida «home.jsp» n omoia kot TapovotdleTar.

getSendData() — Kvopwa Aettovpyio: m pébodog ovty ypdpel oe éva apyeio v
avavémon vog mediov Tov AafupvBou e T vEa KOTAGTAGN TOV.
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H  pébodog  «getSendData()»  yapaxmmpiletor pe v emionuaven
«@RequestMapping» n omoia et v Tt «/sendData.htmy kot vrootpilel ™
nébodo kinong «GET»: avtd onuaivel 6t1 6tav mpaypotomombei pio kKAnon tomov
GET npog ™ devbvvon g epapuoyng «/MOTWebEditor/ sendData.htmy tote Oa.
KAnOei n puébodog. H pébodog emonpaivetar emiong mg «@ResponseBody» 1o omoio
onuoaivel 0Tt emoTpépet pia amodkpion micw otov client petd v extéleon g H
uébodog avtn déxeTon TIC TLMKEG Topouétpovg tomov «Modely kot THmov
«HttpServletRequesty kot emotpépel pion T tomov «String».. EmmpocOétmg,
déyeTton 0vO TopouéTpove pe emonuaveon «@RequestParamy. Ov dvo avtol
napaueTpor dev givar amapaitnteg ywo to url. Ov mapdpetpol kot ot TWéG TOV
EMONUAVGEDY TOVG lval ot €ENG:

» item: dgv amouteiton amd to url (required=false) ka1 avtictoyei oty
TopaueTpo g ueboddov tomov String, item. H mapduetpog avti aviiotoyel
o€ éva povadko medio tov Aafvptvlov

» status: dev amouteitan amnd to url (required=false) ot avrtictoyel otnv
napaueTpo g pueboddov tomov String, status. H mapdpetpog ot avtictoysl
oTNV Kotdotaon tov tedio tov AafvptvOov

Katd ™ pébodo «getSendData()» eréyyeton edv 1 mopduetpog «itemy eivar kevn kot
eav ogv eivan 1ote ektedeiton 1 puébodog «writeToFile()» g khdong «MotWrite» 1
omoio O&yeTan TIC dVO TOPATAVED TOUPAUETPOVS KOl TIS YPApel o€ Eva apyeio. Xt
ouvéyewn, omuovpyeitar éva avtikeipevo tomov JSON 10 omoio petatpémetanr oe
«String» kot emotpépeton Tiow otov client g epapuoyne.

mot.commons

To maxéto «mot.commons» eumepiéyel 6vo khdoewc: ™ «MotWriter» 1 omoia,
YPNOOTOIEITOL Y10, TNV EYYPUPT TOV OEOOUEVOV TNG EPAPUOYNS GE apyeior Kot N
«MotReader» n omoio ypnowomnoieitol yioo ™MV avAyvOon TV OESOUEVOV TNG

EQOPULOYNG and apyeio.
MotReader
H Aerrovpywotnta g MotReader Baciletat o€ éva cuvolo mollamhdv pebddwv mov

EUTEPLEYOVV TN AELTOLPYIKOTNTA OVAYVOONS TV apyeimv. Ymhpyet pio pébodog ava
mePInTOON).

readFromFile() — Kopwa Aertovpyio: SwPaler to apyeio «updateMaze.txt» ot
emotpéPel pio Aota pe avtikeipevo tomov «MazeObj» to omoia epmepiéyovy v
Katdotoon Tov medinv Tov AafvptvBov mov Exovv aALAEEL Kot LTdPYOLY GTO OpyEio.

H pébodog «readFromFile()» de déyeton mopapéTpong Kat EMGTPEPEL EVOL AVTIKEILEVO
tomov «Listy. Anpovpyel éva aviikeipevo tomov «MazeObj» kot pior Alota tHmov
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«MazeObj». Xt ocvvéyetla dwafalet to apyeio «updateMaze.txt» ypouun mpog ypopun
dwywpifovtag ta ototyeior g pe PAon 1O SOY®PICTIKO «-» TOL LRAPYEL GE OLTY.
Anovpyet éva véo avtikeipevo «MazeObj» yio kdbe eyypapn kot amodniedel ta
otoyeio ¢ oTIc W TéG T0v. To TPDTO oToYKElD AvVTIoTOLYEL 6TO «itemy Kot To
GAAO GTO «Status» Tov AVTIKEILEVOV. LT GLVEXEWD TPOGOETEL TO AVTIKEILEVO OWTO TN
Mota. Metd to mépag g avdyvoong 0Aov Tov apyeiov Kot TNV TpocOnKn TV VEmV
AVTIKEWEVOV 0T MOTO, EMGTPEPEL TN AMoTO ALTY).

readEnemiesFile() — Kvopwo Asrtovpyio: Swfaler to apyeio «enemyFile.txt» wot
emMoTPEPEL P AMoto pe to ovoparta / 0écelg twv €x0pmdV oL VIAPYOLVY UEGH GTO
apyeio.

H upébodog «readEnemiesFile()» oe Odéyetor TOPAUETPOVS KO EMOTPEPEL EVal
avtikeipevo tomov «Listy. Anpovpyet o AMoto kot otn cvvéyeto doPalet to apyeio
«enemyFile.txt». Avaktd kabe ypouur tov apyeiov, mov avrtictolyel oto dvoua /
0éon Tov exfpdv kol v Tpocbitel ot AMota. Téhog, emotpépet T AMota avTy|.

readHealthFile() — Kvpwo Aettovpyia: Swpaler 1o apysio «healthFile.txt» won
emoTpéPel o AMota pe ta ovoparta / Bécelg v eidtpov (NG Tov vdpyovy péca
010 apyelo.

H pébodog «readHealthFile()» d6g déyeton mapapétpove Kot EMOTPEPEL Eval
avtikeipevo Tomov «Listy. Anpovpyei po AMoto kat otn cvvéyeto dafalet To apyeio
«healthFile.txt». Avaxtd kabe ypouun tov apyeiov, Tov aviiotoryei oto dvopo / BEon
TV piltpov {ong kot v Tpocbétel ot AMota. Télog, emotpépet T AMota avTy|.

readBuffFile() — Kvpia Aettovpyia: dwopaler to apyeio «buffFile.txty» kor emiotpéest
pia Mota pe ta ovopata / 0écelg twv QIATpwV €vioyLONG OV VTTAPYOLY UEGO GTO
apyeio.

H pébodoc «readBuffFile()» de déyeton mapapétpove Kat EMOTPEPEL EVOL AVTIKEINEVO
tomov  «Listy. Anuiovpyel wa AMota kor oty ovvéyein Swfaler to  apyeio
«buffFile.txt». Avoktd kdOe ypouur tov apyeiov, Tov aviiotoy el oto dvoua / Béon
TV eiltpov evioyvong kol v mpochitel otn Aota. Téhog, emotpépel ™ Alota
avTi.

readTreasureFile() — Kopio Aerrovpyio: dwapdaler to apyeio «treasureFile.txt» kot
emotpépel pio AMota pe to ovopata / 0écelg Tov avtikewévav Oncavpod Tov
VILAPYOVV PHEGH GTO aPYETLD.

H pébodog «readTreasureFile()» dc déyetar mopopéTpovg Kol EMGTPEPEL Eval
avtikeipevo tomov «Listy. Anuovpyet o Aiota kot ot cuvéxela daPalet to apyeio
«treasureFile.txt». Avaxtd kdbe ypapun tov apyeiov, mov avtictoyel 6to dvoua /
Béomn Tov avtikeywévav Oncavpov Kot v tpocbétel ot Alota. Télog, emotpépet T
Mota aot.
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readEnemyFieldFile() — Kvopia Aettovpyia: dwfaler to apyeio «enemyfieldFile.txty
Kol EMOTPEPEL pia AloTo pe T ovopatTa. / BEGEIS TV YOP®V EAEYYOL TOV EXOPOV TOV
VIdpyovy pPEca 6To apyeio.

H pébodog «readEnemyFieldFile()» de déyetar mopouéTpovg Kot €MGTPEPEL EVal
avtikeipevo Tomov «Listy. Anpovpyet po AMoto kat otn cvvéyeto dwfalet to apyeio
«enemyfieldFile.txt». Avaktd kabe ypouur tov apyeiov, mov avtictoyei oto dvopa /
0éon TV yopov eAEYXoL TV exBpdv Kot TV Tpochitel otn Alota. TEAOG, emoTpépet
) Aot ovTn.

readTrapFile() — Kopia Aertovpyio: dwapdlel to apyeio «trapFile.txt» kot emotpépet
pia Aota pe ta ovopota / 0€6€1g TV ToyidwV Tov LIAPYOLVY LECH GTO apyEio.

H pébodoc «readTrapFile()» de déyetatl TopapuéTpovg Kot ETGTPEPEL £VA. AVTIKEIIEVO
tomov  «Listy. Anuiovpyel o AMota kor oty ovvéyen SwPaler to  apyeio
«trapFile.txty. Avaktd kabe ypouur tov apyeiov, Tov avtiotolel oto dvoua / BEon
TV Tayidmv Kot Vv tpocbitel ot Alota. TELog, emotpépel T Mota avtr).

readFromPlayer() — Kopio Asrtovpyio: dwfdaler to apyeio «createPlayerFile.txt» kot
EMOTPEPEL TO. YUPOUKTINPIOTIKA TOL YOPAKTNPU / NPWO G €VO OVTIKEILEVO TOTOV
«Player».

H pébodoc «readFromPlayer()» og Oéyetar mapopétpove Kol EMOTPEPEL £V
avtikeipevo tomov «Playery. Apywkd, dnuovpyei pHeTafAnTéC TOL AvVTIGTOLOVV T
YOPOKTNPIOTIKA  TOL  Mpwa Kot ot ovvéyew  dwPdler 10  apyeio
«createPlayerFile.txt». AwoBalet T ypoup He TO SLYOPIOTIKO «-» SOKPIVOVTOG TIC
TIEG TTOV OVTIOTOLYOVV GTO KATOAANAO YOPOKTINPIOTIKO TOL PO Kot TO ammodnkevet
omv avtictoyyn Ot oL oviikewévov «Playery.  Téhoc, emotpéper TO
OVTIKEIEVO aVTO.

readFromEnemy() — Kbpia Aettovpyia: dapdalel to apyeio «createEnemyFile.txt» kot
EMIOTPEPEL TOL YAPAKTNPLOTIKA TOL £YOpoD ¢ Eva avtikeipevo THmov «Enemyy.

H pébodoc «readFromEnemy()» o6c déyetal TOPOUETPOVS KOL EMICTPEPEL £val
avTikeipevo Tomov «Enemy». Apywd, dnovpyel petafintég mov avtictoryobv ota
YOPOKTNPOTIKA TOv  &Bpoh «kar ot ovvéyewr OwPalet 10 apyeio
«createEnemyFile.txty. Awafdalel T ypapun pe 10 SoY®PIOTIKO «-» SKPIVOVTaS TIC
TIWEG OV  AVTIGTOYOVV OT0 KATAAANAO YapaxTnpotikd Ttov €xOpod Kot TO
amoOnkevel oV avticTtoyn WOTNTA TOL avTIKEEVOL «Enemyy. Téhog, emotpépet
TO QVTIKEILEVO aVTO.

readFromHealth() — Kopua Aerrovpyia: dwPalet to apyeio «createHealthFile.txty kot
EMOTPEPEL TAL YOPAKTNPLOTIKA TOV PidTpov {mng ot éva avTikeipevo Tomov «Healthy.

H pébodoc «readFromHealth()» de déyxeton mopapéTpovg kol €mMOTPEPEL £val
avtikeipevo tomov «Healthy. Apykd, dnuovpyel petapintég mov avtiotoyyodv ot
YOPOKTNPOTIKA TOL @iAtpov (mNg Kou ot ovvéyeln owPalet to apyeio
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«createHealthFile.txt». AwBalet ™ ypopun pe 10 Soy®PIGTIKO «-» SOKPIVOVTOG TIC
TIWEC TTOV OVTIGTOLYOVV GTO KOTAAANAO YOPOKTINPIGTIKO TOL @ilTpov (®NG Kot TO
amofnkevel otV avtictoyn WidtTa Tov avtikelwévov «Healthy. Téloc, emotpépet
TO QVTIKEILEVO AVTO.

readFromTreasure() — Kopia Aertovpyia: dofdlel to apyeio «createTreasureFile.txt»
KOl ETGTPEPEL TAL YOPOKTNPIOTIKA TOV OVTIKEWEVOL ONcavpol oe €va avTIKEILEVO
TOmov «Treasurey.

H upébodog «readFromTreasure()» oe Oéyetar mapOpETPOVS Kol EMOTPEPEL £V
avtikeipevo Tomov «Treasure». Apyikd, onpovpyel LETAPANTEG TOL AVTIGTOLYOVV GTO
YOPOKTNPIOTIKA TOV OVTIKEWEVOL Oncavpov kol otn cvvexen daPalel to apyeio
«createTreasureFile.txty. Awpalel ™ ypouun pe 10 S0XOPIOTIKO «-» dloKPivovTog
TIG TWEG TOL OVTIGTOLOUV OTO KOTAAANAO YOPOKTNPIOTIKO TOVL OVTIKEUEVOL
Oncavpov kot to amofnKevELl oTNV avTicToryn W1OTNTA TOL AVTIKEWEVOL « Treasurey.
TéNoc, emoTPEPEL TO AVTIKEIEVO OVTO.

readFromBuff() — Kvopwa Aertovpyio: Swopaler to apyeio «createBuffFile.txt» won

EMOTPEPEL TO YOPOAKTNPLOTIKA TOL QiATpOV evioyvong o€ €va OVTIKEINEVO TOTOV
«Buff».

H pébodog «readFromBuff()» de déxeton mopapéTpous Kot EMGTPEPEL EVOL AVTIKEIIEVO
tomov «Buffy. Apyikd, dnuiovpyel HETAfANTEC TOV AVTIOTOTYOVV GTA YOPUKTNPIOTIKA
0V QilTtpov evioyvong kol otn ouvvéyewo dwPaler to apyeio «createBuffFile.txty.
AwPBdalet T Ypopup| HE TO SOYMPIOTIKO «-» OOKPIVOVTOS TIG TIHEG TTOV OVTIGTOL{OVV
0TO KOTAAANAO YOPOKTINPIOTIKO TOL QIATPOL €vioyvong Kol To omofdnkKevel otnv
avtiotoyn WOTNTO TOL avtikewEvoy «Buffy.  Téhog, emiotpéeel 10 avrtikeipevo
avTo.

readFromTrap() — Kvopwa Aertovpyio: dapdaler to apyeio «createTrapFile.txt» kot
EMIOTPEPEL TOL YAPUKTNPIOTIKA TNG TAYI00G 6€ £voL avTIKEIEVO TOTOVL «Trapy.

H pébodoc «readFromTrap()» oe oOéxetanl mopouétpovg Kol EMOTPEPEL  Eval
avtikeipevo toHmov «Trapy. Apywkd, onpovpyel PeTaPANTEG TOL AVTIGTOLYOLV OTA
YOPOKTNPOTIKA NG moyidag kot ot ovvéyeln  dwPalet 10 apyeio
«createTrapFile.txty. Awfdalel ™ ypopupn HE TO S0OPIOTIKO «-» SKPIVOVTOS TIC
TILEG TOV  OVTIGTOLYOVV GTO KOTAAANAO YOPOKINPIOTIKO NG mayidag Kot To
amofnkevel otV avtictoryn WOTNTA TOV avTikeévov «Trapy. Télog, emoTpépet To
QVTIKEILEVO aVTO.

readMazeGameFile() — Kopia Aertovpyia: dwfdlet to apyeio «mazeDescription.txt»
Kol EMGTPEPEL TAL TPIOL KOPLOL YOPAKTNPIGTIKG TOV TOYVIOD G€ €val TIvaKo TOTOV
«String».

H pébodog «readMazeGameFile()» de déyetar mopapéTpovg Kot EMOTPEQPEL EVOl
Tivoko TOToL «String». Apyukd, dnuovpyel £va avTikeilevo Tivaka Tpiov BEcemv Kot
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ot ovvéyewn dwPalel To apyeio «mazeDescription.txty. Awfdaler kabe ypouur tov
apyelov kot v amobnkevel oe kabe pia 0éon tov mivaxka. H mpodtn ypopun
AVTIGTOLEL 0TO GVOLLO TOV TOLYVIOLOV, 1) SEVTEPT GTNV TEPLYPOAPT| TOVL KOL 1) TPITN GTO
oLVOAKO Oncavpd. Metd v amobnkevon TOV TIHOV OVTAOV GTOV TIVOKO, O TIVOKOG
EMOTPEPETOL.

MotWriter

readMazeGameFile() — Kovpw Aertovpyio: apywkd evnuepdvelr 10 opyeio
«updateMaze.txt» pe tn véa KaTdoTaoT VOGS TESIOV KOl GTH GUVEYELN EVILEPDVEL KO
TO OVTIGTOLYO GTOLYEIO CLOTAUTIKOV CUUP®VO [LE TNV KOTAGTOCT avTH. ANAadr|, Qv TO
GLOTOTIKO OVTO OEV LIAPYEL GTO OPYEI0 OV TTPEMEL, TOTE TPOCTIOETAL.

H uébodog «readMazeGameFile()» déyetor 600 mopapéTpove Kot OeV EMOTPEPEL
Kkapio T, Ot mopduetpot givar tHmov «String» Kot avTietoryodv ot T &vOg
nediov tov AaPvpwvbov (item) kot v katdotacr tov (Status). Ot Twég ovtég
ypapovtar oto apysio «updateMaze.txt» pe 1o Soy®PIOTIKO «-» AVAUESA TOVE KOt
0TI GLVEYELN EAEYYETOL 1 TIUT TNG KATACTOONG:

- Ed&v n xoatdotaon tov mediov eivor exBpog (el) tote woreiton m péBodog
«readEnemiesFile()» t¢ «MotReader» kat anobnkevetan n Aota exdpdv mov
vrdpyovv oto apyeio «enemyFile.txty. X cvvéyela eAéyyetal n AMota vt
Kol €AV TO TESI0 OEV LIAPYEL TOTE TPOGHETEL GTO OPYELD OVTO.

- Edv n xotdotoon tov mediov givan idtpo (owng (hl) tote kaAeitar n pébodog
«readHealthFile()» tng «MotReader» kat amobnkevetar | Aiota @idtpmv (ong
mov vrapyovv oto apyeio «healthFile.txt». £t ovvéyeia eAéyyetar n Alota
oVTH Ko €V T0 TTEST0 0V VILdpyEL TOTE TPOGOETEL GTO OpyYEio AVTO.

- Edv n xotdotoon tov mediov eivar @idtpo evioyvong (bl) tote xaAeiton M
uébodog «readBuffFile()» tg «MotReader» xou amoBnkedeton 1 Adota
eiAtpwv evioyvong mov vrdpyovv oto apyeio «buffFile.txty. Xtn ocvvéyein
eléyyeton M AMota ovth Kol €dv To mEdio dev vmdpyel TOTE MPOcHETEL GTO
apyelo avtod.

- Ed&v n xatdotaon tov wediov eivan avrikeipevo Onocavpov (11) tote kaleiton n
uébodog «readTreasureFile()» g «MotReader» kot amobnkedetor 1 Alota
AVTIKEWEVOV Oncavpdv mov vrdpyovv oto apyeio «treasureFile.txty. Xt
ouvéyeln eEAEyyETOL 1] AloTo 0VTH Kot Qv TO TTedio dev vILApyEL TOTE TPOGOLETEL
670 apyElo avTo.

- Ed&v n xatdotoon tov mediov eivar yopog exbpov (efl) tote wodeiton 1
uébodog «readEnemyFieldFile()» tng «MotReader» kot amofnkedetar n Aioto
TV YoOpov £xBpod mov vmdpyovv oto apyeio «enemyfieldFile.txty. Xtn
ovvéyewa eEAEyyetal 1 Aota avT Kot edv o medio dev vhpyetl Ot TPochHETEL
670 apyElo avTo.

- Ea&v n xatdotaon tov mediov eivor mayida (trl) tote xaAgiton n puébodog
«readTrapFile()» ¢ «MotReader» kot amoOnkedetor n Aioto TV TAYid®V
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7OV VILAPYOLY 6TO apyeio «trapFile.txty. Xtn cvvéyeia eAéyyetar n Mota oty
Kot €6v 1o medio dev VIapPyEL TOTE TPOchETEL 6TO OPYEID QVTO.

- Ed&v n xatdotoon tov mediov sivar kevog yopog (€l) v toilyog (Wl) tote
kaAettar n péBodog «clearExistingComponents()» 1 omoio kou kabapilel to
nedio amd TV TPOHTAPYOLGO KATAGTACT] TOV KOl AVAVEDVEL TO OPYELD.

writeToPlayer() — Kbpia Asttovpyio: evnuepaoverl to apyeio «createPlayerFile.txty pe
TOL YOPOKTNPLOTIKA TOV YOPOKTHPO / HP®OL.

H pébodog «writeToPlayer()» odéyxeton €&l mopouétpovg mov  OmOTELOVV T,
YOPOKTNPIOTIKE TOV NP®A Kot 0eV EMOTPEPEL Kapia Tiur]. Ot mapdpuetpot avtoi sivar:
10 dvoua tov Npwa (player) tomov «String», n enifeon tov (player_strength) tomov
«inty, n auova tov (player_defence) tomov «int», n eveléio tov (player_dexterity)
TOmov «int», N toyvTd Tov (player_speed) tomov «inty, n {on tov (player_health)
TOmov «inty. Ov mapdpetpol avtoi daympifovior pe TO SOYOPIOTIKO «-» KoL
gyypagpovtat oto apyeio «createPlayerFile.txty.

writeToEnemy() — Kvpia Asrtovpyia: evyuepmvet to apyeio «createEnemyFile.txt» pe
TOL YOPOKTNPLOTIKA EVOG €XOpOY.

H pébodog «writeTOEnemy()» oéyetar £€1 mopap€Tpovg 7OV  OMOTEAOLV  TO.
YOPOKTNPLOTIKA TOVv €xBpov kol doev emotpépel kapio T, Or mwoapdupetpol avtoi
givar: to Ovopo tov gyBpod (enemy_item) tomov «String», n emiBeon ToOL
(enemy_strength) tomov «inty», n duova tov (enemy_defence) tomov «int», n evelio
tov (enemy_dexterity) tomov «inty», n taydINTd ToL (enemy_speed) tomov «int», M
Cof tov (enemy_health) tomov «int». Ot mapduetpor avtoi daywpilovrol pe to
JaYOPIOTIKO «-» Kot €yypapovtat oto apyeio «createEnemyFile.txty.

writeToHealth() — Kbpia Aettovpyia: evnuepmvel to apyeio «createHealthFile.txt» pe
TOL YOPOKTNPIOTIKA EVOG QIATpOL (mNG.

H pébodoc «writeToHealth()» déxeton 600 mapapéTtpove moOv  ALOTEAOVV  Ta,
YOPOKTNPOTIKA TOL QiATpov (mng Kot dev emotpépetl Kapio tiur]. Ot mopapeTpot
avtoi givat: To dvopa tov eiktpov Cwng (health_item) tomov «String», ot wdvtotl Lwng
tov (health_points) tomov «inty. Ot mapdpetpor ovtoi Swywpilovior pe 10
JaY®PLOTIKO «-» Kol €yypapovtal 6to apyeio «createHealthFile.txty.

writeToTreasure() - Kbpla Aetrtovpyia: EVIUEPDVEL  TO apyeio
«createTreasureFile.txt» pe ta yapakmplotiKd evog avtikeyévon Incavpod.

H pébodog «writeToTreasure()» déxetor 600 TOPOUETPOVG TOV OTOTEAOVV TO.
YOPOKTNPIOTIKA TOL OVTIKEWEVOL Onoavpod kot dev emotpéeet kapio Ty, Ot
TOPAUETPOL AVTOL Eivat: TO GVOLO TOL AVTIKEWEVOL Onoavpov (treasure_item) tomov
«String», n a&io tov (treasure_points) tomov «inty. Ov moapdueTpor avtoi
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dwywpifovior pe  T0  SOPOTIKO  «-» Kol EYYPAQOVTOL  OTO  opyeio
«createTreasureFile.txty.

writeToBuff() — Kopuo Aettovpyia: evnuepmvel 1o apyeio «createBuffFile.txty pe to
YOPOAKTNPLOTIKE VOGS GIATPOL eVioyvoTg.

H pébodog «writeToBuff()» odéxeton Tpelg TopapéTpovg 7TOv  OmOTEAOVV  Ta,
YOPAKTNPLOTIKA TOV PIATPOL evioyvomg Kat 0ev emoTpEPEL Kapiao Tiur. Ot mapapeTpot
avtoi givat: To ovopo Tov eiktpov evioyvong (buff_item) tomov «String», o tHmog tov
(buff_type) tomov «String», ot mdvtol gvioyvong tov (buff_points) tomov «inty». Ot
TOPAUETPOL OVTOL dtoy®piloviot e TO SY®PIGTIKO «-» Kol £yypdpovtal 6To apyeio
«createBuffFile.txty.

writeToTrap() — Kopio Aettovpyia: evnuepmvel 1o apyeio «createTrapFile.txty pe ta
YOPOKTNPLOTIKA piog moyidag.

H pébodoc «writeToTrap()» Oéyetar 1€00eplg MAPOUETPOVC TOV OMOTEAOVV TO.
YOPOKTNPLOTIKE NG Tayidog Kot 0ev emotpeépel Kapio tyun. Or mopdpetpotl avtol
givot: to Ovopo ¢ moyidag (trap_item) tomov «String», o tomog ¢ (trap_type)
tomov «String», ot movrolr dOvoung g (effect_points) tomov «inty, ot moéHvTol
enmidopaong tng (affect_points) tomov «inty. O mapdapetpot avtoi droywpilovtar pe o
JaYOPIOTIKO «-» Kot eyypapovtatl oto apyeio «createTrapFile.txty.

writeToEnemyField() -  Kopw  Aswtovpyio:  evnuepdvel 10 apyeio
«createEnemyFieldFile.txt» pe to dvoupa evog €xfpod Kot ™ Aloto TOV YOPOV TOV
AafopvBov mov eAEYYEL

H uébodog «writeToEnemyField()» 6éyetar 600 mapapéTpove Kot OeV EMOTPEPEL
Kapio Tipn. O mopduetpotl owtoi givol: to dvopo tov gxHpod (enemy_item) tHmov
«String», n Alota pe to. ovouata / Oéoec tov ydpwv mov gréyyxel (enemy_fields)
tomov «Listy. Ot mapduetpor avtoi Swywpilovtar pe 10 Slo®PIOTIKO «-» Kol
gyypagpovtar oto apyeio «createEnemyFieldFile.txt», 6mov oty apyn Ppicketon to
ovopa Tov €x0pov Kot akoAovBovv dAa Ta TEdia Tov AaBUptvBov ta omoia eAEYYEL

writetToMazeGame() -  Kopia  Aewtovpyio:  evnuepmdvel 10 apyeio
«mazeDescription.txty» pe to KOpo YoPUKTNPIOTIKA TOV TOLYVISIOV.

H pébodoc «writeToMazeGame()» déyeton Tpelg mapapETpovs mov amoTEAOVV T Tpiol
KOPLOL YOPUKTNPIOTIKA TOV oYVl Kot dgv emoTpéPet Kapio tipr]. Ot Tapduetpot
avtoli givat: to dvopa tov Toyvidov (mazeName) tomov «String», n Teptypaen Tov
(mazeDescription) tomov «String», To chvoro Tov Oncavpov (MazeTreasure) THTOL
«String». Ot mopduetpor avtoi ypapovior oto apyeio «mazeDescription.txty ava

Ypoppty.

removeLineFromFile() — Kopia Agttovpyia: dtoypdoet pio ypapuun omod Eva apysio.
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H pébodog «removeLineFromFile()» 6éyetat 600 TOpPAUETPOVS KOL OEV EMOTPEPEL
kopio Ty, H pia mopapetpog (file) etvar tomov «String» kot omotelel to dvopo Tov
apyeiov omd 1o omoio Ba dwypapel N ypappu Kot 1 GAAN givol 1o TEPLEXOUEVO TNG
ypapung mov Oa dwaypagei (lineToRemove) tomov «String». Katd t pébodo avty, 1o
VIApYOV apyeio avtikabioTdtol pe £va VEO diymg TO TEPLEYOUEVO TNG YPUUUNG TTOV
npEnEL va doypapel. AnAadm, to vdpyov apyeio doypapetal Kot dnpovpysiton Eva
VEOo LE TO 1010 TEPIEXOUEVO Sl MG TN YPOUUN aVTN.

clearExistingComponents() — Kopw Aertovpyio: Swypdgel v vadpyovoa
KOTAGTAOT) VOGS TEGI0V KO EVIUEPDOVEL TO AVTIGTOLYO OpYEi Yior TV aAhayn oV T.

H pébodoc «clearExistingComponents()» déyetot mg TOPAUETPO TO OVOLLO TOV TEDIOV
(item) tomov «String» kot dev emotpépetl Tiun. Katd ™ pébodo avtn, kolovvot ot
uébodot «readEnemiesFile()», «readHealthFile()», «readBuffFile()»,
«readTreasureFile()», «readEnemyFieldFile()», «readTrapFile()» ka1 poptdvovrtal ot
avtiotoreg Alotec eyxbpav, oidtpov Cong, o¢iATpov evioyvong, OoVIIKEIWEVOV
Oncavpov, ydpwv eAéyyov gxfpov, Kot mayidwv. [lpaypatoroteiton EAeyy0g o€ AVTEG
TIG Moteg Yy €Vpeon Tov mediov mov eoNyON ©C TUPAUETPO KOL OV EVIOTIOTEL
Kahgiton 600 @opéc m «removeLineFromFile()» - pioa @opd ywo kGbe apyeio mov
aVTIOTOKEL OTO €V AOY® GLGTOTIKO LE TOPAUETPOVS TO OVOUE TOL Kol TO OVOLO TOL
nediov.

Tuqjpe rapovsioong (Web Pages)

Apyeio SLopdpemong

H epappoyn vmootmpileton omd tpion KOpla apyeio Sopdpemone to omoio
xpPNoomoovvTaL Yo T dwayeipion Twv dvvatotitov tov Spring framework kot ™
dayeipton tng web vrdotacng . Ta apyeio avtd ivar ta €ENG:

> web.xml
» dispatcher-servlet.xml
» applicationContext.xml

web.xml

Y10 web.xml opiletan apyikd 1 tomobecion TG SOUOPPOONE TOV YEVIKOD TAMGIOV
™G €PapUOYNS Kat Evag «akpoatie» (listener) mov axovet yio yeyovota mov apopohv
70 YeVIKO TAaicto TG Spring:

<context-param>

<param-name=>contextConfigLocation</param-name>
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<param-value>WEB-INF/applicationContext.xml</param-value>
</context-param>
<listener>

<listener-
class>org.springframework.web.context.ContextLoaderListener</listener-class>

</listener>

1 ovvéyel, opileton o «amootoréacy (dispatcher), omoioc amoteAei éva Servilet kot
0 omoiog kabopiletl To mpdTLTO TV KANoewv (Url) ta omoia Oa yivouv oty epapuoyn:

<servlet>
<servlet-name>dispatcher</servlet-name>

<servlet-class>org.springframework.web.servlet.DispatcherServlet</servlet-
class>

<load-on-startup>1</load-on-startup>
</servlet>
<servlet-mapping>
<servlet-name>dispatcher</servlet-name>
<url-pattern>* .htm</url-pattern>
</servlet-mapping>

Emriong opiletan o ypdvog AMENG piog cuvedpiog pe tnv €QopuoYY, 1 OToio £0M EYEL
optotel ota 30 Aemtd:

<session-config>
<session-timeout>30</session-timeout>
</session-config>

Téhog, opiletar n Tpdtn cerida 1 omoia O KAnOel 6Tav mpaypatomomOei pio kKAnon
TPOG TO YEVIKO TAAIGLO TNG EQOPLOYNG:

<welcome-file-list>
<welcome-file>redirect.jsp</welcome-file>
</welcome-file-list>

dispatcher-servilet.xml
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Yto servlet tov amoctoléa «dispatcher-serviet.xmly», opilovioar To  GTOXEIM
dwyeiptong g Spring. Apywkd, OonAdvetar 1 dvvatdTnTe.  SwEiplong TV
emonuavoemv (annotations):

<context:annotation-config/>

211 GLVEXELD ONAMVETAL 1] SVVATOTNTO AUECNS EVPECTG KOL YPNOT TOV TAKETOV TNG
EQAPHOYNG:

<context:component-scan base-package="mot"/>
TéNoc, opileTon 1 TOTIKN YADGGA TPOS OVOLYVAOPLION:

<bean id="localeResolver"
class="org.springframework.web.servlet.i18n.FixedLocaleResolver">

<property name="defaultLocale" ref="defaultLocale"/>
</bean>
<bean name="defaultLocale" class="java.util.Locale">
<constructor-arg value="gr"/>
<constructor-arg value="GR"/>
</bean>
<mvc:interceptors>

<bean
class="org.springframework.web.servlet.i18n.LocaleChangelnterceptor"
p:paramName="lang"/>

</mvc:interceptors>

applicationContext.xml

210 apyeio avtd opiletar povo M dwyeipion kol avayvodpion TOV GEAMO®V Kot TNG
tomofesiag Tovg amd ™ Spring:

<bean id="viewResolver"
class="org.springframework.web.servlet.view.InternalResourceViewResolver">

<property name="prefix" value="/"/>
<property name="suffix" value=".jsp"/>
<property name="order" value="1"/>

</bean>
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Yelideg web spappoyg

H epappoyn omotedeiton omd éva ovvoro apyeiov «JSP». Tpla amd avtd
AVTIGTOLOVV KOl OTIS TPELS KOPLEG GEMOES TG €QUPUOYNG, VD £va apyeio glval To
«redirect.jsp» 1o omoia ypnoipomoleital pHOvo Yoo va TPomOHcEL TV KANoN 6TV
apykn cerido (home.htm). Ta kOpio ISP apyeio eivor:

e home.jsp — avtiotoel otV apykn celida
e Main.jsp — oVTIoTOLYEL TNV KEVIPIKN GEAIDOL
e presentation.jsp — avtiotoyel otV tEAELTAI0 GEAOO

Extoc amd avtd, oto pakelo «modals» Bpickovtar ta e€ng apyeio — oelideg:

e buff.jsp: eumepiéyel ™ @OpUO EIGAYOYNG TOV YOPOKTNPIGTIKOV TOV PIATPOV
evioyvong. Xpnowonotel éva emavorappavopevo Ppdyo e JSTL ywn va
QOPTAOGEL TO, OVOUATO TV QIATp®V gvioyvong mov €yovv tomobetndel oto
Aapopvbo. Emiong kokei ™ pébodo «isNumberKey()» yio tov éleyyo twv
YapokTpoOV gwoaymyne kot t uébodo «saveBuffData()» yw tqv amoctoin
TOV 0E00UEVOV TNG POPLLOG OTO OIOKOLLOTY.

e enemy.jsp: eumePLEYEL T POPUA ELCAYOYNG TOV YAPUKTNPLOTIK®Y TOV £X0p0.
Xpnowonotet éva emavalappavouevo Bpdyo g JSTL vy v poptdoel to
ovopato TV ex0pmdV Kot Eva BpoYo Yo Vo pOPTMOCEL TO, OVOLLOTO TOV YOPOV
eléyyov mov €yxovv tomobetnBel oto Aafupwvbo. Emiong kaAel t pébodo
«isNumberKey()» yia tov éleyyo TV YopakInpmv eloaymyne kot ) pébodo
«saveEnemyData ()» vy ™V amootoAn] TV SESOUEVOV NG GOPUAS OTO
Ol0KOULOTN.

e health.jsp: eumepiéyet ) POpUA EIGAYOYNC TOV YOPUKTNPIOTIKOV TOV GIATPOD
Conc. Xpnowomnotet éva emavolapfovopevo Bpodyo e JSTL yio va poptidoet
To ovOpaTo TV IATpeV {one mov £yovv Tomobemmbel oto Aapvpvbo. Emiong
Kahel T pébodo «isNumberKey()» vywoo tov £€leyyo TV YOPAKTNPOV
glooyoyng kot tn pébodo «saveHealthData()» yw v amootolny tov
dedOUEVMV TNG POPLOG GTO OLOKOULOTY).

e maze.jsp: eumepiExet To AaPvpvio pe OAa To mEdio Kot TIC KOTOOTAGEL TOVG

Katd m @optwon g oeridag, e ™ xpnomn g JQUEry kau pe tm ypnion vog
Bpoyov g JSTL, vy kGO eyypaoen ot Aiota tov «alteredDivsy kaAeitot n
uébodog «loadMaze()», poptdvovtag €161 OAA TOL TESIOL [UE TIG EVILEPOUEVEG
KOTOGTACEL TOVG. XTN GLVEXELN GYEOleTon O evnuep®uéEVOS AafupvBoc pe
™ XPNoM 0Vo Ppoywv, £vag Yo T oxediaoT TV KABET®V Tedimv Kot £vag yuo
) oyedioon Tov oplovtiov. H emroyn evog mediov mpokadel v extédeon
g javascript pebodov «getCoordinates()», n omoio kot evnuepdvel To medio
LE TN VEO KATAGTOOT TOV. XTO YMPO EMAOYNG CLGTUTIKOV, TOV EUTEPIEXETOL
ot oeAida, mopotifevror €KOVEG TOV €VVEN KOUPIOV KOTOOTAGE®V KOl 1
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eEMAOY KAmowog mpokaAel TNV ektéheom tng javascript  pebodov
«getComponentChoice()» n omoia kot amodnKedeL TV ETLOYT TOV.

o player.jsp: eumepiéyel ™ QOPLO EIGOYOYNG TOV YOPUKTNPIGTIKAOV TOV HP®O.
Kaei ™ pébodo «isNumberKey()» yio tov éleyyo TV YOPOKTHPOV
geloayoyng kot Tt pébodo «savePlayerData()» vy tv omootodn Ttov
JedOUEV®V TNG POPLLOG OTO SLOKOUIGTY.

e trap.jsp: eumepiéyel T EOPUO EICAYMYNG TOV YOPUKTNPIOTIKOV TNG TOYidas.
Xpnowonotel éva emavaiapPovopevo Ppoxo e JSTL yw va @optooet ta
ovopata Tov moyidmv mov £yovv tonofetnBel oto Aafvpivho. Eniong kalel
uébodo «isSNumberKey()» yio tov EAeyy0 TV YOPUKTNP®V ECAYMYNG Kot TN
uébodo «saveTrapData()» yio TV amooToA TOV ES0UEVOV TG POPUOS GTO
OlKOUIOTN.

e treasure.jsp: eumepiExel T QOPUO. EICAYOYNG TOV YOPOKTNPIOTIKOV TOL
avtikelévov Oncavpov. Xpnowonotel éva emavorapfavopevo Ppdyo g
JSTL yi0 vo optdoel To. OVOUATO TOV OVTIKEILEVOY Oncavupod mov €yovv
tonobetnBel oto AaPopwvbo. Emiong xadel m pébodo «isNumberKey()» yuo
TOV EAEYYO TOV XOPAKTNP®V gloaymyng kot T uébodo «saveTreasureData()»
Y0 TNV OITOGTOAT TMV OEO0UEVOV TNG POPLAS GTO SLOKOUIGTN.

INao kdéBe pio amd T1c mopomdve ceAdeg TOL TEPLEYOVY POPUO E1GAYOYNG (EKTOG
0TI TTOV OVTICTOLXEL OTOV NPpwa), v 0ev €xel TomoBetnBel ko Poptwhel Kdmolo
ovoTaTiKO 6To AafupvBo, TOTE N avtictoym EOpua dev eppoavileTon otn ceEMO Kot
avTIKOOIGTATOL OO VAl LIVULLOL TOV EVILEPDVEL TO YPNOTN Y10 TO YEYOVOC.

home.jsp

To apyeio «home.jsp», eumepiéyet évo LEVOD TEPMYNONG OTNV EQOPLOYT], pio opua
Kot 600 KANoelg mpog Javascript pebddovc. H @dppa divel oto ypriotn t dvvatdtnto
EICAYOYNS TOV TPIOV KOPIWV YOPOKTNPIOTIKMOV TOL oy vidlov. Katd m couminpwon
T0V TpiTov MEdIOL MOV OVTIGTOYKEL 6TO GLVOMKO Onoavpd KOAeiTol GLVEXDS M
uébodog «isNumberKey()» n omoio eEA&yyetl v 0 xpHoTNG E16AYEL LOVO aplOunTiKoS
yopaxtpec. Koatd tnv amootod tov otoyyeiov e eopupog koieitor n péBodog
«saveData()» n omoia 6TELVEL TO GTOLXEIR VT GTO SOKOUIGTY.

main.jsp

To apyeio «main.jsp», apywkd, eumepiéyst éva «carousel» pe ewdveg 1o omoio
vrootpileton amd pio PBpAodnikn g JQuUery kot 1o pevovy mepujynong otnv
epapproyn. O YdPOS TV GLOTUTIKGOV amoTEAEITAL OO VO THVOKEG OOV GTOV TAV®
nivaka ototyilovral ta Tpio KOLUTLA KOt 6TOV KAT® Tivaka To vtorowta téacepa. o
TOV TPAOTO TIVOKOL:

» X710 TPp®TO KOLWUMi / €1KOVA TTOL OvVTIoTOLKEL 6To AaPvpvbo, gpappolovtan
Tpel;  KANoelg oe  pebodovg Javascript:  pio  kAon ot pébodo
«mymazebutton_changel()» dtav 1o movtikt BpiokeTor Tove Tov, pio KANnom
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ot pébodo «mymazebutton change2()» 6tav To moVTiKl PEHYEL OO TAV® TOV
Kot pio kKAon ot pébodo «show_mymaze ()» otav to matdel. Me Tig TpdTES
dv0 peboddovg Exovpe aAAayn EKOVOS VM e TNV TPt epeaviletal To oy€do
0V AaPOpvOov, To 0moi0 VITAPYEL 6T CEAIDA «MAZe. JSP»

» 210 0g0TEPO KOLUML / €KOVO TOV OVTIGTOLEL OTO GLOTOTIKO TOV PO,
epapudlovtar dvo KAfoelg oe pebddovg Javascript: pio kKAfon ot uébodo
«myplayerbutton changel()» 6tav 10 movtikt PpiokeTon Taved TOL KoL pio
KAomn ot péBodo «myplayerbutton change2()» 6tav to movtiki @evyel amd
nave tov. Me T1g 000 avTég pebBddovg £xovpe odrayn kovoc. Otav mTotioet
10 Kovuni TOTE gpPaviletar VIO T HOPEN EVOG «POPUP» TN JQUEry To tunua
OV EUTEPIEXEL T GEAMSO «player.jsp»

» Xt0 tpito wxovumi / €OV TOV OAVTIOTOYXEL GTO GLOTOTIKO TOL €XOPOV,
epapudlovtar dvo KAfoelg oe pebddovg Javascript: pio kAfon ot uébodo
«myenemybutton_changel()» 6tav to movtikt Ppicketon whvew ToL Kol pio
KAnon ot pébodo «myenemybutton_change2()» 6toav 1o movtikt gevyetl amod
whvo Tov. Me T1g 000 avtég nebddovg Exovpe alhayr ewkovag. Otav matnoet
10 Kovuni TOTE gueoviletar VO ™ PopPEN VOGS «POPUP» T JQUEry To tunua
OV EUTEPIEYEL T GEMDOL «ENEMY.JSPY»

IMa to devtepo mivaka:

» 210 MPAOTO KOLUTL / €KOVO OV OVTIGTOEL GTO GLOTOTIKO TNG Tayidag,
epapudlovtar 600 KAfoelg oe pebddovg Javascript: pio kAfon ot uébodo
«mytrapbutton_changel()» 6tav to movtikt Bpicketot mbvem Tov Kot pio KAHon
ot uébodo «mytrapbutton_change2()» 6tav to movtikt EeLYEL AMO TAV® TOV.
Me 11c 000 avtég pebodovg Exovpe aAlayn ewovag. Otav matmoetl 1o Kovumi
tote gueaviletor vwd ™ HopET €vOG «popup» ¢ JQuUery to Ttufuo mov
gUmEPLEYEL TN OEAIda «trap.jsp»

» X710 0€0TEPO KOLUTL / EIKOVOL TOV OVTIGTOLYEL GTO GVGTUTIKO TOV OVTIKEWUEVOD
Onoavpov, epapuodlovtarl dHo kKAfoelg oe nebddovg Javascript: pio kKAnon ot
uébodo «mytreasurebutton_changel()» 6tov to movtikt Bpicketon TAV® TOV
Ko pioo kKAfon ot pébodo «mytreasurebutton _change2()» 6tov 1o movrtikt
eevyel amd mive Tov. Me TIg 000 aVTEG HeBOSOVS £YOVE OAAAYY| EKOVOC.
Ortav matoet 10 kovuni tote epaviCetor vd ™ HOPPEN £VOG «POPUP» NG
JQuery to tpunpa mov eumEPEYEL T oeAido «treasure.jsp»

» X10 Tpito KOLUTl / €IKOVO, TOV OVTIGTOLEL OTO GLGTATIKO TOV (IATPOL
evioyvong, epapuolovtarl dvo kAnoelg og pebddovg Javascript: pio kKAon ot
uébodo «mybuffbutton_changel()» 6tav to movtikt Ppicketon mve Tov Kot
pio kAnon ot uébodo «mybuffbutton_change2()» 6tav to movrikt eedyet amd
néve tov. Me T1g 000 avtég pnebBddovg Exovpe oArayn eikovoc. Otav mTotoet
10 kovuni TOTE ep@aviletar VIO T popEN VOGS «POPUP» T JQUEry to tunua
7oL eunePE)EL TN oeAida «buff.jsp»

» X170 T£€T0pTO KOVUTL / €1KOVOL TTOV AVTIGTOLYEL 6TO GLGTATIKO TOL PIATPOoL M1,
epapuolovtar dvo KAfoelg oe pebddovg Javascript: pio kAfon ot pébodo

135



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

«myhealthbutton_changel()» 6tav 1o movtikt Ppicketon miveod tov Kot pio
KAnon ot pébodo «myhealthbutton_change2()» 6tav to movrikt eedyetl amd
néve tov. Me T1g 000 avTtég pebBddovg Exovpe oArayn kovoc. Otav mTotioet
10 Kovuni TOTE epPaviletar VIO T HOPEN VOGS «POPUP» TG JQUEry To tunua
7oV gumepEyel T oelida «health.jsp»

To koouni  «Load»  mpaypotomolei  pion  KAfom o devbuvon
«/MOTWebEditor/main.htm» dote va optdoet Tig alhayég TG oeAIdAS.

presentation.jsp

To apyeio «presentation.jsp» eumepiéyel T0 LEVOL TEPMYNONG TNG EQUPLOYNS KOt dVO
VIEPGVVOEGELS TPOG TO TTAPOV £YYPAPO KOL TNV TAPOVGINCT] TNG EPYACIOG OVTNG TO
omoia Bpickovtor 6To Pdkero «contenty g epoaproync.

Mo ™ popeomoinon twv ceAidwv ypnoipomolodvtal CSS apyeion Kot £vo GUVOAO
EIKOVOV KOT® amd ToVG PaKEAOVG «CSS» Kot «images» avtiototrya. Tao apyeio €SS OV
YPNOOTOVVTOL Elval To €ENG:

» style.ccs: yio ™) poppomoinomn twv ceLidmv
» waterwheel-carousel.css: yio T pop@omnoinomn tov «carousely siévov

Ot ovvoptioelg tng javascript ywo t Svvoukr dwayeipion tov JSP celidmv
Bpiokovtar ota técoepa javascipt apyeio g €QopUOYAC KAT® OO TO (PAKEAO
«scripts». To apyeia. javascript dakpivovtor og owtd e JQUEry kot og ovtd mov
glvol TPOCAPUOCUEVO GTNV EPOPUOYN:

> jquery-1.6.1.min.js: eumepiéyet g pebddovg g JQuery

> jquery.waterwheelCarousel.min.js: eumepiéyel tic pnebddovg doyeipiong tov
«carousel» giovav

» controlground.js: mpocapupocuévo mov  Swxepileton TN oxedioon  TOL
AafopivBov

» motjs.js: mpocoapuoopévo  mov  dloyepiletor TV OMOGTOAN] TV
YOPOKTNPLOTIKAOV TMOV GUGTATIKMV KOl EMTAEOV AEITOVPYiES

motjs.js

Ot akdéAovBot péBodOL YPMNGILOTOVVTAL Yo TNV OAAAYY] €KOVOG KAOBE KOLUTLOV
€16000V 611 POpUA GVOTATIKOD. AVTIGTOLoHV dVo HéBodOL Yo KaBe Kovumi:
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o mytrapbutton_changel() - mytrapbutton_change2(): oAloyn ewdvag oyeTiKd
LE TO Kovumi Toyidog

o mytreasurebutton_changel() - mytreasurebutton change2(): oAloyn €wovag
GYETIKA LE TO KOvUT Oncavpoh

o mybuffbutton_changel() - mybuffbutton change2(): aAlayf eOvog GYeTIKA
HE To KovuTmi PiATpov evicyvong

o myhealthbutton _changel() - myhealthbutton change2(): olloyn ewodvag
OYETIKA pe TO Kovpuni eidtpov Lmmng

o myplayerbutton_changel() - myplayerbutton_change2(): olioayn ewodvag
OYETIKA LE TO KOLUTE PIATPOL NP

o myenemybutton_changel() - myenemybutton change2(): oliayn ewodvag
OYETIKA LE TO Kovumi @idtpov £xBpov

o mymazebutton_changel() - mymazebutton change2(): oaAlayn &woOvag
OYETIKA e TO KovuTi AafvupivBov

H ovvépmmon «show_mymaze()» supaviCer kot e€apavilel To «iframe» mov mepiéyet
10 AaffOptvBo Kot Ta CLGTATIKG TOV

H ocvvaptnon «savePlayerData()» Aoufdvet tig tiuég mov slonydnoov ot @dpua tov
npoa kot EAEYYEL av OAa Ta edia £xovv cvunAnpwel. Edv kdmowo and avtd dev £xel
ocvumANpwOel TOTE emoTpEPETAL EvoL IVVUOL 6T GEAMOA {NTMOVTOG VO CLUTANP®OOHV
ol to medio. Eqv 6ha ta medio eivon cvopuminpopéva 10te Tpoypotomoleitol pio
KAnon mpog to url: saveplayer.htm — nepvavtog tig Tipéc mov ilonydnoay otn eopuo
®G TOPAUETPOLS TNG TOL Url.

H ovvaptnon «saveEnemyData()» Aoufavet Tig Tipég mov slonydnoav otn @opua Tov
ex0pol ko eAEyyel av OAa Ta media Eyovv cvpumAnpwbel. Edv kdmoo and avtd dev
&xel ovuminpowbel 1OTE emoTpéPETOl £va pVLUHOL ot 6eMoa {ntovtag vo
ocounAnpwBovv oila ta media. Edv Ola ta medla elvar ovuminpopévo ToTE
npaypoTonoleitan pia kAnon mpog to url: saveenemy.htm — mepvadvtag Ti¢ TIHES OV
glonNyOnoav otn oOpUL MG TAPAPETPOVS TNE TOL Url.

H cvvaptnon «saveHealthData ()» Aappdver tic tipéc mov elonydnoav otn oOpua Tov
oiktpov {omng kot eEAEyyet av OAa ta tedia Egovv cuumAnpwbel. Eqv kdmoo and avtd
dgv &yel ovumAnpwBel 10te emoTpéPeTol £vo pvope ot ceAida {ntdvrag va
coumAnpwBovv OAa ta medio. Edv Oha to medio elvar copuminpopéva totE
npaypatonoleiton pion kAnomn mpog to url: savehealth.htm — nepvavtog tic Typég mov
glonyOnoav otn EOpHa mg TapapuéTpovg g tov Uurl.

H ocvvaptmon «saveBuffData ()» AoapPdver tig Tipéc mov slofydnoav ot @OpUa Tov
@iATpov gvioyvong Kot eAEyyxel av Ol ta media £xovv cvuminpwbel. Edv kdmolo amd
avtd Oev €xel cuumAnpwOel TOTE emoTpéPeTol Eva uvopa ot ceAida {ntdvtag vo
ocopmAnpwbovv oio ta medla. Edv Oha ta medla eivor cvumAnpopéva tote
npaypotonoteiton pio kKAon mpog to url: savebuff.htm — mepvavtog tig Twég mov
gloNydncav ot POPUA MG TAPAPETPOVS TNG TOL Ur.
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H ocvvéptmon «saveTrapData ()» Aappdavet tig Tyég mov ilonydnoav ot eopua g
mayidag Kot eAEYyeL av OAa ta media Eyovv cuumAnpwbel. Edv kdmoo and avtd dev
éxel oouminpwbel toTE emoTpépetal éva pnvopo ot oeAldo {ntdvtag va
ocopumAnpwbovv O6Aa ta medio. Edv O6ha ta medion eivar copminpopéva  toTE
npaypotonoleitar pic kKAnon mpog to url: savetrap.htm — mepvovrog tig tipéc mov
glonNydnoav ot oOpUL MG TAPAPETPOVS TNE TOL Url.

H ovvéptmon «saveTreasureData ()» Aaupavel Tic Tipnég mov ilonydnoav ot eopuo
oV ONoavpov Kot EAEYYEL av OAoL Ta e Exovv cuumAnpwbel. Edv kdmoto amd avtd
dev €xel ovuminpwbel tote emoTpépeTan £vo unvopa otn oeAida {ntdvioag va
ocounAnpwBovv oila to media. Edv Oha ta medla elvar ovuminpopévo TtoTE
Tpaypotonoleitan pio KAfon wpog to url: savetreasure.htm — nepvavrog tig Tnég mov
gloNyOnoav otn OPUL MG TAPAUETPOVS TNE TOL Url.

H ovvdpmmon «saveGameData()» diywg KAmolo mepaitépm EAEYYO TPOYUATOTOEL
KAfon mpog 1o url: savegameDesc.htm — mepvdvtag o¢ TapapéTpong Tic TPELg TIéS
TOV KOPI®V YOPOKINPIOTIKOV TOV ToyVIOoD 7OV EGAYOVIOL OTN QOPUO TNG
KEVIPIKNG oeAdG.

H cvvapton «isNumberKey()» déyetot og Tapauetpo &vo cuufav Kot eAEYEL EQV TO
ovpPav avtd amotehel €i60d0 €vOG apPOUNTIKOL YOPOKTNPO DOTE VO ETICTPEYEL
aAn0Bég amotédeoua. Eqv dev givon emotpépetl yevdéc.

controlground.js

H ovvaptnon «getCoordinates()» oéyetar ®G TOPAUETPO. TIC GUVIETOYUEVEG TOV
nediov Tov AafvpvBov mov eméleEe 0 YPNOTNG. TN GLVEYELN, EAEYYEL TO GLOTATIKO
oL €Yl NON EMALEEL O YPNOTNG — ONANOY O AT TIG EVVEN PACIKES KOTAGTAGELS
enéhele o0 ypNnotng va TomobeTioel 610 GLYKeEKPIEVO medio. Méta and avtd Tov
Eleyyo, eA&yxetor m MOM LIAPYOLGN KOTAGTOGY TOL 7ediov. AvAAoyo HE TNV
KOTAGTAOT GLTH KOl TO GLOTOTIKO OV eMEAEEE 0 PN oG, opileTor 1| VE KATAGTAOT
tov. Edv 10 medio Ntav oe Katdotaon ‘kevd’ 10te AapuPavel apécme Ty véa Pacikn
Katdotaor. Edv Ntav oe omoodnmote GAAN KATAoTOOT, TOTE EAEYXETOL €V OLTN
pmopel vo aALGEEL Ko o€ ol katdotaon Oa petafel — cvpPova pe TIc mBavES
petafaocels. H aAloyn Katdotoong DTOSEKVOETAL e TNV OAAAYT| EIKOVAG TOV TESIOV
pe v ewéva G VNS OVTNG KATAoTOoNG Kot pe oAAdayn tov HTML
YOPOAKTNPIGTIKOV TOV. MeTd v odlayf KaAgitat 1 cuvaptnon «sendData()» n omoia
KOl OTOOCTEAAEL TIC GLVIETAYUEVEG TOL TediOL Kot TN véd TOL KATAGTOON GTO
OKOGTH TPOG EVNUEPMOGCT] KOt aoBnKeLoT).

Ankodn, KaBe @opd mov Koieitow 1 GLVAPTNGON, EAEYXOVTOL Ol GUVIETUYUEVES TOV
eMAeYUEVOL eSOV, TO PACIKO GLOTUTIKO OV EMALYEL KOl 1] VILAPYOVGO, KATAGTUG
0V mediov, mpayparomoleitor petdfacn o véa (eGv OLTA EMTPEMETAL) KO M|
TANPOPOPI0 OMOGTEALETOL GTO OLKOUIGTY.
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Y10 apyeio avtd opifovtor ot kaBoikég petafAntég ot omoieg amobniebovv v
EMAOYN ©LOTATIKOV TOV YPNoT. Ot peTaPANTEC aVTEC evnuepdOVOVTOL amd TN
ovvaptnon «getComponentChoice()» n omoia déyetarl oG TAPAUETPO THYV ETAOYT TOL
YPNOTN. XTN GLVEYEW EAEYYXEL TNV EMAOYN QLT KOl AVAAOYO EVNUEPDOVEL OAES TIG
oeTIKEC KoBOMKEG PeTaPANTEG opilovtag g aAndn vt Tov €ival GYETIKNA UE TNV
EMAOYN Kot OAEG TIC AAAEG OC YEVOEIC.

H ovvéapon «setWallBounds()» de déxeton kdmoto mapdpuetpo Ko oyeddlel 610
AafopvBo ta 6pra Tov TOMOHETMOVTAG GVOTATIKG TOiYoL 6T TEdia YOP® TOV MGTE Vo
tov mepropioetl. H kotdotoon tov cuotatik®v avtdv 6 pmopel va aALAEEL.

H ovvdaptnon «sendData()» déxetar ¢ TopapuéTpong T0 MAEYUEVO TTESIO Kot T v
TOV KOTAGTOON. XT1 GUVEXELW, He TN xpnon ¢ JQuery kot tov texvoroyiov AJAX
Kkt  JSON  mpayuatomolei pion kAgon mpoc 710 dlakomoty oto  url:
IMOTWebEditor/sendData.htm nepvdvtag mTapdAAnAa ©¢ TAPAUETPOVS GE AVTO, TIG
d00 TOPAUETPOVS TNG GLUVEPTNONG. ME aVTO TOV TPOTO EVNUEPDVETOL O OIKOULOTNG
KOl TOL OYETIKA apyeio pe N vEQ KOTAGTOGT TOV TEdIOoV.

H cvvapton «loadMaze()» déxeton og TapapéTpous to emAeYUEVO TESIO KoL TV TOV
KOTAGTAOY] TOV. TN GUVEXELN, EAEYYEL TNV TIUN TNG KATACTOONG avTHG Kot opilel
OYETIKN €IKOVO GTO MESIO LTO. TNV TEPIMTOGN TOL 1] KATACTOGT QT OVTIGTOLYET
otov Npwa (player) tote evnuepmdvetan kat Eva Aektiko eléyyov g HTML.

Extéleon Tov MOTWebEditor

H gpoappoyn «MOTWebEditory petatpénetal oe éva apyeiov tHmOL «wary pe tnv
ektéleon ¢ evroAng «Deploy» péco amd to «NetBeans IDE». To mapayouevo
apyeio eivar to «MOTWebEditor.wary kot dnuovpysiton KAT® Omd TN OYETIKN
ddpoun:

\NetBeansProjects\MOTWebEditor\dist

H extéleon g amattei v ektélece evog «Apache Tomcat Servery. O dwakopotig
avtd eykabiotator oto unydvnuo oto omoio Oo exktedectel kOl 6T CLVEXEW
tomofeteitar 10 apyelo ™G €PAPUOYNG HECO GE OQLTOV. XTNV TAPOLGA EPYAcia
ypnowomomdnke évag «apache tomcat 6», omdte ko 10 apysio tomobeteitanr o
OYETIKT OL0OPOUN:

Apache Software Foundation\apache-tomcat-6.0.35\webapps
Y1 ovvéyela, o€ pia ypoupun evioddv tov Windows, tnyaivovpe ot dtadpour:

Apache Software Foundation\apache-tomcat-6.0.35\bin
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KOl EKTEAEITOL 1] EVIOAN:

startup.bat

EKKIVOVTOG TO S0KOMeTH Kot wapdAinio kot t Web epapuoyn « MOTWebEditory.
211 cvvéxewn 1 €QapuoYn givatl TpoosPaciun oto xpnotn amd ) devbvvon:

http://<server>:<port>/MOTWebEditor/
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Mobile Client — Teyviki} Tekunpioon

Teyvoloyieg Kol TAATOOPHO AVATTVENG

O Web Client avarntoydnke péoo g mlatedpuoac NetBeans IDE  6.8.
Anpovpynbnke ©g¢ o J2ZME  gpapupoy ¢ TAATEOpUOG  HE  OVOUO
«MazeOfTreasureV2y». H epappoyn dtakpivetatl 6€ TPEIS S10QOPETIKES EVOTNTEG TTOL
opilovian Eeywprotd oty TAateoOppa. Ot Tpelg avtég evotnteg etvan ol €€ng:

» Source Packages
» Resources
» Project Configurations

H evomra «Source Packages» agopd ta maxkéto mnyaiov kdOwo To omoio Kot
eumeptEyovv OAa ta apyeia myaiov koo g epappoyns. H evotnra «Resources» 1
omoio EUTEPLEYEL TOL TOPOLG Ol OTO101 ¥PELALOVTOL Y10 TV EKTEAEGT TNG EQOPUOYNC.
H evotrta «Project Configurations» dnuovpysitor cvtdpato amd thy TAaT@OpUa Kot
eumeplEyeL ta 101 apyeio pe v evotnta «Resourcesy.

Ot teyvoloyieg TOL ¥PNOCIUOTOIOVVTOL Y10 TV OVATTVEN TG EQAPLOYNG KOl O1 OTTOTEG
TeEPAAUPAVOVTOL OTIG EVOTNTES OVTES Etvan o1 ENG:

o J2ME
e OpenGL ES -JOGL ES

[Mopaxdtw mapovcstaleTor n ¥PNoON TOV TEYVOAOYLUDV OVTMOV UECO OTIC EVOTNTEC NG
EQUPHOYIG,

ITépor (Resources)

Ymv  evotmra  «Resourcesy eumepiéyovior o1 €KOVEC Kol Ol MYOl TOL
xpnowonowvvtal and TNV €PapUoy] kot ot amapaitnteg PiProdnkeg mov dev
EUTEPLEXOVTOL OO TNV apyN OTNV TAATEOPLE avaATTLENG. Ot €IKOVEG TOV VILAPYOLV
OTIS OWOPOUEG TIOV TOPOVCLALOVTOL YPNGOTOIOVVIOL MG Ol EKOVEG Ol OTOLES
kaAvmTouy Ta 3D avtikeipeva doTte va dDGOLVV €va £100G PEAAIGHOD GTO O VIOl Kot
va to kdvouv va owakpivovtor. O @AKeEAOG e TOVG MYOLG, EUTEPLEXEL TOV MO
ToPAcKNVIOL OV eKTEAEITOL KATA TN O1BPKELN EKTEAEGTC TOV TTALYVIOLOV.

141



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

Ot Biprobnkeg mov vmdpyovv otV evodTNTO OPOpovV TN YAwooo emelepyaciog
OpenGL ES. Agopd t Bifiodnkn JSR-239 1 omoia ko epmepiéyet OAeg TL KAAGELS
nov ypetdlovron yuo tn xpron g OpenGL ES omd ™ mobile epappoyn.

Moxéto Tnyaiov k®@dwka (Source Packages)

H epoappoyn amoteleitor amd T€66EPA KOPLOL TOKETA TNYOIOV KMOIUKOL:

» khronos.mobile.mazeoftreasurev2

» khronos.mobile.mazeoftreasurev2.common

» khronos.mobile.mazeoftreasurev2.domain.component
» khronos.mobile.mazeoftreasurev2.domain.data

khronos.mobile.mazeoftreasurev2.domain.data

To mokéto  «khronos.mobile.mazeoftreasurev2.domain.datay  sumepiéyer 1o
avtikeipevo, ta omoion éyovv 10 pOAo TV «beansy otnv epopuoyn Kot ta omoia
EUTEPLEYOVV YEVIKA OedOpEVA Yo TO Toyviol. Ta avtikeipeva avtd etvar:

e ApiMazeDescData
e ApiMazeData

ApiMazeData

H «Adon «ApiMazeData» avtictoyei ota ototyeio Tov AafupvOov Kot EUTEPIEYEL TIC
eENG 1010 TEG:

e status_id: sivar Tomov «String» kat avTIeTOLKEL 6TV KATAGTAGT OV £)EL
éva medio Tov Aafvpvbov

e item: givau TOTOL «String» Kat ovTIoTOLYEL 6TO OVOUN / GUVTETAYUEVES EVOG
nediov oto Aafvpivbo

mv KAdon eumepiEéyovion ot uéBodotl «gety kot «Set» yo kdbe 1010 TA Yoo TV
amoOKEVOT KL TV OVAKTNOT TV TIU®V TOVG,.

ApiMazeDescData

H xhdon «ApiMazeDescData» avtictoyetl oto KOpla YopaKInpIoTIKE TOL TatVIdo
KoL EUTEPLEYEL TIC EENG WOLOTNTECS:

o title: eivon TOmoOL «String» kot avticTorKEl 6TO GVOLLL TOV TALYVIS0D

e description: givar tomov «String» kot avVTIGTOYXEL GTNV TEPLYPOUPT TOL
Toyvidlo0

e win_treasure: givol Tomov «int» kot avtiototyel 610 6HVOAo ToV Bncovpod
TOV TPEMEL VO GUYKEVIPMOGEL 0 NPMAG / TOIKTNG Y10 VO KEPOTTEL TO Ty vidt

Xy kAdon eumepEyovral ot puébodor «get» kar «set» yw kabe WO TA Yoo TV
amoONKEVOT KO TNV AVAKTNGT TOV TIUAV TOVG.
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khronos.mobile.mazeoftreasurev2.domain.component

To maxéto «khronos.mobile.mazeoftreasurev2.domain.componenty eumepiéyst ta
avTikeipevo ta omoion yovv 10 poOlo TV «beansy otnv epopupoyn Kot ta omoia
EUTEPLEYOVV TIG KAAOELS OV OVTIOTOLYOVV OTO GLGTATIKA TOL Tayvidov «Maze Of
Treasurey. Ta avtikeipeva avtd eivor:

e ApiBuffinfo

e ApiEnemyFieldinfo
e ApiEnemylinfo

e ApiHealthinfo

e ApiPlayerinfo

e ApiTrapinfo

e ApiTreasurelnfo

ApiBuffinfo

H «\don «ApiBuffinfo» avtiotoyei oto avrtikeipevo tov @iktpov gvioyvong tov
TOLYVIOLOV KO EUTEPIEYEL TPELS WOIOTNTEG:

e puff_item: eivon Tomov «String» kot avtiotolel 6TO OVOLO TOV AVTIKEWWEVOD
TOL QIATPOL EVIGYLONG

e puff _type: givar tomov «String» Kot ovTIGTOLKEL GTOV TOMO TOV AVTIKEUEVOD
TOL QIATPOL EViGYLONG

e puff_points: givar tomov «int» kot avTIoTOrXEL GTOVG TOVTOVE EVIGYLONG TOV
OVTIKEWEVOL TOV GIATPOL EVIoYLONG

v KAdon eumepiEéyovion ot uéboootl «gety kot «Set» yo kdbe 1010 TA Yoo TV
amoOKEVOT KL TNV AVAKTNOT TV TIU®V TOVG,.

ApiEnemyFieldinfo

H «Adomn «ApiEnemyFieldinfo» avtictoyei 610 ¥dpo eréyxov £xBpol Kot epmepiEyet
dv0 W NTES:

e enemy_item: givon THmov «String» kat avtioToyel 6To Gvoua Tov gxHpon
e enemyFields: eivar tomov «Vector» kol avtictoyel oe éva Gvuopo wov
EUTEPLEYEL TOVS YDPOVS EAEYXOV €VOG £XOPOD

Yy kAdomn eumepiéyovral ot pébodor «get» kar «set» ywo kabe WoTA Yoo TV
amoOMKELOT KaL TV OVAKTINGCT) TOV TIUAOV TOVG.

ApiEnemylnfo

H xAidon «ApiEnemylnfo» avtictoyel otov €x0pd / @OAoka TOL ToVISIOD Kot
eumepEet €61 1010TNTEG:
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e enemy_item: givar tomov «String» kot avrtictoyel oto dvoua tov gxfpov /
QOLOKO

e enemy_attack: sivar tOmov «int» kot avtiotoel oTOVG TOVTOLS EMiBEGTG TOV
ex0pov / pOAaka

e enemy_defence: eivar TomoOL «iNt» KoL OVTIGTOLYEL GTOVE TOVIOLS AULVOG TOV
ex0pov / pOAaka

e enemy_dexterity: gival Tomov «int» kot avtietoryel oTovg TOVTOVG gveMEing
oV gY0pov / pvAaKa

e enemy_health: givar tomov «int» kot avtictoyel otovg movrovg {wNG Tov
ex0pov / pvAaxa

e enemy_speed: givatl TOTOL «iNt» Kol OVTIOTOYXEL OTNV TAXDTNTO LE TNV OTOia
umopel va kvnBet o xBpdg / pvAakag péoa oto Aafvptvlo

Ymv KAdon eumepiEyovion ot uéBodotl «gety kot «Set» yo kébe 1010 TA Yoo TV
amoOMKELOT KOt TV AVAKTNOT TV TIU®V TOVG,.

ApiHealthinfo

H «Adon «ApiHealthinfo» avtiotoyel oto oaviikeipevo tov @idtpov (mng tov
TOLVIOL0V Ko EUTEPIEYEL OVO 1O10TNTEC:

e health_item: givar tomov «String» kot ovIIGTOLYEL GTO OVOUE TOV AVTIKEWWEVOL
0L QiATpov (w1

e health_points: givor tomov «int» kot avrtiotoyel otovg mOvVIove {®NG TOL
AVTIKEWEVOL TOV QIATPOL NG

v KAdon eumepiEéyovion ot uéBoootl «gety kot «Set» yo kdbe 1010 TAL Yoo TV
amoOKEVOT KL TV AVAKTNOT TV TIU®V TOVG,.

ApiPlayerInfo

H xhdon «Player» avtiotoyei 6to yopoktipo / fpma ToV Torvidlo Kol EUTEPIEYEL
€€L 1010 TEC!

e player name: givor tomov «String» kot avtiotorel 610 Ovopo TV PO
player attack: eivar tOmov «int» kot avtiotoyel otovg moviovg emifeong Tov
YOPOKTNPA / PO

e player_defence: givar tomov «int» kot avTioTOLNEl GTOVG TOVTOVG AULVAS TOV
YOPOKTNPA / PO

e player_dexterity: givar thmov «int» ko avtiotoyel oTovg MOVTOULE EVEMETING
TOV YOPaKTHP / NP

e player_speed: kot avtiotoyel otnv TaydTTA pE TV OToi0 pmopet va KivnBei o
YopoKTNPOG / pwog péca oto Aafopvio

e player_health: givar tomov «int» kot aviotoyel otovg TOVIONG (WNG TOV
YOPOKTNPA / PO
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Ymv kAdon eumepiéyovror ot péBodor «gety kot «Set» yia kabe 1016t Yoo TNV
amoONKEVOT KOl TNV AVAKTNON TOV TIUOV TOVG.

ApiTraplnfo

H «\don «ApiTrapinfo» avtiotoyel oto aviikeipevo moyidag tov moyvidlon Kot
EUTEPLEYEL TEGTEPLG 1O1OTNTEC:

e trap_item: eivon tOmov «String» Kot avTioTol el 6TO OVOUN TOV OVTIKELLEVOD
Toryioog

e trap type: eivor Tomov «String» kot avtiotolyel otov THmo Taryidag 1 omoia dpa
oTNV avTicToLYN W10TNTO TOV PO

e effect points: givar TOmOL «iNty Kot avtictoyel 6TOVE TOVTOLG SVVAUNG TG
Toryioog

e affect points: gival TOTOVL «iNt» KOl OVTIGTOLYEL GTOVG TOVTOVE EMIBPAGTG TG
Toryioog

Ymv KAdon eumepiéyovion ot péBodotl «gety kot «Set» yo kdbe 1010 TA Yoo TV
amoOMKELOT KL TNV AVAKTNOT TV TIU®V TOVG,.

ApiTreasurelnfo

H xhdon «ApiTreasurelnfo» avtiototyei oto aviikeipevo Onoowpod tov moryvidlon
KOl EUTEPLEYEL OVO 1010TNTEC:

e treasureltem: eivor tomov «String» kol avtiotorel oto  Ovoud.  TOV
AVTIKEWEVOL ONcavpov

e treasurePoints: egivar tomov «int» kal avtictoyei 6TOVG TOVIOULS BNCAVPOD
TOV OVTIKEWEVOL BNGavpov

mv KAdon eumepiEéyovion ot uéBodotl «gety kot «Set» yo kdbe 1010 TA Yoo TV
amonKEVOT KoL TNV AVAKTNOT TOV TYL®V TOVG.

khronos.mobile.mazeoftreasurev2.domain.common

To nakéro «khronos.mobile.mazeoftreasurev2.domain.commony gumepiéyet pio povo
KAGQon:

e Tokenizer

Tokenizer

H xhdon «Tokenizer» éyet mg kupla Aertovpyic. T0 S10(OPICUO TV GTOYEIOV EVOG
AVTIKEWWEVOL TOTTOL «String» to omoio dwywpileton pe €va S10KPTO SOY®PICTIKO
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(delimeter). H kAdon eumepiéyet £va dNUOVPYO 0 0T010¢ EXETOL MG TAPAUETPOVS TO
avTiKeipevo «String» kot 1o doy®PIGTIKO TO 0010 eUmEPE)EL Kot e Pdon To omoio
Ba yivel o Tepartépw Saympiopds. H Aettovpykdmra avtn epappoletan pe  xpnon
TV aKOA0LOV HeBdSwV.

nextToken() — Kopia Acitovpyio: mpoympiel 6To ENOUEVO HEPOG TOV VIO ENeEePysial
String

H upébodoc «nextToken()» dOe Oéyetar KAmO TOPAUETPO KOl EMIOTPEPEL £Vl
avtikeipevo tomov «String». Kodel ™ pébodo «eatDelimeters()» xoi opiler v
apywkn 0éom. Xt ovvéyeln eviomilel v emouevn 0€omn ToL OlOYWPICTIKOD KOt
EMOTPEPEL VO, VTOGHLVOLO TOV OPYIKOV «String» pe Baomn awtég Tig Oéoerc.

eatDelimeters() — Kopia Aeirovpyio: Soypaeel To S0®PIOTIKE GO TO VIO
enefepyaoio String

H pébodoc «eatDelimeters()» de déyetar moapopéTpovs Kot 0V EMOTPEPEL KOTOL,
. Kotd m pébodo avtr, 6co n eheyyouevn 0éom eivar pukpodtepn omd 10 péyebog
tov String mov eivor vad emefepyacio kot ot Oéom oavty Ppioketor KAmTOLO
Sy mproTikd toTE M BEom avédveTon Katd Eval.

eatDelimeters() — Kopia Asitovpyia: e Eyyel eGv vIapy oV Kot GAA S ®PIOTIKA GTO
vro eneepyacio String

H pébodog «hasMoreTokens()» og déyeton mapoapéTpove Kol EMOTPEPEL Uio, TIUN
tomov «boolean». KaAei t pébodo «eatDelimeters()», eléyyet eav n twpviy Béon
givor pukpotepn amd to pfkoc tov vmd emeepyoocio String kot emoTpieeEl TO
OTOTEALEC O TOV EAEYYOV.

khronos.mobile.mazeoftreasurev?2

To mokéto «khronos.mobile.mazeoftreasurev2y» gumepiéyet tig kKOpleg KAAGELS TOL
ovvBéTovy, oyed1dlovy Kot EKTEAOVV To Ttayviol. Ot kKAAGEIS avTég elvat ot €ENG:

e ApiGameData

e (Camera

e Floor

e GameMusic

e KeyCamera

e MazeOfTreasureV2

e MazeOfTreasureVV2Canvas
e TexCube

O1 K0pleg KAAOELS ONUIOVPYIONG TOV YPAPIKOV TEPPALAOVTOG KOl dLOXEIPIONG TNG
ektédeong Tov maryvidlov (dnhadn diywg v ApiGameData) gaiveral kot 6to
aKOA0LO0 SLaypapLo KAAGEDV:
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MazeOfTreasure

-exitCommand: Command

+startApp()

+pauseApp()
+destroyApp(unconditional: boolean)
“+commandAction(command: Command, displayable: Displayable)

GameHusic e
0.1
+unQ
-playMusic(musicFile: String)
+canvas
0.1
MazeOfTreasureCanvas
~g2d: Graphics
-egl: EGL10
-ol: GL10
~egDisplay: EGLDisplay
-eglContext: EGLContext
-messageFont: Font
4run()
+stopRunning()
+initGraphics(: boolean
-initScene!
~setview(fovy: float, near: float, far: float)
-addLight()
~reateScenery()
~drawScene()
~drawSceneGLQ
~shutDown()
~createBoundingBoxesIl (allcubes(]: ModelCube)
~checkColission(maxX: float, minX: float, maxY: float, min: float, maxZ: float, minZ: float, pointX: float, pointY: fioat, pointZ: float): boolean
~controPhysics(affectedCube 1: ModelCube, affectedCube2: ModelCube)
~controlPhysicsII(affectedCube 1: ModelCube, affectedCube2: ModelCube)
~createFloorBoundingBoxes(alfioors I: Fioor, objectPointX: fioat, objectPointZ: float, objID: String): String
~checkFloorEnvasion(maxX: float, minX: float, maxZ: fioat, n2: fioat, pointx: float, pointZ: fioat): boolean
floorManagement(alfioorsJ: Fioor, allMovingCubes[]: ModelCube)
-objectPositonionitoring(alMovingCubes(: ModelCube)
-MoveToDestination(currentx: fioat, currentz: float, destinationx: float, destinationz: float, speed: float): fioat(]
ModelCube, + ModelCube, alfioors(l: Fioor)
getAccessedFioor alfioors(: Fioor, objectPaintX: float, objectPointz; float, objID: String): Floor
-ac:eDMoveTuFlocr(a\lﬂoors[l Floor, ob]ecl?umtx float, objectPointZ: float, objID: shg, float, float, obiC String): floatl]
loat, fioat): fioat
medﬁghu:undmcns(wayevx ook, player: ﬂuat, enemyX: foat, enemyzZ: fioat): bookean
+attackSystem(attacker: ModelCube, defender: ModelCube)
~getRandomTurmFight(): int
-trapEventOn(myplayer: ModelCube, trapvar: int, trappoints: int, trapaffectpoints: int)
+ioor:
Floor w0
gl: GL10
-textureNames: int
-floorVerticesBuf: ByteBuffer
~textureCoordsBuf Buffer
~texﬂ.relmageBuf ByteBuffer
+texcubes L
: String
+floorTextureImage: String
Hbeque in ModelCube
fioorAccess: boolean
+ﬂwTr : boolean gl GL10
“+rapEffectType: int ~textureNames: int
+trapPoints: int -xPos
+trapAffectPoints: int -yPos
-2Pos
~createFloor(size: int) +scale: float i
HoadTexture(fm: String) “+xCubePos: float P —
+draw( +yCubePos: float
+setTexture() +2CubePos: float
+getFloorWidth(): int +moveable: boolean KeyCamera
+getFloorHeight(: int +aquired: boolean
+getFloorRx(floorX: float): float -upKey: boolean

+getFioorLx(floorX: float): float
+getFloorFz(floorz: ﬁoat) float
+getFloorBz(floorz: fioat): fioat
mﬁuurNelgbwrs(al%eﬁcuvs Fioor(]): Floor[]

MazeOfTreasureV2

H «\don «MazeOfTreasureV2» amotehel v KAGON EKTELEONG TG EPAPUOYNG KOL 1)
omolo gumepléyel T Kupleg neboddovg extéheons tov JZME gpappoydv. H khdon
enekteivel ) Asrtovpykotnta g «MIDlety kot epappolel T AgrtovpykOTNTA TG

+speed: float
+healthPoints: int
+attackPoints: int
+defencePoints: int

+bufTypePoints: int
+reasurePoints: int
+controlArea: String
~cubeVertices: byte
~ubetextureCoords: byte
~cubeVerticesBuf: ByteBuffer
+textureCoordsBuf: ByteBuffer
-normals: float

strips: byte

-imageWidth: int

-imageHeight: int
~textureImageBuf: ByteBuffer

~reateCube()

raw()
setTexture()
HoadTexture|
+getCubeRx{currentX: ﬁnal)
-+getCubelx(current
+getCubeUy(currentY:
+getCubeDy(currentY:
+getCubeFz(current
+getCubeBz(currentZ:
+getCubeVerh:eBad<Rvghtxz(po<ntx float): float
+getRandomFightNum(): inf
+createARand(): int
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~downKey: boolean
rightKey: boolean
eftkey: bookean

+update(keysState: int)
readKeys(keysstate: int)
+updateCamera()
+position(

Camera
-gl: GL10
Start: double
~yStart: double
2Start: double

We joubl
~rotY: double

reset()
+rotateY(angle: double)
Hu i
+ransFwd(dist: double)
+gideFwd(dist: double)

ghdek@wt(d\st double)
+positi

+camera [ 1
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«CommnadListener». H kAdon «MIDlet» yapaktnpilel tnv epapuoyn wg MIDlet kot
TPOGOIdEL Ta YapaKkTNPLoTIKA Tov Kat 11 «CommnadListenery ypnoonoteital dote M
EPAPLLOYN VO OKOVEL GE TLYOV eEMTEPIKA GUUPAVTA EVIOADV.

O dnovpyog e «MazeOfTreasureV2» opilet pio eviodn e£6d0v otny omoia pmopet
VO OKOVEL 1 EQOPUOYN KOL OTI OCLVEXEW ONovpyel €va ovTiKeipevo TOTOV
«MazeOfTreasureV2Canvas». Emiong, oOnuovpyel T0 OVTIKEIHEVO  HOVGIKNG
napacknviov «GameMusicy. Télog, opilel ®oTE 0 aKPOUTAS VO aKOVPL Yo TUXOV
ovupavta. Xt cvvéyeto opilovtar ot Pacikéc péBodot tov MIDlet.

startApp() — Kopia Acitovpyio: ekkivel kot extelel v epappoyn J2ZME.

H péboodog «startApp()» oe déxetan mopapétpoug ko dgv emotpépel Tiun. Kokel
KMaon  amewodviong  «Display» kot opilet oe  ovt 10 avrikeipevo
«MazeOfTreasureV2Canvas» mov opiotnke oto onuovpyo. Etor ommv 006vn Oa
ancwoviCetatl 6t opileTon 6€ AVTO TO AVTIKEIIEVO.

pauseApp() — Kdpia Acitovpyio: Sokdéntel Tpocwpvd v epappoyn J2ZME.

H pébodoc «pauseApp()» e déxetor TaPAUETPOVS Kol OV EMOTPEPEL TIUN. TNV
TOPOVCO PACT] ATAMS LIEPPOPTMOVETL OTYWS VO, EYEL KATO TEPOLTEP® AELTOVPYICL

destroyApp() — Kopio Aeitovpyia: Sokdntel evieddc v epapuoyn J2ZME.

H pébodoc «destroyApp()» déyetor g mapduetpo pio Ty tomov «boolean» kot dev
emotpéeel kamowa Ty Kadei 1 pébodo «stopRunning()» tov ovtikeévov
«MazeOfTreasureVV2Canvas» 1o 0moio Kot oTopatd v EKTELECT TG,

commandAction() — Kopia Aeitovpyio: dwoyeipiletar kKamoto evtodn mov Ba akoHoEL 0
OPIGLEVOG OKPOUTNG EVIOADV.

H pébodog «commandAction()» déxetar ¢ TopouéTpovg €vo GVTIKEIEVO TOTOV
«Command» kat éva avtikeipevo tomov «Displayable». EAéyyxer v twn g
TapapéTpov tomov «Command» Kot €4V OLTH 160VTOL HE TO OVTIKEIHEVO 7OV
opiotnke 610 dNuUovpyd T0TE Kaheiton | uéBodog «destroyApp()» n omoio teppatilet
mv gpappoyn kot 1 pébodog «notifyDestroyed()» n omoia evnuepdveL T0 AELTOLPYIKO
GUGTN LA Y10 TOV TEPUATIGUO.

GameMusic

H xhdon «GameMusicy dwyepiletor Ty eKTELEOT] TNG HOVOIKNG TOPACKNVIOV TOV
moyvidov. H extéheon tov apyeiov povsikng etvar vd dayeipon and éva vipa. To
ViU aVTO OMpovpYEiTOn Kot eKKiveital péca 6to dnpovpyd g khdone. H pébodog
eKTéLEONG TOV VIpOTog «run()» kaAei tn pébodo «playMusic()» n omoio déyetor mg
TAPALETPO TO Gvopa Tov LovoikoL apyeiov. To apyelo extereitan cuvéyeia.
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playMusic() — Kopia Aettovpyio: ektedei T0 HOVGIKO apyeio.

H pébodog «playMusic()» déxeton pio mapapétpo tomov String m omoio avtictoyel
o010 Ovopo TOL opyelov kol dev emOTPEPEL KAmolo T Anuovpyel éva peopa
€16000V dgdopévev omd TO opyeio Kor Onuovpysl €vo  aVTIKEILEVO TUTOL
«javax.microedition.media.Player» ©to omoio Kol EMOGTPEPEL TO OMOTELECUO TNG
uebodov «Manager.createPlayer()» mn omoio déxeton ®C TOPAUETPOVS TO PEVLUO
€16000V ka1 tov TOmo Tov opyeiov. Koaiei v «prefetch()» ot opiler 1o
«setLoopCount» kot téAoc extelel 0 apyeio Kolodvtag ™ uébodo «play()» tov
avVTIKEWWEVOL «javax.microedition.media.Playery.

ApiGameData

H «\don «ApiGameData» éxet v kvpla AEIToVpyIKOTNTO KOTA TV 07010, GLVOEETOL
oto Web Editor kot «katefdler» O6An v mAnpogopio mov ypetdleTor yo va
oyxedwotel to moryviolr oto 3D mepifairov Tov Kivntov. Ta ototyeia ta omoia Exovv
amofnkevtel 6g apyeio TANPOoPopiag 6To daKOUoT Aapupdvovion amd TV KAAoT Kot
amofnkevovtol o avtikeipeva g epapuoyns. H Aertovpyia avt mpaypatomroleiton
amd £va cLVOAO HEBOOMV LE O10PoPETIKO 6TOYO avaKTnonG N k&be pia.

loadMazeData() — Kopia Asttovpyia: cvuvdéetor oto Web Editor, katepfaletl to apyeio
«updateMaze.txt» kot amofnkevel 10 oy€d0 tov AaPOpvOov € €va OVTIKEIUEVO
TOmov «Vectory.

H pébodoc «loadMazeData()» de déxeton KAMOW0, TOPAUETPO KOl EMIOTPEPEL £V
avtikeipevo tomov  «Vector»n. Anuovpyet  éva  aviikeipevo tomov  Vector
(loadMazeDataVector), ouvvdéetar oto Web Editor kot xatepdler to oapyeio
«updateMaze.txt» 1o omoio Kol eumeplEyel TO MESIOL KOL TIC EVNUEPOUEVEG
KOTAGTAGELS TOVG. AloBalet to apyeio kot ypnowomolei tnv kKAGon «Tokenizer» ®ote
va. dympicel Ta dedouéva mediov Ko katdotaonc. o kdbe eyypaer| tov apyeiov,
dnuovpyet éva avtikeipevo «ApiMazeData» otig 1010tNTEC TOV 0TTOi0V AUIToONKEVEL TOL
dedopéva TG eyypoeng Kot petd to mpoobétel oto avrtikeipnevo tomov Vector mov

onpovpyNnoe apyKa.

Y1t ovvéyeta dnpovpyel éva véo avtikeipevo tomov Vector (loadMazeDataVectorU)
Kot opilel wg Tp®MTO oTOLYKEIO TOVL TO TEAELTAIO GTOLKElD TOoL «loadMazeDataVectory.
¥t ovvéyxewa daPalel to «loadMazeDataVector» and to T€A0C TPOG TV OpYN Kot
npoypatonolel  éva  éheyyo €bv 1O TPEYOV  OVTIKEIUEVO  VLWAPYEL  OTO
«loadMazeDataVectorUy». Edv dgv vrdpyet T0TE TO €16GYEL GE QVTOV, EVD VAL VITAPYEL
ovoveyilet oto emoduevo. Metd to mépacpo  OA®V 1O oTowEiv  TOL
«loadMazeDataVectory», 1o véo avtikeipevo «loadMazeDataVectorUy» emiotpépeton
aro ™ pébodo efacparilovrag 6t de Ba vdpyovv duthoeyypapés medimv Kot TO
K0e medio Oa £xel TV teEAevTOiO EVNUEPOUEV KATAGTACY] TOV.
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loadMazeDesc() — Kopia Aegtrtovpyio: ocvvdéetar oto Web Editor, xatefdalel to
apyeio «mazeDescription.txty kot oamobnkevel Ta KOPWL  XOPAKTNPIOTIKG TOV
Tayviolov o éva avtikeipevo tonov «ApiMazeDescDatay.

H pébodog «loadMazeDesc()» de déyetar KGmolo TOPAUETPO Kol EMOTPEPEL Eval
avtikeipevo tomov «ApiMazeDescDatay.  Anuovpysi évo ovTiKeipevo TOTOL
ApiMazeDescData (apiMazeDescData), cuvdéetar oto Web Editor kot xateBalet to
apyeio «mazeDescription.txt» to omoio kot eumepiEyel Ta KHPLUL YAPAUKTNPIOTIKA TOV
oy vidlon — pia eyypoaen avd yopakmpiotikd. Awafdletl to apyeio kot ypnoyomotel
™mv KAdon «Tokenizery ®ote va daympioet To. SedOUEVE TOL apyEiOV. XTN CLVEXEL,
armofnkevel to  kABe  YOPOKTNPOTIKO otV avticToyn  WOTNTO  TOV
«apiMazeDescData» ka1 eToTPEPEL TO AVTIKEIUEVO 0VTO.

loadBuffltems() — Kvpia Aettovpyia: cvvdéetar oto Web Editor, xatefalet to apyeio
«createBuffFile.txt» kot amoOnkedel Ola ta. GilTpa evioyvLong Kot TIG WOIOTNTEG TOVGS
o€ éva avtikeipevo tomov «Vectory.

H pébodog «loadBuffltems()» oe déyetar kdmolo mOpPAUETPO KOL EMIGTPEPEL EVal
avtikeipevo tomov  «Vector»n. Anuovpyst  €va  avtikeipevo tomov  Vector
(loadBuffltemsVector), ovvdéeton oto Web Editor xot xatepdler to oapyeio
«createBuffFile.txt» 1o omoio kot eumepiéyel Olo. ta QiATpa evioyvong kot Tig
1010TNTEC TOVG IOV £Y0VV 0p1oTeEl aTo AafvpvBo. Aafdalel To apyeio kot xpnoyomotel
mv kAdon «Tokenizer» ®ote va daympicel To YOPAKINPIOTIKG TV QIATPp®V
evioyvong. Tw «dbe eyypoer, Tov apyeiov, Onuwovpyel £€va  aviikeipevo
«ApiBuffinfo» otig 1810tN1EG TOV OMOIOV AMOONKEVEL TaL dEdOUEVE THG EYYPOPNC KO
petd to mpoohitel oto avrikeipevo tHmov Vector mov dmuovpynoe apykd. TErog,
EMOTPEPEL AVTO TO AVTIKEIEVO.

loadEnemyFieldltems() — Kvpio Asttovpyia: cuvdéston oto Web Editor, katepalet to
apyeio «createEnemyFieldFile.txt» kot amofnkedel GAovg Tov yd®pPovg exbpov og Eva
avtikeipevo Tomov «Vector.

H pébodoc «loadEnemyFielditems()» dg déyeton Kdmolo TOPAUETPO KOl EMOTPEPEL
éva  avtikeipevo tomov «Vectory. Anuovpyel éva avtikeipevo tomov Vector
(loadEnemyFieldltemsVector), cuvdéeton oto Web Editor kou xatefaler to apyeio
«createEnemyFieldFile.txt» to omoio kot gumepiEyel OAOVE TOVG YDPOLS ExHPOV OV
é&xouvv optotel oto AaPuprvBo. AwPdler to apyeio ko ypnowomolel v KAdon
«Tokenizer» dote vo 10(@PIcEL TOL YOPAKTNPIGTIKA TOV YDOPWV EAEYXOV TV EXOPOV.
INo kGO eyypaen Tov apyeiov, dnuovpyet évo aviikeipevo «ApiEnemyFieldinfoy
oTIS W0TTEG TOL Omoiov amofnkedel o OedOUEVA NG EYYPUPNG KOl UETA TO
npocétel 610 avtikeipevo THmov Vector mov dnovpynoe apyikd. Télog, emoTpépet
aVTO TO AVTIKEILEVO.
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loadEnemyltems() — Kvpwo Aettovpyio: cvvoéetoan oto Web Editor, katefdaler to
apyeio «createEnemyFile.txt» kot amoOnkedel 6Aovg Tovg x0povg o€ éva avVTIKEIEVO
TOmov «Vector.

H pébodog «loadEnemyltems()» de déyetanl KAmolo TAPAUETPO Kol EMOTPEPEL EVaL
avtikeipevo tomov  «Vectorn. Anuovpyst  €va  avrikeipevo tomov  Vector
(loadEnemyltemsVector), ocuvvdéetar oto Web Editor kot kotefaler 1o apyeio
«createEnemyFile.txt» to omoio kot gumepiEyet GAOVE TOVG €XOPoHE Kat TIC 110TNTEG
ToV¢ oV €Yovv oplotel 610 AaPupvBo. AwPalel o apyeio kot ypnoyomnotel v
KAMGon «Tokenizery ®ote vo, dloympicel To yopaktNpLoTikd tov exfpov. o kdbe
gyypaen tov apyeiov, dnuovpyel éva aviikeipevo «ApiEnemylnfo» otic 1610t TES
T0V omoiov amofnkedel To dedopéva NG EYYPAPNG Kol HETd TO TpocHétel oTo
avtikeipevo tomov Vector mov dnuovpynce apyikd. Télog, emotpépel owtd TO
avTIKeipevo.

loadHealthltems() — Kopio Agttovpyio: cvvdéeton oto Web Editor, xatefdalelt to
apyeio «createHealthFile.txt» kot amobnkevel OAa ta. piktpa {oNc o€ Eva OVTIKEIIEVO
TOmov «Vector.

H pébodoc «loadHealthltems()» de déyetarl kdmolo TOPAUETPO KOl EMIOTPEPEL £V
avtikeipevo tomov  «Vector»n. Anuovpyst  €va  avtikeipevo tomov  Vector
(loadHealthltemsVector), ocvvééeton oto Web Editor xou xotefaler 1o apyeio
«createHealthFile.txt» 1o omoio kot eumepiéyel O o ta pidtpa {ONG KoL TIG 1610TNTEG
T0Vg oV €Yovv oplotel oto AaPupvbo. AwPdalel to apyeio kol ypnoipomolel TV
KAGon «Tokenizery ®ote va dlo®picel Ta yopoKTHPIOoTIKA TV @idtpov (onc. Ta
KGbe eyypaon tov apyeiov, dnuovpysl €va avrtikeipevo «ApiHealthinfo» otig
1010TNTEC TOV OToioL ATOONKEDEL TOL OESOUEVAL TG EYYPOPNS KOl LETA TO TPOSHETEL
070 avtikeipevo tomov Vector mov dnpovpynoe apykd. Télog, emotpépel avtd 10
OVTIKEIPEVO.

loadPlayerltem() — Kopio Agtovpyio: ocvvdéetan oto Web Editor, koatepaler to
apyeio «createPlayerFile.txt» kot amoOnkedel ta YopaKTNPIOTIKA TOV NPOA GE Eva
avtikeipevo tomov «ApiPlayerinfoy.

H pébodog «loadPlayerltem()» 6g déyeton kdmolo mapdueTpo Kot €MOTPEPEL EVal
avtikeipevo  tomov  «ApiPlayerinfo».  Anpovpysi  éva  avtikeipevo  TOmMOL
ApiPlayerinfo (apiPlayerIinfo), cuvdéetan oto Web Editor kot katefaler to apyeio
«createPlayerFile.txt» to omoio kot gumepiéyel OAQ TA YOPOKTNPIOTIKA TOL TP®O.
ABalet to apyeio kat ypnowomotei v kAdon «Tokenizer» ®ote vo dloympicet Ta
YOPOKTNPIOTIKA TOV NP®O. 2T GLVEXELD, OmoONKeVEL TO KAOE YOPAKINPIGTIKO GTNV
avtiotoyn wWidto Tov «apiPlayerinfo» kot emotpépet To avtikeipevo owto.

loadTrapltems() — Kopia Aettovpyia: cuvdéetar oto Web Editor, kotefalel to apyeio
«createTrapFile.txty kot amobnkever OAec TG moyideg o€ €vo OVTIKEIUEVO TOTTOV
«Vectory.
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H pébodog «loadTrapltems()» de déxeton KAmMOW TOPAUETPO KOl EMICTPEPEL £V
aviikeipevo tomov  «Vector». Anuovpyst  éva  avtikeipevo tomov  Vector
(loadTrapltemsVector), ocvvdéetar oto Web Editor kot xotefaler to apyeio
«createTrapFile.txt» to omoio kot gumepiéyel OAEG TIG TOyideg Ko TG 1010TNTEG TOVG
mov &yovv opilotel oto AaPopvBo. Awfalel To apyeio kot ypnoyomotel v KAGoN
«Tokenizer» ®ote va dloywpicel Ta YopaKkINPIoTIKG TV Ttoyidwv. o kabe eyypoaen
0V apyeiov, dnuovpyel éva aviikeipevo «ApiTraplnfo» otic 1816tTEG TOV OTOIOV
amoOnkevel o HedopEVaL TNG EYYPOPNS Kot LETE TO TPOGHETEL GTO AVTIKEIEVO TOHTTOV
Vector mov dnuovpynoce apykd. TEAog, emoTpEéPEL 0VTO TO AVTIKEIEVO.

loadTreasureltems() — Kopia Aertovpyia: cvvdéetar oto Web Editor, xatefdalel to
apyeio «createTreasureFile.txty» kot amofnkevel Oha ta avtikeipeva Oncavpod og éva
avtikeipevo Tomov «Vectory.

H pébodog «loadTreasureltems()» de déyetarl KAmO0 TOPAUETPO KOl EMIOTPEPEL VAL
avtikeipevo tomov  «Vector»n. Anuovpyst  €va  avtikeipevo tomov  Vector
(loadTreasureltemsVector), cvvdéston oto Web Editor xou xatefaler to apyeio
«createTreasureFile.txt» 1o onoio ka1 gpumepiEyel OAa To avTIKEIpEVE ONcovpon Kot Tig
1010TNTEC TOVG IOV £Y0VV optotel ato AafvpvBo. AwaBdalet To apyeio kot ypnoomotet
™mv KAGon «Tokenizer» dote va Slo®picel Ta. YOPAKTNPIOTIKG TOV OVIIKEUEV®V
Onoavpov. T «édBe eyypapny TOvL apyeiov, Onuovpyel £€va  aviikeipevo
«ApiTreasurelnfo» otic 1810TNTEG TOL OMOIOV AMOONKEVEL TaL dedOUEVOL TNG EYYPOPNC
Kol PLETd T0 TPooBETel 610 avTikeipevo Tomov Vector mtov dnovpynce apywkd. TElog,
EMOTPEPEL AVTO TO AVTIKEIEVO.

getEnemyField() — Kbpia Acrtovpyio: eneEepyaletar évo avtikeipevo tomov Vector
OV EUTEPLEYEL T AVTIKEIUEVO TOV YOPWOV £YOPOL KOl EMOTPEPEL Eval TIVAKO TOTOV
String pe ta ovOLOTO, / GUVTETAYUEVES TOV YDPOV QVTMV.

H pébodog «getEnemyField()» déyetan w¢ mapduetpo €va avtikeipevo tomov Vector
TO 07010 GVTIOTOLYEL OTOVG YMPOVG EAEYYOV TV £YOP®V Kol EMOTPEPEL Eva TivaKQ
tOomov String pe tovg ydpovg avtovg. H pébodoc dwfaler 6Aa to otoryeion tov
avtikelpévov Vector, to petatpénel o€ ovtikeipeva String kot ta amodnkedel og va,
mivoko ToV Otoio Kol EMGTPEPEL.

getltemXZ() — Kopwo Asgtovpyio: enefepyaletor éva medio, Swympiler TIg
GLVTETOYLEVES TOV GTOV GEova X Kot Z Kot TIG amodnKeveL 6€ £vol AVTIKEILEVO TOTTOV
String.

H pébodog «getltemXZ()» déyeton ¢ mapauetpo £va avtikeipevo tomov String mov
avTIoToLEl ot ovvtetaypéves evog mediov tov AafdptvBov Kot emoTPEQPEL Eval
Tivaxa, TOov String mov gumepiéyetl dlokpitd Tig cuveTaypéves owtéc. Enelepyaleton
v mopduetpo kot dwywpiler T Tywég X kot Z Tig omoleg kot amodnkevel o éva
wivaka String 600 Bécewv Kot TOV EMGTPEPEL.
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loadBuffData() — Kbpia Aertovpyio: cvvdéetar oto Web Editor, katepfdalel to apyeio
«buffFile.txt» kot amobnkevel 6o ta media Tov AaPfvpvbov oto omoin Ppickoval Ta
eiktpa gvioyvong oe éva avTikeipevo Tomov «Vector.

H pébodog «loadBuffData ()» de déyeton Kamolo mWAPAUETPO Kol EMOTPEPEL £V
avtikeipevo Tomov «Vector». Anuovpyei éva avtikeipevo tomov Vector (buffVVector),
ovvdéetar oto Web Editor xou kotefaler 1o apyeio «buffFile.txt» 1o omoio kot
eumepExel 6 ta media Tov AafvpivBov ota omoia Bpickovrol ta piATpa vioyvonc.
AwPalel To apyeio kot amodnkevel KGbe eyypaen 610 avtikeipevo Tomov VeCtor mov
onuovpynece apywkd. TELog, emoTpEPEL aVTO TO AVTIKEILEVO.

loadEnemyData() — Kvpia Aegitovpyio: ovvdéeton oto Web Editor, katepfdaler to
apyeio «enemyFile.txt» kot amobnkever 6ho ta medio Tov AaPvpvbov oTo omoin
Bpiokovtot o1 €xBpoi o€ Eva avtikeipevo THmov «VECtor.

H pébodoc «loadEnemyData()» dc déyetar KAmMOW TOPAUETPO KOl EXIOTPEPEL EVaL
avtikeipevo tomov  «Vector»n. Anuovpysl  €va  avtikeipevo tomov  Vector
(enemyVector), cvvdéeton oto Web Editor kot katefalel to apyeio «enemyFile.txty
70 07010 Kol gumepLEYEL OAa Ta media Tov Aaupvbov ota omoia Bpickovral ot exbpoi.
AwPdletl To apyeio Ko amobnkevel KOs eyypaen 6to avtikeipevo tomov Vector mov
onuovpynoce apykd. TEAog, emoTpéPel aVTO TO AVTIKEILEVO.

loadEnemyFieldData() — Kbpia Asttovpyio: cvuvdéston oto Web Editor, koteBalet to
apyeio «enemyfieldFile.txt» kou amobnkevel 6o ta medior Tov AafvpivOov oto omoia
Bpiockovtat o1 xdpot eAEyyov TV exfpdV oe £va avtikeipevo Tomov «Vector.

H pébodog «loadEnemyFieldData()» d¢ déxeton KAmoo TAPAUETPO KOl EXLOTPEPEL EVAL
avtikeipevo tomov  «Vector»n. Anuovpysi  éva  avtikeipevo tomov  Vector
(enemyFieldVector), ovvdéeton oto Web Editor xor wotefaler 10  apyeio
«enemyfieldFile.txt» o omoio kot gpumepiéyet OAa ta media Tov Aafvpvbov ota omoia
Bpiokoviar ot ydpot eAéyyov tv exfpmv. Awpdlel to apyeio kol amobnikevel Kabe
gYYpop”n oTo ovtiKeipevo Tomov Vector mov dnuovpynoe apywkd. TEAog, emotpépet
OVTO TO OVTIKEIUEVO.

loadHealthData() — Kvpia Agrtovpyia: cvvdéeton oto Web Editor, xatepfaler to
apyeio «healthFile.txt» kot amobnkever 6Aa ta media Tov Aapdpwvbov ota omoia
Bpiokovtat ta eidtpa (onMg o€ éva avtikeipevo Tomov «Vector.

H pébodog «loadHealthData()» 6g déxeton kamow TOPAUETPO KOl EMOTPEPEL EVal
aviikeipevo tomov  «Vector».  Anupovpyst  éva  avtikeipevo tomov  Vector
(healthVector), cuvdéetonr oto Web Editor kot kotefaletl to apysio «healthFile.txt» to
omoio kot gumeptEyel OAa ta media Tov AafvpvBov ota omoia Ppickovtar ta @iltpa
Cong. AwPaler to apyeio kot oamobniedel KAOe €yypapr] OTO OVTIIKEIUEVO TVTOL
Vector mov dnpovpynce apyikd. TELOC, eMGTPEPEL AVTO TO AVTIKEILEVO.
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loadTrapData () — Kopio Aettovpyia: cuvdéeton oto Web Editor, katefdaletl to apyeio
«trapFile.txt» kot amoOnkedel 6Aa o media Tov AafvpvBov ota omoio Ppickovtar ot
nayideg og va avtikeipevo Tomov «Vector.

H pébodog «loadTrapData ()» de déyetar KAmowo TOPAUETPO KOl EMOTPEPEL £V
avtikeipevo tomov «Vectory. Anuovpyel éva avtikeipevo tomov Vector (trapVector),
ovvdéetar oto Web Editor ko xatefdler to apysio «trapFile.txt» 1o omoio at
eumepiExel 6o ta media tov Aafvpvbov ota omoia Ppickovion ot wayides. Aafdalet
10 apyxelo kol amobnkever kdbe eyypoer, oto aviikeipevo tomov Vector mov
dnuovpynce apykd. TéAog, emoTpEPel aVTO TO AVTIKEILEVO.

loadTreasureData() — Kopio Agttovpyio: cvvdéetar oto Web Editor, katepdalel to
apyeio «treasureFile.txt» kot amobnkevel 6Aa ta medion Tov AaPvpvbov ota omoia
Bpiokovtot ta avtikeipeva Oncavpol e Eva avtikeipevo Tomov «Vector.

H pébodog «loadTreasureData ()» dg d€xeton KAMOL0 TOPAUETPO KOl EMIOTPEPEL VL
avtikeipevo tomov  «Vector»n. Anuovpyst  €va  avtikeipevo tomov  Vector
(treasureVector), ovvdéetow oto Web Editor «xor  «kotefaler 1o apyeio
«treasureFile.txt» 1o omoio kot gumepiéyel OAa to medion Tov Aafvpvbov oto omoin
Bpiokovion Tt aviikeipeva Onoovpod. Awfalel to apyeio Ko amobnkevel KAOe
gYypapn oto ovtikeipevo tomov Vector mov dnuovpynoe apywd. Télog, emotpépet
OVTO TO OVTIKEIUEVO.

Camera

H xAdon «Camera» avtiotoyel omv kdpepo mov owoyepiletar tnv ontikny tov 3D
nepPdrrovioc. Awbéter peboddovg ot omoieg dwryepilovtal v kivion kot v
TEPLOTPOPN NG YOp® amd tov dova twv Y ko X. H képepa akoAovbel tov fpma kot
umopel vO GLVONKEC VO TEPLOTPAPEL KOt YOP® ATd AVTOV.

Opilovtor kaBolkég petafAntéc ol omoieg ™ BEom ™C KAUEPAS OC TPOS TOV TPELG
a&oveg tov yopov X, Y, Z. MetaPAntég Yo Tovg TpElS AE0VeEG TOV VTIGTOLYOVV OTNV
apywn 0éon g xapepag, omv tpéyovoa Béon ™, ot 0éon mpog v omoin Ba
KivnOet kot ™ B€om mpog v omoia Ba meprotpagel. Emiong opiCovtan petafintéc yuo
10 péyebog Tov moTdWATOG Kot T 061 TOL KEVTPOL TOL KLBOL TOL NPWOL.

Opilovtar 600 Oomuovpyol OMOV 0 TPAOTOC KOAEL TOV €0VTO TOV TEPVAOVTAS ©G
nopapéTpovg to aviikeipevo GL, kou 1t 6éoeg oto X, Y kau Z d&ova. O devtepog
IMNovpydS SEXETOL TIG TAPAUETPOVS AVTEG Kol Kokel T pnébodo «reset()».

reset() — Kopio Agitovpyia: emavopépel v Kapepa otnv apykn g 0éom.

H pébodog «reset()» de déyetan mapapéTpous Kot dev emotpépet kdmoto Tyun. Opilet
OTIG LETAPANTEG TTOVL OVTIGTOLYOVV OTN TPEYOLGA BEom TG KApepa Tig LeTaANTEG TOV

154



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

AVTIOTOYOLY oIV apylkn ¢ 0éom kot 0étel ko TIg ovTioTOl(eS TIUES OTIG
peTafAnTég Kivnong Kot TEPIGTPOPTG.

rotateY() — Kopuo Asrtovpyio: mepiotpépetl Ty Kapepo yopm omd tov aéova Y.

H pébodoc «rotateY()» déyetor g mopapetpo pio tiun «double» mov avrtiotoyel ot
yovio TEPIETPOPNG Kot OV eMOTPEPEL KAmowo GAAN. Evnuepdver v kaBoAkn
HETAPANTY OV aVTIGTOLKEL OTNV TTEPIOTPOPN YVP® amd T0 Y pe Pdorn v T g
TOPAUETPOV Kal 6T cLVEYELD kKaAel T uébodo «updateFwdDir()».

updateFwdDir() — Kopia Asgrrovpyio: emovadmoroyiletoaw m  Kotevbovon Kot
EVIUEPDVETOL.

H pébodoc «updateFwdDir()» de déyetar mapapuétpove Kol 0evV EMOTPEPEL TIUN.
Ymoloyiler v kotevBovvong otovg dEoves X kot Z 6tov 1M KAUEPO TEPLOTPEPETOL
YOpw amd tov déova Y evad 1 yovia vroloyiletal and tov dEova X. Xtn cvvéyeln
vroAoyileton 10 eminedo XZ OtV M KAUEPO TEPIOTPEPETAL YOP® amd Tov A&ova X.
Téhoc, evnuepmvovrtor o1 Béoelg g kapepag X Kot Z.

transFwd() — Kvpio Agtrtovpyio: gvnuep@vovtol ot HETOPANTEG TOV OVTIIGTOLOVV
otV TpéYovoa BECT TS KAUEPOS KO OVTY| LETAKIVEITOL.

H pébodog «transFwd()» déyetan pia mapduetpo tomov double mov avtictoyei oty
andotaon oty omoion Oa petokivnBel m kapepa Ko oev emotpépel Tun. Ot
KaBoMkEG petafAntéc e Tpéyovcag BEong e Kapepag evnuepm®vovTol Le Bdon v
TOPAUETPO GLTN KO TIC TIWEG TS Katevbuvong. 'Etol 1 kdpepo petokwveitor otn véa
g Béom.

glideFwd() — Kbpia Acttovpyia: 1 kduepo petakiveiton otovg dEoveg X kot Z.

H pébodog «glideFwd()» déyeton pio mapduetpo tomov double mov avtictoyei oty
andotaon oty omoio B petakwvnBel 1 KApEpo Kol OeV  EMIOTPEPEL  TIUN.
Evnuepdvetar n tpéyovca Béon otovg X kot Z a&oveg ¢ kdbpepog pe Paon v
TOPAUETPO OMOGTAONC KO TIG TYES TNG KaTeLOLVOTG.

position() — Kopia Agttovpyia: avtictoyel otn Bon g Kauepag Kot tov Npwa. /
KOpov.

H pébodoc «position()» de déxeton mapapéTpovg kat 6gv emiotpépst Tun. Kadel Tic
ueboddovg e «GL10» xhdong «glRotatef()» wou «glTranslatef()» 6mov n mpdTn
aQOpPA TNV TEPIGTPOPN TNG KAUEPOS Kot 1 OgvTEPN TN Kivnon g mpog pia
katevBvvon. Kot ot 800 pébodor déyoviar ¢ mopapeéTpovg TIG UETOPANTEG NG
Tpéxovoag Béong e Kapepoc. Availoyo e TV Kivinon g Kauepag Kveitar Kot o
Npwag / KOPOS yuo avTd KoL EVIULEPDOVOVTOL O LETOPANTEG TOT OVTIGTOLXOVV GTn BEom

Tov. Awtnpeiton Tavto pio GLYKEKPUEVT OmOGTOGT OVAUESOH GTNV KAUEPH KOl TOV
k0Po (CC_DISTANCE).
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KeyCamera

H hdon «KeyCamera» amotehel €vo HEGO HETAQPOAOTG KATO TO OTOI0 Ol EMAOYEC
TOV KOVUTIAOV UETATPETOVTIOL GE KANGES TPog TG nehodovg kivnong g kAdong
«Camera». Emiong, mapéyet kot m duvatdtnTa 0AAAYG KOTAGTAONS TS KAUEPAS OO
kivnon mave otoug aEoveg X Kot Z, TEPIoTPOQT| YOpw amd tov déova Y.

Apyd opifovtar ot KaBoAkeg petafAntéc mov aviietoryovv otn BEomn g Kapepag.
Opiletan éva avtikeipevo tomov «Camera» kou petafintéc tomov boolean ot omoieg
OVTIGTOLYOVV GTNV KOTAGTOOT T®V KOVUTIOV (oo amd avutd £xel emideyel). X
ocvvéyewn opilovtar o1 000 mOAVEG KATAOTAGES TNG KApepag Kot opiletal ) amdcTAoN
mov Ba davvel avdroya v kdbe koatdotoaon. Térog, opilovion ot petafAntég mov
avtiototryovv otn B€on Tov Ké€vrpov Tov KVPoV / fpwa 1 omoia aAAGLEL avAAoYa pE

™V Kivnon g Kapepoc.

Opiletan éva ONUIOLPYOS TS KAAOTG 0 0TT010G OEXETOL OC TAPAUETPO EVA AVTIKEILEVO
tomov «GL10». KaAeitoan  uébodog «loadMazeData()» 1 omoio. poptdvel T1¢ Oéoelg
TOV SOEGILOV GLGTATIKOV 6TO AafUptvOo Kot 6T GLUVEXELD YhXVEL VO EVTOTIGEL GE
molo medio €yel tomoBetnBel o Mpwoc. Aoy evtomicel 10 MEdI0 AVOAVEL TIC
CUVTETAYUEVEG TOV KO TIC HETATPEMEL 0€ GLVTETAYUEVES TOVv 3D mepiBdAiovtog. X
ouvéyewn TIg amodnkevel otig peTaPANnTéG Bcelg Tov KOPoV / Npma Kol TIC TEPVE MG
TAPAUETPOVS 6TO ONUIoVPYO TG KAAong Camera pe amotédlespa vo opilel TV apyikn
g Béom.

update() — Kvpwa Asgrtovpyio: evnuepdvel t Béon g Kauepag Kot tov KOBov /
Npowa.

H pébodog «update()» déxeton o¢ mapduetpo pion petafinti tomov «int» n omoio
OVTIGTOUYEL OTNV KOTACTOON TMV KOLUTIMV Kot 0V eMOTPEPEL kdmown Tiun. Koaiel
uébodo «readKeys()» otmmv omoio Kot TEPVAC MG TOPAUETPO TNV TOPAUETPO TNG
«update()» n omoia kot drafdler molo Kovumi emAEyTNKE. TTN CLVEXEW KOAEl TN
uébodo «updateCamera()» evnuepdvovtag 1t 0éon g Khpepac. Avdioyo
EVILEPDOVOVTOL KO O1 LETOPANTEG TOV AvTIGTOLXOVV 6T B€om Tov KLPoV / pwa.

readKeys() — Kopia Aettovpyia: opilet mowo kovumi Exet emheyei.

H pébodog «readKeys()»oéyetar g mapdpetpo pio petaPintn tomov «int» n omoio
OVTIGTOLYEL OTNV KOTAGTOON TOV KOVUTIMV Kot dev eMOTPEQEL kamow Tyn. EAgyyet
TNV TAPAPETPO KOt TOW0 ad T GLUPAvVTa KOLpTov TG kAdomg «GameCanvasy €yet
aAndng T ot opilet v avtictoyn KaBOAKN TN KOLUTWOD ®G OANONG
VIOOEKVHOVTOGS £TGL OTL TO KOLUTL aVTO EYEL EMAEYEL

updateCamera() — Kvpia Acgutovpyio: €Aéyyst v €mA0yn] TOL KOLUTIOD Kol
LETAKIVEL OVAAOYOL TNV KAUEPQL.
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H pébodoc «updateCamera()» de Oéyetal KOAmOW TOPAUETPO KOl OEV EMIGTPEPEL
kamota Tn. EAEyyxer €bv m kduepa eivol KATAGTOON TEPICTPOPNG 1 KOVOVIKNG
KIVNong Kot EVUEPMVEL TNV UETOPANTH EAEYYOV TOV KATAGTACEDV TNG. XTI CLVEXELN
eEAEYYXEL TNV KOTAGTOON QLTI Kot €AV €lval 6€ KATAGTOOTN KAVOVIKNG Kiviong eAEyyet
™V Katevbvuvon mov éxetl emdeyel. Eqv kiveitan pmpootd 1 wicw koheiton 1 péBodog
«transFwd()» kot eav Kwveitor 6e€16 | aplotepd kareiton 1 pébodoc «glideRight()» -
KOl OTIC OVO TEPUTTMOELS TEPVAEL 1 TOPAUETPOG OV AVTIGTOLYEL 6TO OGO Ot KivnOet
n xauepa. Edv n kdpepa mepiotpépetan EAEYYETOL EAV TEPIOTPEPETAL TPOS TA OEEL 1)
Tpoc To aplotepd kot koAel T pébodo «rotateY()» otnv omoio Ko TEPVA ®C
TOPAUETPOC 1 YOVIK TEPIGTPOPNC.

position() — Kbpia Aettovpyia: evnuepovet m B€omn g KAuepas.

H pébodoc «position()» de déxeton mapapeéTPovs Kol dev EMIOTPEPEL KOTON TIUT.
KaAei ™ péBodo «position()» tng khdong «Cameray pe omoTéELECUO VO, EVIIUEPDVEL
TO TPEYOV OVTIKEILEVO.

getltemXZ() — Kopuw Asuovpyio: emeepyaletan éva  medio, Swympiler TIg
OLVTETAYIEVEG TOV oToV GEova X Kot Z Kot TG omodnkedel o€ Eva avTIKEIPEVO TUTTOV
String.

H uébodog «getltemXZ()» déyetor o¢ mapduetpo €va avtikeipevo tomov String mov
aVTIOTOYKEL OTIG GLVTETOYUEVEG €vOG mediov Tov AafOptvOov kot emoTpépel €va
nivoka tomov String mov eumepiéyet SlokpTd TI cvvtetayuéves avtés. Enelepydleton
™V mopapetpo Ko dympilel i Tyég X kar Z 11 omoieg kot amobnkedel oe Eva
nivoka String 600 0écemv Kal Tov EMOTPEPEL.

Floor

H «\don «Floor» avtiotoyei oto 3D eninedo oto omoio Bpicketan o AafopvBog kat
6o To. ovoTaTikd Tov. O cVVELOOUOC TOALUTAGY avTIKEWEVOY «Floory cuvBétet To
damedo tov AafvpivBov 610 omoio Kvovvian o Npwag kot ot exfpot. ‘Eva avrikeipevo
«Floor» pmopeti gite va givar kavovikd gite va £ el 1010TNTES TOYidNC.

Opilovtar dvo dnpovpyol g KAAGNS, OTOL 0 £vag d€ OEYETUL TOPAUETPOVS KOl OEV
gxel mepleyopevo. O de0TEPOG EXEL EvVAL GOVOAO TOPAUETPOV:

o gl-tmov «GL10» mov avtiotoyel oto avrikeipevo tng OpenGL ES

o floorFnm — tomov «String» mov avticToryei oV idva 1 omoio Oo KaAVTTEL
TO GUYKEKPLUEVO TUNLOL TOV TOTOLOTOG

o Size — tomov «int» Tov avtioTot el 6To PEYEDOG TOV TUNUATOG TOV TATOUATOG

o myfx - tomov «float» mov avticToel oty BEoN TOV KEVTPOL TOV TUNUATOG TOV
TATOUOTOG 6TOV dEova TV X

o myfy - tomov «floaty mov avtictoyel ot B£0m TOV KEVIPOL TOV TUAKATOG TOV
TATONIOTOG GTOV dEova TV Y
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o myfz - tomov «floaty mov avticTorKel ot BE0om TOV KEVIPOL TOV TUAKOTOS TOV
TOTOUATOS 6ToV dEova twv Z

o myfloorid - tomov «String» mov avtictolyel 6To dvoua TOL TUNUOTOG TOV

TOTOUOTOG

access - tomov «boolean» mov opilel v ivotl TPOoPAGO 0T TOV PO

trap - tomov «boolean» ov opilet €av o TUHLO AVTO Eivar Tayida

trap_effect_type - tomov «int» mov avtictoyel 6ToV TOTO TNG Tayidog

trap_points - thnov «int» Tov avTIeTOLYEl GTOVE TOVTOVE SVVAUNG TNG TAYidOG

trap_affect - tomov «int» mov aviioToyEl  GTOLG TOVIOLE EMIBPACNG TNG

Toryioog

o O O O O

210 Ompovpyd tifeviar ot TWEG OV TEPVOLV MG TOPAUETPOL KOL GTN GUVEXELN
Kaieiton 1 péBodog «createFloor()» n omoio ko déyeTot MG TOPAUETPO TO PEYENOC TOV
QVTIKEWWEVOL. X1 cuvEyeln kKoleitor 1 uébodog «loadTexture()»m omoia ko d€xeTan
®G MOPAUETPO TO OvoUo TNG €KOVOS Tov Ba kaAvTTel To avTikeipevo owtd. TENog,
Kkaieiton n puébodog «glGenTextures()» tg OpenGL ES mote vo dnuovpynoet Tig
VOEG TOV OVTIKELEVOU.

createFloor() — Kvpio Aegttovpyio: onuiovpysl TIC KOPLEOEG KOl TIC VPEG TOL
OVTIKEWEVOL TOV TULLOTOG TOV TOTOOTOG

H pébodoc «createFloor()» déyxeton pio mapauetpo tomov «int» 1 omoia avtictoysl
010 HEYEHOC TOL OVTIKEWEVOL KOl Ogv emMOTPEPEL KAmow Tywn. Me Pdon v
TOPAUETPO OV TH 0PILEL TIG KOPVYES TOL TUNHOTOG TOV TOTOUOTOS TOV dNUOVPYDVTOG
éva, TeTpywvo. Avaloya dnuovpyel Ko v ver 1 omoia B tomobenOel Thvew oTO
TETPAY®VO AVTO.

loadTexture() — Kopia Acttovpyio: popTOVEL TNV VET TOV TUALOTOG TOV TOTMUOTOC

H pébodoc «loadTexture()» déyetan pio mapdpetpo tomov String mov avtietoryel 6to
OVopo TNG €KOVOG Ko O0gv emoTpéPel Kamowo Tyun. Anuovpyet éva avtikeipevo
EIKOVOG e PAOTN aLTA TNV TOPAUETPO KOl PETA TNV amodnkedel e €va EVIAUIEVTY
TOmoL «bytey.

draw() — Kopia Agttovpyio: oyedidlet to tunpa tov matdpatog oto 3D mepiailov.

H pébodog «draw()» de déxeton KAmolo TOPAPETPO KOl OV EMOTPEPEL KATOOL TIuN.
KoAel T pebodovg e OpenGL ES ot omoieg evepyomoiovv ) ypnomn tov mivikmv
GUVTETOYUEVOV TOV KOPLOOV Kot TG VENG Kotd T 3D emeEepyacio mepvavtag Tic
oonyleg emeEepyaciog Kol TOLG EVIAUEVTEG KOPLOOV KOl VOTG MG TOPAUETPOVS. XTN
cuvéxeln kokel ™ pébodo «setTexture()» mote va Oécel v VYN TAVEO ©TO
avtikeipevo. Me 11 kAnoelg ot pebddovg «glPushMatrix()» xar «glPopMatrix()»
eCaoparileTtor 6Tl 1 dnuovpyio TOV TUMUATOG TOV TOTMOWATOG O Bo emnpedosl ™
onpovpyia Tov dAhov oynudtov. Opiletor 1 B€on TOV KEVIPOL TOV OVTIKEWUEVOD,
opiletar n vopua kot oyedtdletot to teTpdymvo. TéLog, amevepyomolobvTal ot Tivakeg

Ko 1 eneepyacio g LENS.
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setTexture() — Kopio Agrtovpyia: opilel v ven 6To TUNRUO TOV TOTOUATOG

H pébodoc «setTexture()» de déyetar mopAUETPO KOl OEV EMGTPEPEL KOO0, TUUT.
Kaiei ™ «glBindTexture()» vy va desopedost v ekOvo Kot KoAel 1
«glTexImage2D()» dote va kabopicel TNV LEN Y10 TO SEGUEVUEVO GVOULA TNG EKOVOG,.
Téhoc, kakel dvo eopég T uébodo «glTexParameterx()» m omoio dayepileton ™
peyéBuvon kot T Gpikpuven g VENG.

getFloorWidth() — Kbpia Asttovpyio: emotpépet To mAGTOC TG EIKOVOC THG VOIS, Ag
dEXETO TOPOUETPOVG Kol EXOTPEPEL piot TN TOTOV «inty.

getFloorHeight() — Kvopio Agttovpyia: emotpépet 10 DYog TG ekdvog TG VENG. Ae
dEXETOL TOPOUETPOVS KoL EXOTPEPEL piol T TOTOV «inty.

getFloorRx — Kvpwa Asgttovpyio: emotpépel v Tiun tov 0e&ov uépouvg Tov
TUNHOTOG TOL TATOUATOS TOL A&ova X. AEYETOl MG TAPAUETPO TN TN TOV KEVIPOL
TOV TUNUATOG otov GEova X Kot emotpépel pio T tomov «floaty.

getFloorLx — Kvpia Agitovpyio: emoTpéPel TV T TOL APIGTEPOV UEPOVE TOL
TUNUOTOG TOL TOTOUATOS TOL aEova X. A€yeTon MG TOPAUETPO TN TYN TOV KEVTIPOL
TOV TUNUaTOG otov Gova X Kot emotpépel pio T tomov «floaty.

getFloorFz — Kopia Acgttovpyio: €moTpéPel TNV TIUH TOV UTPOGTIVOD UEPOVS TOL
TUNHOTOG TOV TOTOUOTOS TOV dEova Z. AyeTon ¢ TOPAUETPO TN T TOV KEVIPOL
TOV TUNUOTOG oToV GEova Z Kot emotpé@el pio T tomov «floaty.

getFloorBz — Kbpia Agttovpyio: mMOTPEPEL TV TN TOV TO® UEPOVS TOV TUNLOTOC
TOL TOTOUOTOS TOv AEovo Z. A&yetol ¢ TOPAUETPO TN T TOL KEVIPOL TOV
TURuatog otov dova Z kot emotpipel pio T tomov «floaty.

getFloorNeigbours — KbOpia Agttovpyio: emoTpEQEL TO OKTO TUALOTO TOV TOTMUOTOG
T OTO10L TEPIKAEIOVY EVAL GUYKEKPIUEVO TUNUO TOTOLOTOG.

H uébodog «getFloorNeigbours()» déyetar wg mapauetpo évo mivako tomov «Floor
TO OTO10 EUTEPLEYEL OAOL TOL TULLOLTO, TOV TOTMOTOS KO EMOTPEPEL £VOL TIVAKO TOITOV
«Floor» mov gumepiéyel Tov yeitoveg tov kdbe tpunquatoc. Awapaler 6Aa ta TuquaTa
Kot yuo kKaOe Eva eAEyyet edv etvon yertoviko kot og mota 0éom Ppioketon (pio and tig 8
Béoe1g Tov opilovta — Boppdc, vOTOG, avatoAr, dvon, fopeloavatolikd, BopelodvTikd,
VOTIO0vVOTOAMKE, Vvotiodutikd). Edv etvar yeitovikd 10 mpocHéter otov mivaka
«neighbourFloors» tov onoio kat emoTpéPel 610 TELOG e OAOL TO YEITOVIKG TUNMOTOL
VO VTAPYOVY GE QVTOV.

TexCube

H hdon «TexCube» dnpovpyet kou oyedialel tovg 3D kdPovg oto meptBdArov tov
oy vidlov. Ot kOBot avTIGTOOVV 6T LTOAOUTE GLGTATIKG TOV ALY VIOV Ta Omoin
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de oyedrdlel n kKhaon «Floor». Avtd onpaivel 6tL 1 KAdon «TexCubey dnuiovpyet kot
oxedldlel ta ovotatikd: Mpwa, &£xOpov, ¢iAltpov evioyvong, oiltpov w1,
AVTIKEIIEVO ONoavpov Kot Toiyov.

Apywcd opiCovtan ot kaBolkég petapintéc Béong tov Npwa / KOPoL Kot HETAPANTES
YOPOKTNPIOTIKOV TOV ToyvidwoL. Xt ouvvéyeln opileton €vag mivakag mTpog
amofnkevon TV yOpov eAfyyov €x0pov. Axolovbel éva mivokag tomov «bytex
(verts) o omoiog kol gUmEPLEYEL TIG KOPLPEC TOV KVPOL OTIG TPELS SOCTAGEIS KoL
amotehel oty ovcio to 3D povtélo. Xtn ocuvvéxewn opileton évog mivakag mov
EUTEPIEYEL TIG GLVTETAYUEVEG VONG oL B TomoBetnBovV oTIg TAELPEG TOov KOPOW,
évag mivaKag mov eUmEPLEXEL TIG VOpUES Yo kdBe mAgvpd Ko €vog mivoKag Tov
eumepéyel 1o péyebog Tov Awpidmv tprydvov yia kdbe pio mievpd — kdbe mAgvpd
amoteleiton omd 0VO AMPIOES.

Opilovrtan tpeig Onpiovpyol g KAdong. O mpdTog 0 01o10¢ d& dEYETON TAPAUETPOLS
Kol 0ev €xel mepieyopevo. O 0ebTEPOC 0 omoiog Oéyetanr OVO TAPAUETPOVS, EVa
avtikeipevo «GL10» kot To Ovopa Tng €1KOVOG TOV OVTISTOYXEL otV LY Tov O
tomoBetn el oe kdBe mAevpd Tov poviédov kVPov. Ecwtepikd, opilel oTov €00Td TOL
éva, ohVOAO TTPOKABOPIGUEVOV TOPAUETPOV apyknG vtoctaons. O tpitog o omoiog
déyeTon €vol GOVOAO TOPOUETP®Y Ol OTOIEG KOl TOV UETATPEMOVV GTO OVIIGTOLYO
ovotatikd. Ot mapdpeTpot avtol ivar ot e€ng:

gl - tomov «GL10» mov avtiotoryel oto avrtikeipevo g OpenGL ES

o texFnm- tomov «String» mov avtictoyel otV £1KoOVa 1 0noia. Bo KAADTTEL TO
OLYKEKPIUEVO KOO

o X - tomov «floaty mov aviiotoryel ot Béon tov Kévipov TOL KVPOVL GTOV
a&ova tov X

o Y - tomov «floaty mov aviiotoryei ot Béon tov Kévipov TOL KVPOVL GTOV
acova tov Y

o z-1omov «floaty mov avrtictoyel otn 6£om TOV KEVTPOL TOL KVPBOV GTOV GOV
Tov Z

o SC - tomov «float» mov avtictoyel ot KAipaka peyédovg tov KHPov
texcubeid - tomov «String» mov aVTIGTOEL GTO OVOLLO, TOV GVOTATIKOD
move_able - torov «boolean» mov opilet €dv t0 cvoToTKG / KOPOG PropEl va
Kivn0et péoa oo ydpo tov AafvpvBov

o aquir - Tomov «boolean» mov opilel €dv 0 cvoTATIKO ExEL omokTOEl amd ToV
npwo (apopd To CLETATIKA PIATP®V Kol ONGavPoD)

o control_area — mivakog tomov «String» mov gumepiE el TOVg XOPOLS EAEYXOV

ex0pov

o o0bj_speed - tomov «floaty mov avtictoyel oty TabHTTO TOL GLGTOTIKOD /
KOPov

o 0bj_health - throv «int» mov avticToyEl 6TOVE TOVTOLE LMNG TOV GLOTATIKOD
/ kOPov
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o obj_atkPoints - tomov «int» mov avtictolel otovg mOVTOVG EmiBeong Tov
oLGTATIKOD / KOBOL

o 0obj_defPoints - tomov «int» MOV aAVTIGTOLYEL GTOVG TOVIOLES GULVAG TOV
oLGTATIKOD / KOBOL

o obj_aglPoints - tomov «int» MoV avVTIGTOLYKEL GTOVG TOVTOLG EvEMEING TOV
oLGTATIKOD / KOBOL

o extraHealthPoints - tomov «int» mov aviieTotyel otovg TOVToLg LMNG TOL EYEL
éva ovoToTIKO GiATpov {ong

o buffType - tomov «int» mov avtioto el 6TOV TOTO EVOC GVOTATIKOD PIATPOV
evioyvong

o buffPoints - tomov «int» mov avtiotolel oTovg WOVTOVG Evioyvong &vOg
GLOTATIKOV QIATPOL gVioyLONG

o treasure_points - Tomov «iNt» OV AVTIGTOLKEL GTOVG TOVTOVE ONGOLPOD EVOG
GLOTATIKOV ONGavpov

O omuovpydg avabétel TIg TIWEG TOV TOPAUETP®V OTIG ovTioTOES KoBOoAKEG
netaPAntég Kat otn ovvéyeto Kahei tn uébodo «createCube()» yio tn dnpovpyio Tov
povtélov koPov kat t pébodo «loadTexture()» yia ) @OHPT®ON TS VPG TAVD GE
avtd 1o poviédo. Télog, kokel t «glGenTextures()»tng OpenGL ES mote va
OMNUOVPYNGEL TIG VPEG TOV AVTIKEUEVOV.

createCube() — Kopia Ascttovpyio: omuiovpyel TIC KOPLEEC KOl TIG VQEC TOL
AVTIKEWEVOL TOV KOPOL

H pébodoc «createCube()» 6g déyetar mopauetpokatl 6V EMOTPEPEL KATOWOL TIUT.
Opilel T1Ic KOPLPEG TOL KVPOL Kol TIC AMOONKEVEL GTOV EVTAUIELTY] KOPLPDV.
Avrtiotoyo onovpyet kot v veN M omoio Ba ToroBetnBel TAVD GTIC TAEVPES TOL
KOPBOL Kot TV amoOnNKeVEL GTOV EVIOEVTH VODOV.

draw() — Kvpia. Asttovpyia: oyxedialet tov kbpo oto 3D mepipaiiov.

H pébodog «draw()» de déyetan KAmolo TapAUETPO KOl OEV EMOTPEPEL KATOLO, TIUT.
Koket tic pebddovg g OpenGL ES o1 omoieg evepyomolovv ) ypfion twv Tvakwv
GUVTETOYUEVOV TOV KOPLOOV Kol TG VENG Kotd ) 3D emeEepyacio mepvadvtag Tic
odnyieg emeEepyaciog Kol TOLG EVIAUEVTEG KOPLOOV KOl VONG MG TOPAUETPOVS. XTN
ovvéyelo kakel ™ pébodo «setTexture()» wote va Bécel v ven wAve o©TO
avtikeipevo. Me 11 kAnoelg ot pebddovg «glPushMatrix()» xar «glPopMatrix()»
eCaopariletonr 6Tl 1 dnuovpyio TOV TUMUATOG TOV TOTMOWATOG O Bo emnpedosl ™
dnpovpyia T@v dAlov oynuatov. Opiletar 1 6€om TOL KEVIPOL TOL AVTIKEWEVOD, N
KMpoxo peyéBovg tov kor yuo kéBe Awpida tprydvov opileror M voOppo Kot
oyxeddleton n kdBe mhevpd tov KVPov. Térog, amevepyomolovVTOL Ol TIVAKEG KO 1
emelepyacio e vVONG.

setTexture() — Kopia Agrrovpyia: opilel Tnv ve1n 6TO TUALLO TOV TOTMOHOTOG
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H pébodoc «setTexture()» de déyetar mapApeTpo Kol €V EMGTPEQPEL KOTOWL TUUT.
Kaiei ™ «glBindTexture()» vy va desopedost v ekOvo Kot KoAel
«glTexImage2D()» dote va kabopicel TNV LEN Y10 TO SEGUEVUEVO GVOLLOL TNG EIKOVOC.
Téhoc, kakel dvo eopég T uébodo «glTexParameterx()» m omoio dayepileton ™
peyéBuvon ko T GpikpuveTn e veNG.

loadTexture() — Kopia Agttovpyio: poptdvel v ven Tov KOov

H pébodoc «loadTexture()» déxetar pio mapdpetpo tomov String mov avtietolyel 6to
OVOLOL TNG EIKOVOG Kot OgV EMOTPEPEL KAmO T Anuovpyel €va ovTIKEIPEVO
EIKOVOG He PAom avTt) TNV TOPAUETPO KoL UETA TNV amoOnKevEL o€ £vol EVTOUIELTN
TOmOL «bytey.

getCubeRx() — Kvpia Aettovpyia: emotpépet Tnv Tiur Tov 8e€100 uéPovg tov KHPOL
otov déova X. Aéyetor ¢ TAPAUETPO TN TN TOL KEVIPOL TOL KLPoL oToV dEova X
Ko EMOTPEQPEL pio Tiun tomov «floaty.

getCubelLx() — Kvpio Aettovpyio: emiotpéel TV TWUH TOL GPIOTEPOD UEPOVS TOL
KOPov otov dEova X. Aéyetar g MOPAUETPO TN TIUY TOL KEVTPOL TOV KVPOL GTOV
a€ova X kou emiotpéeet pio Tiun tomov «floaty.

getCubeUy() — Kvpia Asttovpyio: emotpé@el TV TIUN T0L TAVE® PEPOVE TOL KOOV
otov Géova Y. Aéyetol ¢ TUPAUETPO TN TN TOL KEVIPOL TOL KLPoL oToVv dEova Y
Kot EmoTpEQEL pio Tiun tomov «floaty.

getCubeDy() — Kvpio. Asrtovpyio: emotpépet TV T 10V KAT® UEPOVg TV KHPOL
otov déova Y. Aéyetol ¢ TAPAUETPO TN T TOV KEVIPOL TOV KVPov otov déova Y
Kot EmoTPEQEL pio Tiun tomov «floaty.

getCubeFz() — Kopio. Acttovpyio: eMOTPEPEL TNV TIUN TOV UTPOGTIVOD UEPOVS TOL
KOPov otov Géova Z. Aéyetal MG TOPAUETPO TN T TOV KEVIPOL TOL KVBOL GTOV
G€ova Z xou emotpéeet pio Tiun tomov «floaty.

getCubeBz — KbOpio Acttovpyio: emotpéPet TV Tun T0L To® uéPOvg Tov KHBOL TOL
otov Z. Aéyetor g mOPAUETPO TN TYWN TOL KEVIPOL TOL KVPov otov dEova Z Ko
emotpéPel pio tyun tomov «floaty.

getCubeVerticeBackRightXZ() — Kopwa Agttovpyia: emiotpépel ) wicw de&id Oéon
™G KOPLENG oL KLPOL oToLg GEoveg XZ. Aéyetar ®G TOPAUETPO TN TN €VOG
onueiov otov d&ova X kot emoTpéet pia tiun tomov «floaty.

getRandomFightNum() — Kopwa Agttovpyia: emiotpépet éva Toyaio aképaio apud
a6 10 KAEW0TO medio Tipav [1,20]. Ae déyetar TapaptéTpouvg Kot EMGTPEPEL pio TN
Tomov «int». Kakei ) pébodo «nextint()» tng khdong «Randomy» evd g mepvaetl wg
TOPAUETPO TN LEYIOTN aképota T and v omoio Ba cLAAEEEL TVYaiOVG APOLOVG.
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createARand() — Kvpa Aettovpyia: emotpépet évo tuyaio aképato aplOpd omd to
KAelot6 medio tudv [1,20].

H pébodog «createARand()» de déxeton TOPAUETPOVG KOL EMGTPEPEL LLia. T TOTOL
«inty. Ymoloyiler pe dSwapopetikd Tpdmo Ttov Tuyeio opldpd amd T pébodo
«getRandomFightNum()». KaAei ™ uébodo «nextFloat()» tg kAdong «Random» n
omoio Kol EMOTPEPEL pia TIU KvNTHG LITOSIAGTOANG omd To KAgwoTd medio [0,1]. X
OULVEYELD EAEYYETOL OE TO OAGTNUO OVIAKEL 1 TUYXOMOL TIUR TOL EMAEXTNKE KOl
amoOnkeveTal pio aképato TN amd to dtdotnua [1,20] n ool kKot emoTpEPETOL.

MazeOfTreasureVV2Canvas

H «Adon «MazeOfTreasureV2Canvas» eumepiéyel OAN TN Agttovpyio Kot T AOYIKN
Tov oy vidwv. Eivat n khdon mov cuvBétet kot cuvovdlel ta suototikd g OpenGL
ES teyvoloyiag Kol TV GLGTATIKOV TOV TAVIO00 MGTE OVTO VO EKTEAEITAL XN
KAGom ot Tpayuatonoleital | oyedioon kot 1 Katackevn tov 3D mepidiiovtog
KOl T®V GUOTOTIKOV TTOL TO OmOTEAOVV pe Pdon Tig odnyiec Tov apyeiov Tov
mayviov. Tn dnuovpyia tov mepPairoviog akoAovOel 1 cuveyng emavocyedioon
TOL GOUQMVO UE TIG EVEPYEIEC TOL YPNOTN HEGO GE OVTO KOU TO YEYOVOTO OV
evePYOTOLEL.

H «\don «MazeOfTreasureV2Canvasy €mekteivel Tn AEITOVPYIKOTNTA TG KAAOTG
«GameCanvas» kot epapudlel ) AsrtovpyikdTnta TG KAGong «Runnabley. Apywka
opileton éva TAN00¢ KOBOMK®V HETAPANTOV KOl TVAK®V TOL YPNCLLOTOI00VTOL OTd
T1g nebooovg g epappoyns. Opiletal o puOUOS avavEDONG TOV TANIGIOV Kol OTN
ovvéyeln opiletarl o KotevBLVTIKOG POTIGHAC. Opilovion ta avTikeipeva dwoyeipiong
Kol emeEepyasiog TV Ypaekav kal g ansikdviong g OpenGL ES. Akolovbel o
opopoc avtikewEvov mvakmv «Floory ta omoio Bo amoBnkevtovv ta TuRpOTO
TOTOUATOC KOl Ol UETOPANTEG Olaxeiptong tovc. Anpuovpyesitor 10 OVTIKEINEVO
«TexCube» mov Ba avtictoyel otov pwa (texCube). Katm and to tuqua « CREATE
VECTORS FOR DATA STORE FROM MOTWebEditor» opilovtat to avrtikeipeva,
ota omoio Oa amoOnkevtovv Ta dedopéva ov Ba «katéBovvy and tov Web Editor.

OpiCetar o omuovpyog g «MazeOfTreasureV2Canvasy o omoiog dg O€xeTon
ToPapETPOVG Kot otov omoio opilovtar ot ductdoels g 000vng Tov KvnTov.
Opileton to «Fonty v kiplrwv ctabepodv punvopdtov mov Ba anekovilovrol oty
0006vn kot kokeitan n uéBodog «loadAlWebInfo()» yia poptwon 6An g dwabéoung
TAnpogopiag mov vrdpyer otov Web Editor yw to mayvidt. Xt ovvéyeln
amoOnkevetal o apBpdc OAWV TV GLOTUTIKOV / KOPOV TOL KvoOvVIol HEGH GTO
AapopwvBo. Télog, dnuovpyel éva viua extéleonc, opilelt og aAnbég to yeyovog
EKTEAEGNC TOV KOl TO EEKIVAL

run() — Kopa Agrtovpyia: emavacyedialel cvveymg to 3D mepipdAiov Kot eKTeLEl TO
oy vidt
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H pébodoc «run()» amoterel ™ uébodo tov vijpatog «Thread» mov €yel dnuovpynOei
Kot ekteleotel amd to avrtikeipevo «MazeOfTreasureV2Canvasy. Apykoroovviot ot
2D xor 3D pmyavég ypagikev, kKoleitow m  pébodog «initGraphics()» Omov
QPYIKOTTOIOVVTOL TO YPOPIKG Kou ot oLvExew Koleitor m «initScene()» 6mov
apywomoteitan 1 3D oknvn. Oco 1 petaPinty extéleong tov maryvidtov (iISRunning)
etvor aAnOng, kokeiton n uéBodog «objectPositionMonitoring()» m omoia déxetar mg
TOPAUETPO TOL KIVOOLEVA avTikeipeva Tov AafvptvBov kot 1 omoia eAEYyel kKaOe popd
™ 0éom v omoia Ppiockovrtat. XN cvvéyelo Kahel tn pnébodo «update()» g kidong
«Camera» mepvoVTOG OC TOPAUETPOG TNV EMIAOYT] KOVLUTIOL TOV YPNOTH Kot
avavemvovtag T 0éom g khpepag Kot Tov Npwa / KoPov. Amodnkedel ) véa yovia
NG KAUEPOS KO TN GLVEYELD aroONKeDEL KAl TNV TN TOL GLVOAMKOV ONGaVPOD TOL
Oo  mpémer vo  GLYKEVIPOGEL O YPNOTNG YW va  Kepdicel TO  moryviol
(WIN_TREASURE) . Xt cuvéyela ehéyyetat €dv 0 Onoavpodg mov cLYKEVIPMGE O
xpotg eivan peyarvtepog amd v Ty tov «WIN_TREASURE» kot €dv woyvet
t6te opilel ta punvopata mov Ba epgovictodv oty 086vn kot KoAel ) péBodo
«stopRunning()» yia va dtakoyel v ektéleot Tov aryvidlov. Emiong, ehéyyetan €4
o1 movtotl {ong tov Npwa / KHPov givor piKpoOTEPOL 1 1601 TOVL UNOEVAS KOt €6V aVTO
woyvet 1ote opilel Ta unvopato wov Bo epeavictohv oty 006vn kot KaAel T pébodo
«stopRunning()» ywo va d10kOWeL TV EKTEAECT] TOVL TTALYVISIOV. TN GUVEXELN, KOAEL
™ uébodo «drawScene()» mote va oyedidoetl ™ tpéyovoa 3D ko 2D oknvn. Télog,
dwyepileTon 10 pLOUO TOV TAMGIOV GTOUOTOVTAS Yol AlYO TO VAN EKTEAECTC KO
ot ovvéyel otapatd Tig unxavég ypaeikov 2D kot 3D xohovtag ™ pébodo
«shutdown()».

stopRunning() — Kopia Aertovpyio: 0éter v Tiun eA&yxov Katdotaong eKTEAEONC
TOV VIHOTOG GE YEVLOEG. A€ OEXETAL TAPAUETPOVS KO OEV EMGTPEPEL KATO0, TUUN.

initGraphics() — Kopio Agttovpyia: apyikonotei tig 2D kot 3D unyoavég ypagikdv Kot
EAEYYEL Y10 TUYOV GOAALOTO EKTEAECTG

H pébodog «initGraphics()» dg déyetan mapapétpouve kot emoTpEé@el pio T tHmov
«boolean» 1 omoio kaBopilel €bv M eKKivVON TOV UNYOVOV YPAPIKOV HTAV ETITUYNC.
Apyd, omuovpyeiton éva avtikeipevo tomov «EGL10» 1o omoio exkkwvel v
OpenGL ES ka1 611 cuvéyeta eAEyyeTol av Tav €MTVYNG. TN CLVEXELD, opileTal N
ovvoeon g OpenGL ES pe 1 dwyelpion g anewdviong kot eAéyyetor av m
ovvoeon Ntav emroyns. Kobopiletor o apBuoc tov dwbéocymv dapopemcemy,
eréyyeTan €bv vapyovv Kot akolovBel o opiopog pio dwpdpewong RGB. Exiléystan
N owpdpewon mov tarpdler pe v opopevn RGB dwpdpemon. X cvvéyewa,
apywomoteiton to yevikd mhaico g OpenGL ES pe Baon v amewcdvion kot ™
SWUOPPMOoN oV opioTnKav Kot AEyyeTol €6v M apywkomoinon fNrav emituyns. Me
Baon 1o maicto avtd, ekkvodvtan ot unyavég ypapikmv 2D kot 3D kou eAéyyetan av
exkivnOnkov cwotd. Opiletar n emedveln oyedioong, mov aviotoyel o éva
napdBupo oto omoio Ba mpaypatomoleital | enelepyacio Kol EAEYYETOL 1] KOTAGTAON
™G. AKoAovBel 1 eykaBidpvon chvdeong TG AMEKOVIONGS, TNG EMPAVELNG GYEOIOONC
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Kot Tov yevikob mAaisiov g OpenGL ES pe 1o tpéyov vipa Kot eAéyyetot £vo
ovvoeon Nrov emtuyns. Edv 0o to otddla Mtav emtuyn TOTE €MOTPEPETAL pia

aAnOng Tiun.
initScene() — Kvpia Agtrovpyia: apyuonotei to 3D kot to 2D oknviko.

H pébodog «initScene()» de déyetan mapapéTpovg kot dev emiotpépet . KaAei
uébodo «setView()» wote va Bécel TV OMTIK NG KOUEPAS KOl OTN GLVEXELN
onuovpyet éva oaviikeipevo «KeyCamera» pe mopauetpo 10 tpéyov «GL10»
avtikeipevo g gpappoyns. Kadel ™ pébodo «glClearColor» tg «GL10» d6mov
opiler to ypodpo ToL TEPPAALOVTOG YOpov oe povpo. Korel Tic pebBddovg
«glEnable()», «glHint()» ko «glShadeModel()» yia t diayeipion tov Babovg Kot g
okiaong Tov mepiBarrovtoc. Télog, kakel T pébodo «addLight()» yio v mpocOnkn
QOTIGHOY oT0 Y®po kot Tt uébodo «createScenery()» yw ™ Onuovpyio TOL
OKNVIKOVD.

setView() — Kdpia Aettovpyia: 0£tel TV onTIKN TNG KAUEPOS.

H pébodoc «setView()» déyetar tpeig mapapétpovg tomov «floaty kot dev emotpipet
KAmoto, Tiun. XT1¢ Topouétpoug pia POy avrtiotoyei oto «fovy» tng omtikng, pio poy
avTIoTOEL otV KOVTVOTEPN amd TV Kauepo amdotact (Near) kot oe pio mov
QVTIGTOLYEL OTNV MO AMONAKPLGUEV oo v Kapepa amdotacn (far). Kodel
uébodo «glViewport()» tg «GL10» 6mov opileton o ydpoc oyedioong vo givar i610¢
ue to péyebog tng 086N TG CLOKEVNG Ko 6TN cLvEYELD opiletar To «frustumy g
OTTIKNG Ko TiBevTan o1 1010t TEC TG,

addLight() — Kopa Asrtovpyia: opiletl kot tpoobétet 1o pwtiopd oto 3D nepifdilov.

H pébodog «addLight()» de déyeton mapapétpovg Kot eV EMOTPEPEL KATOL0, TIUT.
KaAei ™ pébodo «glEnable()» g «GL10» yia va dnuiovpynost Tig cuvOnkeg
QOTIGUOV Kol oTn cvvEYELn opilel dVo €101 POTIGHOV Yo To 3D oKknviKo: POTIoUO
nepipdAlovtog yopov (ambient) ko daysov ewg (diffuse). I'a va opilet ko ta 60
€ion kakei ) «glLightfv()» kot mepva t1g KaTdAINAES TOUPAUETPOVG,.

createScenery() — Kopia Agttovpyia: @optdvel OAN v TAnpoopia yio 1o Aafdpivbo
KOl TO GLOTOTIKG TOV, ONUOVPYEl TO OVTIKEIUEVO NG EQOPUOYAG TOVL  TOLG
AVTIGTOLOLV Kot dnpovpyet oAdKkAnpo to 3D oxnviko.

H pébodoc «createScenery()» o€ d€xetol mapapéTpous Kot 0V EMCTPEPEL KATOLN
. Apyikd, omuovpyel éva obvolo oaviikelpwéveov tomov «Vector» ta omoio
OVTIGTOL(OVV OTIS YPOUUES TOV 0160140 TaToL AdfUptvBov. Xtn cuvéyela dfalet OAa
T0. 0edopEVE TOV €xouv amoBnkevtel oto avtikeipevo «wmot_mazeDataVector» kot
EAEYYEL GE TOWL YPOLUY] OVTIGTOL(OVV Kol T OTOONKEVEL GTO AVAAOYO OVTIKEIEVO
YPOUUNG G €va avTikeipevo tomov «apiMazeDatay. A@ov 0AOKANP®GEL TO TEPUCLLA
oMoV tov mediov mov vmdpyovv oto  «wmot_mazeDataVectory, okoiovBel m
LETOTPOTY TOVG G€ avTikeipeva tomov «Floory. Extog amd ta mpokabopiopéva dpia
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0V AafOptvBov dMUIOVPYOLVTOL TO TUNUOTO TOTMOWUATOG Y. 0Ao To AafOpivOo.
Kabog 10 péyeboc tov Aafopvbou eivor mpokabopiopévo (20x20), yio kabe ypopun
tov  AafopwvBov  eAéyyxert to avtiotoro avtikeipevo «Vector» o©t1o omoio
amodnkevmkav ta «ApiMazeData» yio kdOe medio g ypouuns. Aniadn, yio kébe
ypopp eAéyyetatl To kdbe medio g — EAEYYETAL AV OTO EKAGTOTE eSO £XEL ovaTeDel
o amd TG Kotootdoels: toiyov (W1), ddewo (cl), mayidog (trl) kot aviroyo
dnuovpyeitan o avrtictoyo avrtikeipevo «Floor pe tic amoapaitmteg mapapéTpoug
mov 1oL divouv 1o avtiotoro yoapaktplotikd. Edv de Ppebel kdmoio omd Tig
KOTOGTAGELS OVTEC TOTE TO TUNLO TOL TOTOMOTOS Oewpeitol Katdotaong adsov (Cl).
X mepintwon ¢ moyidag, SwPdletar to «wmot_trapltemsVector» oote va
avaKkTNBovv Kot Vo OpleTOVV TO YOPUKTNPLOTIKA TNG Toyiddg TOv LAAPYEL GTO
ovykekpévo medio. H dwdwoasio eravaloppdveror yio OAEG TIC YPAUUES KO OO TO
nedio tovg. Télog, Ol ta avtikeipeva «Floor» mov dnuovpyndnkay amodnkebovral
oe éva mivaka (allFloorsArray).

AxolovBel m onuovpyion TOL AVTIKEWEVOL TOL Mpwa / KOPov, kKaTd TNV omoia
avaktovtor and to «wmot_playerltemObj» ot Tipéc TV 1810t TOY TOL TOL £YOVV
optotel ko dwPdaleTton o «wmot_mazeDataVector» yia va eviomiotel 1 0éom Tov.
[Ipaypatomoteitan Eleyyoc ota media Yo TV Katdotaon «Ply» kot agov eviomioTel
kot avoivBel n Béon tov ota onpeio Tov 3D wEPIParirovtog TdTE dnovpyeitan Eva
avtikeipevo «TexCube» mov avtiotoyel otov fpwo (texCube). Xt ovvéyeia
onuovpyovvtol To avtikeipeva totyol / KOPol mov vrapyovv oe KABE Ypoapu Kot
amoOnkevovrar o éva  «Vector» (vWalls). Xt ouvéyewn, o Mpwag kvPog
amofOnkevetar oto avoouata «allCubesArrayV» mov 0o eumepiéyer 6lovg ta
avtikeipevo «TexCube» kot «movingCubesArrayVy» mov 0o eumepiéyet OAa o
Kivovpeva ovtikeipeva « TexCubey.

AxolovbBel n dnuovpyia Kot TOV VTOAOIT®V GLGTATIKAOV / KBV ToL Taryvidlov. [
m  onuovpyla TV  avikelwévov  Onoovpov  /  kvPov  dwPaleton  To
«wmot_treasureltemsVector» kot yin kdbe otoryeio ompovpyeitor £vo OVTIKEILEVO
«TexCube» pe yapoxtnpiotikd Oncovpod 10 onoio tomobeteitan otn Oéon moOL £)EL
opwotel.  Kdébe avrikeipevo  Onoovpod  amobnkeveton  oto avOGHaTO
«treasureObjVector» kot «allCubesArrayVy». T'ia ) dnpovpyic TV AVTIKEWEVOVY
eiltpov evioyvong / koPfov dwPdaletar to «wmot_buffltemsVectory kot yuo kéOe
otoyeio dmuovpyeitan éva avtikeipevo «TexCube» pe yopokmpilotikd @iltpov
gvioyvong to omoio tomoBeteiton otn 6éom mov €xel oprotel. Kdabe avrtikeipevo
eiltpov  evioyvong amobnkedetar ot avoopata  «buffObjVectory kot
«allCubesArrayVy». T ™ onuovpyio tov avtikelpévoy @idtpov {ong / kvpov
dapaletoan to «wmot_healthltemsVector» kot yio kGbs otoryeio dnpovpyeitan Eva
avtikeipevo «TexCube» pe yapoaxmpioticd giltpov {ong to omoio Tomobeteitan o
0éom mov €xet oprotel. Kdbe aviikeipevo gidtpov {ong amobnkevetal oto avicpoTa
«healthObjVectory» ka1 «allCubesArrayV».
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AxoiovBel M onuovpyio TV avTIKEWEVOV €xOpov / KOPov, Kotd TNV omoia
dwPaletar to «wmot_enemyltemsVector» kot amobnkedovior o€ pPETAPANTEG TOL
otoleln Tov KGO erBpov mov €yovv opiotel. Emiong dwPaletor 1o
«wmot_enemyFieldltemsVector» vy va avaktnfodv ot ydpot eAEyxov mOL
avTiototyovv otov kébe gxfpd. Apov avaktnBoviv dAa ta ctoryel Tov €xOBpov TOTE
dnuovpyeitan évo avtikeipevo «TexCube» pe ta yapaxmmpiotikd xfpov. To kdébe
avtikeipevo gxbpov / kOPov amobnkevetar oto avdouata «enemyObjVectory,
«allCubesArrayV» kat «movingCubesArrayV».

drawScene() — Kopia Aertovpyio: oyedidler 1o 3D ko 1o 2D oxnvikd (unvopata
TANpoeopiag) otnv 086V TS GLGKELNC.

H pébodog «drawScene()» de déxetar mopapéTpous Kot 0V EMOTPEPEL KATOL0 TIUT.
KaAei ™ pébodo «drawSceneGL()» n omoia oyedialet pe ) ypnon e OpenGL ES.
>t ovvéyewn oyedialel Ta 2D ypapikd mov apopd d16O1AGTATO KEILEVO TOV TOPEYEL
TAnpogopia yi to moyviot. Opiletal 1o ypOUO KOt 1] YPOUUOTOGEPE TOL KEWEVOL
Kot kaAeiton n «drawString()» tg «Graphics» ywa ™ oyediacn tov Kewévov mhve
otV 006vn. Xxed1dleton o dvopo mov £xel 0modobel 6To TaLVidl, 0 TpEYoV Oncavpog
mov €yl cLALEYOEL, N TpEYovTeg TOVTOL LONG TOL NP®a KoL 0 pLOUOC Thousiov. Edv to
mayvior ocvveyiletor kol vapyxel copPav pdymg tote oyedalovion otnv 0oV TOL
KEPEVO TOL OVTIOTOLOVYV GTO OVOUO TOL NPM®O Kol TOL €x0pov, GTOLG TOVTOLG
emifeong kot auovvag, otovg movtovg {mng tov gyBpov. Emiong, ava ydpo pdyne,
oyedlaleTor VLI TOL ONAMVEL TTO10¢ EMTIOETOL KO TO0G OUVVETAL KO €6V 1
eniBeon Mrav N Oyt emroyns. Emiong, €dv o Mpwag omoxtioel @idtpo Cong
epeavifovton ot movtotl {one, av amokINoel kdmoto Inocavpd epeavifovior ot TOVToL
Onoavpov, edv amoKTHGEL PIATPO evioyvong epeaviCovtal o1 TOVTOl EVIGYVOoNG Kot M
W010TNTO TOV EVIOYVETAL, €6V EVEPYOTOMGEL TTayida ep@aviletal v TNV améPuye 1
Oy Ko T1 emidpaon giye mavo tov. Emiong, eléyyeton edv o pmag Exace 1 kEPOIGE TO
oy viol Kot epeaviletol To avTioToro VUL,

drawSceneGL() — Kvpio. Asgttovpyio: oyeddler 1o 3D oxknvikd oty 086vn g
GUGKELY|G.

H pébodog «drawSceneGL()» de d€xeton mapapéTpoug Kot dev emoTpéQet Tiun. Kodel
™ «eglWaitNative» tg «<EGL10» mote va dmoet ypovo etolpaciog ot OpenGL ES
TP oyedioel Kot ot ovvexela Kabapilel Tovg evrapentés ypdpotog Kot fdbovg.
Opilet Tovg petaoynUATIc OV HOVTEAOTTOINGNG Kol OTTIKNG, TN 0E0M TG KANEPOS Kot
Béter v KatevBuvon tov PTéc. o Kabe éva and Ta aviikeipeva mov givar yo vo
oXe018GTOVV, EAEYYETAL 1] ATOGTOCT) TTOL £YOLV OO TNV Kapepa. Movo ta avtikeipeva
nmov Ppiokovtol o€ cvykekplévn amdotacn omd TV Kapepo oyedalovral. H
epappoyn oxedlalel e KAOe ypoppun Tov AafupvOou To TUNHOTO TOTOUATOS KoL TOVG
toiyovg / kVOPovg. AxorovBel m oyedioon TV Onoovpodv / KOPoV, VO TPV 1|
oyedlaon eAéyyetol edv  oLYKEKPILEVOS KOPOG / Bnoavpog éxel amoktnbel dote va
avarpebel n oyediaon tov. Eqv amoxtifnke 1dte av&dvetar To GuvoAo tov Oncavpol
mov €xel ovAheybel. Xtn ovvéyewn, mpaypatomoleital 1 oxediaon TV EIATpOV
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evioyvong / koPov, eved mpwv v kbBe oyediaon eAEyyeTol €GV TO GUYKEKPIUEVO
¢@iktpo evioyvong / kOPog €xel amokbel dote va avapebet n oyedioon tov. Edv
amokTNONKe TOTE EAEYYETOL O TOTOC TOV KO OLEAVETOL 1) AVTIGTOYN 1WOOTNTO TOL
npwa. Axoiovbei, n oyedioaon tov @iAtpev (ong / kOPov, eved mpwv v kdbe
oyediaon erEyyetal v 10 cuykekpiévo eiktpo Lmng / KOPog éxel amoktnOel Mote va
avarpebel n oyxediaon tov. Edv amoxtiOnke t6te av&avetor Kot 1 uvolkn {on Tov

npwa.

Endpevo Prpa eivon n oyedioon tov exfpov / kOPwv 6mov yia kabe £x0pd kaleiton n
puébodog «MoveManagementy mov dwayepiletar v kivnon Tovg. XTn GLVEXELN
QOPTAOVETOL  TO  OVTIKEIlEVO  T0L  Mpwa kot koieiton 1 péBodog
«checkFightConditions()» mov &léyyel €dv 1KavomowovVIOL Ol GLVONKES Yoo TNV
extéleon payne. Edv wavomotovvtol kot o1 wovtor (mng Tov Mpma Kot Tov gxpon
elval maveo amd 10 UNdEV TOTE POPTAOVOVTOL Ol WIOTNTES TOLG KOL GTN GULVEXELN
Kaieiton n pébodog «getRandomTurnFight()» ywo va opicel molog Oa emtebei oto
yopo. MoOMg amopaciotel kaAeitor M pébodog «attackSystem()» m omoio Ko
dwyepiletan To cvotnuo payms. Télog, eav o exBpoc eivar akdpa Cwvtavdg koieiton
N uébodog «draw()» kot Tov oyedidletl.

Axolovbel o opiopdg ™ véag Béong Tov Mpowa kol KoAeitor m pEBodog
«createBoundingBoxeslI()» 1 omoia eAéyyet Yo TUXOV GLYKPOVGELS AVTIKEIEVDV GTO
ydpo. Emiong, kaieiton ko  péBodog «floorManagement()» mov eléyyet To cboTnua
Kivnong 610 Y®dpo Kol ONAGVEL €0V EMTPEMETAL 1] EMOUEVT] KIVI|GN GTO GTOYELUEVO
x®po. Téroc, oyeddleton o Mpwoag / KOPOG Kol OVOUEVETAL 1| OAOKANPW®ON T®V
evepyelwv oyediaong omd v OpenGL ES wpwv kheicel | ovvoeon.

shutdown() — Kbpia Aettovpyia: tepuartiCer tnv OpenGL ES.

H pébodoc «shutdown()» de déyetan TopaUETPOVS Kot OEV EMOTPEPEL KATOOL TIUT.
Kotd ™ pébodo avtn, 1 amekovion, 1 enpavelo oyedioong Kot To YEVIKO TAOIG10 NG
OpenGL ES amoocvvdéovioaw omd TO0 TpEYOV VAUO KoAdvioag TG MeEBOdOVG
«eglDestroyContext», «eglDestroySurface» «ot «eglTerminate» g KAdong
«EGL10».

createBoundingBoxesll() — Kbpio Agttovpyia: doyepiletar ™ ocvykpovon petaé&d
TV avTIKeEWEVOV 610 3D mepidirov.

H pébodog «createBoundingBoxesll()» déxeton pio mopapetpo tomov «Vectory m
omoio gumePEXEL TO GLUVOAD TV OVTIKEHEVOV KOPBOV TOL Toryvidoy Kot dgv
emoTpéPel Kamoo Tiun. Anuovpyet wivakeg tomov «floaty mov avtictoryovv ota €&
avTiKplotd kevipued onpeia Tov kébe kOPov (RX, LX, Uy, Dy, Fz, Bz) xat ota omoia
opiler 0 péyeBoc tovg. Awfaler o meplEYOUEVO NG TOPAUETPOVL TNG HeBOSOL
(allcubesV) kot yio xkdBe éva otoyeio g dMUOVPYEL Eva TPOGWPIVO OVTIKEIIEVO
«TexCubey. EAEyyel tv amdoTacn oV £YEL TO KABE AVTIKEILEVO OO TNV KAUEPQ. KaL
eqv elval péoca oto amodektd Opro tOTE avabétel T Bécelc Tv £E1 Khplwv onueimv
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TOV GTOVG AVTIGTOYOVG Ttivakeg BEong. Metd v amofnkevon OA®V TV oNUEil®V TV
KOPwv mov vmdpyovv Kovid otnv euPérel g kdhpepag, SaPdler kol mAAL TO
nepieyopuevo tov «allcubesVy kot dnpovpyel ko TaA va TPOG®PWVO OVTIKEIEVO
amofnkevong «TexCube» yio kébe otoyeio tov. XN cuvvéyewn, amobnkevdel v
TpdoToTn T TG KdBe KOpLENG TOL KOPOL TOL TPOKVATEL GTO AVTICTOL(O TTIvVaKa
pwv  Bécewv. Me 10 ouvdvooud TV TOV  ovteov  koiel ™ péBodo
«checkCollision()» n omoio Tig déyeTOl WG TAPAUETPOVS KO EAEYYEL €GV LILAPYEL
oVYKPOLOT| HETAED TV KOP®V — KIVOUUEVOV Kol pUn. AVAAOYQ T TAELPE TOL KOBOV N
omoio. NpBe oe oOyKkpovon opileton G oAndNg kar M avtiotoyn HeTaPANT TOL
kaBopiler v mievpd. Kor oe mepimtwon ovykpovong,  koiel 1 pébodo
«controlPhysicsll()» ®ote va dtayeptotel T GVYKPOVOT HE TO TPEXOV AVTIKEIUEVO /
KVvpo.

checkCollision() — Kopio Agttovpyio: eréyyel €dv vmapyel ovykpovon peTod TV
AVTIKEWEVOV / KOBwV.

H pébodog «checkCollision()» déyeton éva obvoro mapapétpov «floaty xat
EMOTPEQEL pio T TOmov «booleany. H mpdtn mopduetpog avtiotolyel 610 péyioto
onueio tov KOPov otov dEova X, N 0e0TEPN MOPAUETPOG OVTIGTOLXEL GTO EAIYIGTO
onueio Tov KOPov otov dEova X, n TpiTN TOPAUETPOG AVTIGTOLXEL GTO PEYIOTO ONUETD
0V KOPBoL otov dEova Y, 1 TETOPTN TAPAUETPOS AVTIGTOLXEL 6TO EAGYIGTO ONUEID TOV
KOPov otov dEova Y, 1 TEUMTN TOPAUETPOS AVTIOTOUKEL 6TO UEYIOTO OMUEID TOL
KOPBov otoVv dEova Z, 1 £KTN TOPAUETPOS AVTIGTOXEL 0TO EAGYIOTO oMpeio Tov KOPov
otov d&ova Z. Ot eMOUEVES TPELS AVTIOTOYOVV G6TOV AALO KOO HE ToV omoio yiveTou N
OVYKPOLGT KO OVTIGTOLYOVV GE TPELS KOPVPEG TOV OV OMOTEAOVV £VOL TPLOIIGTOTO
Tunpa tov. EAEyyetal edv 1 kopu@r| Tov £vO¢ KOPOL €1GEPYETOL GTO YDPO TOV AALOL
Kot ov avtd cvuPaivel TOTE EMOTPEPETOL OTL G GLYKPOLON Eivorl aANONG.

controlPhysicsll() — Kbpia Agrtovpyio: dnidvel oo omd o GLOTATIKG Onoavpov,
eiATpov (mn kol GIATpov evicyvong amokTHOnKe omd Tov Npwa.

H pébodoc «controlPhysicsll()» déyetar w¢ mopduetpo éva avtikeipevo «TexCubey
oL avTIoTOLEL 6€ éval amd To cvoTaTIKA Onooavpov, @iktpov {wn kol EIATPOL
evioyvong kor dev emotpépel kdmoto Twr. Katd ™ pébodo, opiletor 6t 10
avTiKeievo / KOPog 10 0moi0 TEPUGE MG TAPAUETPOS OMOKTNONKE OO TOV PO

createFloorBoundingBoxes() — Kopia Agttovpyia: opilel Ttovg vontong Tp1didotatong
YDOPOVS TOV TUNUATOV TATOUATOG OCTE VoL EAEYYETAL 1] £16000G Kot 1 Kivnon o€ avTd.

H pébodog «createFloorBoundingBoxes()» déyetar éva. GOVOAO TOPUUETPOV KOl
EMOTPEPEL £va avTikeipevo «Stringy». Q¢ mapapétpovg déyetan Eva mivaka «Floory
TOV EUTEPIEYEL OAOL TOL AVTIKEIHEVO TUNUATOV TTaTOUTOC, Wia petafinty «floaty mov
avTioTolel 610 onueio Tov KvoOUEVOL avTIKEWEVOL / KOBov otov dova X, pio
uetapinm «float» mov avtictoyel 6To onpeio Tov KOLHEVOL AVTIKEWEVOL / KOOV
otov afovo Y kou pion petaPAnty «String» mov avtiotoyyel ©6To OVOUO TOV
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avtikelévov ovtov. Opilel Tov mvoKEG TOV AVTIGTOLYOVV GTO TECGEPO KEVIPIKA
onpeio Tov TATORATOG Kot 6T cvvExEln dtaPdlel Tov Tivaka Tov EUTEPLEYEL OAL TO
avtikeipevo tunuatov tatopatog (allfloors). Tho kabe tpéyov TuNpa TOTOWROTOC
amoOnkevel to. onpeion TOV OTOVG TIVOKEG Kol TN oLVEXElD KoAel T pEBOdO
«checkFloorEnvasion()» oty omoia Kot TEPVA OC TAPAUETPOVS TO, GNUELN AVTA KO
eAéyyel €av o kOPog eeépyetan 6to TUNA owTo. Edv KAmowog kHPog ee€pyetan 6To
YOPO TOTE EAEYYETOL EAV UTOPEL VO UTTEL GE ALTOV KOl €AV var, EAEyYeTOL €0V €fvan
nayida. Edv sivor moyida, ovoktdvtor ot d10ttég g kot KoAgiton 1 pébBodog
«trapEventOn()» mov dwyepiletarl to cuoTNUO TAYIOAG KOl OEXETOL MG TAPUUETPOVE
T1G 1O10TNTES AVTEC,

checkFloorEnvasion() — Kvopia Agttovpyio: eEAEyyel €V 0KOTEVEL KATO10G VoL EIGEADEL
GTO YMPO TOV TUNUOTOS TOVL TATMUATOC.

H pébodog «checkFloorEnvasion()» &éxetan éva obvoro mapapétpov «floaty xat
EMOTPEQEL pio T TOmov «booleany. H mpdtn mopduetpog avtiotolyel 610 péyioto
ONUEID TOV TUNUATOG TOTOUOTOS 6ToV dEova X, 1 de0TEPT TOPAUETPOS AVTIGTOLYET
0TO €AIYIOTO ONUEID TOV TUNUOTOC TATMOWUATOS 6ToV dEova X, 1 TPitn TAPAUETPOS
aVTIoTOKEL 0TO PEYIOTO ONUEID TOVL TUNHOTOG TATMOWUATOS 0ToV Agova Z, N TETapTn
TOPAUETPOC OVTIGTOLYEL GTO EAGYIOTO GNUEID TOL TUNUATOG TATAOUUTOG GTOV AEova Z.
Ot dAAeg 00O TAPAUETPOL AVTIGTOLYOVV 0T onpeia X Kol Z Tov KIVOOUEVOL KOBOV.
EAéyyeton edv 0 k0Pog €10€pyeTOn HEGO GTO TUNUO KO EMOTPEPEL OANONG TN €AV
woyVEL

floorManagement() — Kvpwa Agttovpyio: dayepiletonr v kivnon oto ydpo Tov
AafopivBov

H pébodoc «floorManagement()» déyetanr w¢ mapouétpovg éva mivaka «Floor mov
EUTEPLEXEL OAOL TOL OVTIKEIUEVO TUNLOTOG TATMUATOG Kol €va ovtikeipevo «Vectorn
OV EUTEPLEYXEL OAOL TOL KIVOVUEVA OVTIKEILEVOD / KOPOVG. AgV EMOTPEPEL KATOL TIUT.
Anpovpyet éva TPosmPve avTIKEILEVO OV aVTIoTOXEL 6TOV Npwa / KOPO Kot KaAel
™ uébodo «createFloorBoundingBoxes()» mepvmdvtog g mapapétpovg t 0éon tov
KOPBOL Kot TOV Tivaka pe OAo to TURATO TOTORNTOS. EGv 1 €l0000¢g dev emtpémeton
0T0 TUHO 610 omoio gwoépyetor / Ppioketar 0 KOPOG EMGTPEPEL GTNV TPOTYOVEVN
10V B€om OAMOG TPOYWPAEL GTN VEX TOV.

objectPositionMonitoring() — Kopio Asgrtovpyio: mapoakolovBel tic Oéoeig tv
KIVOOLEVOV KVUB®V

H pébodog «objectPositionMonitoring()» déxetar wg mapdpetpo éva Vector pe dAa to
Kvovpeva avtikeipeva kol dgv emotpéeet kdmota . Awfalet Oha ta Kivovpueva
avTiKeipeva Ko amodnkevet T1g televtaieg Tovg Béoelc.

MoveToDestination() — Kopia Asgitovpyio: petaxivei 1o kivobpevo koo oty
emoOEVT BEGT TOL TPOOPIGLOV TOV
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H pébodog «MoveToDestination()» déxetar éva cvuvoro mopouétpov «floaty xat
emoTpEQel éva mivaka tomov «floaty. H npat mapduetpog avtictoryel otn tpéyovoa
0éon otov G&ova X, 1 0e0TEPT MOPAUETPOG OVTIOTOLEL 0T TpEYOoLSa Béon oTOV
aEova Z, n tpitn moapdpeTpog avtiotoyel ot 0éon mpoopiopov otov déova X, 1
TETOPTN TOPAUETPOS avTioTolkel ot BEon mpoopiopod otov Aova Z kot 1 TEUTTN
TOPAUETPOC avTioTolyel otnv tayvtto pe v omoia Ba kivnbel o KOPog otn véa
0éon. EAéyxetor m xatevbuvon mov Oo mpémer v axolovbnoer o KOPog Kot
emoTpEPETOL 1 VEX TOL OEom.

MoveManagement() — Kvpia. Agttovpyia: dayepiletar v kivion tov ex0pdv 6to
YDOPO EAEYYOV TOVG

H pébodog «MoveManagement()» d&xetor TPES MOPAUETPOVS KO OEV EMGTPEPEL
kémow tywn. H mpotn mopduetpog sivar tomov «TexCube» kol avtictolyel otov
ex0pd / kOPo, M debtepn mapdpeTpog eivar TOmov «TexCube» kot avticTolyEl oTov
npoa / KOPo kot n Tpitn givar £vag mivakog Tomov «Floor kot avtiotoyel 6to 6vvoro
TOV TUNUATOV TOTORATOS. AVOKTOVTOL 01 YOPOl EAEYYXOV TOL €xOpol Kot KoAsiton N
uébodog «acceptMoveToFloor()» n omoio déyetar g mopapusTpovg ™ O<omn tov
€x0po?h, TOL MPWA KoL TOVG YDOPOVS EAEYXOV KOl 1 OTOi0 EAEYYEL EAV EMTPEMETOL M
kivnon oto emduEVO TUNMO TATOUATOC pe Paon T 0éom omv omoin Ppioketal o
npwag. Xtn cvvéyelo koleitar n «MoveToDestination()» ywa vo pETOKIVIOEL TOV
ex0p6 oy emopevn emtpendpevn Béon tov.

getAccessedFloor() — Kopio. Agttovpyio: eAéyyetal Kol ETIOTPEPETOL TO AVTIKEIUEVO
TUNHOTOC TOTOUATOG 6T0 0moio Oa petafel o Kvodpevog kvog

H pébodog «getAccessedFloor()» déyetol 1€60Ep1g TAPAUETPOVS KOl EMIOTPEPEL EVaL
avtikeipevo tomov «Floory. Ou mapduetpor givar évag mivakog tomov Floor mov
avtioTolyel o Ola To avTikeipevo Totdpatoc, pio petapinty «floaty mov avtiotoyel
ot Béon tov kVPov otov aEova X , pio petapinty «float» mov aviictoryei ot 6éon
10V KOPov otov GEova Z kat £va avTikeipevo String mov avtictolyel 6To dGvoua Tov
KOPov. Awfdaler Olo ta avtikeipevo matduatog, kaiei tn «checkFloorEnvasion()»
KOl EMOTPEPEL TO TUNHO TOTMOLOTOG GTO 0010 Kveitan kot £xel mpdoPacn o kvpog.

acceptMoveToFloor() — Kopwa Agrtovpyia: ehéyyel edv emtpémetar otov €x0pd M
npocPacn otn véa BEoTm TPOOPIGHOD TOV KOl EMAEYEL TN TO GOVTOUT SLOOPOUN TPOG
ovTn

H pébodog «acceptMoveToFloor()» déxetat £éva 6hHvoro mapaUETP®V KOl ETIOTPEPEL
évo. mivaxa tomov «floaty mov avtictoyyel otV  emduevn KOvTvOTEPN KoL
emurpenopevn Béom tov gxBpov mpog Tov mpoopiopd. H mpd™ mapdpetpog etvar évag
mivaxag Tomov Floor mov avtictoyel oe O o o aVTIKEILEVA TATOUATOC, 1| dEVTEPN
uia petapinty «floaty mov avristoryei otn H£om Tov KOPov otov déova X, N tpitn pio
uetapinm «floaty mov avtictoyel ot Béon tov KOPoL oTov GEova Z, N Tétapt Eva
avtikeipevo String mov avtiotolel 6to dvopa tov KVPfov, M TEUTTN pion petaAntm
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«floaty mov avtiotoyel ot Béon mpoopiopov tov KHPov cTov Gfova X, N éktn pia
uetapinty «float» mov avrtictoyel ot B€on Tpoopison Tov KOPBov ooV dEova Z Kot
N éPooun évag mivaxkag «String» mov eumeplEYEL TOVG YDOPOLS EAEYYOL TOv £XOPOD.
KaAeiton n pébodoc «getAccessedFloor()» wote vo eleyybel oe mowo Tunua
TOTOUATOS KotevBhveTon o €x0pOG Kol Yo TO TUNHO OVTO OVOKTMVTOL TO YEITOVIKG
tov tunpoto. o kabe yerrovikd tunuo eAEyyeTal av avtd OVNKEL GTOLG YMPOVG
e éyyov tov gybpov. Edv voi, tOte wodeitar m pébodog «getDistance()» y va
vroAoyicel v andotacn ond Tov mpoopicpd. H Sadkacio emavarappdveral yio
OA0l TOL TUNHOTO KOl GLYKPIVOVTAL O1 0T0GTAGELS TOVG. EmAéyeton n 0€on n omola £xet
N WKPOTEPT] AMOCTUCT] OO TOV TPOOPIGUO KOl EMGTPEPETOL.

getDistance() — Kvpia Aettovpyio: vroroyiler v amoéotaon petald d0o onueimv
OTO YOPO

H pébodoc «getDistance()» déxetar técoepig mapapétpovg «floaty kot emotpéper pia
T «floaty. H mpdtn mapdpetpog avtiotoyel ot tpérovoa 0éon otov déova X, n
denTeEPT TMOPAUETPOG avTIoTOlXEL oTn TpéYovcsa Béom otov dova Z, n Tpim
TOPAUETPOC avTioTolyel otn B€omn mpoopopov otov déova X Kot 1 TETOPTN
TOPAUETPOG avTIoTOlKEl 01N B€om mpoopiopov otov déova Z. Ymoloyilovtal ot
OTOGTACEL LETOED TMV GNUEI®V Ko EMGTPEPETOL 1] GUVOAIKY| TOVG,.

checkFightConditions() — Kbpia Agtitovpyia: eAEyyeL €0V IKOVOTOLOVUVTOL O1 GLVONKEG
Yo Ty €vapEn puag Haxng

H pnébodog «checkFightConditions()» déxetan wg mapauétpovg tomov float tig Béoeig
0V Mpwa Kot Tov €xOBpoy otovg Gfovec X Ko Z Kot €MOTPEPEL piol TIU TOTOL
«boolean». YmoAoyiler T peta&d T0VG amOCTOCT KOl €AV Eivol HKpOTEPN OO TN
«fightDistance» 1tote emotpéper aAndfig Tun kabdc o1 ovvOkeg udyng
KOVOTTO10VUVTOL.

attackSystem() — Kopio Agtrtovpyio: dwoyeipiletor t péym ovapeso otov npmo. Kot
oV £(0pO

H pébodoc «attackSystem()» oéyetar dvo mapauétpovg tomov «TexCube» mov
AVTIGTOLYOLV 6TOV Npma / KOPo Kot otov €x0p6 / kOO pe 10 pOAO TOV EMTIOEUEVOL
Kot Tov apvvopevov. Aegv emotpépeton komow T Kaiodvrtor ot pébBoodot
«getRandomFightNum()» ot «createARand()» and «kdbe mapduerpo dote vo
VTOAOYIGTOVV TUYOLES TIHEG Yol TN UM KOl GTN GUVEYEW GLVVTOAOYILoVTOL pE TIG
W0 TEG TOVg Kol cuykpivovtatl. Edv 1 emiBeon elvan emruyng tote opilovronr ot
TovToL apaipeong Long amd TOV QULVOLEVO.

getRandomTurnFight() — Kbpio Agttovpyia: emotpépet pio toyaio Ty amd to medio
[1,3] mov mpoodopiler to poOro emmiBépevov kot opvvopevov. Ae  d€xeton
TOPAUETPOVG KOl EMOTPEPEL pio Ty «int». Kakei ) pébodo «nextint()» g kAdong
«Randomy kot emoTpEPEL TO AMOTELEG LA TNG.
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Me Baon tig mopandve pedddovg, to cOoTNUO HAYNG WITOopel Vo TOPUCTEL HE TO
TOPATAVE® O1GYPOLLLLO PONG.

trapEventOn() — Kvopua Asttovpyia: dwyepiletat to cupPav evepyomoinong moyidog

H pébodoc «trapEventOn()» déxetar éva GUVOAO TOPAUETP®Y Kol OEV EMICTPEPEL
Kamoto Tiur. Aéyeton o¢ Tapduetpo éva aviikeipevo « TexCube» mov avtietoyel otov
NPOO Kol TPES TOPOUETPOVS «iNt» OV  OVTIGTOYOVV OTI O0TNTES  TNG
evepyomomuévng moyidag. Kolel ™ pébodo «getRandomFightNum()» vy v
avdktmon pg toyaiog twng amd 1o domue [1,20], ™ ocvvumoioyiler pe v
woTo gveMéiog Tov MP®OG Kol TO AOPOIGHA GLYKPIVETOL HE TNV TOPAUETPO TOL
avtiotolyel otn dvvaun ¢ mayidag (trappoints). Edv to dBpoiopa eivar pikpdtepo
amd TNV TAPAUETPO TOTE EAEYYETOL O TOTOS TNG TAYIONG, EVIUEPMVETOL 1] WO1OTNTA TOL
NPOO TOL OVTICTOLYEL GTOV TOTO AVTOV KO EVILEPDVETOL TO OVAAOYO U VOLLOL.

loadAllWebInfo() — Kvpio Agttovpyio: @optdvel 610, KOOOMKA OVTIKEIPLEVA TNV
mAnpogopia mwov vrapyert oto Web Editor kot kabapiler ta dedouévo mov e
yperalovrat.

H pébodoc «loadAllWebInfo()» de déxeton mapapétpouvg kat dev emoTPEPEL KATO0
. Kaodel tig uebddove «loadMazeData()», «loadMazeDesc()», «loadBuffltems()»,
loadEnemyFieldltems()», «loadEnemyltems()», «loadHealthltems()»,
«loadPlayerltem()», «loadTrapltems()», «loadTreasureltems()» poptdvovtag OAn TV
TAnpoopia mov ypetdletar o moryvidl and to Web Editor. Tt cuvéyeto, dwafdalet
OAa To. avOGUATO GTO 0Toio aTToBNKEHTNKAV TaL dEdOUEVA Kal apatpel doa dedopéva
elvar e ypewdlovtal kot a@opolv mapwynuévn mAnpogopia. H diepyacio oavt
TPOYLOTOTOLEITO Y10l TOL OEOOUEVA TTOV 0LPOPOVV TaL PIATpa (NG T PIATpa EVicyLONC,
T AVTIKEIPEVO ONcavpo?, T1g Tayideg Kot Toug ex0povg.

loadAllWebInfo() — Kvpio Agttovpyio: @optdvel oto. KOOOMKA avTIKEipneEva TNV
nAnpogopia mov vrapyert oto Web Editor kot kabapiler ta dedouévo mov e
yperalovrat.

getltemXZ() - Kopw Asurovpyio: emeepyaletan éva medio, Swaywpiler TIg
oLVTETAYLEVES TOL oToV GEova X Kot Z kot T1g amofnkevel 6€ £val AVTIKEILEVO TOTTOL
String.

H pébodog «getltemXZ()» déyeton ¢ mapauetpo €va avtikeipevo tomov String mov
avToTolel ot ovvtetaypéves evog mediov tov AafdptvBov Kot emoTpipsl Eval
wivako, TOmov String mov gumepiEyel dlokpitd Tig cuvieTaypéves owtéc. Eneéepyaleton
v mopduetpo kot dywpiler Tic Tywég X kot Z 1ig omoieg kol amobnkevel o €va
mivaka String 600 Bécewv Kot TOV EMGTPEPEL.

getConvertedSpeed() — Kbpio. Agrtovpyio: HETATPEREL aL OKEPOILOL T GE WL0L TIUT
KIVNTNAG VTOJGTOANG OV VAL AVTIGTOEL OTNV ToLTNTO KIVIONG TOV KIVOUUEV®V
KOPwv
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H pébodog «getConvertedSpeed()» déxetar pio mapdpetpo TOmov «int» Kot ETGTPEPEL
pio T tomov «floaty. H tyun g mapapétpov eAEyyetor dote va EYEL £va. ovATOTO
Kot éva Kotdtato 0pto kat petatpénetan oe «floaty kot emotpépetar.

getEnemyField() — Kvpio Aegitovpyio: emeepyaletar tovg ymdpovg €x0pod mov
Bpiokovtar oe éva Vector kor to emotpépel og éva mivoka String. Aéyetor mg
TOPAUETPO €va avtikeipevo «Vector» pe tovg yopovg €xBpod Kot emMGTPEPEL Eval
Tivoko TOTOL «String» e to 110 mepleyOUEVO.

getActualMovingObjects() — Kopia Aettovpyia: draympilet ta Kivoduevo ovTikeipeva
/ K0Povg amd o LITOAOITA Kol EMGTPEPEL TO GOVOAO TOVG.

H pébodog «getActualMovingObjects()» déyetar ¢ TapAUeTpo €vo avVTIKEINEVO
Vector mov avtiotolyel oe 6Aa to aviikeipeva Tov AafOpvBov kot emGTPEPEL o
petaPAnty tomov «inty. Awafdaler v TOPAUETPO KOl EAEYYEL Y10 OVTIKEIUEVA TTOV
aVTIGTOYYOVV OTOV MNpwa M Tovg &xfpovg, vmoAoyilelr TO GUVOAO TOVLE Kol TO
EMOTPEPEL.

Extéleon Tov MazeOfTreasureV?2

H extéleon g MIDlet gpoppoyng «MazeOfTreasureV2» mpayuatonoleitor pEcm
tov NetBeans IDE 6.8 1o omoio kot ektehel TOV TPOGOUOIMTH] TEPPAAAOVTOG TNG
KWWNTNG GULOKELNG TOL OMOUTEITOL Yo VO EKTEAECTEL M €QOPUOYN OVTH. ApYIKA
opileTon N TAATPOPLLO KOL 1) SIOUOPP®OT TNG CLGKELN|G:

» IThateopuo: Java(TM) Platform Micro Edition SDK 3.0
»  Aopudpemon ovokevnc: DefaultFxPhone0l

Eniléyovtag to dvoua g epaproyng Kot Kavovtag deEl KAk eppaviletal n emAoyn
extéleong me. Emiéyovtag v emhoynq «RuUny, ektedeitor apytkd 0 TPOGOUOIMTNAG
NG OVLOKELNG 0 omoiog cuvvdéetar pe v gpapuoyn kot v ekteiel. Katd v
extéAED, eppavileton 1 Ypoeikn cvvdeon 1 onoia ametkovilel pio Kvntr cuokevn
KOL GTN GUVEXEWL TPOCOUOIDVETOL 1| EKTEAECT] TNG EPAPLOYNG o€ avth. H gpappoyn
TEAATN GUVOELETAL LLE TNV EQOPUOYN 1GTOV Kot TEMKAE epgaviler to mouyvidl oty
006vn g GLOKELTG.

H emruyng extédheong g epapproyng oto Kivntd tpoimobétet va £xet 101 ekTeAecTEL
N €papuroyn wtov oty onoia o cvvdebel. H un extéleon g epaproyng 16tov
00MnY&el 6€ GEAALLO TO OTTOTO EVILLEPDVEL Y10 TNV OTOTLYIO TNG GVVIESTG.
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Web Editor To Mobile Client

YovoeTikog Kpikog — Apyeia minpopopiog

H otOvdeon avdpeoa oto « Web Editor»y émov oyedidletaor to mayvidt kot oto «Mobile
Clienty 6mov donpovpysiton Kot eKTeEAEiTal, TPAYUATOMOLEITOL HEC® TOV APYEIDV
nAnpogopiac. Onmwg mopovoidotnke, o Web Editor snuovpyet apyeio pe 6An v
amapaitnTn TAnpogopia v onoia ypeialetar o Mobile Client dote va dnuovpynoet
10 ayviol 6to 3D mepifdArov kot va epapudcet Tovg kavoveg tov. O Mobile Client
«kotefaley v mAnpoeopio TOLv LIAPYEL LEGH GE LT T apyeiol Ko Onpovpyel Ta
AVTIOTOYO AVTIKEIEVA LE TIG WO10TNTEC TOL £XOVV OPLOTEL Y10 OVTA.

Ta apyeio Tov dnuovpyodvton Kot To. omoio drayepileton apykd o Web Editor o
ot ovvéyewo o Mobile Client givon amAd apyeio kewévov o omoiot akoAovHovv
OVYKEKPIUEVOVS KOVOVEG OVOUATOAOYIOG Kol HOPPNS. YTAPYouv dVO SpOpPETIKOL
TOmol apyeimv mov dnuovpyovvtar omd to Web Editor yia dapopetikr ypron.
Avahloyo pe To €i00¢ TOVC OmOONKEVOVTOL KOU G OlOPOPETIKY] OOPOUT OTO
OOKOUIOTN Ko TOVG amodidetal to KatdAAnAn dvopa. Ta apyeio ywpiloviar otovg
400 TVTOVG:

»  Apyeia mpocdiopicpov Béong
> Apyeio opioHOD OVTIKEUEV®V

Katd ta apyeio mpocdiopiopon Béong opileton ) Béon kdOe cuoTatikod 610 YDOPO TOV
AafopwvOov. Ta apyeio avtd Bpickovrarl kaTo amd ™ dadpoury: content/MOTFiles

Katd ta apyeio opiopod avikelpévov opioviotl to CLGTATIKA ®G OVIOTNTES UE TIC
wwmtég  toug. To  oapyelo oavtd  Ppiokovior kdtow amd TN SWOpPOUN:
content/MOTFilessMOTComponentFiles

21 cuvéyela Teptypaeovtal OAa o apyeia TANPoeopiag Tov ¥pPNoYoToovVTUL aTd
TNV EPAPUOYN MG TPOGS TO TEPLEYXOLEVO, TN YPNOT KOl TN LOPPT] TOVC.
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Apyeia Tpocoropiopov 0<ong

Y10 opyeio mpocdiopiopod  Béong  meplhauPdvovtol  To  TOPAKATO  apyein
TAnpogopiag:

= puffFile.txt

= enemyfieldFile.txt

= enemyFile.txt

= healthFile.txt

= mazeDescription.txt
= trapFile.txt

= treasureFile.txt

= updateMaze.txt

buffFile

To apyeio «buffFile.txt» eumepiéyer t1c Béoeic otig omoieg £yxovv tomobetnBel Ta
eiATpa evioyvong Tov moyvidov. Kabe eyypapr tov apyeiov avtictotyel o éva medio
0V AafOptvOov vTd T popen «X10» dmov «X» n opldviog tov Aafvpvbov kot
omov «10» 1 kabetog Tov AafvpvBov. ['a mwapddetypa, pia eyypaen oto apyeio «O8»
onuaivel 0TL éva eidTpo evioyvong éxet Tomobetndel otnv 15" opildvtio (omd Tavm)
nov avtiotolyel 610 «O» kot oty 8" K@beTo (amd T APLGTEPAE) TTOV OVTIGTOLYEL GTO
«8».

enemyfieldFile

To apyeio «enemyfieldFile.txt» eumepiéyel 11c 0éoelg 01 omoieg £xovv oplotel ®C
Y®PpOotl eEAEYYOV €xOpoD Tov Tayvidov. Kdébe eyypagn tov apyeiov avtiotoyel oe Eva
nedio Tov AafupvBov vtd ™ popen «X10» 6mov «X» 1 oplovTtiog Tov AafvprvBov
ka1 6mov «10» M kéBetog Tov AafvpvBov. ['a mapddetypa, pio eyypaen 6to apyeio
«O8» onuaiver Ot évag ydpoc exbpov €xel tomobeBei oty 15" opildvtio (omd
TAV®) TOL ovTIcToKEl 670 «O» Kot oty 8" kGbeto (amd To aP1oTEPE) TOV AVTIGTOLYEL
GTO «8».

enemyFile

To apyeio «enemyFile.txt» eumepiéyet 11 Béoelg otig omoieg £xovv tomobetnOei ot
exfpoi tov maryvidwv. Kdébe eyypaen tov apyeiov avrtictoyel oe €vo medio tov
AapopvBov vd ™ poper «X10» dnmov «X» 1 opdvtiog tov AafvpvBov Kot 6mov
«10» n kdéBetog tov AaPOpvBov. o mapdaderypa, pio eyypaen oto apyeio «O8»
onuaivel 6tL évag gxpdc éyel tomobetndei otnv 15" opilovto (and mavw) mov
avtiototyel 6to «O» ko otny 8" kdbeto (amd Ta aploTEPE) TOV AVTIGTOYEL 6TO «8.
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healthFile

To apyeio «healthFile.txt» eumepiéyer T Oéoeig otig omoieg €yovv TomobetnOel Ta
eidtpa CmmMg tov Tayvidiov. Kabe eyypaen tov apyeiov aviietoryel o€ £va medio Tov
AafopvBov vtd T popen «X10» dmov «X» N 0p1LoVTIOG Tov AafvpvBov Kot 6oL
«10» n kdaBetog tov AaPOpvBov. T'a moapdderypa, pio eyypaen oto apyeio «O8»
onuaivel 61t éva eiktpo {ong éxel tomobetndei oty 15" opildvto (and mavw) mov
avtiotoryei oto «O» ko otny 8" kdbeto (amd Ta aploTeEPE) TOV AVTIGTOYEL 6TO «8%.

trapFile

To apyeio «trapFile.txty eunepiéyel tig 0éoeic otig omoieg €yovv tomobetnbei ot
nayidoeg tov mayvidwv. Kdébe eyypagn tov apyeiov aviiotoyel oe €vo medio tov
AapopvBov vd ™ popen «X10» dmov «X» 1 opldvrog Tov AafvpvBov kot OTOL
«10» 1 kaBetog Tov AaPvprvBov. IMa mapdderypa, pio eyypaen oto apyeio «O8»
onuaivel O0tt pio mayida &yl tomobetndei oty 15" opildvtio (amd nave) mov
avtiotoryei oto «O» ko otny 8" kdbeto (amd Ta aploTEPE) TOV AVTIGTOYEL 6TO «8.

treasureFile

To apyeio «treasureFile.txt» sumepiéyetl g Béoeig otig omoieg £yovv TomobetnOei Ta
avtikeipeva Oncavpod Tov Tayvidov. Kabe eyypaprn tov apyeiov avtiotoyel oe Eva
nedio Tov AafupvBov vd ™ popen «X10» 6mov «X» 1 oplovTiog Tov AafHptvov
ka1 6mov «10» M kdBetog Tov AafvpvBov. ['a mapddetypa, pio eyypaen cto apyeio
«O8» onuaivel 611 évo avtikeipevo Onoowpod £xel tomobetnBel oty 15" opildvtio
(o6 mhvew) mov avtiotoryei o6to «O» ko oty 8" kdbeto (amd o OpPoTEPR) TOL
OVTIGTOLXEL OTO «8».

updateMaze

To apyeio «updateMaze.txt» eumepiéyel 6Aa 1o medion Tov Aafvpvbov MOV £YoUVV
evnuepmBel Kol TIC KATAOTACELS TOV TOVG AVTIGTOLOVV. Mia gyypaen Tov apyeiov
neplopfaver évo medio / Béom tov AafvpvBov, TO SWYOPIOTIKO «-» Kol TO
aVayVOPLoTIKO Katdotaons. Aniaon, tio eyypaen tov apyeiov opiletar mg:

X10-status

H tyun «X10» avtiotoyel oto medio kot n tiun «Status» otnv KoTdotacn 6Ty omoio
Bpioketat. H katdotaon givar pia omd 116 23 mbovég KataoTdoelg 6TiS onoieg pmopet
va Bpebei 1o medio. Ta avayvopioTikd TV KATaoTace®V eival Ta €ENG:

= pl:inpowog

= el exBpoc

= t1: Oncavpdc

= hl: pidtpo Long
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= bl: giltpo evioyvong

= trl: moyido

= efl: ydpog exbpov

=  Wl: toiyog

= cl: adeo

= hlefltrl: piktpo {wng oe Tayida 6€ xd®PoL exOpPov
= Dblefltrl: gpiktpo evioyvong o€ mayida 6 ydpov £xHpov
= tlefltrl: Onoavpog oe mayida ce xOdPov €x0pov

= eltrl: exBpdg oe maryida

= hltrl: piktpo {ong oe Toyida

= hlefl: pidtpo Lo1g o€ xdpPov exOpov

= bltrl: piktpo evioyvong o moyida

= Dblefl: piltpo evioyvong oe ymdpo gxHpov

= tltrl: ncavpdg oe mayida

= tlefl: Onoavpog oe ydpo exdpov

= plefltrl: fpwog oe Tayida o€ x®Po £xHpoh

= plefl: npwag ot xdpo exBpod

= pltrl: fpowoag oe moryida

= trlefl: noyida o ydpo xHpod

mazeDescription

To apyeio «mazeDescription.txt» dev gunepiéyel mAnpogopio 0éong aAld sumepiéyet
To. KOPL YOPAKTNPIOTIKG TOL moryvioov. Eumepiéyel tpeic eyypoapés omov Kabe
EYYPAON AVTIGTOLYEL 6 Hia T YopokInpLoTikov. H mpdn eyypaern aviictoyetl 6to
OVOLOL TOL TOYVIOOV, 1 OEVTEPN OTNV TEPLYPOAPT] TOV TOYVIOD Kol 1 TPIT OTO
oVUVOAO TOL ONGOVPOV TOV TMPEMEL VO, GLUYKEVIPMGEL O YPNOTNG YO VO, KEPOIGEL TO
mayviol. Mia eyypaen, €vo xapoakTnpioTiKo.

Apyeia opropov avTIKEIPEVOV

Yto opyeio opwopov avtikewévov mepthapupdvovtol  Ta  mopokdto  apyeio
TAnNpoopiag:

e createBuffFile

e createEnemyFieldFile
e createEnemyFile

e createHealthFile

e createPlayerFile

e createTrapFile

e createTreasureFile

179



[eptfdarrov Anplovpyiag Tpidiaotatwy MayviSiwv oe Kivntég Zuokevég
(3D Game Development Environment for Mobile Devices)

createBuffFile

To apyeio «createBuffFile.txt» eumepiéyetl to. cvotatikd @idtpov evioyvong Kot Tig
womtéc TouG. Kabe eyypaor| aviictorel oe éva ovotatikd ¢idtpov {wng mov
vapyetl oto Aafvpwvbo. Kabe 1d0mra dtaympiletor pe 10 doympioTikd «-» Kot kée

EYYPAON Eivar NG HOPPNG:
buff_name-buff_type-buff _points

= buff_name: dévoua / Béon tov iktpov evicyvong (m.y. K12)
= puff_type: tomog iktpov evicyvong (m.y. Attack)
= puff_points: Tovtot piltpov evioyvong (.. 3)

createEnemyFieldFile

To apyeio «createEnemyFieldFile.txt» gumepiéyetl Toug €x0podc Kat Tovg YOPOVS TOV
AapopvBov tovg omoiovg eAéyyovv. Kabe eyypapn avtiotoyel oe évav exBpd kon
OTOVG YOPOVS oL eAEYYEL Kal Kiveital péoa oto Aafupvbo. O exBpdg dympileTon
amd TOVG YMPOLVG UE TO OOYWMPIOTIKO «-» EVM 01 YDPOl EAEYYOL daympilovtal LeTaED
TOVG LE TO doymp1loTikd «,». Kabe eyypagn elivarl g popengs:

enemy_name-enemy_field1, enemy_field2, enemy field3

= enemy_name: to 6vopo / 0éon tov gxBpov (m.y. N9)
= enemy_fieldX: to dvopa / 0éom Tov ydpov eréyyov (m.y. D7)

createEnemyFile

To apyeio «createEnemyFile.txt» sumepiéyel 1o cvotaTikKd TOV £OpOV KOl TIG
w010t Téc Tovg. Kabe eyypagn aviiotoryel oe €vav ex0pd oto Aafdptvbo kot Tig
1010 TéG Tov. Kdbe 1010 Td dtoympiletan e TO 1o ®PIOTIKO «-» Kol EYEL TN LOPON:

enemy_name-enemy_attack-enemy_defence-enemy_dexterity-enemy_health-
enemy_speed

= enemy_name: 6voua / 0éon gxBpov (m.y. C3)

= enemy_attack: movto enifeomng exHpov (m.y. 3)

= enemy_defence: ndvtotl Guovag gxfpov (m.y. 3)

= enemy_dexterity: novtot eveMéiag exfpod (m.y. 2)
= enemy_health: tovtol (o1 exOpov (m.y. 18)

= enemy_speed: Tovtot taydTag £x0pov (m.y. 2)
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createHealthFile

To apyeio «createHealthFile.txt» eumepiéyet o cvotoTikd TV QiATpoV {ONG KoL TIG
1010 TéG Toug. Kabe eyypaoen avtiotoyel og éva @iktpo (mng oto Aafvpvbo Kot Tig
1010 TéG Tov. KB 1510t Td Stoympiletal pe To 1o mPIoTIKO «-» Kol EYXEL TN LOPON:

health_name-health_points

= health_name: 6vopa / 0éon tov @idtpov {ong (.. B4)
= health_points: ©évtot piktpov Long (m.y. 4)

createPlayerFile

To apyeio «createPlayerFile.txt» sumepiéyel T0 cLOTATIKO TOL PO KL TIG WOIOTNTES
Tovg. ‘Exel pla eyypoer] mov avtiotorel otov Npma Kot otig 1010ttég tov. Kdbe
1010TNTA S1oyPILeETON [LE TO SOYMPIOTIKO «-» KO EXEL TI) LOPON:

player_name- player_attack-player_defence-player_dexterity-player_speed-
player_health

= player_name: 6vopa / 0éon fpwa. (w.y. S7)

= player_attack: novtot enibeong npwa (w.y. 4)

= player_defence: movtot duvvog npwa (.. 2)

= player_dexterity: mévtot sveMiog Npoa (m.y. 3)
= player_health: mévtor {ong Npwa (1.y. 45)

= player_speed: tovtot tayvTnTog Hpwo (.. 3)

createTrapFile

To apyeio «createTrapFile.txt» gumepiéyel to cvotatiKd TOYIdOV KOl TIC O10TNTES
touc. KdBe eyypaen avtictoyel oe pio mayida mov vrdpyet oto AafoprvBo. Kdbe
W dloympiletal e TO dYMPLOTIKO «-» Kol KABE eyypaen ivol TG LopeNG:

trap_name-trap_type-effect_points-affect_points

= trap_name: ovopa / Béon g mayidag (w.y. K12)
= trap_type: tonoc nayidag (m.y. Attack)

= effect_points: novtot dvvoung nayidag (m.x. 9)

= affect_points: novrot enidpaong nayidag (w.y. 2)
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createTreasureFile

To apyeio «createTreasureFile.txty gunepiéyel to cvoTaTIKG TOV ONCAVPOV KoL TIC
W mTég Tovg. Kdbe eyypagn aviiotoyel o €va Onoavpd oto Aafopivo kot Tig
1010 TéG ToV. Kb 1810 Td Stoympiletar pe T0 S1o0mPIoTIKO «-» Kol EYEL TN LOPON:

treasure_name- treasure_points

= treasure_name: 6voua. / Béom tov Onoavpod (m.y. J15)
= treasure_points: tévtotl Oncavpo? (w.y. 11)

Onw¢ mapovcldotnke, To Teplexoduevo Tav apyeiov Aapupdvetat amd to Mobile Client
kot petatpénetol o€ 3D avtikeipeva tov maryvidov. Kabe dvoua / éon kat 10100
xoptoypapeitor e Eva yapoktnplotikd oto 3D mepiPdAlov kot £tol dnpuovpyeitan
Kol oXe014LETAL TO AVTIGTOTYO AVTIKEILEVO.
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Web Editor — Tekpunpioon Xpiet

Y10 mapdv kepdrao mopovoldletoan o Web Editor g gpoppoynig kot o tpdmog
xpnong tov. Ilapovoidlovtar ta Prpate to omoio mpémer va axoAovOncel €voag
YPNOTNG OOTE Va. 6YEd1AGEL TO d1KO Tov Toyvidl. O Web Editor wg pio web gpapupoyn
VIO TN HOPEN €VOC cuvnOicuévoy Site amoteleital and TPEIG GEAMOES UE TIC TPMTEG
dv0 va emtehoVV 611 dnpovpyia Tov waryvidwv. ['a va arokmoetl tpocPaocn otnv
EQOPLOYTN 16TOV YpeIdleTON EVOV TEPMYNTN 10TOD KO GTOV OO0 TPEMEL VO ELGAYEL:

http://localhost:8008/MOTWebEditor

Omov «localhost:8008» givar n IP kot 1 port Tov d10KkoUoTH 6TOV 071010 EKTEAEITOL M)
epapuoyn. Omote pnopel va aALalel avaAoya e To Tov eKTEAEITOL.

= *\ =

S , — |

AA’S

Main Presentation

Eixéva 35: Apyixi oelido too MOT Web Editor

O tpetg oeMOEg TG €QUPUOYNS dloKPivOvTOL OE:

e

AS

Yy apyikn oehida 0 xpotc opilel ta ototyeio Tov véou Tayvidton (Home)
21 0evtepn oeAida 0 xpNoTNG oxedtdlel kol dnuovpyel To AafvpvBo Kot To
ototyeio mov tov amotelovv (Main)

Emv tpit mapéyetor  dvvorodmro «download» kot tov mapdvtog eyypdpov
Kot Tng mapovciocns tov (Presentation)

e

AS

K/
*
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Yyediaon ko dnpovpyia

H oyedlaon kot m  omuovpyic tov Toyvidlod TPOYUOTOTOIEITOL pHE TNV
TPOYUATOTONOT KATOW®V PNUAT®V TOL TPETEL VO OKOAOVONGEL O YPNOTNG MOTE Vo
dnuovpynoet Eva odokAnpopévo mayvidl. Ta frpato avtd cuvontikd gival Ta €E1G:

A\

Opiopdg KHPLOV YOPAKTNPIGTIKOV TOYVIO00 (apyIKY] GEALON)
Yyeodiaon AapoptvOov (devtepn GEADM)

Eniloyn kou tomoHEtnom cuotatikadv moyvidov (0e0Tepn ceAida)
Evnuépawon yopaxtipa / npwa (0ebtepn ceAMOw)

Evnuépwon kot onpiovpyia exfpav / purlakwv (de0tepn cerida)
Evnuépawon kat onpiovpyia toayidwv (0edtepn ceAdn)

Evnuépwon kot onpiovpyio aviikepévov Oncavpov (dedtepn cerida)
Evnuépwon kat onpiovpyia gidtpwv evicyvong (devtepn ceAion)
Evnuépwon kat onpiovpyia giktpov {ong (0e0Ttepn ceAidn)

YVVVVVYVYVYY

OpLopog KOPLOV YOPUIKTPLETIKOV TOLYVIOL0D

Tn odvdeon ToV YPNOTN CTNV EPUPLOYT| KOl TN UETOPOPA TOL GTNV OPYIKN GEAIdN
(Home) axoAovBel to mpdTo Pripa mov KOAEITOl EKTEAECEL, O OPLOUOC TV KOPLOV
YOPOKTNPLOTIKOV TOL oy Viowov. Ta xapaknpioTikd ovtd eivat:

e To 6voua tov Tayvido
e H meprypaon Tov moryvidion

e H ovvolkn a&io Tov ¥pvGov OV TPEMEL VO GLAAEEEL O YOPAKTIPOS YL VO
KePOIoEL TO TOLYVIOL

H epappoyn mapéyer pio ypoeikn Oemopn ¥pNiotn OCTE 0 ¥PNoTNS vo. €xel N
duvaTOHTNTA VO EIGAYEL TAL OEOOUEVA QVTA KOt VO, TOL AoONKEVOEL.
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Game005

Description of
game game005

Eixova 36: Aiemapn e100ywyng yopoxTnpioTikmy ToiyvioLo0

Tn ypoewn demaen ypnon amoteAel pio @Oppa pe tpio medio Tov avTIGTOTYOVV GTA
TOPATAVE® YOPOUKTPIOTIKA.

210 medio pe etikéta «Enter Game Name» o ypnotng kaAgiton va €16ayel o dvopa
TOV TOYV1O100, T0 omoio Ko Ba eppaviCetal oty 000vn Tov Kvntov OTaV 0 YPNOTNG
ektelel v epapuoyn oto mobile client.

Y10 medio pe etkéto «Enter Game Description» o ypnotng KaAgitol va E1GAYEL TV
TEPLYPAPT TOL TOYVIO0V. TN TEPLYPOAPN O YPNONG WITOPEl va elodyel OTL emBvpel
Yy TV 10T0pic. TOV TOYVIO0D, TOVE YOPOKTNPES Kol OTIONTOTE GAAO MGTEVEL OTL
yperaleTat.

Y10 medio pe etikéTo «Enter Treasure Goal» o ypfotng kKaAgitan va €164yEL TO0 TOGO
OV ONcavpPov oL YpedleTar va GLALEEEL 0 ¥PNOTNG YO VO KEPOIOEL TO TOLYVIOL.

Téhog, 0 ypfotng mpémel va eMAEEEL TO €KOVIOO KAt omd 10 Tpito medio doTE Vo
amoOnkevoeL TIg AAAUYEG TOV KOl VO SNUOVPYNGEL TO VEO ToVioL.

Kevtpun cerioa

Eméyovtag to Aektikd «Mainy omd 10 Kevipikd pevov mepmynong g web
EPAPUOYNG O XPNOTNG UETAPEPETOL GTNV KEVIPIKT GEMON TNG EPAPUOYNG OOV pmopet
Vo oXeOACEL KOl VoL SNULOVPYNGEL TO TToyvidt Tov.
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< previous

Presentation

Exova 37: Kevipixn aedido. tov MOT Web Editor

O ypnotg mpémer va petafei otov Touén emAOYNG ovotatikoy «Components
Section» 6mov Tov TapEyovtar £pTa (7) EMAOYES.

Eixovo 38: Awemopn yra v eioaywyn oty oyedioon tov LafopivBov koi tov opioid Twv oVIIKEEV@Y

Eniéyovtag pio amd v €KOvVo TOV OVTIGTOLOL GLGTATIKOV, O XPNOTNG 0dnyseitan
OTNV OVTICTOYN YPOUPIKY OETOPN TTOV TOV TMPOTPEMEL VO EKTEAECEL TNV AVTIOTOM
Aerrovpyio. Kabe eucova avtiotoryel o€ pio omd 11 Topokdtm eVEPYELES.
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Yyeoiaon LafopivOov kKot ToT00ETION CVLOTUTIKOV

H emoyn «Edit Board» agopd ) oyediaon tov Aafopvbov kot tnv tomofétnon tomv
OVLGTATIKOV TOV Toyvidlov pésa oe avtdv. Emiéyovtag 1o «Edit Board» avoiyet o
topéag «My Maze Creation» 6mov o ypHotG KoAgitor vo SNUIOVPYNOEL TOV
AapopwvBo kot va glodyst Tor otoygia Tov Ba Tov amoterovyv. O YdPog oTov 0ol
umopet va onpiovpyndei o Aafopvog amoteAeitan amd £vo cuvoro medimv, Kabe Eva
amd ta omoion pmopel va AdPet pio omd eikoot tpelg (23) S1ofEcIEG KOTOOTAOEL.
KdéBe medio avrtiotoryel oe éva xdpo oT10 TPOGoTOTO TOayvidl, o omoiog kot Oa
EUTEPLEYEL TAL GTOLYELDL TOV OTOTEAOVV pia KOTAGTOOT).

Eixovo 40: Iedio oyediaons Lafiopiviov kor opiouod ovotatik@v

Ta evvéa (9) ovotatikd Tov Tarvidoh Tov TEPOVGLALOVTIaL KATM® omd TO YMOPO TOV
noyvidod «Choose a maze componenty, Tapdyovv T0 6GUVOAO TV gikoot TPV (23)
mBavov Kotaotdcewv. Ta evvéa (9) ovtd ovototikd oamotelodv Tig evvéa (9)
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TPWTOYEVEIS KATAOTACES. O GUVOLAGUOG TOV KATAAANA®Y GLGTATIKM®Y 00NYoHV Kot
OTNV TOPUY®OYT TOV VTOAOOV deK0TEcCAPOV (14) KOTUoTAGEMV.

Choose a maze component:

Aol Hokye

[\Vall]D[Enemy Control Area].[Trap].[Clear].

Ewcova 41: Emioyn kiprwv oootatikdy maLyvidiod

Ta evvéa (9) kOpra cuotatikd opilovion mG:

‘Ovopo Heprypoon Ewkoéva
Clear Ade10¢ YDPOC
Wall Totiyoc (O Mpowog de

umopel va kivnOet péco oe

avTd YDHPO)
Trap [Moyida
Enemy Control Area Xopog ExBpod
Player ‘Hpwag )
Enemy Eyx0pog .
Treasure Onooavpdg
Buff ®iktpo Evioyvong .
Health diltpo Zong ‘

Iivaxag 4: Ta evvéa kbpio ovorotikd

21 ovvéyela Tapovcstalovtal ot deKaTEscePLS (14) KATAGTAGELS TOV TPOKLITOVY AT
TO GLVOVOGUO TV TOPOTAVO:

‘Ovopa Ieprypaon Ewkéva
Buff in Enemy Control | ®iktpo  Evioyvong oe

Area Xmpo ExBpov .
Health in Enemy Control | ®iktpo Zong oe Xopo .
Area ExBpov

Player in Enemy Control | ' Hpwag o Xdpo ExBpod &
Area 4
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Trap in Enemy Control | [Toyida ce Xdpo ExOpod
Area

Buff in Trap in Enemy | ®iAtpo  Evioyvong o
Control Area [Moayida oe Xmdpo ExHpon
Enemy in Trap Eyx0p6¢ og [Mayida

Health in Trap in Enemy

®diktpo Zomg oe Iayida

Control Area oe Xmdpo ExBpon
Player in Trap in Enemy | Hpwog oe Ilayido o€
Control Area Xopo Exfpon

Treasure in Trap in Enemy

Onoavpdg oe Ilayida oe

Control Area Xopo Exfpon

Treasure in Enemy Control | @noavpég oe  Xopo

Area Eyx0pov

Player in Trap ‘Hpwag og Tayida .

Treasure in Trap Onoovpds oe Mayido

Buff in Trap ®diktpo  Evioyvong oe .
[Moyida

Health in Trap diktpo Zong o¢ ayida

ITivoxag 5:

O1 6VLVOVUOTIKES KOTAOTACELS TWV OVOTATIKWOV

O ypnotg yio vo aAAGEEL TNV KATAGTAOT] KOO0V and Ta dofécipa medio amimg
emAEyeL ue évo KAIK éva and ta evvéa (9) oLGTOTIKA KOl OTH GLVEXEWN EMAEYEL TO
nedio oto omoio embupel va 1o tomobetnoel. Katd v emioyn tov mediov yiveran

ELEYYOG Y10 TNV VIAPYOLGO KATAGTACY] TOL TedIOV KOl 0TI GLVEYEWD VT GAAACEL

avaroyo pe TV emAoyn Tov xpnotn. H apyikn katdotoaon dAwv tov mediov sivor n

Kataotaon «Adelog Xmpog» Omov avtiotoyel oe éva GO0 Y®PO UECH OGTO
AafopvBo. Ot duvatéc petafacels mapovcstalovTol TNV TUPUKATM EKOVL:

' oo e o0 o e ele o e ojoe
o/o/eo/eeoeo e oo/o/eee A o oo
o oo oo e oo/o/e/ee eol® o oo
o ele o ooeoee N o oo
olo0e/oee o o/oeoele N o oo
oo oo oo e oo/oe e e O o oo
L Hnumnnunmnnmmnmnmionmnmmminnl
o el oeo/0oeoee A o ele
oee oo e e ee N O

ITivokag 6: [TiBovig uetofaoels katootaoewy

H mpodtm xdbetog mapovoidlel 11 evvén (9) Pacikés KATOOTAGELS Kol 1 TPAOTN
opovtia 11§ gikoot Tpelg (23) mbavég. O cuvdLAGHAG ToVG £vOG GToyeiov amd KAbe
oelpd delyvel T petdfaon ot véa mbovn Katdotaon.
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H eswéva mov akoiovBel omotedel éva deiypo pio obvtoung oyedioong evog
AafOpvBou pe to Pacikd cVoTOTIKG HEGH G AVTOV Kol £VOL GLVOVACHO TOVG:

Eixovo 42: Zyediaon lafoprvloo

210 Kbt pépog TG ewdvag @aivetor vo €xel tomobetnBel 10 ovoTATIKO TOL
avtiotolyel otov Npwa. Emiong €rovv tomoBetnbel ocvotatikd «Toilyog» wote va
dMOoOL &va GYNUO OTO YDPO Kol VO arokpOyouy to Oncavpd and tov Npwa. v
aplotepn eEMTEPIKN TAELPA TOL TOlYOV (¢ TPOg TOV Npwa) £xel TomobetnOel Eva
oLOTATIKO TTOV OVTIoTOKEL 6T0 «DIATPO ZONC» evd o1 0e€1d eEMTEPIKT| TAELPA TOL
toiyoug €yovv tomobetnBel 000 ovotoTkd: £vo mov aviletolel oto «DiATpo
Evioyvono» kat éva dAdo mov avtiotoyel oty «llayiday. Lto ecotepikd TV T0iY®V
éxouv tomoBetnBel TPES OPOPETIKOL TUTOL GLOTATIKAOV: £VO GULGTOTIKO TOV
avtwotoel otov «EyxBpo», moAlomAd ovOTATIKA TOL OVTIGTOYOVV 610 «XMOPO
EyxBpov» kot éva cuotatikd mov aviictoryel 6to «Onoavpd e Xwpo ExBpovy.

Me ovtd oV Tpdmo, 0 YPNOTNG UTOPEL VO SILUOPPDOGEL KAT  ETAOYY| TOV TO oL Vidl
opilovtag omowdnmote and 11§ 23 KaTaoTAcEl oto dbésa medio. H olokAnpwon
™G OOKAGIOG OVTNG, KOT' EMAOYN TOL YPNOTH, OMOTEAEL KO TN ONUIOVPYIR TOL
AapOpvBov kot twv otoryeiov mov Ba tov mepPdriovy. Emhéyoviag to gucovioo
«Load», n oxediaon Tov Aafvpvbov Kot To GLOTOTIKG OV TomobeTHONKAY Héc OE
VTV POPTMVOVTOL Y10l TEPUTEP® EMEEEPYATTLAL.
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Ewcova 43: Kovuni poprwons opi{ouevewv ovototikmy

OvouatoAoyic GLOTUTIKDOV

Ta ovotatikd mov aeopovv exbpolc, ymdpovs exbpdv, mayideg, avTIKELEVA
Onocavpov, eiktpa evioyvong kot eidtpa {ong amodidovior ovopato avTopaTe omd
mv gpoppoyn. To dvopa tov Kabe cuotatTikod amoteAeital and VO HEPT: TO €100G
TOV GLGTATIKOD TO OO0 AEITOVPYEL WG TPAOELD KAl TIC CLVTETAYUEVEG TOV LEGO GTO
AafopvBo o1 omoieg Aettovpyovv m¢ emiBepa.

Ot ovvtetayuéveg oto Aafopwvbo opilovtarl pe Paon T YpoppéS Kot TIG GTHAESG Ot
omoieg oynuatiCovv Ta medio Tov AafvptvBov. Me avtd tov Tpdmo Kabe medio £xel Eva
HOVAOIKO YapoakTnploTikd mov kabopileton amd éva ypdupo ko évav apBud. To
YPOULO OVTICTOLYEL GTN YPOUUT Kot TO VOOUEPO oTN 6TAAN. Ot TIHES TOV YPaUpdTmY
Aappdvovtatl amd to didotnua [B, S] kot twv othA@v amd to didotnua [1, 18]. Avtd
EXel WG amoTéLESA £VO. GUOTATIKO Va £xEL £va, Ovopa TG nopoeng: Component_X6

Avad cvotatikd 1 omddoon ovopatog ivor n e€ng:

e Ovopa gxbpov: Enemy_ X6

e  Ovopa yopov gxbpov: ControlArea_X6

e Ovopa mayidag: Trap_X6

e  Ovopa avrikelpévov Onoavpov: Treasure X6
e Ovopa giktpov evicyvong: Buff X6

e Ovopa giltpov {wnc: Health X6

210 enmduevo Puo o ypnomne Ba mpémer v opicel TIg WO10TNTEC TOV KLPLOV
OLOTUTIK®OV TOV TTALYVIOOD (OGTE VO, TO ONUIOVPYNOEL KOl VO, ATOKTIGOVV VITOGTOO
oto peténetro 3D mepiBdAlov.

Evnpépoon yapaxtipa / fpoa

O xpnog petd tn oyedioomn Kot ToV OpIGUO TV GLGTATIKAOV TNG ETAOYNG TOL TPEMEL
va o opioel Kol TIS W0TNTEG TOVG MOGTE VO OMOKTNOOLV VOoTooT. EmAéyovtag to
«Edit Player» andé 1o «Components Section» mapovoidletor 610 ypnotn &vo
napdBupo TOTOL «POP-UP» TO OTOI0 TOV TPOTPEMEL VO, EVIUEPADGCEL TIG WOLOTNTES TOV
xapaxTpo / npma:
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Set Health Points*
Set Attack Points®

Set Defence Points*:

Set Agility Points*

Ewcova 44 Aiswapn eioaymwyng yopokTnplotikady fpwa

To moapdBupo avtd eumepiéyel pio EOppa emeéepyaciog 1 omoio O100€TEL TPOG
evnUEP®OT OAM TOL KOHPLOL YOPOKTNPIOTIKA TOV YPNOTN:

- Set Name: opioudg ovopatog. O ypriotng kabopilel To Gvopa Tov Npwal.

- Set Speed: opiopdg tayvnToac. O yprotg kabopilel v ToydTTA UE TNV
omoia Ba Kveltan 0 pwag péoa atov Tp1dtdeTato Aafvpvoo.

- Set Health Points: opiopog moviov (ong. O ypnotng kabopiler tovg
novToug {mNg Tov Mpwa, ol omoiol kot ameikoviovtal oty 006vn Tov
KWVNTOU THAEQPMOVOL KaTd TN d1dpKel ToL oy vidotov. H tun mov opileton
glval avtr mov ypnoyonoteitot amd 0 cOGTNUO LAYNG.

- Set Attack Points: opiopog noviov enibeonc. O ypriomg kabopilel tovg
ndvtoug enifeong mov Ba Exet o Npwag. H tiun mov opiletan ivarl avt mov
ypnoonoteiton omd To GVGTNUA PLAyMGS.

- Set Defense Points: opwopdg novtov dupovag. O ypnomg kabopilel tovg
ndévtoug dpvvag mov Ba €xet o Npwog. H tyun mov opileton elvar avty mov
XPNOYLoTOoLEiTOL 0O TO GVGTNHO LAYNG.

- Set Agility Points: opwopdg moviov evel&iog. O ypnomg kabopiletr Tovg
noévroug gveMEiog mov Ba €xel o Mpwac. H tyun mov opileton elvan avt
TOV YPNGUOTOLEITAL OO TO GVGTNUA TTOLYidOG.
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Metd v €100y®yn TOV EMBVUNTOV TILOV 0 XPNoTNG £xEL OVO0 EMAOYEC: M Hio etvon
vo omofnkedoel ) QOpHO EMAEYOVTIOS TO EKOVIOO OMOGTOANG NG GOPHOS TOL
BpilokeTat 6T0 KATO PEPOS TOL TAPABVPOL EITE VO AKVPDOGEL TNV EIGOYWYT TOV TILOV
EMAEYOVTOC TO €KOVIO oTo Thve de&d pépog g 0Bovne. Metd v emAoyn
0T010VONTOTE Od TOL dVO gKOViIdla TO TaPABVPO KAEIVEL KAl O XPNOTNG EMGTPEPEL
o1 ceAida. O ypNotng Wtopel EXiong Vo OKLPMOGEL TV EIGAYMYT] TOV TYOV KAVOVTOG
KMk €€ and to mapdvpo.

Evnuépoon ko onuuovpyio gx0p@v / guiaxkov

Eniéyovtag to «Edit Enemiesy and to «Components Section» mopovcidletar 6to
xpNo éva mopdbupo TOHTOL «POP-UP» TO OTOI0 TOV TPOTPEMEL VO EVILEPDGEL TIG
1010t 1EC TOL KABE £XHPOV OV VILdPYEL 6TO AafVpvOo:

Enemy Characteristics

7

Enemy*: Enemy_N11 ~

iA;troleaM1

Enemy Areas*:

Set Speed*:
Set Health Points™:
Set Attack Points*:

Set Defence Points*:

Ewcova 45: diewapn etoaywyng yopoxtnpiotikav xfpod

21 eOpua VT 0 YPNOTNG KAAEITOL VO OpIGEL TIC TIHES YL TIG WOTNTES TOV £XOpDV
TOV TOLYVIO0V:
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- Enemy: entoyn gxbpov. Ed® o ypnomg umopel va emthééel kKamoov amd
1oV €XHpoVG oL dNUOVPYNGE 6T0 AafVUpvBo MGTE Vo opiceL TIG IOOTNTES
tov. Kdbe eyypapn oe avtd 10 HEVOL EMAOYNG AVTIGTOLKEL KOl O éval
ovotatikd €xBpod mov €xel oyedwotel oto AaPvpvbo. H mopaxdtm
eloaymyn TiLov Ba agopd Ttov exBpd mov Exel emleytel o awtd TO TESTO.

- Enemy Areas: emioyn mediov ex0pov. Emiléyovton ta medio ota omoia Oa
umopel o emieyuévog €xBpodg va kwvnbei. Mmopobv va emieyodv ta
ToALOTAG edia mote 0 £BpOG va €xel £var evpog Kivnone. Ta media mov
napovotdlovtol givar avtd mwov £xel opicel 0 YPNOING WG XDPOG £xOpov
oto Aapupwvbo. Kébe eyypaen oe autd 10 pevoy EMAOYNG AVTIGTOLXEL Kot
o€ éva ouoTATIKO YDOPov £xOpov oL £xel oxedaotel 61O Aafupivio.

- Set Speed: opiopdg tayvnroc. O ypromg kabopilel v TodTnTa e TV
omoia Ba kveitar o exBpo¢ péca otov Tpdtdotato Aafvpivoo.

- Set Health Points: opiopog moéviov (ong. O ypnotng kabopiler tovg
novioug Long tov gxbfpov. H tywun mov opiletor eivoar ovt) mov
xpnoonoteiton omd To GOHGTNUA PLayMG.

- Set Attack Points: opiopdc moviov enifeong. O ypnotng kabopilel Tovg
novTovg emifeong mov Ba €xel o gxBpdc. H tun mov opileton givor avtm
OV YPTCULOTOEITOL ATTO TO GVOTNHO LLAYNG.

- Set Defense Points: opiopog moviov auovog. O ypiotng kabopilel Tovg
TOVTOUG Apvvos Tov Ba Exet o €x0poc. H tyun mov opileton ivor vt mov
YPNOOTOLEITAL O TO GLOTNA LAYNG.

- Set Agility Points: opiopdg moviov gveléiac. O ypriote kabopilel Tovg
novToug eveMéiog mov Ba Exel o exBpOC.

Metd v e1c0ymyn TOV ETOLENTOV TIUOV 0 XPNOTNG £xEl 000 eMAOYES: N Mo etvon
vo, amoOnkeboel T EOPUO EMAEYOVTOS TO EKOVIOO OMOGTOANG NG GOPUAG TTOV
Bpioketal 6T0 KAT® HEPOC TOV TOPABVPOV EITE VO AKVPADGEL TNV EICAYOYN TOV TYLDV
EMAEYOVTOC TO €KOVIOWO oT0 Thve 0efld pépog g 000vng. Metd v emAoyn
OTOIOVONTOTE O T OVO €KOVIOIM TO TaPpdBVPo KAEIVEL KO O YPNOTNG EMIOTPEPEL
o1 6eAlda. O ¥pNoTNG WITOoPEL ETIONG VO OKVPDOGEL TNV EIGOYMYY| TOV TIUOV KAVOVTOG
KMK €€ amd 1o mapdOvpo. Edv o ypnotng oev amobnkevoel £6Tm pion popd TIC TYES
TOV GLGTATIKOV TOTE 0V TO 08 B dnpiovpyndet oto 3D mepiBaiiov.

Evnpépoon ko dnpuovpyia tayidwv

Eméyovrag 1o «Edit Traps» and to «Components Section» mapovcidletor 6to
YPNoTN €va mapdbupo TOMOL «POP-UP» TO OO0 TOV TPOTPEMEL VO EVIUEPADGEL TIC
010N TEG TOL KABE TTaryidag mov vdpyel 6To AofvpvOo:
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-

™
rla ¥
=] e

Select Trap ltem*. Trap_08 ~
SelectTrap Type*:  Trap Defence ~
Trap Effect Points*: 8

Trap Affect Points™®: 1

Eixova 46: Aemapn e100ywyng YopoKTHpioTIKOY TOYI0as

2 eOpUO OVTH 0 XPNOTNG KOAEITOL VO OPIGEL TIG TYES Y10 TIG WO10TNTES TOV TAYIOWV
TOV TTOLYVIOOV:

- Select Trap Item: emoyn mayidoc. O xpHotng emAéyet pio omd Tig maryideg
oL €€l opicel o ypnotg oto Aafvpvo katd ™ onpovpyio Tov. Kdabe
EYYPOPN OE OLTO TO HEVOV EMAOYNG OVTICTOLEL KOl GE €vo. GLOTATIKO
Tayloog mov £yl oxedlaoTel 6TO AdfUpvio.

- Select Trap Type: emdoyn tomov mayidag. Emidéyeton o tHnog g maryidag,
onAadn v wdTo mov Ba TANEEL M moyida OTAV O MPWOG TNV
evepyomomoet Kot 0ev v amo@vyst. H i mov opiletan ivor avt) mov
YPNOOTOLEITON 0O TO GVOTNUO TOYiOOG.

- Trap Effect Points: movior dvvaung mayidoac. OpiCovior ot movTOl
gvepyonoinong tng mayidac. Anhadn, o yopoktpog / Npwog Oo mpénetl va
TEPAGEL TO TOGO AVTO MOTE VO amoPLYeL TV Tayida. H T mov opiletan
etvat ot mov ypnoyonoteital and To GLGTN LA TaYidaS.

- Trap Affect Points: moévtot enidpacng mayidac. Opilovtat ot mdvToL pe TOVG
omoiog Ba mAnyel m oplduevn 101W6O™TO TOL TOiKT/Mpwa. Aniadn, Oa
apapefodv 10601 TOVTOL amd TO GUVOAO TOV TOVIMV OV £XEL GTNV
avtiotoyn wWwmta o Npwos (Enibeon, Apvva, Eveéia). H T mov
opiletar eivon avt OV YpNoOTOLEiTOL OO TO GVCTNHO Ty Id0C.

Metd v 10ay®yn TOV EMBLUNTOV TILOV 0 XPNoTNG £l 000 EMAOYEC: N Hio etvon
va omofnkedoel T QOpHO EMAEYOVTIOS TO EKOVIOW0 OMOGTOANG NG QOPUOS TTOV
BplokeTot 6T0 KATO PEPOS TOL TAPABVPOL EITE VO AKVPDOGEL TNV EIGOYWYT TOV TILAOV
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EMAEYOVTOC TO €KOVIOW o100 Thve de&d pépog ™ 000vnc. Metd v emAoyn
0T010VONTOTE OO TOL dVO €KOVId TO TapdBupo KAEIVEL KAl O XPNOTNG EMGTPEPEL
ot celida. O ypNog umopel emiong vo AKLPMOGEL TV EIGAYMOYN TOV TIHOV KAVOVTOG
KMk £€® amd 1o moapdBvpo. Edv o ypnotng oev amodnkevoetl £otm pia opd Tig TIpég
TOV GLGTATIKOV TOTE 0LTO O B dnuiovpynbei oto 3D mepiBaiiov.

Evnuépoon ko onuuovpyio avrikeipévov 0ncavpod

Eniéyovrtag to «Edit Treasure Items» and to «Components Section» mapovcidleton
070 XpNot éva moapdBupo THTOL «POP-UP» TO OTOI0 TOV TPOTPEMEL VAL EVILEPDGEL TIG
1010t TEG TOL KABE avTiKEEVOL BNcavpov Tov vtapyel 6to Aafvpivbo:

Select Treasure ltem*: Treasure_M6 ~

Treasure Points? 60

Ewcova 47 dicwapn eioaywyng yopoxtypilotikav Oneoopod

2t edppo ot 0 YPNOTNG KoAeitan va opicel v a&ia TV avTiKEWEVOV Bncavpov
TOV TOLYVIO0V:

- Select Treasure Item: emloyn avtikeywévov Onoavpov. Emdéyetar to
aVTIKEIILEVO TOV Bncavpol ywo to omoio Ba opiotel 1 a&io tov. H Aiota
amoteheiton amd To ovrikeipeva Oncavpovd mov OpGE 0 YPNOTNG GTO
AapopwvBo. Kabe eyypapn oe avtd t0 pevoD emAoyNG ovTioTo el Kol o€
éva oVoTaTIKO ONGavpoL Tov Exel oyedlaoTEL 6TO Aafvpvbo.

- Treasure Points: a&io avtikeypévov Oncovpov. O yprotng opilel v a&ia
TOV EMAEYHEVOL ovTIKEEVOL Onoavpov. H aio avt) ypnoyomoleitol
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a0 TO GUGTNHO OVAKTNONG AVTIIKEILEVMV TPOG EVIUEPMOT] TOL GLUVOAIKOV
Onoavpod. H 1y mov opileton ivar avt mov ypnoonoteital ond 1o
GUOTNLO OVAKTNONG AVTIKEUEVAV.

Metd v giloaywyn g emBounmg Tiumg o xpNong £xel 000 emA0YEG: N pia etvor va
amoOnkevoel T QEOpUE EMAEYOVTOG TO EIKOVIOO OOCTOANG NG QGOPUOC OV
Bpioketor 010 KAT® PEPOG TOVL TOPABVPOL €iTE VO AKVPADGEL TNV EIGAYMOYN TNG TIUNG
EMAEYOVTOC TO €KOVIO0 o610 Thve dg&d pépog g 0Bovne. Metd v emAoyn
OTOLOLONTOTE OO T OVO €KOVIO TO TapdBupo KAEIVEL KOl O YPNOTNG EMGTPEPEL
o1 oeAida. O ypnotng Wropel emiong vo aKLPMOGEL TNV E1GOYMOYN TNG TIUNG KAVOVTOG
KMk £€® amd 1o mopdBvpo. Edv o ypnotg oev amobnkevoetl £otm pion opd TIC TYES
TOV GLGTATIKOV TOTE 0L TO dg B dnuiovpynbei oto 3D mepiBaiiov.

Evnuépoon ko onuuovpyio @iltpov evioyvong

Eniéyovtag 1o «Edit Buff Items» and to «Components Section» moapovcialetor 6to
xpNom éva moapdbuvpo THTOL «POP-UP» TO OTMOI0 TOV TPOTPEMEL VAL EVIUEPDGEL TIG
1010t 1EC TOL KABE PidTpOL EVicyvong mov vapyEL 6TO AafvpivOo:

Select Buff item*: Buff M8 ~

Select Buff Type*: Attack
Buff Points* 2

Eixovo 48: Aemopn e1oaymyng yoparxtnplotik@y gilzpo evioyvons

21 @Opua aVTH 0 YPNOTNG KaAEiToL VO OpIGEL TIG TIES Y10 TIC WOOTNTES TOV GIATP®V
evioyvong tov moryvidrov:

- Select Buff Item: emioyn oiltpov evioyvong. Emdéyetar to @iktpo
evioyvong yw to omoio Ba opiotovv ot WOTTéG Tov. H Alota amoteleiton
and 1o eiktpa evioyvong mov Opioe o ypnoms oto AaPopivBo. Kdbe
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gYYPaQN € aVTO TO UEVOL EMAOYNG OVTIGTOLEL KOl GE £V GLGTATIKO
@iAtpov Lmng mov £xet oxedtactel oto Aafupvo.

- Select Buff Type: emoyn tomov evioyvone. Emiléyetor o tOmOC 1T1Ng
evioyvong, omAadn n WwOTTa mov Oa evioyvbel amd TO emAeypéEVO
avtikeipevo otav o Npwog 1o ayyifel. H tyun mov opileton eivon avt mov
xpNopomoteiton omd To GHGTNUA AVAKTNONG OVTIKEUEVOV.

- Buff Points: movtot evioyvong. Opilovtor ot moévtol pe tovg omoiog Ha
evioyvbel  opilduevn WOTTO TOL Yapaktpa / Npwa. Aniadr, Oa
npoctehovv o1 mOVIOL avTol 6T0 GUVOAD TOV TOHVI®V 7oL £XEL GTNV
avtiotoyn wWwotta o Npwag (Enifeomn, Apvva). H Ty mov opiletan etvan
OLTT] TOV XPNGLOTOLEITOL ATTO TO GUGTNLOL OVAKTNONG OVTIKEILEVOV.

Metd v e1c0ymyn TOV eTOLENTOV TILOV 0 XPNOTNG £XEL OVO0 emAoYEC: M pia givat
vo amofnkedoel ™ EOpHO EMAEYOVTOG TO E€IKOVIOI0 OMOGTOANG TG QOPUOG TOV
Bpioketol 6to KAT® PEPOC TOL TAPABVPOVL EITE VO AKVPADGEL TNV EIGAYMYY| TOV TIUOV
EMAEYOVTOC TO €KOVIOWO oT0 mAve 0l pépog g 00ovne. Metd v emioyn
OTOLOVONTOTE OO T OVO €KOVIO TO TapdBupo KAEIVEL KO O YPNOTNG EMOTPEPEL
o1 6eAida. O ypNoTnNe WTopel ETIONG VO OKVPDOGEL TV EICAYMYT TOV TYOV KAVOVTOG
KMk €€ amd 1o mopdBvpo. Edv o ypnotng oev amobnievoetl £otm pion opd TIC TYES
TOV GLGTATIKOV TOTE 0L TO dg B dnuiovpynbei oto 3D mepiPaiiov.

Evnuépoon ko onuiovpyio gidtpov {ong

Eniéyovtag to «Edit Health Items»y and to «Components Section» mapovoidletan
070 XPNoT éva mapdbvpo THTOL «POP-UP» TO OTOI0 TOV TPOTPEMEL VAL EVILEPDGEL TIG
1010t 1EC TOL KABE PidTpov {wng mov VIapyEL 610 Aafvpvio:

Health

Select Health item*; Health_Q4 ~
Health Points? 8

Eixovo 49: Awemagpn eioaymyig yoporxtnplotikay giltpov (wng
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21 @Oppa VTN 0 XPNOTNG KaAeiton va 0picel Tovg TOVTOLS CmNg Yo ta idtpa (mng
TOV TOLYVIO00:

- Select Health Item: ertloyn avtikepévov {onc. Emdéyetat 1o avtikeipevo
Cong v to omoio Ba oprotovv o1 mOvTotl Tov. H Alota amoteieitatl amd ta
avtikeipeva (ong mov dpioe o ypnotg oto AafvpvBo. Kabe eyypaopn oe
OVTO TO HEVOV EMAOYNG OVTIGTOLEL KO GE €val cLOTOTIKO QiATpov (Mg
mov £xel oyeolaotel oto Aafupvbo.

- Health Points: movtol Long avtikeévov. Opilovtarl ot movtol {®NG TOv
emAeypuévov oidtpov Comg. H tywn mov opileton elvar avt) mov
YPNOOTOLEITOL OO TO CVGTNUO AVAKTNONG OVTIKEWEV®V.

Metd v e1caywyn g emBLUNTAG TG 0 XPNOTNG £XEL OVO £MAOYEG: M Hiol elval va
amonKevoELl TN QOPUE EMAEYOVTAG TO EKOVIOIO0 OMOGTOANG NG POPUOS TOL
Bpioketal oto KAT® PEPOG TOV TOPABVPOL EITE VO AKVPAOGCEL TNV EIGAYOYN TNG TIUNG
EMAEYOVTOC TO €KOVIOWO oT0 mAve 0l pépog tng 00ovne. Metd v emioyn
OTOLOVONTOTE O T OVO €KOVIO TO TapdBupo KAEIVEL KO O YPNOTNG EMOTPEPEL
ot oeAida. O ypnotng Wropel EMioNg VoL AKLPMOGEL TNV EIGOYMYN TNG TIUNG KAVOVTOG
KMk £€® amd 1o moapdBvpo. Edv o ypnotg 0ev amobnievoetl £otm pio gopd TIC TIES
TOV GLGTATIKOV TOTE 0L TO dg B dnuiovpynbei oto 3D mepiBaiiov.

Edv o ypnotg avoifer kdmown @Oppag emeepyaciag ovotatikod Oiymg vo xet
oYEOICEL TO aVTIoTOYO TOUTO 6T0 AafVpvBo T0TE M Alota Ba eival Kevn, To Kovumi
amootoAc Ba Aeimel kot dg Oa pmopel povo vo kieioel 10 mapdbvpo emeEepyacioc.
IMa mapddetrypa, 6Tav dev LIAPYEL £YEL POPTMOEL KavéEva cLGTUTIKO PIATPOL (MNG Kol
0 YpNoTNg avoitel T eoOpuag encsepyaciog Ba avtikpHoetl To akdOAovHo Voo

J i ' ey | Wy B
Health Characteristics

NO HEALTH COMPONENTS LOADED

Eixovo 50: Mivouo eviuépamang ot dev Eyovv oprotel piltpa {wig
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Emiong, katd ™ dnpiovpyia evOg GVTIKEIEVOL KATOLOL VIAPYOVTOS GLGTATIKOV, O
YPNOTNG KOAEiTOL VO E10AYEL TIHES GE OAOL TOL TESTIOL TOV TOL TAPEYOVTOL. XE TEPIMTMON
OV OUEANGEL T GCLUTAP®OT KATOOV, EUEAVICETOL VLA TO OTOT0 TOV TPOTPETEL
va cuumAnpooet 6Aa ta wedia. Emmpocsbétwe, 10 chotnua enttpénel 6to xpnot va
€1oayel povo BeTikoVS aKképatovg aptBpovg mpog aroeLyn AaBog dedopévmy 160500.
Mo mapddetypa, oty mepintmon dNUovPYiag avVTIKEWEVOD TTayidag, edv 0 XPNoTNG
TapoAeiyeL TV €16000 Kkdmowog TUNG Ba avtikpvoetl To €€1G UvopaL:

P g a 4
ram | " ractTari e s
apy o aracieristics

Please, fill all fields!

Select Trap ltem* Trap_08 ~
Select Trap Type™  Trap Attack
Trap Effect Points*: 10

Trap Affect Points*:

Eixovo 51: Mivouo eviuépwang ot dev Exel ooumlnpwbel kamolo medio

Meg v mpayuaTonoinon Tov Toparave Prudtov 0OAOKANP®VETOL 1| oYediooT Kol 1
onuovpyia Tov mayvidwv. Ta Puata dNUoLPYING CLOTATIKGOV ETAVAAaUPavovTaL
Yo OA0. TO GLOTATIKG TTOL EXEL OYESIICEL O YPNOTNG DOTE Vo dONpovpyndovv ta
avtiotoyo aviikeipeva ot 3D gpappoyn tov kivnrov. O ypnotng TOpa e, T0 HOVO
TOL €)EL VO KAVEL Eival Vo, EKKIVAGEL 6TO Kivnto Tov To mobile client kot va maiget to
oy vidl Tov OGS dNUovPYNCE.

YeMoa Tapovsioong

H televtaio cedida g Web epappoyng dev emdpd ot dnpovpyio Tov moyvidlov.
Eumepiéyer povo Vo vmepouvdécel; dote vo pmopel 0 €KACTOTE YPNOTNG Vo
«KATEPAGE TO TAPOV EYYPAPO KoL TNV TOAPOLGINGT) TOL OAOV EYYEPNLOTOC.
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Eixova 53: Xelida napovoioons
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Maze Of Treasure — 3D IToxyviot

O oyedlaoudg kat n dnuovpyio Tov Toryvidov ue ) ypnon tov Web Editor éyetl og
EMOKOAOVOO TNV €KTEAEST TOV TPAYUATIKOV Toyvidwoy oto 3D mepiBdiiov Tov
Kivntov. Xto mlaicwo g mapovoag epyaciog 1 ektédeon tov Mobile Client
TPAYUATOTOLEITAL HE TN XPNON EVOG TPOGOUOIWTH] KIVNTOV 7OV TTapEYETOL Omd TNV
mhateoppo tov «Netbeans IDE 6.8». Exiléyovtog 1o mpogik «DefaultFxPhonely to
omoio Kot Voo TNPILEL TIC AMATNGELS TNG EPAPUOYNG Vol dVVOTY| KoL 1| EKTEAEGN TNG.

Exkwvoviog v  epapuoyn mov ovitotorei oto Mobile Client pe ovopo
«MazeOfTreasureV2y, Eekvd avtOuaTe. 0 TPOGOUOI®TAHG TOL KIVNTOV Yo, VO TNV
EKTEAEGEL:

r 5
& DefaultFxPhonel (ID: 8) m
Application View Help

Phone number: 123456789
- -
' 0
-~ Install Application
-+~ Manage Certificate Authorities
£ MazeOfTreasurev2
e
° °
A
° el °
‘. v o
1 2 ABe 3 e
4 ahl 5 ikt 6 mno
7 Pars 8 1y 9 wivz
* . 0 # -+

Ewovo 54: Exkivion mpocopoiwh) Kivytod
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270 GTAS10 OVTO O TPOGOUOLMTNG EEKIVA TNV ekTEAEST TG epapproyns. H epapuoyn
oLVOEETAL GTO J1AdIKTVO KOl 6T GLVEXELD otV gpappoyn Tov Web Editor. Ao exel
«katePaley o apyeie Tov TOVOWDL 7OV TNV aPopolv Kol emesepydleTal TO
nepleydpuevd tove. Katd v enelepyacio dnuovpyel to 3D mepiBdiiov 6ia to
OVTIKEIUEVO, IOV TO amOTEAOVV GOUPOVO HE TIC odnyieg Ttov apyeiov. Otav
olokAnpwbei 1 eneEepyocio kot dnpovpyndovy OAo o amapaiTNTO OVTIKEILEVO M)
006vn oV oy vidoY angkoviletar oty 006vn TOL KV TOD.

Extéleon Maze Of Treasure

H npdtn ecdva mov avtikpilel o ypnotg etvar n Kdva Tov TPLOEGTOTOD YOPAKTI PO
/ PO Kot 0 Y®POg yOpw amd avtdv. Me avtd tov Tpdmo 0 ¥pNnotng avtilapBdaverol
dpeca mowog €ivol 0 YOPOKTAPOS TOL KOL O NPMOOS TNG TEPWMETENG TOL UOMG
oNovpynoe:

@ DefaultFxPhonel (ID

Application View Help
Phone number: 123456789

‘ . .

' A
. A E °
L v o
1 2 asc 3 oer
4 M 5 6 mno
7 QRS 8 v 9 wxv2
* 0 #-+
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Eixéva 55: Exxivion too Maze Of Treasure

Ymv 006vn anewoviCovtor ektog amd to 3D avtikeipeva kot 2D, 1o omoia
YPNOYOTO0VVTAL MG TATPOPOPIES Y10l TO T VIOl KoL TV EKTEAECT) TOVL:

» Z10 0plotepd TAVED HEPOC, TO TPMTO AEKTIKO amekovileTat o TITAOG TOV 01010
€xel AmodMOEL 0 YpNoTNG 6T0 Toyvidt — Game005.

» Zmv okpiog ond kdtw oepd, pe v etikéta « TREASUREY ameucoviletan o
GLVOMKOG ONGavpdg oLV Exel GLAAEEEL O YOPUKTNPOAG KATA TNV TEPUYTOT| TOV
péoa oto Aafopwvbo. H apywr tov tun sivon undév (0). H tun avty Ba
av&avetal dtav 0 NP CLAAEYEL avTikeipeva Oncavpo?.

» Xy tedevtaio oepd, pe v etkéto «HEALTH» aneucoviCovtor ot mdvtor
Cong tov yapokmpa. H apywn tun eivor kot ooty mov €xer 6obel oto
YOPOKTAPO OO TO YPNOTN KATA TN onuovpyio tov — wevivia (50) woévrol
Conc. H Ty avt) Ba petdveton 1 o av&avetonr avaioyo LE TIC KATOGTACELS
011G omoieg Ba Ppioketor 0 Npwag. Oo peidvetal dtav dEYETOL KATO10 YTOT L0
and kdmowov x0pd kot Bo avédvetor dtav amoktd Kamoo piktpo {ong.

» Xto 06efld move pépoc omewoviletor o pvludg TOV TAMGIOV  TTOV
avavedvovtal. Oco peyoddtepoc eivor o  aplBudg tOc0  peyaAvTEPM
enefepyacio ypelaleTol Kot TOCO 7O apyn YIVETOL 1] EKTEAEGT TNG EQPAPUOYTG.
Mo ovtd ko mpémer va datnpeitor o€ éva KaAO eminedo GOGTE Vo Unv
VILaPYoVY KOBLOTEPNGELC.

Mo va xwnbel o Mpwog péco oto TPOACTOTO YOPO O YPNOTNG TPEMEL V.
YPNOOTOMGELS Ta. Beldkia KatehBuvong Tov KivnTov:

Eixovo 56: Kovumié katedOvvong mpocouoiwti

Me 10 Tave Kovumi katevBuVone 0 YOPOKTNPAG KIVEITOL UTPOCTA Kol LE TO KAT®
Kovumi katevhuvong kwveitor mpog ta micw. Me to aplotepd Kovumi kateHOvvong
Kiveitan Tpog ta aprotepd Kot pe 1o 0e&t kovumi Kiveitan mpog ta de&d. Me avtd tov
TpOmMO 0 yopaktipag umopel va kwvnbel oe oAOKAnpo 10 Aofvpwbo kol va
katevBouvhei dmov emBupel akoAovB®OVTAG TO LOVOTATL TNG OPECKEING TOV.

O Xofvpvboc Kot To YoPUKTNPIOTIKA TOV T oToia oyedidotnkov oto Web Editor
yoptoypapodvror TAnpws oto Mobile Client. Apa o ypnotmg pmopei vo dgt og
Tptdotato mepPdAiov to AafvpvBo mov dnpovpynce kot va mepinyndei péoa oe
avtdév. Tlapokdtew mapovoidletor €va  oxédo  evodg  Aafopwbov kot TV
YOPOKTNPLOTIKAOV TOV:
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Eixéva 57: To moyvidr mov éxet oyedraotei oto Web Editor

210 oevdplo mov mapovotdletar dakpiveTar o Npwag, Tpelg (3) exbpol / pOAaKes Kot
ol yopor eréyyov tovg, éva (1) oiktpo Cong, 0Vo (2) mayideg, dvo (2) ¢iltpa
evioyvong, tpia (3) aviikeipeva Onoovpov kot £vo cuVoAo Totywv mov meplopilovy To
YDPO.

21 ouvEYELN TAPOVCIALETAL TTMG TO TOPATAVE GVOTATIKA £Y0VV YopToypoaendel Kot
OTEIKOVIOTEL GTO YMPO.
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Ewcova 58: O npwoag péoo. oo pididoroto mepifidiiov

To povtédo tov Mpwa Tapovctdletal MG Evag TPOAGTOTOS KUPOG e TNV EIKOVO TOV
YOPOKTNPO OE OAEG TIC EMPAVELEG TOV. XT0 PABOC TOVL YDPOoL daKpiveTal Eva GIATPO
Long va ittoton Tave ond 1o mhtopa. O y®pog mov tapovsidletor otny 006vn YOpw
and tov Npwa etvar kevoc. O pavpog opilovtog amotedel To YOPO He TOV 0MOi0 Oev
&xel omtikn emagn o Mpwas. Oco kweltoar 0 MNpwag TPog ovtodv, o opilovtog
amopakpHvetal kot epeaviCovron ta 3D avtikeipeva Tov vTapP oLV GTO YMPO.

Eniléyovtag o ypriotmg 10 kKovumi «1» pmopel va aAAAEEL THV OTTIKY TG KAUEPOG
woTe va. eEEPEVVNGEL TO YDPO YOPW TOL diywS va, Kivnoet.

Eixovo 59: AMayn tomov kauepog
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Ewcova 60: Iepiotpopn kipepag

[Tepiotpépovtag v KAuepa 0 YPNOTNG UTOpel va Ol 10 Ydpo YOp® amd TO
yopaxktpa tov. H mepiotpo@r| avt) mpaypatomoleitol Pe to KOLUMI Kotevbovvong
de&1 — aplotepd evd TOL 0AAA dVO KOLUTIE KoTEVBVVONG eivol amEVEPYOTONUEVAL.
210 @domn avtn o yapoktnpag o€ urmopel va kKivnBel. v napoandveo ewova 1 Képepo
EXEL TEPIOTPOPETL TPOC T APLOTEPA KOl O YPNOTNG Umopel va daxpivel oto Pdbog Eva
avtikeipevo Onoavpov mov imrtoton kot to pEPoc piag mayidog (otr mayideg sivon
QOovEPES Kol TOPOLGLALOVTAL e OOPOPETIKN EKOVO Atd TO VTOAOITO £30POG DOTE VO,
elval dokpitég ota TAaiolo TG EpYAciog — KOVOVIKA o1 Taryideg £xovv Tnv 1010 Hopoen
HE TO LTOAOUTO £00POC MOTE VO, UMV tvar opatéc 6to ypnotn). Emiéyovrog to kovpmi
«1» Eava, M omTIKN Kol 0 YEPIOUOC EMOTPEPEL GTNV GPYIKN TOV KOTAGTOOT KOl O
YOPOKTNPOG UTOPEL VAL GLUVEYICEL TNV TTEPUYNGN TOV.

Kwovpuevog mpog umpootd o yapaktinpog tAnctdlel 1o idtpo (mng evd TanTdypova
avTikpilet éva OAaK 0 0moiog LOAS ToV avTihapuPdveTot apyilel va Kiveitol Tpog 10
HUEPOG TOV.
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Ewova 61:0 npwag urpoora oe évay ex0po kar oe Evo, piAtpo evioyvons

Eneidn o yopog eréyyov tov £xBpol elvar meplopiopévog o€ UIopel Vo TPoYwPNoEL
TEPA O AVTOV KO GTOUATH KOVTA 6T0 GIATPO (NG TPOGTATELOVTOS TO YDPO TOV.

E1xova 62:0 eyBpog mepropiletar oo ywpo eA&yyov tov

O yopaxtpog mAncualel meplocoOTEPO T0 QiIATpo LN amd TN 0e1d mhevpd pe
AmOTELEC O VO, SLOKPTIVETOL KOADTEPO ALTO Kot 0 €XOPOG aAAd Ko Eva VEO avVTIKEILEVO
Oncavpov oo Pdbog de&d Tov TEPIPAALOVTOG.

Ewcova 63:0 fpwog ninoidler o piltpo {wnig

[Mincuwlovtag kot akoLVUTAOVTAG TO TPOEoTATO KVPO oL avTicTol el 610 QiATpO
Long 0 NpmOg amoKTé TOVS TOVTOVG {ONG MOV EUTEPIEXEL KOL 1] GLVOAIKY TOoL (mN
av&averon katd ikoot (mOvTovg), chuemva e to pvopa tov gpeavitetar «GOT 20
HP», ue amotéieopa av &yl topa gfdopnvia (70). To giktpo Long eEapavileTon
oo 10 TPOECTATO TEPPAALOV.
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GOT 20 HP!

Ewcova 64: O npwog arokta 1o pilpo {wng

211 GLVEYELN O YUPOUKTPOS KIVEITAL TPOG TO OVTIKEIHEVO Oncavpol Tov EVIOTIGE KO
T0 omoio PBpioketon dimAa oe TolYOVC,

Eixovo 65: O npwag mlnoialer éva Onoavpo

[Minowiler kar akovund to TPWOIAGTATO KOPO 7OV AVTIIGTOLKEL OTO OVTIKEILEVO
Onocavpod amoktdvtog gikoot (20) mOVTIOLG YPLGOV, GOUE®VO PE TO UNVLUO TOV
eupaviCetar «GOT 20 GOLD!», pe amotélecpa tdpa 0 Guvolkds Tov Bncavpds va
etvar ot0 Vyog tov eikoot (20) mOVTOV Ypvoov. XTN GLVEXEWL TO OVTIKEILEVO
Oncavpov e€apaviletor amd o TpLddoTato TePPAALOV.
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Ewcova 66: O npwag omokta 1o Onoavpo

[Inyaivovtag omv GAAN pepid tov AafdptvBov o yapaktmpag cvvovtd pio moyida,
éva, avtikeipevo Onoavpot kot oto Babog éva eiltpo evioyvong.

Ewcova 67: O fipwag mAnoraler éva Onoovpo kai pio. moyioa.

O yapoxtnpog xweitar gubeia mpog 10 Bnoovpd dlymwe va mepdoel TOve and TV
nayida kot tov anoktd. ‘Etot avdvetl to Bnoovpd tov katd gfdopnva (70) mévtovg,
ocvpoova pe to pvopa «GOT 70 GOLD!», pe amotéhespa o cuvolikdg tovg va
avépyetal otovg evevipvia (90). Xt cuvéyela 1o avtikeipevo Oncoavpol eEapaviletan
oo 10 TPOoTOTO TEPPAALOV.
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Ewcova 68: O npwoag omokta 1o devtepo Onoowvpo

21 CUVEYELN O XOPOKTAPOS KIVEITOL TPOG TNV TTayida Kol TEpVE TAve amd avtnv. H
nayida evepyomoteitar «!''TRAP ACTIVATED!!y oAld o Mpwag cOppove pe To
upvope «<ESCAPED TRAP! katagépvel va v amo@iyel diywg vo TAnyel Kamoo
amd TIG W0TNTEG TOV. LT GLVEXELN 1] YO0 OmeEVEPYOTTOLEITOL.

Ewcova 69: O fipwag uraivel 61o ywpo wayioog kai ty omopedyel

Metd o yopaxtipag Kiveital mpog 10 eiATpo evicyvong mov Ppicketol UTPocTd TOL
KOl TO OmOKTd. LOpeova pe 1o pvopa tov gpeaviletor «GOT 3 ATK POINTSI», o
npwag av&aver m obvoun emibeong tov Katd tpelg (3) mOVIOLS. XN GLUVEXEW TO
¢eiktpo gvioyvong eEapaviletot amd 10 TPOECTOTO TEPPAALOV.
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Ewcova 70: O npwag omokta éva piltpo evicyvong

O yopaxtnpog Kveitor Tpog o Tow Kol HETE TPOS TO. 0ploTePd Kot avTikpilel pia
véa maryida, Evo vEo IATPo evioyvong Kot To TEAELTAI0 aVTIKEILEVO Oncavpov.

Ewcova T1: O fipwag mAnoialer évo pio 6Aln moyida, éva piltpo evioyvons kot éve Oneovpo

O yopokmpag mepvd mOve amd v Tayida Kot tnv gvepyomotel «!!ITRAP
ACTIVATED!» aAld avti ) @opd 0V KATAPEPVEL VO TNV OTOPVYEL. ZOUPOVO, [LE
to pvopa ov epgaviCetar «LOSE 2 ATK POINTS!H o ipwoag yxavet 6o (2) moviovg
amo TN duvaun emiBecNG TOV. XT1 GLVEYXEWD 1) TOYid0 ameEvEPyOTOlEiTOL.
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[ | LosB2atK PoiNTSI
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"

Ewcova 72: O npwog sioépyetor otny Toyioo kot 0gv v omopeDyeL

Metd and avtd Kiveitor mpog to @iltpo evioyvong 10 omoio PpickeTot KOVTE TOL Kot
T0 amokTd. TOopewvo pe o upvopa mov gueavitetar «GOT 3 ATK POINTS!y, o
npwoag avéaver tm dvvoun enifeong tov kotd tpeg (3) MOVIOLS. X1 GLVEYELD TO
eiAtpo evioyvong e€apaviletor and to Tp1ddoTato TEPPAALOV.

*Got b ATK PO

cEl T

.

Eixéva 73: O npwag amoxtd kot véo giltpo evioyvons

O yopoakmpag 6t cvvéxeln elePaAel 610 YDPo vog €xBpov Kar povopayel poali Tov.
M celpd amd punvopato katd Ty €EEMEN TS nayng epeaviCoviot mopovotdlovtog
Tt ovpPaivel. EppaviCeton to pnvopa « NTFIGHT!HY mov dnAdver 0t n pdym €xet
Eekvnoet kot Tapovcstalovtol Kot ot W0TTeg eniBeong Kot AUuvVoS TV oVTITAA®Y
(ATK - DEF). Aptotepd thg 006vng o1 1310t Teg ToV pmo. Ko 670, &8 T0 Gvoa Tov
gxbpov (EnemyN11), ot 1810ttég 0oV Kot ot wovrol {ong tov (HLT) — pewdvovton
Katd tn odpkew g phymg otav déyeton kamowo yromnue. Kdto ond ta otoryeia
avtd epeavifeton kaBe @opd mowog emitiBetoan (ATTACKS) xor mowog apvverton
(DEFENDS) kot o1o to anotéleopia ¢ ekdotote enibsong (MISS - BLOCKS).
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Eixovo 74: O npwag avtuetwmiler Evay eytpo

H péym oroxinpdvetarl kot 0o Npwog Pyoivel viknme koo o eOAaKag yavel GA0VG
Tov mOVTOovg Mg tov Ko e€apaviletor evd o Mpwag Exel yboer poAg epta (7)
novtoug Lmng kot Todpa £xet eénvio téooepig (64).

Eixova 75: O nipwag Exer kepdioer tov exbpo alré Exer yaoer Aiyn {wn

211 ovvéyel 0 NP®OG 00€VEL TPOS TO TEAeLTAiO avTIKEiLEVO Bncavpol o omoio Kot
amoktd. Avédvel to Oncavpd tov Katd capdvia (40) mOVIOLG, GUUE®VO HE TO
ppvope «GOT 40 GOLD!y», pe amotélecpo 0 GUVOAIKOS TOL VO OVEPYETOL GTOVG
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exatov tpuavta (130). Xt ocvvéyela to aviikeipevo Onoavpov eEapavifetor omd to
TpdLdoTato TEPPAALOV.

Eixovo 76: O npwag omoxtd kai tov televtaio Onoovpo

H epappoyn om ocvvéysian eréyyel 1o cuvoAlkd OBncavpd kot evtomiler OTL givon
HEYOADTEPOG OO TO GTOYO MOV Elye 0ploTEL KATA TN dNovpyia Tov moryvidov (120).
Avtd éyel o¢ amotélecpa vo epgavitet to pnvopa vikng «YOU WIN!Iy ko

OAOKMPOONG NG TEPWMETEWG Y TOV Npwa Kou 1o ypnotn tov «GOT ALL
TREASURE!».

r.. -,(q .._ r o — . |
| ‘GOT ALL TREASURE!
| .

~YOU WINH!

Eixova 77 O npwag amoxrd 640 to Onoavpo ko kepdilel 1o maiyvion

Me avt6 0V TPOTO OAOKANPAOVETOL Lot ETITLYNUEVT] TEPMYNOT| KOL OVTILETOTICT) TOV
KIvouveov péca otov tpdtdotato Aafopwvo. O Mpwog amoxtd @iltpo Long ko
evioyvong, amoeevyel N Oyl Toyideg, LAYETOL EVAVTIOL GTOVG GVANKEG KOl TOiPVEL TO
xpvco6. Ta otoyeion aVTA OAOKANP®VOLY TO ToYVIdL Kol TNV TEPUTETELN TOV MPOOA
pésa 610 TEPPAAAOV TOV ALY VIS0V,
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Younepacpoto kor Melhovtikég Erektacerg

O\ 1 dwdpoun ®g oe aWTO TO GNUEID KATASEIKVOEL TO TEPIEYOUEVO TNG EQPOPUOYNG
kol to poAo G Ta ovotatikd g avaAdOnKov Kol TaPOVCIICTNKE O TPOTOG
avantuéng kot extéleonc mc. [paypatorombnke pio avaeopd otig £vvoleg Kot Tig
TEYVOAOYIEG TTOV YPNCHOTOMONKOV MGTE VO KATAANEOVUE GE AVTO TO ATOTEAEGLAL.

And mievpd oxomol, Pyaiver 10 cvumépacpa O6tL M epappoyn eéummpetel éva
OLYKEKPEVO GUVOAO ¥pnotdv. To civoro avtd mepthapuPdvel To GTopa To omoio
elxvovtor amd to moryviolo Kot emBupodv eKTOG amd va maiEovv, vo oXedEcOVY Kot
T 01k TovG. Me o amAr| dlemapn ypnotn oty omoia £xel TPOGPACT) 0OTOOGONTOTE
&xel mpdoPaon animdg oe Evav mepmynty 16T00. Eiodyovtog povo 1 devBvvon g
otooeAidag tov Web Editor éyer m dvvatdtra, pe v amdn ektéleon Kamoimv
CUVTOL®V PNUATOV VO, ONUIOVPYNOEL TO O1KO TOV Ttayviol. Ag ypeldalovion 1010iTtePES
TEYVIKEC YVOGELS Y10l TN OYE100T TOV TOYVIO00, OTME TOPOVGIAGTNKE, GAAL 1| LOVO
N EMAOYN KOTOIWV KOLUMI®V KOl 1] CUUTANP®OTN KAmowwv @opumv. O ypnomg
YPNOLOTOUDVTOG HOVO TN ONUIOLPYIKOTNTA TOV UITOPEL VO OYEOAOEL GE Alya HOVO
AEMTA TO TTOYVIOL TNG OPECKELNG TOV.

Tn ypnyopn oyxediaon Tov moryvidlov GLVOOELEL KOl 1 GLECT EKTEAECT] TOL OTNV
avtiotoyn cvpPoarr cvokevn. O TEPLOPIGUOS TOL VILAPYEL O AVTO TO oNpEeio etvar OTL
apyIKd 0 YpPNoTNG TPEMEL va. dabETeL pior KvnT] cLOKELT M oToia Vo virooTNPilet TIc
OTOUTAOELS TNG EQOPUOYNG KOU OTN OLVEXEW O ypnotng Oo mpémer va Exet
eykataotioel to Mobile Client oto xivntd avtd. ‘Exovtag mpocPoon o€ kdmolo
diktvo 3G / 4G ko ekteAdVTOC TV EQapuoyn tOTte umopsei kot va maiet. H dwoyeipion
TOV TOLYVIO100 eivar amhr] Kabmdg 0 ¥pNoTNG ATANDG KIVEL TO YOPAKTPO TOV LEGO GTO
tpdtdotato Aapopvo diyme vo ypeldletal TEPIGGOTEPOVS GLVIVACUOVE TANKTP®V
ol omoiot Ba dvokdAevav 10 YePOHd Tov. Ot KIVNTEG GLOKEVEC Oe evdeikvuvTal
YEVIKA Y10 «TOADTAOKOVG» GUVOVAGUOVS TANKTPOV AOY® pHeyéBoug kot evocOnociag.
Ondte 0 YPNOTNG KAVOTOUDVIONG TIS TOPATAVE OTOTNOEL, UTOPEl amAmdg va
EKTEAECEL TNV EQOPLOYN KOl OLTH HE TN oepd NG va cuvdebel oto Web Editor, va
«KATEPAGEY TIG TANPOPOPIES TOV TOYVIOI0D KOl VO, TO EKTEAECEL.

And ta mapondve, yivetar ovtiAnmtd 6t £xovtog TpdSPact 6To S1adiKTLO KoL LE TN
YPNOMN TG KOTAAANANG KWNTHG GLOKELNG €lvar duvartn 1 oxedioon Kot 1 EKTEAEON
eVOG TPOCOTIKOV TPOGOPLOGUEVOL TTALYVIOOD amd O0POPETIKOVG XPNOTES. AnAadn,
dgv elvar amapaimto va maier 1o moryviot pé6vo awtdG mov 10 oYediace, AL
omolocdNmote B €lye GTN KWWNTN TOV GLGKEVT EYKATEGTNUEVT] TNV EQAPLOYN OVTN.
Me av16 ToV TpOTO £ivar Katavontd 0Tt Eva mayvidl oXeO0GUEVO amd KATOW0 XPIoTN
He eAAYIOTES TEXVIKEG YVOOES o amoteAoVoe KOWO TOTO Yo évol €vph GUVOAO
XPNOTAOV TOV 0TolV €MIGNG 01 TEYVIKES YVAOOELS O Ba amotedovsav BEpa. Aniaon,
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&yovpe 800 dokprtd pépn yio dV0 1010 N SPOPETIKE GVVOAL YPNOTMV UE GUEST
npocPaon o€ avTd.

H epappoyn o pmopovoe va evioyvbet pe d1popeg enektdoels ol omoieg B dpovoav
avENTIKE Yoo T0 pOAO TNG Kot TN ¥pnomn s, 6mwg emiong Oa g £dwvav kot o
eAKLOTIKY] Ypold kot mepeyopevo. Kamoleg amd t1g mbavég emektaoelg g Ha
pumopoveav va amavinovv 610 TapaKdT®m HEPOG.

Merhovrikég Enektaoelg

I'paown snéktaon

‘Eva peydlo ocvvoro enextdoemv Bo pmopodce vo eQOpUOGTEL TAV® GTO GUVOAO TNG
EQOPUOYNG HEYOADVOVTAG TO €VPOC TNG AEmovpykd kol owcOntkd. Mio mpd
EMEKTACT GTO VIAPYOV VYOS TNG epapuoyns Oa ntav n adiaynq ota 3D poviéia mov
YPNOLOTOOVVTOL OCTE VO, AVENCEL KO TO PEAAMGHIO TOL TOVIO0D 1| VO TOPEYETOL M
duvaTOTNTO GTO ¥PNOTN VO EMAEEEL TIG OIKES TOVG VOEG Y10 TO. VITAPYOVTIO LOVTELQL.
Avti Tpdidotatovg kOPBovg, Ta poviéda Ba propovcsav vo TANGIALovy o TOAD GTOo
€100¢ T®V CLOTOTIK®V TOV ALY VIOV, ANAAOT|, O YOPAKTIPOS TOV Npwa Bo puropovce
Vo, avTIoTolyel o€ €va TPOACTOTO HOVTEAO KATOWVL 1mmoOTN 1M GAAOL  EMKOD
YOPOKTAPOA, OT®G TioNG Kot 01 OAAKES TOV AdBUp1vOoL Vo aVTITPOGMOTEVOVTOV OO
HOVTEAQ TEPATMOV 1 LOVTEA®V pPE avOpoTOpoppa oTotyein. AVTIGTOL(0 TO. CLOTAUTIKA
QIATpOV Kol ONcavpdV vo TapoLGLAloVIaV UE OVTITPOCOTEVLTIKOTEPN UOVTEAQ TOV
Oa £kavay 10 pOAO TNG O SLOKPITO KO YPAPIKE L0 EAKVLOTIKO.

Enéxtoon ot mowiMa toov Maze Of Treasure mouyvididv

Mo dAAN enéktaom Ba pmopovoe va apopd T duvatdHTNTO CYXESINONG TOALUTAMY
«MoT» moyvidudv and moAlamhovg yprotes. Avtd Oo Nrav epiktod v o Web Editor
EMEKTEWVOTOV UE TNV TPOCHNKN €VOG CLGTNUOTOC OlYEIPIONG POADV YPNOTAOV.
Anhadn, o kabe ypromc mov Ba embBvpovoe vo oxedldost Kamowo moryviolr Ha
UITopoVoE apyIkd vo eyypopel ot Web epopproyn Kol vo omoKTHGEL £Vo LOVUSIKO
OVOLOL YPNOTI. TN GLVEKELN, LE TO OVOLO OVTO Kol £G4V K®OKO B cuvoedTay Kot Ba
UTopoHGE Vo ONUIOVPYNGEL TOL O1KGL TOV Toyvidla, oto omoio Bo £0ve Eva LOVaOIKO
ovopo @ote va dakpivoviav omd to morvioln Ttev vmoioimwv ypnotav. Oa
UTopovGE vo. el Kot pio Tpocmiky ceAida 1 onoio Bo mapébete O ta moyvion
7OV €€l ONUIOVPYNOEL Kot T oTtoia Ba pmopovce va enavacyedtdoel Onote emBupel.
Mo kédBe oy vidl Bo dSnpovpyodvtay Eva HOVASIKO GUVOAO apyeiwv mANpopopiag e
Baon to povadikd dvopa tov moyvidov. O yprotng mov o extedovoe to Mobile
Client 6o omovtovoe o ypoagiky demagr mov 0o tov KaAoVoE va eMALEEL O
oy vidl amd Ta vapyovta Bo Nlele va taifel. Me avtd tov TpoOTOo, Ba enéleye OTO0
Noeke kor n epappoyn Oo cvvdedtov oto Web Editor kot Oa «xatéBaler ta apyeio
mAnpoeopiag yw 1o moryvior mov embovpovoe ko Bo Emonle. Me avtd tOV TPOMO
noAlamAol yprioteg Ba oyedialav moAlamAd mayvidia ota omoia Oa giyav mpdcPaon
TOALOTTAOL YPT|OTEG Y10 VAL T EKTEAEGOLV.
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Enéxtaon tov eldoc tov Taryvidimv

Enéxtaon pmopel eniong va mpaypatonomBel 610 cLGTOTIKG, GTO GLGTHUOTA KoL
otov Kavoveg idov tov «Maze Of Treasure» moyvidiov mpooBétovrag étol véa
ototyeia avédvovtog £€tol to Pdbog kot v moAvmhokdtnTo Tov. ' Tapaderypa, Oa
pumopovoav vo Tpootedolv GLGTOTIKG OTA®V KOl OVTIKEWEV®OV TPOCTAGIOS Y10 TO
YOPOKTAPO EVAVTIO 6TOVG €xOpovc. Avtd Bo amartovoe aAlayéc kot oto Web Editor
aALd ka1 oto Mobile Client g epappoynic ®ote va TpocddoeL TN VEES YPAPIKEG
dtemapéc aAAd ko Ta véa cvothpato. Emiong Oa propovce va vanpye o¢ emAoyn n
dVVOTOTNTO EMAOYNG GUOTNUATOV GTO TOLYVIOL MOTE OVAAOYO LE TNV ETIAOYN TOL
OoYEJOTY VAL €IVl G€ 10V KO S10LPOPETIKOT KOVOVEG GTO Ty vidt ovTo.

Mio dAAn dvvat) mpocHnkn Ba NTOvV M HETOTPOT TOL TOLXVIOWOL GE TOLYVIOL
TOAAOTADV YPNOTAOV, OTOV TOPAUTAVE OO EVOG YPNOTEG VO LITOPOVSAY VO, GUVOEBOVV
oV 101 oVLVOdo ToVIOD Kol Vo OVTIHETOTIGOVY poll Toug Kvohvovg G610
AafopvBo kot vo pTacovy 6to embountd amotédecia. AnAadt|, T0 VIAPYOV oLy Viol
Ba £xetl To VPOC EvOC TayVIdoD ToAlamAmvy ypnotdv (Multiplayer) cuvdedepuévov amd
OLPOPETIKES KIVITEG CLOKEVEG GTO 1010 TEPPAAALOV TToYVIO10V.

Téhoc, pio peyoddtepn eméktoon Oa NTav 1 dvvatdTNTO OYeEdiAONS OLPOP®V
TOLYVIOUDV OLPOPETIKMY EW0MV PECH Ao TNV 1010 TAaTPOppa. AnAadn, o yprotns Ha
elye éva mANBog amd cvototikd yuoo va emAéEel péoa amd Eva SPOPETIKO €100G
SLLPOPETIKMV TOYVIOIDV. Ba LTopovoe Vo EMAEEEL S1APOPETIKO 100G, GLOTATIKE KO
KOVOVEC Toyvidlon, pe oamotédecpo va Eepevyel amd to Opro. tov «Maze Of
Treasure». Avtd onuaiver 0tt Bo Eemepvioviay Ta OPLOL TOV TPEYOVTOS TALYVIOIOV
POA®V pE duVOTOTNTO GYEOTNOTG KO ONUIOVPYING TOAAUTADY SOPOPETIKMY OVAAOYOL
pe v embopio tov ypnotn. Pvokd, n moivmAoxkotnta Bo aviavotav ce TOAD
ueydio Pabud 6mmg ko o péyeboc tov Mobile Client, aAld kabmg 1 teyvoroyio oTIC
KWWNTEC GVOKEVEC GUVEXMDC TPOOJEVEL £val TETO10 gyyeipnua Ba tav moADd mhavo Kot
VAOTOUGLO.
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