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State of the art 3D mayvidiwv 1

1. State of the art 3D nmawyvidbiwv

‘Eva NAeKTPOVIKO Ttayvidt ival €va oty vidl Tou XpnoLUOMOLEL NAEKTPOVIKA OTOLXELDL YL TNV
SNULoLPYLA EVOC SLASPATTIKOY CUGTALATOC HE TO omoto £vac raiktne urnopet va maiéet °L H o kown
Hopdr TwV NAEKTPOVIKWY TtaLxviSlwV onpepa ivat ta Bvteomatyvidia, kat yia tTo Adyo autd ot Suo
0poL auTolL ouyxVva xpnotpomnolouvtal E0PAAUEVA WE CUVWVUHA. JUYKEKPLUEVA Eva BLvteomalyvidt eival
€va NAEKTPOVLKO Ttatyvidt mou mepthappfavet tnv aAAnAenidpacn Ue pia Stampoowrmeia xpnotn yla th
Snuoupyia omtikAg avadpaong os pLo cuokeun Bivteo. H Aé€n Bivreo ota Buvteomatyvidia
avadEpPeTal o€ PLa ouokeur mpoBoAng. Qotdoo, pe T dnuodin xprion Tou 6pou "Bvteomatyvidl"”,
Twpa avadEPETAL o€ OMOLOSHTIOTE TUTIO CUCKEUNC TTPOBOANG. Ta NAEKTPOVIKA CUCTHLATA TTOU
Xpnotpomnolouvtal yia va aiéouv Blvteomatyvidia ival yvwotd w¢ mAatdOpUEC, mopadelypoto ouTwy
elval ol mpoowTtikol UTIOAOYLOTEC Kal 0L KOVOOAEC BLvteomatyviStwy.

H Lotopia twv BvteomayviSlwy ival yepatn pe avakaAUPELC Ko TTAAALOTEPEC TEXVOAOYLEC TTOU
avoléav to Spopo yLa TNV EAeucn Twv cUyxpovwy Bvteomayvidtwy. NeptAapBavet motyvidia mou
OVTLUITPOCWIEVOUV AUecO oTAdLA oTNV €EEALEN TWV NAEKTPOVLIKWV TTALXVLSLWVY Kal, TEAOG, TNV avamtuén
Kol TNV KukAodopia Twv BvteomayviSiwy. Ta mpwta Bvteomnatyvidia mouv uAomotndnkav ivat Ta
e€nc”:
® 1947: Cathode Ray Tube Amusement Device. To TpwToO yVWoTO S1adpacTkO NAEKTPOVIKO TTOLYViSL
Atav amnod toug Thomas T. Goldsmith Jr kat Estle Ray Mann pe xprion evog kaBodikol cwAnva akTvwyv
(CRT). H eupeaoiteyvia autr) avakaludOnke otig 25 lavovapiou tou 1947 kat ekd6Onke otig 14
AekepPBpilov 1948. To nalyvidL NTav £vag mMPOcoUOLWTAG TMUPAUAWY EUTMTVEUCUEVO oo 000VEG pavtap
oo tov AsUtepo Maykoouo MoAspo. Xpnaotpomnolfnkov avaloyLkd 0TOLXELO KUKAWUATOC Kot OXL
PndLaka, yla tov €Aeyxo tng mopeiag tou CRT kal tnv tonobétnon tng 6€ong He pia tedeia otnv
0Bovn.

® 1950-1951: Chess. Tov Maptio tou 1950, o Claude Shannon emnivonoe €va mpoypappa o nailet
OKAKL KAl dnpooLlevuTnke otnv ebnuepida "Mpoypappatiopnog H /Y yia tov untohoylotn Ferranti.

e 1951: NIM. Zt1c 5 Man tou 1951, o untoAoyiotric NIMROD, mou dnutoupynBnke ano tov Ferranti,
napouvolaotnke oto MeoTPAA Tng Meyahng Bpetaviag. Xpnotponolwvtag évav mivoka ¢wTtwy yLa thv
080vn tou, eixe oxedlaotel AMOKAELOTIKA yLa va Ttai&el To mayvidt NIM. Auti nTav n mpwtn epdavion
€vO¢ PndLakol UTIOAOYLOTH TIOU OXeSLACTNKE EL6LKA yLa va Ttaiget €va mawyvidt. O NIMROD pmopouoe
va aigetl gite TNV mapadootlokn 1 tnv «avtiotpodn» popdn tou matxvidiou.

® 1952: OXO / Noughts and Crosses (Tic-Tac-Toe). To 1952, o Alexander S. Douglas €kave To mpwTto
matyvidL otov umoAoyLotr ou €kave xprnon uag PYnolakng o0oévng ypadikwyv. To OXO, eniong yvwoto
kat w¢ Noughts and Crosses, eival pLa €kdoon tou tic-tac-toe yla tov untoAoylotr) EDSAC oto
TLAVETLOTH Lo Tou Cambridge.

@ 1958: Tennis for Two. To 1958, o William Higinbotham ékave éva Sladpaotikd NAEKTPOVLKO TtaLxvidt
Tou ovopaotnke Tennis for Two yLa TNV eToLO NUEPA ETILOKETMTWY Tou Brookhaven National



State of the art 3D mayvidiwv 2

Laboratory. Autr n amelkovion, ou xpnuatodotiBnke amnod to Ynoupyeio Evépyelag twv HMA, eixe wg
OTOXO TNV MPowBNoN TN ATOULKN G EVEPYELAC, KAL XPNOLUOTIOLOUCE VAl AVOAOYLKO UTTOAOYLOTH KOl TO
oUOTNUA ATIELKOVIONE SLAVUCUATWY EVOC TTOALOYpAdOoU.

‘Eva Bvteomatyvidt, Omw¢ AAAWOTE KAl OL TEPLOCOTEPEC AAAEC LOPDEC HEOWV, UTMOpPEL va TaflvounBetl
o€ £(6n Baon MoAAWV mapayoviwy, onwc n pEBodog tou mawxvidlou, ta idn Twv oTOXWV, TO OTUA TOU
mayvidloL kat dAAa toAAd. Emeldn ta ei6n e€aptwvtol amo To MEPLEXOUEVO VLA TOV OPLOUO TOUC, TA
€ldn €xouv aAagel kal €xouv e€elixBel kaBw¢ vewtepeg popdEg Brvteomatyvidiwy avamntucoovtat. H
QVATTTUEN TNE TEXVOAOYLOC KOl TNE TTOPAYWYNC OE OXECN UE TNV AVATTTUEN TWV BLVTEOTTALXVLOLWV
oénynoav og MOAUTIAOKQ KAl pEAALOTIKA Ttayvidla mou e T OELlpd TNG Elonyayayv Kawvoupla £i6n n
aAagav ta nén unapyovra £i6n ota omola avikayv (m.X. ELKOVIKA Katolkidia {wa), wbnoav ta opla
TWV BLvteomayViSLwV 1] 0€ OPLOUEVEC TIEPUTTWOELG TPOOBETayY VEEC SUVATOTNTEC oTa oLy ViSLa (Omwg
TitAoL ou €xouv oxedlaoTel elSIKA yLa KATIOLEC CUOKEUEG OMwG To EyeToy tng Sony). Mepika €idn
arnoteAoUV cuvOUAGHOUC TWV AAAWY, OTIWC T LAlIKA SLaSIKTUAKA TTaXVISLa pOAWV TTOAAWV TTOLKTWY,
n, cAAlwg, MMORPGs (Massive Multiplayer Online Role Playing Games). Eivat emtiong kowvo va Solpe
uPnAdtepou emumedou opLlopoUc LWV, oL omoiot £xouv GUANOYLKO XopaKkThpa yla OAa Tta dAAa £idn,
OMwG Ta action, pouaoikng ¢puong f Plvteomatyvidia tpopou. Mevikotepa ta Bvteomnalyvidia avtr tTnv

otypr} prtopolv va katnyoptorotnBouv we &g B

® Baowka matyvidia (core games). Ta Bactkd maxvidla opilovtat YEVIKWG oo TV £vtooh Toug, To
BaBog Tou maxvidloL f TNV KALLOKA TG Tapaywyng KATa TNy dnpLoupyila Toug Kal Uopel va
nepthappavel maxvidia anod eva eupu pacpa eldwv. MNa apadelypa, n ospad Bit. Trip yla to WiiWare,
n oelpa Fallout yia to PC kat tnv KovooAa 1 To LittleBigPlanet yia to PS3, Aol eumintouv otnv
katnyopla Baoikwv mayviStwy. Ta Bacikd maxvidla eival HEPLIKEG GOPEC ATALTNTIKA OTOV TPOTO
XEPLOMOU TOUG KAl ouvnBw¢ &V MPOTLLOUVTAL OO TTEPLOTACLOKOUG TIALKTEG.

e AmAa mawyvidia (casual games). Ta anmAa matxvidia ovopdalovral £tol emeldn elvat eUKoAa, £xouv
QTTAO TPOTIO XELPLOMOU KOt EUKOAOVONTOUG KAVOVEG. Ta almAd mayvidia wg popdn umnpxov moAu mpv
va emvonBel 0 6pog kat tepthapBavouv Buvteomnalyvidia, onwg n Naotévtla o NapKaALEUTAG TToU
Hopouv cuvnBwg va BpeBouv MPo-eyKaATESTNUEVA UE TIOAAEG EKOOOELG TOU AELTOUPYLKOU GUOTHHATOC
Microsoft Windows.

® JoPBapa nawvidia (serious games). Ta coBapd malxvidia eivat matyvidia mou €xouv avantuxBet
KUPLWG yLa va petadEpouy MANPodopLeG 1 pLo LoBNOLOKH EUMELPLA KATTOLOU €L60UG OTOV TAKTN.
Oplopéva cofapa motyvidla pmopel akoun Kat va pnv xapaktnpilovral wg Bvteomnatyvidia pe tnv
napadoaotakn €vvola Tou 0pou. Emiong, To ekmaldeuTIkO AOYLOULIKO ouUVHRBwWG eumintel otnv katnyopia
autn (T.X. AOYLOULIKO pdBnong mAnKTpoAdynong, AOYLOULKO EKMABNoNG YAwoowy, KATL.), KaBwg n
npwtapxtkn Sldkplon toug Baciletal apxLlkd otov TitAo, KabBwg Kal oTig NALKieg Tou ameuBUveTaL.
Onwg Kat Pe TG AAAEG KaTnyopleg, autn n meplypadn ival 1o moAU pla kateuBuvinpla ypapuun mapd
£voC Kavovag.

o Mawyvidla eknatdeutikoL xapaktipa (educational games). Yridpyxouv moAAd StapopeTikad idn kat
HOPPEG EKTTALOEVUTIKWV TTALXVLOLWV oo pabnon opBoypadiag Kat pabnuatikwy yLo matdld péxpt Ko
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yla evnAikoug. Kamota aAAa matyvidia ev armeuBuvovtal o€ KATOLO LSLaiTEPO KOO GTO MUAAOS Kal
€XOUV WC OTOXO ATAQ va EKTIALOEVOOUV 1) VOL EVNLEPWOOUV OToLoV TtalleL TO Ay VidL.

OL KATNYOPLEC TWV TTALXVLOLWV SEV TIPETIEL VOL CUYXEOVTAL HE TO £L6N TWV TALXVLSLWV TTOU
avarntvooovtal. H katnyoplomoinon twv ratxvidlwyv o €i6n Baoiletal otnv aAAnAemnidpacn pe Tov
XPNOTN KOl OTOV TPOTO XELPLOOU TOUG. MMmopoU e va KATATAEOUHE TO BLVTEOTIOLXVISLOL OTA TTAPAKATW
elbn:

® Apaong (Action).

® Apaonc — nepunetelac (Action — adventure).

o Nepunételag (Adventure).

o Nawyvidt poAwv (Role playing).

® MNpocopoiwonc (Simulation).

® JTpatnywKng (Strategy).

H €€€ALEN TwV mayviSLwy aUTH TN OTLYU €XELl dTAOEL o€ TTOAU UPNAO eminedo. Oa PmopoUcapE va
Slakpivoupe 600 BactkolC TAPAYOVTEG, OL OMIOLOL CUVTEAOUV OTNV EMLTUXL VOGS TtatyvidLoU Kot
nailouv To peyaAUTEPO POAO oTNV Katataén evoc ralyvidlou atnv clyxpovn otadun e€EAENG Twy
BwteomayviSiwy. MpwTtov, Ta ypadLKa Tou TtayViSLoU Kol CUYKEKPLUEVO TO EMITIESO AETTTOUEPELOC TWV
HOVTEAWV Ko Tou TepBAAAOVTOG 0To omolo ekTUAlooeTal To atyvidt kat Sevtepov n SuvatotnTa TOU
maxvidLou ya diktuwaon, dnAadr va urnopouv oMol mailkteg va maiouv peTal Toug. AeuTEPEVOVTEG
TIAPAYOVTEG UMopel va eival n UTapPEn evog KAAOU oevapiou, KALVOTOUOL TPOTIOL XELPLOOU K.O.
Fevikotepa ta Bvteomatyvidia avantuocovtal wg eva Héco Puxaywyiag n ekmaidevong, To onoio
OMWG OAANAETILOPA HE TLG CUYXPOVEC OVAYKEG TWV XPNOTWV Kat e€eAiooetal Baon autwv. H avamtuén
BlvteomalyvidLwv Aoumov, unopet va BewpnBel wg pia téxvn n omola akoAouBei Tnv e€EALEN TNC
TEXVOAOYLOG KOL TWV SUVATOTHTWY OV QUTH TPOoodEPEL, aAAA £lval KL AMOTEAECHUA EPELVACG KAL TNG
SnuLoupyLkng puong tou avbpwiou. EmumAéov 660 MpoodeVel N avantuén Twv maxvidlwy, T6oo Lo
TIOAU Ba tpoodeVouy Kal oL AMALTAOELS TwV XPNOTWV. OMWGE KL acTipOaU PN TaLvia Tou eixe TepaoTtia
ETULTUXLOL OTNV EMOXNC TNG OEV TIPOKELTAL VA €XEL TO (OLO AMOTEAECUA ONUEPQ, E£TOL KAL €va TTALXVIOL LE
anAd ypadika dev Ba kavel TNV dLa evtunwon mou Ba sixe otav n oxediaon ypadlkwv AToV KATL
KavoupLo. Apa €va olyxpovo maLxvibL umopel va opLloTtel wg to matyvidl To omoio KAAUTTEL O EMAPKN
BaBuO TIG CUYXPOVEC ATIALTACELG TWV XPNOTWV.
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2. OpenGL

2.1. Eloaywyn otnv OpenGL

210 KeDAAALO AUTO avadEpw Ta BACLKA XAPaKTNPLOTIKA TNE OpenGL, onwc nepypadovtal oTto
BLBAio “The Official Guide to Learning OpenGL” Y. H OpenGL eivar pia Steradr Adoylopkol yLa xpron
vpadkwv. Auth n Stemadn amoteAsital anod éva mAnBo¢ SltadopeTIKWY EVIOAWYV TToU
XPNOLUOTIoLoUVTaL Yia Vo TpoaSLlopilouVv Ta aVTLKELEVA KO TLG EVEPYELEC TTOU QUITALTOUVTAL YLaL TNV
napaywyn dtadpactikwv tplodlactatwy epappoywyv. H OpenGL eivat oxeSlacpévn we pia BeATwpEévn
Stemadn aveéaptntn amo to UALOULKO Kal pUropet va epappootel o TTOANEG SLadOpETLKEG TTAATHOPUEG
UALKOU. M TNV emiteuén autwv Twv 8lotntwy, 6ev mepthAapBAavovtal EVTIOAEG yLa TNV EKTEAEON
gpyacwwv napabupou 1 yia tnv AqPn dedopévwy elcd6Sou armo Tov XproTn, avt 'autou, MPEMEL O
TIPOYPAUHUATLOTAG VO EPYACTEL LE OTtOLOSATIOTE cUOTNUA TTOPaBUPWY EAEYXEL TO CUYKEKPLUEVO UALKO
Tou xpnotpornolel. Opoiwg, n OpenGL dev mapéxet uPnAov emMUTESOU EVTIOAEG yLa TNV meplypadr Twv
HOVTEAWV TWV TPLOSLACTATWY OVTIKELUEVWYV. TETOLEG EVIOAEC UITOPOUV Va EMLTPEYPOUV TNV SLEUKPIVION
OXETLKA TTOAUTTAOKWV OXNUATWY, OMWE AUTOKIVNTO, HEPN TOU OWUATOC, agpOTTAAva KATL. Me tnv
OpenGL, MPEMEL 0 TPOYPAUUATLOTHG-OXESLAOTAC VO SNULOUPYNOEL TO EMBUUNTO LOVTEAO OO Eval
HULKPO OUVOAO TWV AKOAOUBWV YEWUETPLKWVY OXNUATWY - GNUELQ, YPAUUES KOl TIOAUYWVAL.

Mia e€eAtypévn BLBALOBNKN N omoio MaPEXEL AUTEG TIG SuvatotnTeg Oa pmopovoe acdhalwg va
dounOel mavw otnv OpenGL. H BonObntikr BiBAoBrkn OpenGL (OpenGL Utility Library — GLU) mapéxet
TIOAAEG SuvatoTnTeG povtedomoinong, Omwc KapmUAeg kat emtdpavelec NURBS. H GLU eival éva
TpOTUTIO HEPOC KABE edappoyng OpenGL. Emtiong, umapyel pia upnAotepou eninedou,
avTikeluevootpedng BLBALoBRkn, n Open Inventor, mou eival dopnpévn mavw ano tnv OpenGL, kat
SlatiBetal xwpLotd og MoAAEG UAomoLroeLg TG OpenGL.

Twpa ou E€poupe TL dev kavel n OpenGL, Ba doU e TL propel va KAvel. Mapakdatw PAEMOUUE UEPLKA
napadeiyparta mou anelkovilouv TUTILKEG Xpr oeLg tng OpenGL.

® H ewkova 2.1 Seixvel Kamola TPLoSLACTATA AVTIKELUEVA Va pdavilovTol WG LOVTEAX SIKTUWUATOG,
SnAadn cav OAa Ta AVIIKELUEVA OTN OKNVI VA ATOV KATAOKEUAOUEVA amtd cUppa. KaBe ypauur tou
OUPUOTOG OVTLOTOLKEL 0€ piat akpr evog Baotkol oxnuatog (cuvnBwg evog moAuywvou). MNa
TAPASELyUa, N EMLPAVELQ TOU TIVOKA ELVOL KATOOKEUOOHUEVN ATO TPLYWVLKA TIOAUYwWVA TTOU
TonoBeTouvtal cav GETEG LLOG TILTAG.
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Eikova 2.1: Movtéda SIKTUWUATOC

® H gikova 2.2 deiyvel pia ekdoxn tnc idLag oknvnE SIKTUWUOTOS HE eLoaywyn BaBoug. Mapatnpou e
OTL OL YPOLUUEG HaKpUTEPQ OO TO MATL elval BoAEg, akplPwe omwg Ba Atav otnv mpayuatiky {wn,
Sivovtag €toL pia ontikn PeuvdaioBnon tou BaBoug. H OpenGL xpnoLUOTIOLEL ATUOOPALPLKEG
emdpaoelg (cuMoyika avadépetal ws opixAn) yia tnv emniteuén Baboug.

Ewova 2.2: Aiktowua ue eloaywyn Badoug

® H sikova 2.3 deiyvel pia ekdoxn tng dLag mapdotaong SIKTUWHATOG LE XProN TEXVLKAG e€opdAuvaong
(antialiasing). H e€opdAuvon gival pa texvikn yla t Helwon Twv 060oVIWTWVY aKUWV TToU
Snuioupyouvtal 6tav pooeyyilovtal OTPOYYUAEUUEVEG YWVLEG LE XPHON ELKOVOKUTTAPWV.
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Ewkova 2.3: Aiktowua ue eéoucAvvon (antialiasing)

® H gikova 2.4 deiyvel tnv 16la elkova pe eninedn okiaon (Eva povo xpwpa yla kabe moAlywvo). Ta
OVTLKELUEVA OTNV OKNVN epdavileTal Twpa w oTePed. Epdavilovrat enineda, unod tnv évvola OTL HovVo
£Va XpWHA XPNOLUOTIOLELTAL YL VO KATAoTHOEL KABe ToAUYwVo, €TaL ev epdavilovral opoAd
oTpoyyulepéva. Emiong dev umapyouV EMIMTWOELS QO TUXOV TTNYEC GWTOC.

Ewova 2.4: Xprion entinedng¢ okiaong (Eva xypwua yio Kave oxedlaougvo moAvywvo)

® H gikova 2.5 deiyvel pla pwtewvn, Asla-oklaouévn €kdoon TG oKNVAG. ZNUELWOTE WG N o0KNVA
HOLATEL TTOAU TILO PEAALOTLKH KOL TPLOSLACTATN OTAV TA AVILKELPEVA EIVOL OKLOOUEVA IE TETOLO TPOTIO
WOTE va avtanokpivovtal oTig mNyes dwtog péoa oTto SWUATLO, AV Va ATAV OUOAA OTPOYYUAEUEVAL.
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Ewova 2.5: Eloaywyn @wTtlouoU atnv oknvh Kot opaAn okioon twv moAvywvwv

® JTnV elkova 2.6 £xouv pootebel oKLEG Kal UDEG oTnV TponyoUpevn £kdoan t¢ oknvAG. OL oKLEC bev
QIOTEAOUV PNTA XOPAKTNPLOTIKO TNG OpenGL (§ev UTIAPXEL KOLLOL EVTOAN yLa Xprion oKlwv), oAAA
UIopouV va SnuoupynBoulv e xprion Kamolwv TeXVIKEG. H Stadikacia tng xaptoypddnong udng
(texture mapping) emLTpEmneL va epapUOOTEL pia S1oOLACTOTN €LKOVA OE £Va TPLOSLAOTATO AVTLKELLEVO.
Z€ aUTH TN oKNvA, N Kopudr tng emidpAveLag Tou Tpamellol €ival To Lo {wvtavo MapASELYUa TG
xaptoypadnong udne. Ta vepd tou EUAOU OTLG EMLPAVELEG TOU TOTWHOTOG KOL TOU Tparellol eivat OAa
HE xaptoypadnon udng, Kabwg Kal n TAMEToAPLO KoL TO TAVW TAVW Ttatyvibl oto Tpamnell.

B,

SANEEa. A
s L=ty

Ewdva 1.6: Eloaywyn oklwv KaL upwv otnv oknvi
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® H sikova 1.7 deiyvel éva avtikeipevo pe BOAwpa tnG Kivnong tou otn oknvi. Ta mawvidia oto
TPAMEN dailvovTal va KLVoUVTOL TTPoG Ta EUTPOG, adrivovtag éva BoAo ixvog tng Stadpoung Tou, TG
Klvnong.

Ewova 2.7: Zxebiaon avtkeluévwy ue BoAo ixvog tnc¢ kivnong toug

® H ewkova 2.8 deixvel tn oknvn amnod pia SLadopeTIKN OMTIKA ywvia. Ao auTr TNV KOV
KATAAOPBALVOULE OTL N ELKOVA E(VAL TTPAYHOTLKA €VA OTLYLOTUTIO TWV MOVTEAWY TWV TPLOSLACTATWV
OVTLKELUEVWV.

Ewkéva 2.8: AlapopeTikn OntTikn ywvia tng oknvhg
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® H sikova 2.9 emavadEpeL tn xprion Tng oplixAng, mou eidape otnv elkova 2.2, yla va dei€ouv tnv
napoucia Twv cwpattdiwv kamvou otov agpa. Mapatnpol e WG N XPHon TG idlag TexvikAg otnv
ELKOVQ 2.2 £XEL TIOAU TILO €VTOVO QTOTEAECHO OTNV ELKOVA 2.9.

Ewova 2.9: Eloaywyn ouixAng otnv oknvn

® H ewkova 2.10 deixvel to edpé Badoc-tou-nediov (depth-of-field effect), To omolo MPOCOUOLWVEL TNV
aduvapio Tou dpakol TG KAUEPAG Vo SLATNPAOEL OAQ TOL OVTIKELEVA OE [LOL OKNV ECTIACOUEVA. H
KAUEPOQ EOTLALEL O VAL CUYKEKPLUEVO GNUELO OTN oKNVI. AVTIKE(EVA TTOU €lval TILO KOVTA )
HaKpUTEPA Ao €KELVO TO ONUELD Elval KAmwe BoAa.

Ewkova 2.10: O0Awua avTikelEVwWVY rTou SeV elval EOTIOUEVA
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OL mapamavw €LKOVES 00 Sivouv pia LO£a yLa To €(60¢ TWV TPAYUATWY TTOU UIToPoUV va Yivouv LE To
cuotnua ypadikwv OpenGL. H akdAouBn cuvtopun Alota meplypddeL TIG ONUAVTLKOTEPEC AELTOUPYLEG
ypadLkwv ou ekteAel n OpenGL yla va KATAoTAOEL pia elkova otnv 006vn. (BA. "OpenGL Rendering
Pipeline" yla avaAuTikég MANPOdOpPLEG OXETIKA LE AUTHV TNV CELPA TWV AELTOUPYLWV).

1. Kataokeun oXNUATWY armo TG BACLKEG YEWUETPLEG, SNULOUPYWVTAC ETOL LAONUATIKEC TIEPLYPADEG
TWV avTKePEVWY. (H OpenGL Bewpel Ta onpela, TIG YPOUUEC, TO TTOAUYWVA, TLC ELKOVEC Kal Ta Suadika
opxela oav TG BaAoLKESG YEWUETPLEG.)

2. TaKTomolnon TwWV OVTIKELUEVWV OE TPLOSLACTATO XWPO Kal EMAOYI Tou emMBupnToU onueiou yla TV
TtpoPoAr TnNg anoteAoUUEVNG OKNVAC.

3. YITOAOYLOUOC TWV XPWHATWY OAWV TWV AVTLKELMEVWY. TO XpWHA UTTopEel va avateBel pntd ano tnv
edpappoyn, va KaBoploTel amd CUYKEKPLUEVEC cUVONKEG PwTLOHOU, va AndOel pe tnv emikOAANCN ULag
VNG EMAVW OTA AVTIKEIPEVA, I} KATIOLO CUVOUOOUO QUTWV TWV TPLWV EVEPYELWV.

4. Metatpornn TG LaBnUaTikng meplypadnG TWV AVILKELLEVWVY KOt TWV OXETIKWV TANPOodopLwV Tou
XPWUOTOC TOUG O€ ElKovooTolxela (pixels) otnv 08ovn. Auth n Stadikacia KaAeital paoctepomnoinon
(rasterization).

Kata tn dtapkela autwy Twv otadiwv, n OpenGL pmopel va ekteAel Kal AAAEG AELTOUPYLEG, OTTWC N
€Al LEPWV OVTLKELUEVWYV TIOU Elval KpUHPEVA aTtd AAAa avTLKeipeva. EMelta to oknviko
pactepornoleital aAAd potoU va oxedlacTel otnv 000vn, UMopPoUV va EKTEAECTOUV KATIOLEG EPYACIEG
OXETLKA e Ta SE60UEVA ELKOVOOTOLXELWV.

Y€ OpLOUEVEG edapuoYES (OTwG pe To X Window System), n OpenGL sival oxedlaopévn va Aettoupyet
OKOUN KOL AV 0 UTIOAOYLOTAG Tou epdavilel ta ypadka mou €xouv Snuioupynbel dev eival o
UTTOAOYLOTHG TTOU TPEXEL TO TTPOYPApHa YpadLlkwy. AUTO pnopel va cuppaivel av n epapuoyn
uAomoleital og éva SIKTUaKkO eplBAAAoV oTo omoio moAAol UTTOAOYLOTEG eival ouvdedepévol petal
TouG pe éva PndLako SikTuo. I auTAV TNV MEPLTTWON, O UTIOAOYLOTHG OTOV OTOL0 TPEXEL TO
T(POYPOHA TIOU €XEL TLG EVIOAEC axeblaong OpenGL kaAeitat “meAdTng”, KaL 0 UTIOAOYLOTN G TTOU
AapBavel TG eVIOAEC Kal ekteAel TNV oxedlaon ovopaletal “Slakoputotng”. Ol Kavoveg yla Tn
SaBifacn twv evtodwv OpenGL (amokaAol puevo mpwTokoAAo) anod tov client otov server ival mavta
oL idtot, onote Ta OpenGL MPoypAUMATA UITOPOUV VA EPYACTOUV O€ £va SIKTUO, KON KAl OV 0
TEAATNG KOl 0 SLAKOULOTN G €lval
Sladopetikd €idn umoAoylotwyv. Eav éva OpenGL npoypappa dev Aettoupyel péow evog diktuou, ToTE
UTTAPXEL LOVO €VOG UTIOAOYLOTAG, KOl AELTOUPYEL WG TTEAATN KAl SLOKOWLOTHG TAUTOXPOVA.

Av opatnprnoou e Eva amAo tpoypapua, ol OpenGL evtoAég xpnotpomnololv to mpoBepa gl kat
kedpalaia ypappata yia kabe apxtkn Aé€n, cuvBéTovtag £TolL To Ovoua tnhe evioAng (glClearColor (), ywa
napadelypa). Opoiwg, ol mpokaBoplopéveg otabepég Tng OpenGL apxilouv pe to mpoBepa GL_ kall
XPNOLUOTIOLOUVTAL KATW TTAUAEG yLa va Eexwpilouv oL Aé€eLg (m.x. GL_COLOR_BUFFER_BIT).

Mrmopel emiong va mopatnprioou e KATola GALVOUEVIKA EEVA YPAUMOTO OE OPLOUEVEG EVTIOAEC (yLa
napadelypa, to 3f otig evrtoAég glColor3f () kaw glVertex3f ()). Eivat aAnBeia 6tL n Aé€n Color tou
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ovopatog glColor3f tng evioAng () elvatl apketh yla va kaBopiloeL TNV EVIOAN w¢ auTr Tou BETEL TO
TPEXOV XpwHA. QOTOCO, TIEPLOCOTEPEC ATO ia TETOLEG EVIOAEC £XOUV OPLOTEL £TOL WOTE VO UITOPOU UE
Va XPNOLUOTIOL 00U UE SLadOpPETIKOUC TUTIOUC OplopdTwy. EL8IkoTEpQ, 0 aplBuog 3 deixvel ot Sivovral
Tpla oplopara, pio AN €kdoon tng evtoAng Color maipvel t€éooepa emixelpnpata. To f tou
emB€paroc deiyvel OtL Ta opiopata ival aptBpol kivntig umtodlaotoAng. H uTtapén StapopeTikwy
HopdoTUTIWY eTLTpENEL otnV OpenGL va amodexbel ta Sedopéva tou xpriotn He tn Stk Tou popdn
Sebopévwv.

Mepikég evioléc OpenGL déxovral pexpl Kot 8 StadopeTikoUg TUTTOUG SeS0UEVWV yLa Ta OplopaTta
ToUuC. Tal YPAUUATA TIOU XPNOLUOTIOLOUVTOL WC KATAANEELS yLa VoL SLEUKPLVIOOUV QUTOUC TOUG TUTTOUC
6edopévwy daivovrtal oTov MopaKkATw Tmivaka, poll e TOUG avTioTolyoug TUTTOUC opLlopol oTnV
OpenGL.

Suffix Data Type Typical Corresponding C-Language Type OpenGL Type Definition
b 8-bit integer signed char GLbyte

] 16-bit integer short GLshort

1 32-bit integer int or long GLint. GLsizei

t 32-bit floating-point float GLtloat, GLclampf

d 64-bit floating-point double GLdouble, GLclampd

ub 8-bit unsigned integer unsigned char GLubyte, GLboolean

us 16-bit unsigned integer | unsigned short GLushort

ui 32-bit unsigned integer | unsigned int or unsigned long GLuint, GLenum, GLbitfield

‘Etol, oL U0 eVIOAEC

glvertex2i (1, 3);
glVertex2f (1,0, 3,0);

elval LooSUVAPEC, EKTOC OO TO OTL N MPWTN KoBoPIleL TIG CUVIETOYHUEVEC TNG KOPUDNG, LE AKEPALOUG
32-bit, kot n 6eUtepn TG KABopileL pue poving akpifelag apltBuoug Kvntng UTTOSLACTOANG.

Mepikég evioAég OpenGL pmopouv va AdBouv To TeEALKO ypAappa v, To omoio Seixvel OTL n evtoAn
naipvel éva delktn o€ Eva TivaKa TLUWVY KoL OXL L0 CELPA ATt ETLUEPOUG TLUEC. NMOANEC EVTOAEG
uTooTNPL{OLV ELCaYWYN TLUWV KOL JE TIiVaKa Kol KAVOVLKA, dAAG OpLOUEVEG EVTOAEG SEXOvVTAL LOVO eTti
HEPOUC oplopata Kal AAAEG amaltolV TOUAAXLOTOV KATIola oo ta opiopata va Sidovtal pe mivaka
TLHWV. OL TOpaKATW YPAUUES SELXVOUV TTWG UTOPELTE va XPNOLUOTIOLROETE TNV (&La EVTOAN Ue
€loaywyn TwV OPLOPATWY OE TIivaka Kal XwpLg:




OpenGL — Eloaywyn otnv OpenGL 12

glColor3f (1.0, 0.0, 0.0);

GLfloat color arrayl[] = {1.0, 0.0, 0.0};
glColor3fv(color array);

H OpenGL eilvat pa pnxavr) Kotaotacewv. Tnv BETou e og S1AdOPEG KATAOTACELS (1) AELTOUPYIEC)
TIOU OTN CUVEXELO TIAPOUEVOUV O€ LoXU PEXPL va oAAaxBoUv. MNa mapddelya, To TPEXOV XPWHO lval
HLO KaTAoTacn. MMmopoUE VO OPLOOULE TO TPEXOV XPWHA O AEUKO, KOKKLVO, 1} omoLodnmote aAAo
XPWUA, KAL 0T CUVEXELA KAOE avTikelpevo mou oxedlaletal Ba €XeL AUTO TO XPWUA, LEXPL VO OPLOOUE
TO TPEXOV XPWHO O€ KATL AANO. TO TPEXOV XPWHO Elval HOVO HioL otO TLG TTOAAEC HETABANTEG
Kataotaong nou Statnpei n OpenGL. AAEC eEAEyXOUV TIPAYHOTO OTIWG TOUG HETACXNUATIOMOUC BE€aong
n tpoPoAnc, Tov Tpomo oxediaong (Le ypapun 1 moAUywva), Tov Tpomo axediaong moAUuyovwy, tn 6€on
KOLL TQL XQPOKTNPLOTIKA TOU GWTOC KAl TG LOLOTNTEC TWV UALKWY TWV AVTIKELLEVWY 0TO 0TASLO TNG
enegepyaciag. MoANEG LeTaPANTEG KATAOTAONC avadEPOVTaL O AELTOUPYIES TTOU EVEpPyOTIOLOUVTAL )
amnevepyomnolouvtal pe tnv evtoAn glEnable () ) glDisable ().

OLmeploootepec edpappoyeG TG OpenGL €xouv MAPOHOLO OELPA AELTOUPYLWY, L0 OELPA Ao otadia
ene€epyaciag mou ovopaletal OpenGL rendering pipeline. Autr) n dtataén, onwg paivetal otnv KOV
2.11, dev amnotelel Eévav auotnpo kavova yla to mwe n OpenGL vAomoteital, oAAG TTapEXEL Eva
afLomioto 06nyo yla to tL Kavel n OpenGL.

vertex Per-vertex
data operations
oo | Evaluato ral gl @nd primitive
assembly
—2e-| Dizplay Fer-fragment

Rasterization —me-

operations

e it '1
| P 2] _,.__Te:-:ture \_» Framebuffe

r—— |0 perations -I(-—I assembly
Pixel SN : I
data

Ewkova 2.11: OpenGL rendering pipeline

Fewpetplka Sedopéva (KopudEg, ypauég kat ToAlywva) akoAouBouv tnv dtadpopr mou
niepthapBavel aflodoyntég (evaluators) kat ava-kopudn Aettoupyieg (per-vertex operations), evw ta
bebopéva elkovooTolxelwv (ELKOVOOTOLXELQ, ELKOVEG, KOl ELKOVEG bitmap) avtipetwnilovtal
Sladopetikad yla éva pépog ¢ Stadikaoiag. Kat ta Suo €idn dedopévwy katalfyouv ota idLa TEAKA
Bruata (rasterization kal avd TepAXL0 AELTOUPYLEG) TtPLV amod TNV eyypadr Twv TeAlkwy dedopéva
€lkovooTolxelwv otov evtapleutn framebuffer. Mapakdtw e€nyw TLG EVVOLEC TTOU CUVAVTAE OTNV
€lkova 2.11.
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Display Lists: OAa ta 6edopéva, aveEapTATWE av MEPLYPAdOUV Lo YEWUETPLA I} £Va ELKOVOOTOLXELO,
umopoUV va anobnkeutouv o€ pia Alota anelkoviong (display list) yia tpéxouvoa ) peAAovtiki xpnon.
(H evaAlaktiki otnv dlatrpnon twv dedopévwy o€ pLa Alota anelkoviong eivat n apeon eneéepyaacia
Twv dedopévwy, emiong yvwotr) Kot w¢ apeon Asttoupyia (immediate mode)). Otav pia Aiota
QTTELKOVLONG

ekteAeltal, Ta amobnkeupéva Sedopéva oTEAvVoVTAL oo TNV AloTa amelkoviong akpLlBwe oav va eixav
amootalel and tnv epappoyn o€ Apeon AeLtoupyia.

Evaluators: O\oL Ol YEWUETPLKOL TTPWTOPXLKOL TUTIOL OUCLACTIKA TTEPLYPAdOVTAL ATTO TG KOPUDEG.
MapOUETPLIKEC KAUTTUAEG Kol EMLPAVELEG UITOPOUV apXLKA va TiEpLypadouV amnod onueia eAEyxou Kal
TIOAUWVUILKEG CUVAPTAOELC OL oTtoieg ovopalovtal Bactkég ouvaptnoels. Ot aftohoynteg (evaluators)

napExouv pa pEBodo yia va mpokVPouv oL KopuhEG TTOU XPNOLLOTOLOUVTAL YLO VO QVOTTOPAOTHOOUV
pLo emdavela anod ta onpeia eAéyxou. H p€Bodog auth eival pia TOAVWVUHLKN XapTtoypddnon, n
orola UMopel va MapAyEL GUVTETOYHEVEG UPNC, XPWHATA, KOLL CUVTOVIOTIKEC TLUEG CUVTETAYUEVWV QTTO
TO onUela eEAEy)Ou.

Per-vertex operations: To. 6eSopéva Kopupwv oTEAVOVTOL OTO OTASL0 per-vertex operations (ava
Kopudr AELTOUPYLEC), TO OTOLO PETATPETEL TIG KOPUDEG OE MPWTAPXLKOUG TUTIOUG. MepLka Sedopéva
KOpUPWV PETATPETOVTAL OTTO 4 X 4 UATPEG KLVNTAG UTTOSLALOTOANG.

Primitive assembly: H QaAidLon, €va GNUAVTIKO LEPOG TNEG CUVAPUOAOYNONG MPWTAPXLKWY OXNHUATWY,
elvat n e€aleuPn Twv TUNUATWY TNG YEWUETPLAG TTOU BplokovTal EKTOG VOGS SLACTHOTOG, TO OTolo
opiletal ano éva eninedo. H PaAidion onueiwv anmAwg S€xetal ) anoppintel kopudeg. H PaAidion
YPOUHUWY N TOAUYWVWV Utopel va ipooBEaet emMAEoV KOPUDEG, avAAoya e TO WG N YPAUUNA 1 TO
moAUywvo PoaAwdiletal.

Pixel operations: Evw to yewUeTPLIKA dedopéva akoAlouBouv pia Stadpoun, ta Sedopéva
€LKOVOOTOLXELWV akoAouBouv pia Sladopetikr Stadpopr. Ta ELKOVOOTOLXELQ EVOG TIVAKO GTNV VAN
TOU GUOTHLOTOG TPWTA HETATPENOVTAL Ao éva LopdOTUTIO o€ €va TANB0G OTOLXELWV. 2TN CUVEXELD TA
Sebopéva KALLaKwvVovTaL Kot udloTtavtal emetepyacia ano éva Xaptn ELKOVOOTOLXELWV. Ta
anoteAéopata cUAAEYOVTAL KOL OTN CUVEXELA £LTE pHeTadEpPovTal OTNV UVAKN UDNG lte amooTtéAAovTal
010 0TAdLo Tou rasterization.

Texture assembly: Mia ebappoyry OpenGL prnopei va emBupel va edpapuocel elkoveg udng emavw o€
YVEWMETPLKA QVTIKELPEVA yLa va daivovTtal o peaALoTIKA. EAv MOAAEG eLKOVEG UG XpNOLUOTIOLOUVTAL,
elval mpaKTIko va T anobnkeVOOUUE O€ AVTLKELMEVA UDAG ETOL WOTE VAL UITOPOU UE EVKOAQ VAL TLG
€EVAANACGOUE.

Rasterization: H texvikn paotepomnoinong (rasterization) eivat n petatpornh Twv Se60UEVWV YEWUETPLAG
KOlL ELKOVOOTOLXELWV O€ TepaxLla. KABe TUAMA TOU TEUAXIOU OVTLOTOLXEL O€ £va ELKOVOOTOLXELO OTOV
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evtapteutn mAawsiwy (framebuffer). Ta onuela ypappwyv Kot ToOAUYwWVWY, TO TAATOC YPAUUWY, TO
Héyebog onueiwv, n okiaon Tou HovtéAou, Kal oL UTtoAoyLlopol KAAUPNG yLa TNV e€opdAuvon
(antialiasing) AapBavovtatl umoyn 6nwe ol kopudEG cuvdEovtal o€ YPaUUES N OMwG UTtoAoyilovtal Ta
E0WTEPLKA ELKOVOOTOLYELO EVOC YEUATOU TIOAUYWVOU. TIHEC XpwHaTOC Kot BaBoug ekxwpouvTal yLo
KAOe TuNUa Tepayiov.

Fragment operations: Npwv amoBnkeuBouUv oL KATAAANAEC TIUEG OTOV EVIAMLEUTH MAdLoioU
(framebuffer), pla oglpd amo epyaocieg eKTEAOUVTOL TTOU UITOPOUV VAL TPOTIOTIOLO0UYV 1] OKOUO KOL VOl
amnoppiPouv kamola tepdyLa. OAeg aUTEG oL AsLToupyleg pmopolv va evepyormotnBouv n va
arnevepyornotndouv.
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2.2. Alaxeiplon kataotoong Kot oXedloon YEWHETPLKWV
OLVTLKELUEVWV

Av KoL UmopoU HE va oXeSLACOUE OUVOETEC KOl EVOLOPEPOUTEC ELKOVEG XPNOLUOTIOLWVTAC TNV
OpenGL, 6Aeg kataokevalovrtal amnod Eva pkpo aplOuo Baokwy ypadikwy otolxeiwv. Xto uPnAdtepo
eninedo adpaipeong, uTApxouV TPELG BaolkEg Aettoupyieg oxediaong: kabaplopog Tou mapadupou,
oxeblaon evog yEWUETPLKOU QVTIKELPEVOU, Kol oxeSlaon evog pAcTeP AVIIKELPMEVOU. Ta paoTep
avtikeipeva, meplthapfavouv SLoSLACTATEC ELKOVEC, ELKOVEG bitmap Kol yPAUUATOOELPEG.

H oxedilaon otnv 086vn evog urtoAoylotn eival Stadopetikn amo tnv oxediaon oe xapti Kabwg To
XOPTL elval AEUKO, KAl TO LOVO TIOU €XOULE VA KAVOU LLE £lval VoL oXeSLACOUE TNV ELKOVA. Z€ EVaV
UTTOAOYLOTH, N UVALN TIOU £XEL TNV ELKOVA €lval cuvABWC YEUATN UE TNV TEAEUTAL ELKOVA TTOU
oxeblaoTnKe, £T0L oLUVNOWG MPEMEL va eival KABAPLOTEL PE TOV OPLOUO KATIOLOU XPW HLATOG TOoU pOvVTou
TPV apxioel n oxeblaon NG véag okNVC. To XpWLLO TTOU XPNOLLOTIOLOULE Yia To $OVTOo e€apTatal ano
v edappoyn. Mo €vav eme€epyacTr| KELUEVOU, UTOPOUE VO XPNOLUOTIOL|OOUE TO AEUKO (TO XpwHa
TOU XapTLoV) TPoToU Vo apXLooUHE TNV oUVTOEN TOU KELEVOU. Av BENou e va oxedlaoou e Tnv Béa
amno éva SlaoTnUOmAoLo, Oa XpNOLUOTIOL)COULE TO HAUPO TIPLV Ao TNV OXeSL00N TWV ACTPWY, TWV
TAQVATWY, KoL TwV AAAWV StaotnpomAoiwv. Meptkés dopeg lowg va pnv xpetaletal va kabapiooupe
Vv 0006vn. MNa moapadelypa, av n eLKOVA (VAL TO ECWTEPLKO EVOG SwaTiou, oAOKANpPO To Mapddupo
vypadLlkwv KaAUmtetal Kabwg oxedlalovpe 6GA0UC TOUG TolYous Tou Swatiou.

Q¢ napadelypa, AUTEG oL YpaUUEG Kwdika kKabapilouv eva mtapaBupo RGBA pe pavpo xpwia:

glClearColor (0,0, 0,0, 0,0, 0,0);
glClear (GL_COLOR BUFFER BIT);

H mpwtn ypapun opilel to xpwua ekkaBaplong os Lo po, Kal n eMOUeVn eVtoAn kaBapilel oAOkANpo
TO MAPABUPO HE TO TPEXOV XpwHA ekKkaBaplong. OL poveg mapapetpol yia tnv glClear () elvat motot
EVIAULEVUTEG TIPETEL VA EKKOBAPLOTOUV. 2TV TIEPIMTWON AUTH, TO MPOoypappa kabapilel povo tov
EVIAULEUTH XPW LOTOG, OTIOU N £LKOVA TTOU edaviletal otnv 0006vn ivat amodnkeupévn. Tuvndwg,
opiloupe To Ypwua ekkaBapLong pia dopad, otnv apxn, KaL otn cuvéxelo adelalou e TOUG EVIAULEUTES
000 ouyva xpeLaletat. H OpenGL mapakoAouBel To TpEXOV XpwHa eKKOBOAPLONG Ao pia LeTaBAnTh
KaTAotaong avti va xpelaletal va to kabopioou e kaBe popd mou adeldlou e VAV EVTOULEUTH.

Ma mapddeypa, yia va. adELACOUE TOV EVIAULEUTH XPW LOTOG KaL TOV EVTOHLEUTH BABoug, Ba
XPNOLUOTIOLOUCAE TNV 0KOAOUON akolouBia evioAwv:

glClearColor (0,0, 0,0, 0,0, 0,0);
glClearDepth (1,0);
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);

Ze autA TNV nepimtwon, n kAnon ywa glClearColor () eivat n idla 6mwg kat rtpLy, n evtoAn glClearDepth ()
kaBopileL TV TN Tou KABE elkovooToLlxeiou Tou evtapleutn Baboug, kat n mapapetpog tng glClear ()
EVTOANG TEPLEXEL TO CUVOAO OAWV TWV EVTAULEUTWYV TIOU TIPETEL VAL EKKOBapLoToUV. H mapakdtw
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niepiAnyn tng glClear () mepthapfavel Evav mivaka Tou amaplOpel TOUG EVIAULEUTEG TTOU UIMOPEL va
€KKABOPLOTOUV KaL T OVOUOTA TOUG.

void glClearColor (GLclampf red, GLclampf green, GLclampf blue, GLclampf
alpha) ;

H mapanavw péBodog opilel To TpEXOV XpWHA EKKABAPLONG YLO XPHON, KOTA TV EKKaBApLon Tou
EVTOULEUTH XpWHATOG o€ Aettoupyia RGBA. OL TIHEG TOU KOKKLVOU, TOU TIPAGLVOU, TOU UITAE, KAl N TLUA
alpha €xouv ebpo¢ [0,1]. To mpoemideypévo xpwua ekkabapilong eivat to (0, 0, 0, 0), To omolo eivat to
Havpo.

void glClear (GLbitfield mask);

H néBodocg kabBapilel TOUG EVTOULEUTEC TTOU opilovTal, OTLC TPEXOVOEG TIHEG ekkaBApLong toug. To
OpLopa lval €vag cuvOUAOHOG TWV TLHWV TIOU avadEPOVTaL OTOV MIVAKA TTAPAKATW.

Evramevtic Ovopa
Color buffer GL COLOR BUFFER BIT
Depth buffer GL_DEPTH _BUFFER_BIT

Accumulation buffer | GL_ACCUM_BUFFER_BIT

Stencil buffer GL_STENCIL BUFFER_BIT

Mpwv and TNV XpHon TG eVTOANC yla TNV ekKaBapLon MoANAMAWY EVTAULEUTWY, Ba PETEL va
KaBopPLOTOUV OL TLUEG OTLG OTtoleC KABEe evtapteutng Ba kaBaplotel av BEAoupe KATL AAAO amo tnv
TIPOETUAEYUEVN TLUN TOU Xpwatog RGBA, tou BdBouc, Tou XpwHOTOG CUGCWPEUCNG, KAl Tou SeikTn
stencil. Ektog ano tig glClearColor () kat glClearDepth () evtoAég mou kaBopilouv TIG TPEXOUOEG TLUEG
yla TNV EKKABAPLON TOU EVIAMULEUTH XPWHLATOC KL TOU eVTapLeuTH BaBoug, n glClearindex (), n
glClearAccum (), kat n glClearStencil () mpoodlopilet Tov SelkTn XPWUATOG, TO XPWHA CUCCWPEUONG,
kaBw¢ Kal tov Seiktn stencil Tou xpnoluomnolovvTal yla TNV EKKABAPLoN TOU aVTIOTOLXOU EVIAULEUTH.

H OpenGL emitpémnel va opiooupe TOANATTAOUG EVIAULEUTEG SLOTL N eKKABAPLON €LVl YEVLKA pLaL apyn
Aewtoupyia, debopévou OTL kABe elkovooToLxeio otnv 0006vn (lowg Kat ekatoppUpLa) aAAAlEL, Kol
HEPLKEG KAPTEC YPADLKWVY ETUTPETOUV £V CUVOAO EVTOMLEUTWVY VO EKKOBAPLOTOUV TAUTOXPOVA.
YALopLko mou Sev umootnpilel Tnv Tautoxpovn ekkabdpilon, ektelel Tig ekkabapioelg Stadoyika. H
Stadopad petafl TnNG EVIOARG
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glClear (GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT);
KaL TNG

glClear (GL _COLOR BUFFER BIT);
glClear (GL _DEPTH BUFFER BIT);

elval otL mapoAo mou Kat oL U0 €xouv To (610 TEALKO amoTEAECHA, N TIPWTN EVIOAN Ba umopoloe va
TPELel ypnyopotepa o€ TTOANOUC UTTOAOYLOTEG. Ziyoupa Sev Ba TpEEEL Lo apya.

Ztnv OpenGL, n neplypadn Tou oXAUATOC EVOC AVILKELLEVOU OTO 0TASLO TNC eMetepyaoiag ival
aveEaptnTn amno tnv neplypadn Twv XPWHATWY Tou. KaBe ¢popd mou £va CUYKEKPLUEVO YEWUETPLKO
oxnua oxedlaletal, oxedLAlETAL LE TO TPEXWV KABOPLOUEVO OXN A XPWHATIOHOU. To oxnua
XPWUATIOMOU QUTO UMOpPEL va elval Tooo anAd 6o “oxedlaoe Ta mAvTa HE XpwHO KOKKLWVO”, 1) Ba
UIOpoUCE vVa £lval TOOO MEPIMAOKO OMWE “TO AVTIKEIPEVO EIVOL KATOOKEUAOUEVO ATIO TTAOOTLKO UTTAE
XPWLOTOC KOL UTTAPXEL €va KITPLVOG TTPOBOAEQC OTPALLUEVOG HLa KATEUOUVON Kol UTIAPXEL EVOL YEVLKO
XOUNAO eTinedou KaPE-KOKKLVO GwC avTtol”. I YEVIKEG YPAUUEC, Evac ipoypappatiot)c OpenGL
KaBopllel, mTPpWTOV, TO XPWHA ] TO CUCTNHO XPWHATIOHOU KO, OTN CUVEXEL, OXESLALEL TA AVTIKEIPEVAL.
MéExpL TO XpWHA | 0 CUVOUOOUOC XPWHATWY va oAAGEEL, OAa TOL aVTIKE eV oxeStalovTal Pe auTo TO
XPWHA N To cUOTNUA XpwHaTIopoU. Auth n pEBodog Bonba tnv OpenGL va enttuxel uPnAotepn
enidoon oxediaonc anod otL Oa mpoEKuMTe av dev apakoAouvBoUoe To TpEXOoV XpwHa. MNa mapadelyua,
o Peubokwdikag

set current color (red);
draw _object (A);

draw _object (B);

set current color (green);
set current color (blue);
draw _object (C);

oxebLalel Ta avtikeipeva A Kal B pe xpwpo KOKKLVO, KoL TO avTikeipevo C pe HimAe xpwia. H evtoAn
oTNV TETAPTN YPAUUA TTou KaBopileL TO TPEXOV XPWHA OE TIPACLVO lval TtepLttr. MNa va oplooupe éva
XPwHa, xpnotpomnotol Le tnv evioAn glColor3f (). Maipvel TpeLg MAPAPETPOUC, OL OTIOLEG EVOL OAEC
aplBpuol Kvntg urtoStaotoAng petaty 0,0 kat 1,0. Ot TapAUETPOL Elval, KATA OELPA, N KOKKLVN,
T(PACLVN KOL WITAE CUVIOTWOO TOU XPWHATOC. MTIOpOU E VOL OKEPTOULE TLG TPELG AUTEC TLUEG OOV VOl
opiloupe éva “piypa” xpwpdtwv: n tun 0.0 onuaivel OTL To CUYKEKPLUEVO XpwHa Sev Ba
xpnotuornotnBet evw to 1.0 onpuaivel 0tL auto To xpwpa Ba xpnotponownBei to péyloto. Etol, o
KwoLKaG:

glColor3f(1.0, 0.0, 0.0);

KaBopilel To L0 GWTELVO KOKKLVO TIOU TO oUOTNHA UIMopPEl va oxeSLAoEL, Xwpilg kaBoAou avaueifelg
TIPAGCLVOU Kal UTTAE XpwHaToC. Otav OAeg oL TLHEG eival 0.0 Snuloupyeital to pavpo. AvtiBeta, otav
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OAeG oL TIHEG elval 1.0, Snuoupyeitat to Asuko. H tun 0.5 oTig Tpeic ouviotwoeg anodidouv To yKpL
(evéLapeoo tou pavpou kat tou Asukou). ESw elval okTw eVTOAEC Kal T XpwHaTa Tou Ba

Snuoupynoouv.

glColor3f(0.0, 0.0, 0.0); black
glColor3f (1.0, 0.0, 0.0); red
glColor3f(0.0, 1.0, 0.0); green
glColor3f(1.0, 1.0, 0.0); yellow
glColor3f (0.0, 0.0, 1.0); blue
glColor3f(1.0, 0.0, 1.0); magenta
glColor3f (0.0, 1.0, 1.0); cyan
glColor3f (1.0, 1.0, 1.0); white

Onwc¢ eidape mapanavw, n OpenGL gival €va cuvoAo Stadikactwv. H kevtpikr povada enefepyaoiog
(CPU) ektelel pa evtoAn oxediaong. 1owg KAToLo AAAO UALOHLKO KAVEL TOUG YEWUETPLKOUG
pHeTaoxnuatiopouc. H dtadikaaotia tng PaAidiong ekteAeital, akoAouBoUpevn amo tnv okioon f / Kat
Vv tonoBEtnon udng. TENOG, oL TLHEG amoBnkevovTal yla vo. akoAouBnoeL n mpoBoAn. e uPnAng
TIOLOTNTOC OPXLTEKTOVLKEG, KABE pia amd auTEG TG Asttoupyieg ekteAeital amo eva S1adopeTKO
KOUUATL TOU

UALOULKOU TtOU €XEL OXESLOOTEL YL VAl EKTEAEL TNV CUYKEKPLUEVN AELTOUPYLO YPHYOPA. ZE LLO TETOLA
apxLtektovikn, N CPU Sev xpelaletal va ePLUEVEL yla KABe evtoAn oxediaong va ohokAnpwOel mpLv va
opxloel va ektelel TNV enopevn. Evw n CPU otéAvel pa kopudn, TO UALGHILKO LETOOXNUOTIOUWV
gpyaletal yLo TN HETATPOT TNC TeEAevTalag Tou 0TAAONKE K.0.K. € €va TETolo cuoTnua, €av n CPU
Tieplpeve yla KABe eVvioAr va oAokAnpwOEeL mpLv amod tn eKTEAECT TNG EMOMPEVNG, N anddoon Tou
CUOTHMATOC Ba PELWVOTAV CNUAVTLKA.

ErumAgov, n epapuoyr UMOpPEL va TPEXEL OE TIEPLOCOTEPQ O VA pnxavnuata. Mo mopadsyua, og
UTTOBECOUE OTL TO KUPLO TIPOYPAUUA TPEXEL AAAOU (O€ NXAVN O TIOU AELTOUPYEL WG TTEAATNG) KAl OTL
BAEMou e Ta anoteAéopata Tng oxediaong oe aAlo otaBuo epyaciag i TEpUATIKO (server), To omoio
ouVvOEeTal HECW SIKTUOU E TOV IEAATN. TNV MEPLMTWON AUTH, UNOPEL va elval onuavTika
QVATTOTEAECUATLKN N AMOCTOAN KABE eVIOANG EEXWPLOTA HECW Tou Siktuou, Sedopévou OTL 0 HOPTOG
TOU SLIKTUOU CUVOEETAL CUXVA LE KAOE EeXWPLOTN amooTOoAr. ZuvnBwc, 0 MEAATNG CUYKEVIPWVEL EVal
OUVOAO EVTIOAWV O€ £Val EVLALO TTAKETO SIKTUOU TPLV A0 TNV ANOCoTOoAr. AUCTUXWGC, O MEAATNG oLV BWC
Sev unopel va yvwpilel mote to mpoypappa oxedlaong TEAELWOEL TNG oxedilacn evog TAALGIOU 1) pLOG
OKNVNAG. 2TN XELPOTEPN TIEPUTTWON, B TIEPLUEVEL YL TTAVTA WOTE APKETEC EMUTAEOV EVTOAEG oXESLOONG
VOl YEULOOUV €Va TTOKETO, KaL TTOTE SV BAETOUUE TIG OAOKANPWHEVESG OXESLAOELC.

MNa to Adyo autod, n OpenGL rapéxel tnv evtoAn glFlush (), n omola avaykdalel tov meAdtn va oTelleL
TO SIKTUAKO TIAKETO AKOMA KaL av dev elval mMANPEeC. 2 mepintwon ou dev umtdpyet Siktuo Katl OAeG oL
EVTOAEG o ekteAoUVTAL OECWC oTov server, n evioAn glFlush () dev €xel amotéAeopa. Qotodoo, eav
ypadoupe éva podypappa tou BEAou e va AelToupyel cwotd o€ mepimtwon mou €xou e diktuo,
nipenel va neplthdBoupe tnv evtoAn glFlush () oto téAog kaBe mAaLoiou r okNVAG. ZNUELWOTE OTL N
glFlush () 6ev meplpével tn oxedlaon va oAokAnpwOel - amAd avaykalel Tnv dtadikacia tng oxedlaong
va ektedeotel, e€aodalilovtag £ToL OTL OAEC OL TTPONYOU LEVEC EVTOAEC EKTEAOUVTOL OE TIEMEPACUEVO
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XPOVO, OKOUN KoL av SV EKTEAOUVTAL TTEPALTEPW EVIOAEC ATtOd0ooNnC. YIAPXOUV Kol AAAEC TIEPUTTWOELG
omou glFlush () elvat xprioun:

® EdappoyEc oL omoleg XTi{ouv TIC ELKOVEG OTNV UVA LN TOU CUCTAUATOG Kal dev BEAOUV VOl AVOVEWVOUV
OUVEXWG TNV 000vn.

® YAOTOLNOELG TTOU GUYKEVTPWVOUV CUVOAQ oo eVIOAEC oxediaon g yia va amooBécouy ta £€€oda
apxtkomoinong. To mapadetypa SIKTUOU HETOPOPAG TTOU aVOPEPALE TIOPATIAVW Elval Eva TapadeLypa
T€Tolag uAomoinong.

Enmopévwg, n evtoAn

void glFlush (void);

avaykalel TG evtoAég OpenGL Tou €XoUV OPLOTEL TPONYOUUEVWGE VO EEKLVOOUV val EKTEAOUVTAL,
e€aodalilovtag £ToL OTL Oa EKTEAECTOUV OE TIEMEPACIEVO XPOVO.

Ta Baoikd oxnuata otnv OpenGL epth\apfavouv cnueia, YPOoUUES Kot TTOAUYywva. Ot padnuatikol
OpPLOHOL TWV evvolwy auTwyv Sev Stad€pouv TOAU ard TRV Evvola TToU £XOUV OTNV XPrion Toug amo TNV
OpenGL.

Znueia: Eva onUELO avamapLoTATaL oo €va 6UVOAO aplOpwV KLVNTAG UTtoSLaoTOANG oL omolol
ovopalovtal cuvtetaypEVeG. OAoL oL eowTepikol urtoAoyLapol yivovtal pe edopévo OTL oL

OUVTETAYHEVEC €lVaL TPLOSLACTATEG. TLG CUVIETAYLEVEC TToU Kabopilovtal amo to xpriotn wg duo
Slaotdcewv (6nAadn, pe HOVOo x Kal y TLHEC) SideTal amod tnv OpenGL pia Twun z ton e To undév.

lpauuéc: tnv OpenGL, 0 0pog “ypappn” avadEpetal o Eva TUAUA YPAUUAG, SnAadn &ev Looduvapel
HE TNV HaBnuatikn évvola n omola opillel TNV ypapuun ekteivovtag TG SU0 AKPES TNG OTO ATIELPO.
Yriapxouv eUKOAOL TPOTIOL VO OPLOTEL ot cUVEESEUEVN OELPA ATTO TUAMATA YPAUUWY, | AKOMO KOL JLaL
KAELOTH OELPA A0 YPOUMES (etkova 2.12). Z€ KABOe mepimTwon, pLo ypaupun opiletat amno Vo onueia
TIOU QITOTEAOUV TLG AKPEG TNG YPAUUNAG.

Ewkova 2.12: AUO OUVOESEUEVEG OEIPEC YPAUUWY
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MoAUywva: Ta moAUywva lval TTEPLOXEG TTOU TIEPLKAELOVTAL OTTO KAELOTOUG BPOXOUG LOVWV YPAUUWY,
OOV TA TUAUATA YPAUUWY opilovtal amod TG CUVTIETAYUEVEG TWV AKPOLWV oNUELWV Touc. Ta moAUywva
ouvnBw¢ oxedlalovtal PE TO ELKOVOOTOLXELO OTO ECWTEPLKO TOUG YEULOUEVQ, AN UTTOPOU LE EMIONC VA
Ta 0XeSLACOUUE WG £va oUVOAO onuEelwv.

IO X LG

Eykvpa Mn éykvpa

Eikova 2.13: Eykupa Kal un EyKupa ToAUywva

O Ab6yog 1tou n OpenGL €xeL meplOopLOPOUC OE TUTTOUC TTIOAUYWVWV Elvat OTL lval TTOAU TTLo artAo yLa To
UALOLILKO oXe6laong MOAUYWVWYV va omoSWOoEL AUTHV TNV EPLOPLOUEVN KATnyopila TToAVywvwy. Ta
TIOAUYWVA AUTAG TNG Katnyoplag amAd Hnopouv va oXeSLaoTouV TTOAU TiLo ypriyopa. Ot pn €YKUPEG
TIEPUTTWOELG elvat SUCGKOAO va avixveuBouv ypriyopa. ETot, yla xapn tng HEylotng anodoaong, n
OpenGL emutpenel povo amAd moAvywva.

KaBe opaAd KOUMUAWUEVN YPa U | emdAVELD, UTTOPEL va TpooeyyLoOel - o kamolo Babuo
OKPLBELOG - e TIOAU LIKPA TUAUATO YPOUMWY ) ULKPEG TIOAUYWVLIKEG TLEPLOXEC. ETOL, uToSLatpwvtag
KOUTTUAWTEC YPAUUES KL ETILHAVELEG EMAPKWG KAL, OTN CUVEXELQ, TIPpOOEYyL{ovTaC TEC Ue eUBUYypOppa
TuApata N enineda moAUywva TiG kavet va paivovtatl KUpTteg (BA. elkova 2.14). Auto pmopetl va yivel
TILO KOTOVONTO, 0V GOVTOOTOUUE OTL UTIOSLOULPOUUE L0 KOUTTUAN HEXPL KABE TUAMO YPOUUNG 1) KABE
TIOAUYWVO Va €lval TOCO UKPO 0G0 ALyOTEPO amo To HEYEDOG EVOG ELKOVOOTOLXELOU 0TV 000Vn.

Ewova 2.14: Mpocéyyion kKaumuAwv

Me tnv OpenGL, OAa Ta YEWUETPLKA AVTLKELLEVA TEALKA TiEpLYpAdovTaL WG Eva SLaTETAYUEVO GUVOAO
OUVTETAYUEVWY. MTTOPOUE va XpNOLUOTIOL|GOUE TNV €VTOAN glVertex * () evtoAn yia va kaBopiocoupe

pLo kopudn).
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glVertex void {234} {sifd} [v] (TYPEcoords);

H evtoAn auti kaBopilel pLa kopudr (€va cUVOAO CUVTIETAYUEVWV) YLa Xprion KATA TNV nmeplypadn
€VOC YEWUETPLKOU QVTIKELPLEVOU. MTIOPOUE VOL SWOOUPE LEXPL KOL TEGOEPLG CUVIETAYHUEVEG (X, Y, Z, W)
yla pio ouykekpLévn kopudn ) to Alyotepo S0 0 (x, y) emAéyovtag TV KOTAAANAN o paAlayn TG
€VTOANC. Edv xpnolpomoticoupe tnv mapaAlayr ou ev Sleukpvilel pnTa TNV TIUA Z 1 W, N TN z 6a
BewpnOel lon pe tn Tun 0 kat n Tl w ion pe 1. KAnoelg tng uebodou glVertex * () elval amodektég
HOVO peTagl Tou {elyoug Twv evioAwv glBegin () kot glEnd ().

Twpa ou E€poupe ToV TPOTIO KABopLopoU TwV Kopudwv, Ba SOUUE TIWC UMOPOULIE VoL
Snuoupynooupe éva oUVOAO CNUELWY, HLa yPA UL 1 €vo TTOAUYWVO oo KAmoLeg kopudEc. MNa va
yivel auto, opadomolovpe éva cUVoAo kopudpwv PeTal tou levyoug evtolwv glBegin () kat glEnd (). To
oplopa ou Sidetal otnv evioAn glBegin () kaBopilel TL £(60UC YEWUETPLKA OXUATA KATOOKEUAOTOUV
oo TIC KOPUDEG QUTEC. Mo TTAPASELY A LE TLC TTOPAKATW EVIOAEC, oxeSLALETAL TO TOAUYWVO TNG
glkovog 2.15.

’

glBegin (GL POLYGON)
glvertex2f (0.0, O
glVertex2f (0.0, 3
glVertex2f 0, 3.
glVertex2f 0, 1
glVertex2f 0, O
glEnd();

o« e

~.

o o1 O O O
~

(
(4
(6.
(4

14

1 L] .
)
g . L
GL_POLYGON GL_POINTS

Ewkova 2.15: Zyebioon €vog moAuywvou 1 evo¢ ouvoAou onueiwv

Eav eiyape xpnowomnotoet GL_POINTS avti yia moAvywva (GL_POLYGON), to amotéAecpa Ba ntav n
oxedloon Tou cUVOAOU TWV oNUELWY TTOU BAETIOUE OTNV MAPATTAVW ELKOVO 0TO SeELO PEPOG.
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Ty

Enpaoia

GL POINTS

CVTOVOUE OTUETD

GL_LINES

Celdyn oo KopLEES EPUNVELOUEVA OOV EEXMPIOTA TUNILOTO YPUUL®Y

GL LINE STRIP

CEIPEC OITO GLVOEBEUEVH TUNUATO YPUUL®Y

GL LINE LOOP

1010 [E TOPUTAVEM, LE EVOL TUT|IO VO TPOCTIOETOL PETHED TNC TPAOTNG KL TG
TEAELTOLOS KOPLOTS

GL TRIANGLES

TPLIOES CITO KOPLOES EPLIVEVOUEVES MG TPIY®VE

GL TRIANGLE STRIP

GULVOEOEUEVT] OELPA. Uto Tpiymva

GL TRIANGLE FAN

GUVOEDEUEVO CUVOAD OTTO TPIy@Va

GL _QUADS

TETPASEC (IO KOPLOEC EPUNVEVOUEVES GOV TETPETTAEDP.
TohdyVa

GL_QUAD STRIP

OCLVOEBENEVT] Aepida 0o TETPATAELPO

GL POLYGON

Op10. EvOC ThoD KAEIOTOD TOADYHOVOL

ITOV Mopamavw mivako BAEMOUE TO GUVOAO TLLWVY TTOU UTTOPEL VO TIAPEL TO OPLOUA TNG EVIOANG
glBegin (). Ztnv ewkova 2.16 ¢aivovtal Ta oxiuata mou oxedlalovral pe KABE Xprion TWV MapmAvw
TLUWV. OLTILO ONUAVTLIKEG TTANPOPOPLEG OXETIKA LE TIC KOPUDEG ElvaL CUVTETAYUEVEG TOUGC, OL OTIOLEG
kaBopilovtal anod tnv evtoAn glVertex (). MmopoU e eniong va opicoupe dedopéva mou £XOUV OXEON
HE Kamola kopudh - Eva XpWHa, Eva KADETO SLAVUCUA, CUVTETAYUEVEG UDNG, 1) ortolodnmote

ouVOUAOUO aUTWV - e TN BonBela e18IkwY eVIOAWV. EMUMALOV, HeEPIKEG AANEG EVTOAEC UmopoUV va
XpnotpomnotnBolv petafd twv evtoAwv glBegin () kat glEnd (). Ztov mivaka mapakdatw BAEMOUUE TNV
TANPN AlOTO AUTWV TWV EVIOAWV.
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Evtoi LKOTOS eVTOANC
glVertex™() set vertex coordinates
glColor®() set current color
glindex*() set current color index
glNormal*() set normal vector coordinates
glTexCoord*() set texture coordinates
glEdgeFlag™() control drawing of edges
glMaterial™() set material properties
glArrayElement() extract vertex array data
glEvalCoord*(). glEvalPoint*() | generate coordinates
glCallList(). glCallLists() execute display list(s)

Aev umtdpyxel AAAn evioAn) OpenGL mtou va LoxVeL petagl Twv evtoAwv glBegin () kat glEnd (), kat av
ETILXELPIOOUE TNV KANON Hlag AAANG pebodou OpenGL, wg emi to mAeiotov Ba dnuloupynBet odaApa.
MepLkEG eVIOAEC TTIVAKWVY Kopudwv , 0mwe N glEnableClientState () kat n glVertexPointer (), 6tav
kAnBouUv petatu twv glBegin () kat glEnd (), €xouv ampoodloplotn cuumnepldopd, aAld

bev dnuloupyouy amapaltitwe Eva opaipa. (Emiong, poutiveg mou oxetilovtal pe tnv OpenGL, 6nwg
oL glx*() pouTtiveg €xouv ampoodloplotn cuumnepidopd pPetall twv glBegin () kat glEnd ()). Ot
TIEPLIITWOELG QUTEC Ba mpémel va amodelyovTal, KaBwE 0 EVTOMIOUOC TwV 0GAAUATWY TTOU
Snuioupyouvtal propel va ivat oAl SUGKOAOG.
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Ewkova 2.16: Baoikoi yewUeTpikol TUMOL
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2.3. Oaon

Oplopéveg dopeg Ba mpémel va anopacicoupe ws Oa TOMoBETCOUE Ta LOVTEAQ OTN OKNVH, Kal
TPETEL VA ETUAEEOUE VAl TTAEOVEKTIKO onpeio amod to omoio Ba BAémoupe ) oknvh. Mmopou e va
XPNOLLOTIOLNOETE TNV MPOETUAEYUEVN B€on, al\d TiBavotata va B€Aoupe va tpooSlopioou e L
GAAN.

H Stadikaocia petaoxnUatiopou ya va tapaxBel n emBupnth oknvi yla mpoBoAn eivat avaioyn pe
™ ANYn pog pwrtoypadiog pe pla pwrtoypadikn pnxavr. Onwc ¢aivetal otnv ewkova 2.17, ta fAuata
HE pa dwtoypadikn pnxovn (f €vav umoAoylotr) Wopel va ival Ta akoAouOa:

1. PuBuiloupe to Tpimodo kat tornobetov e Tn dwrtoypadikr pnxovn va BAEMEL TPOG TNV OKNVN

(neTaoxnuatiopog B€aong).

2. TaKTOmMOoloUWE TN OKNV WoTe va pwtoypadpnBel otnv emBupntr) cuvOeon (LETACKNUATIOUOC

HLOVTEAWV).

3. EmAéyoupe Tov pako tne dwrtoypadikig unxavng n puduilovpe to {oup (LETOOXNUOTIOUOG
TpoBoANG).

4. KaBopiloupe mooo peyahn 6éAloupe va gival n teAikn pwrtoypadia, yio mapadelypa, Pmopel va
Vv B€houpe Steupupévn (HeTaoxNpATIONOC BUpacg B€aong).
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Me pia gwroypa@iki Z1ov utroAoyioTn
unxavn
1 viewing

™~

positioning the viewing voluma
in the world

moal modealing

B

p&mhnnlng the modeals
In the world

I prajectien

determining shape of viewing velume
photograph viewport

Ewova 2.17: Brijuata AnYnc pwtoypa@iog Ue KAUEPX KL OTOV UTTOAOYLOTH
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2.4. DwWTIONOG

Onwg mpoaveédepa Kal o mponyoupevo kepaAato, n OpenGL umoAoyilel To XpwWHA TOU KABE
£LKOVOOTOLYXELOU O€ pLa TEALKA OKNVI) TO omoio amoBnkevetal otov evtapleutn mAatoiou (framebuffer).
Mépog auTtoU Tou UTtoAOYLOHOU e€apTATal OO TOV GWTLOLO TTOU XPNOLUOTIOLELTAL 0T OKNVH KAl 0TO
TIWG TA AVTIKE(PEVO OTN oKNVH avTavakAouv i amoppodolV To dwe. ITNV elkova 2.18 mopakatw
BAEmou e TNV enidpaon tou dwTtog o€ pia odaipa.

Ewova 2.18: Milat wTLOUEVN KAL 4N QWTLOUEVN CQPaipa

Yrnidpyxouv tpila £i6n pwTlopou Tou pmopoU e va opicoupe. O dwTtlopog neptBailovtog (ambient
light) ival To dpwg tou €xel SLaokopmioTel TOOO TTOAU oo to mepLBAaiAov, mou n KateuBuvaon Tou elvat
aduvato va mpoodloploTel - PpaiveTal va TiPoEPXETAL AtO OAEC TIC KaTeLBUVOELC. To SLayuto dwg
(diffuse light) €épxetal and pla kateuBuvan, €ToL lval AAUMPOTEPO AV XTUTIAEL ameuBelag og pa
emupavela. TENOG, To KATOMTIPLIKO PwG (specular light) mpoépyetal amd pia cuykekpLUEVN KateuBuvan,
Kall Telvel va avanndnoeL amo tnv entpavela o€ pia TPoTLUNTEQ KateBuvon. Autd eival Ta Brpata
TIOU QUALTOUVTOL YL VA TIPOGOE00UUE GWTLOUO O€ ULa OKNV.

1. Opiloupe kaBeta Stavuopata yLa kaBe kopudn OAwWV TWV AVIIKELUEVWY. AuTd Ta Staviopata
PocSLopilouv TOV MPOCAVATOALGO TOU OVTLKELLEVOU OE OXECN UE TIG TINYEC GWTOC.

2. AnuloupyouU e, ETUAEYOUE KaL TOTOBETOUUE Uia 1) TEPLOCOTEPEC PWTELVEG TINYEC.

3. AnpoupyoU e Kal ETUAEYOULE €va LOVTEAO GWTLOMOU, To omoio kabopilel To eninedo tou
OUVOALKOU pwTlopoL meptBaiiovrog.

4. Opilou e TIG LBLOTNTEG TWV UALKWYV yLaL KABE QVTIKEIEVO OTNV OKNVN.
Opiloupe ta kabeta Sltavuopata xpnotpomnolwvtag tTnv evtoAn giNormal*() mplv amnod tov oplopo kabe

kKopudnc. Tnv mnyn ¢wtog tnv kabopilou e pe tnv evioAn gllightfv(). H evtoAn autn naipvel tpia
oplopata. To mMpwTo €lval o TUMOC Tou GWTOG Kal Ta urtoAouta Suo opilouv Tnv tonobecoia ¢ mNynRG.
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MNa nopadstypa av B€Aou e va opiooupe pia tnyn ¢wtog otnv B€on light_position (oL cuvtetayuéveg
™¢ 6€on¢) Ba XpNOLUOTIOLOOU UE TNV EVTOAN:

glLightfv (GL LIGHTO, GL POSITION, light position);

Ed’ 600V dnuioupyrncoupe tnv tnyn ¢wtog (Uia A TeEPLOcOTEPEC) Ba TPETEL VAL TNV EVEPYOTIOL|COU UE
he tnv evtoAn glEnable(). Emiong Ba mpémel va evepyomnoiljooupe tnv T GL_LIGHTING ywa va yivouv
ol amapaitntol urtoAoylopol pwTlopoU:

glEnable (GL LIGHTING) ;
glEnable (GL LIGHTO) ;

H evtoAn glLightModel*() meplypadel TI¢ mapapetpoug evog poviéAou dwTlopol. Me tnv evtoAn auth
opilou e ta £idn pwtdc (ambient, diffuse, specular). NapdAAnAa, kabBopiloupe edv o Beatng TNG
oknvNg Oa mpémel va BewpnBOel OTL BPLOKETOL OE CUYKEKPLUEVO CNUELO OTN OKNVI 1] OXL, KL OV OL
urtoAoylopol GwTLoPOG Ba TPETEL val yivouVv pe SLOPOPETIKO TPOTIO YLa TG EUTTPOG KL TIC oW
ETLPAVELEG TWV AVTIKELLEVWVY 0T OKNVI. TIG LOLOTNTEC TWV UALKWV YLa KAOE QVTLKELUEVO TLG
kaBopiloupe pe TNV evtoAn glMaterialfv().
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2.5. Xaptoypadnon vdpng

H xaptoypadnon udpnc pog EMITPENEL VoL KOAANCOUUE pLa eLKOvVaA TL.Y. amo €vay toixo amo toufAa (mou,
low¢, TTPOEPYXETAL Ao TN oApwon pLag pwtoypadiog evog mpayUaTikoU Toixou) o€ Eva TOAUYwWVO Kot
va oxedlaoou e autd mou Selxvel n elkéva (T.x. Tov ToiXo) wg éva eviaio moAuywvo. H xaptoypadnon
v Staodalilel 6tL OAeC oL amapaitnTeC eVEPYELEC YivovTal KaBwG To TOAUYWVO peTaoxnpatileTal
kot oxedialetal. Na napadelypa, otnv oxediaon evog toixou amo touBAa, Ta TouBAa TPEMeL va
gudavilovral HIKPOTEPA OTOV O TELXOG ATOUAKPUVETAL OTTO TNV TPEXOUCA OTITLKH YWVIaL.

Ewkova.2.19: Atladikaoio xoptoypapnong ueng

Itnv elkova 2.19 BAEnou e tnv Stadikacia xaptoypadpnong udne. Zta aplotepd PAEMOUE TNV ELKOVA
UG Kal ota S€LA TO AVTLKEIUEVO e KOAANUEVN TNV ELKOVA TTAVW TOU. la val XpnOLLLOTIOL)COUE TNV
xoptoypadnaon udng, eKTEAOUE AUTA TA Brpato:

1. AnuioupyoUpe €va avtlkeipevo udng kot kaboplloupe pia udn yLo QUTO TO AVTLKELUEVO.

2. KaBopiloupe tov Tpomo pe tov omoio n udn Ba epapuoletal o KABE ELKOVOOTOLKELOD.

3. EvepyormoloUpe tnv xaptoypddnon udng.

4. Ixedialoupe tn oknvn, opilovtag TNV udr Kal TLG CUVTETAYUEVEG.

MepLoCOTEPA VLA TOV TPOTIO TTOV YIVOVTaL T TTOPOTIAVW UMOPELTE va S€iTe 0TO KEGAAALO OXETIKA UE TNV
oxeblaon tou mepBarloviog tou matyvidiou, dnAadn tnv oxediaon Tou oupavou Kat Tou edddoug Tou
rtayvidlou.



Avamntuén matyvidlov — Zevaplo matyvidlou 30

3. Avamtuén rtawyvidiou

3.1. Zevapio nouyvidiou

To mayvidi to omnoio uAomoinoa kat Ba avalUoou e ival £va Tplodlaotato matxvidl okormoBoArng
Tpitou mpoowmnou (3rd-person shooting game), oto omoio untapxetl n duvatotnta SUo MAIKTEG va
naifouv petall toug péow Atadiktuou. O kaBe maiktng xelpiletal Evav Tofotn Kol mpoomabel va
TETUXEL HE BEAN TOV TOEOTN TOU AAAOU MaikTr. OmoLog METUXEL IPWTOC TOV TOEOTN Tou AAAOU TTaKTN
TEVTE POPEC VIKAEL. ITa eMOpeva kepahata Oa avaluoou e Ta Bripata to onoia akoAovuBnoa yla tTnv
OVATITUEN TOU OUYKEKPLUEVOU TIOLXVLOLOU.
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3.2. NMepBaiiov

3.2.1. Eloaywyn

Av xwpilape tnv vAomoinon tou matxvidlov oe otadla, To MPwTo ar’ OAa Ba ATav va 0plcouE To
nieptBaAlov tou matxvidlol. Me tov 0po mepIBAAAOV EVVOOUE TNV TIEPLOXN OTNV oroia Ba
ektUAlooetal To malyvidt. Auto meplhapBavel tnv oxediaon tou e6adouC KO TOU OUpPOVOUL LE
PEOALOTIKO TPOTIO WOTE O MAKTNG VA avTIAapBAVETOL OTL O XOPAKTHPAC TOU KIVELTAL O EVav
TIPAYUATIKO KOOUO. € aUTO TO KEPAAQLO AoLrtov Ba avaAUoou e £vav artAO TPOTIO E TOV OMOoLo TO
TIETUXALVOU IE QUTO.

To npwto Brua eival va oxedlaooupe €vav KUBo. H katw enidpavela tou KUPBou mpoopileTal yia To
£6a¢0oc¢, EVw oL UTTOAOUITEC yLa TOV oupavo. Me TV Xpron ELKOVWYV TIETUXAIVOUUE o€ £vav Babuo tnv
udn TNV onola B€Aoupe. Mia etkova ypaotdlol mpoodidet oe pia emidavela tnv avtiAnyn ot
nipokeLtal yia €6adog pe ypaoidt. Mia elkOva GUVVEPLACUEVOU 0UPAVOU OTLE TPELC TIAAYLEC ETILPAVELEG
TOU KUBOU, Mg KAVEL VA TILOTEVOUE, OTAV N KAUEPO BploKeTAL EVTOG TOU KUBOU, OTL YUPW HOC
UTTAPXEL OUPAVOC. TEAOG AUTO TIOU TIPETIEL VA TIPOCEEOUE ELVaL OL ELKOVEC TOU OUPAVOU VAL £XOUV HILOL
OUVEXELX HETOEV TOUG WOTE VA NV LAPTUPOUYV TO YEYOVOC OTL BPLOKOUAOTE HECO O€ £vav KUBoO.

Mptv amno kabe oxediaon mpenel va popTWOOUE Ta texture o KATOLEG LETABANTEC yLO VAL LITOPOULE
VOl TOL XPNOLUOTIOL OOV UE £MELTA. AUTO TO KAVOUUE otnv HEBobdo init(GLAutoDrawable drawable)
6nAadn otnv pEBoSo apyLlkomoinong Tou matxvidLou n omotia eKTeAeital pa popa mpLv oo thv
uéBodo display(GLAutoDrawable drawable) n omoia ekteAeital cuvexwg Kot oxeSLAleL TO O LATA TTOU
B€Aoupe Ue Ta texture mou €xoupe opioel. o Tov OKOmo autd €xw UAomoLnoeL Tnv uEBodo
loadTexture( ) mou BAEmoupEe mapakATw. MalpveL WS OPLOUA TO OVOLO TOU OPXELOU TIOU TTEPLEXEL TNV
€lKOVA TTOU BEAOUE VA XPNOLLLOTIOL|COUE WG texture Kal EMIOTPEDEL EvVa AVTIKE(UEVO TUTIOU Texture.

private Texture loadTexture(String filename)
{
Texture texture = null;
try
{
InputStream stream =
getClass () .getResourceAsStream(filename) ;
TextureData data = TexturelIO.newTextureData (stream, true,
TextureIO.JPG) ;
texture = TexturelO.newTexture (data);
}
catch (IOException exc)
{
exc.printStackTrace () ;

}

return texture;
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‘EToL AOUTOV XpNOLUOTIOLOU LE TNV TTAPOIAvw HEB0SO KATA TNV apXLKOToinon Tou matyvidlou yla va
doptwooupe Ta texture mou BéNou e wg €€NG:

floorTexturel = ("grass.jpg");
floorTexture2 = ("pavement.jpg");
skyboxTexturel = loadTexture ("skyl.jpg");
skyboxTexture2 = loadTexture ("sky2.jpg");
skyboxTexture3 = loadTexture ("sky3.jpg");
skyboxTexture4 = loadTexture ("sky4.jpg");

Evvoeital OTL oL £lKOVEC pag TPEMEeL va eival apxeia tumou JPG kat oxL Katl aAAo yla va dtafactouv
ETUTUXWG. TEAOC eMeldN N ELKOVA TOU YpaoLSlou Kal TnG METpag enavoAappavovtal ToAAEG GOopEG
TIAvw otnv (Sla emipAveLa TIPETEL VAL EKTEAECOULLE TLG TIAPOAKATW EVTOAEC.

// repeat the floor texture in every direction
floorTexturel.setTexParameteri (GL.GL TEXTURE WRAP S, GL.GL REPEAT)
(GL.GL_TEXTURE WRAP T, GL.GL_REPEAT);
floorTexture2.setTexParameteri (GL.GL TEXTURE WRAP S, GL.GL REPEAT);
floorTexture2.setTexParameteri (GL.GL TEXTURE WRAP T, GL.GL REPEAT)

4

floorTexturel.setTexParameteri

4

AUTA ONUELWVW AAAN Lot dopa OTL TTPETEL VAL EKTEAECTOUV [Lla GOpA KATA TNV APXLKOTIOLNCN TOU
rtavidloL kat oxL otnv péBodo display n omola emavalappavetal cuvexwe alwg Ba dnuoupynOet
odpalpa Kot n eKtEAeon Tou mayvidlou dev Ba ival opaAn.

3.2.2. Ixebiaon edadoug

H oxeblaon tou edadoug oto matyvidt yivetal pe tnv uEBodo buildFloor( ) tnv omoia BAEnoupe
TIAPAKATW. Zav oplopata maipveL EKTOC Ao TO avTkeipevo TUmou GL To omolo xpelaloaoTeE yLa va
oxedlaooupe TNV tplodlactatn entdaveta, €vav aplbBuo tomou float pe dvoua size o onolog
avamnoplotd to péeyebog tou edadoug SnAadn tng emidpavelag mou Ba oxedlacou e kat Ba
TOMOBETNOOUE MAVW OE AUTAV TNV ELKOVA PE Ypaoidl. Tnv kahoUpe péoa otnv uéBodo display.

private void buildFloor(GL gl, float size)
{
gl.glEnable (GL.GL TEXTURE 2D);
floorTexturel.bind() ;
TextureCoords tc = floorTexturel.getImageTexCoords();
float left = tc.left ()
float right = tc.right();
float bottom = tc.bottom() ;
float top = tc.top();
//build floor at y=-10
gl.glTranslatef (0.0f, -10.0f, 0.0f);
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//draw floor

gl.glBegin (GL.GL_QUADS) ;

gl.glTexCoord2f (left, 30*bottom); gl.glVertex3f(-size, 0.0f,
size);//bottom left

gl.glTexCoord2f (30*right, 30*bottom);gl.glVertex3f(size, 0.0f,
size);//bottom right

gl.glTexCoord2f (30*right, top);gl.glVertex3f(size, 0.0f, =
size+330);//top right

gl.glTexCoord2f (left, top);gl.glVertex3f(-size, 0.0f, -size+330);//top
left

gl.glEnd() ;

floorTexture2.bind () ;

tc = floorTexture?.getImageTexCoords () ;

left = tc.left ()

right = tc.right();

bottom = tc.bottom() ;

top = tc.top();

//draw floor

gl.glBegin (GL.GL_ QUADS) ;

gl.glTexCoord2f (left, 10*bottom); gl.glVertex3f(-size, 0.0f, size-
670) ;//bottom left

gl.glTexCoord2f (30*right, 10*bottom);gl.glVertex3f(size, 0.0f, size-
670) ;//bottom right

gl.glTexCoord2f (30*right, top);gl.glVertex3f(size, 0.0f, -size);
gl.glTexCoord2f (left, top);gl.glVertex3f(-size, 0.0f, -size);
gl.glEnd() ;

gl.glDisable (GL.GL TEXTURE 2D) ;

Tnv tetpaywvn enipavela mou mpoopiletal yia 1o €6adog tnv oxedlaloupe xpnotponowwviag QUADS
(tetpaywva) pe tnv evtoAn gl.glBegin(GL.GL_QUADS) kat opilovtag ta T€0oepa onpeia Ta onoia Ba
elval oL aKUEG TOU TETpaywvou Ke KANon tne uebodou gl.glVertex3f( ). MapaAAnAa pe tnv oxedlaon tou
TETPAYWVOU, OPL{OUE KaL TO CNUELQ TN ELKOVAC TA OTTOLAL AVTLOTOLXOUV OTLG AKUEG AUTEG HE KA ON TNG
uebodou gl.glTexCoord2f( ). Mpémel OUWE TPONYOULEVWG VO EXOU UE OPLOEL TILAL ELKOVA B€AOU e val
XPNOLUOTIOLNOOUHE WG texture Kot vo TNV €X0UHE eTUAEEEL pe TNV HEBobO bind( ).

ITNV TPOKELPEVN TTEPLTTWON XPNOLUOMOoLoUE SUo textures, Eva ypacolSlou Kot Eva TEETPAC.
EmAéyoupe auto mou BEAOUHE va XpnoLUoToL)cou e He TV HEBodo bind( ) katl oxedialou e To
£6adog og dU0 otadLa. To MPWTO £ival TO KOUUATL TTou BEAOUE va €xeL ypaoidL kal to SeUTEPO TO
KOMMATL TTou B€Aoupe va €xel METpa. Emiong n elkova ypaotdlol emavadapBavetal tplavta ¢popeg
0pL{OVTLWG Kal TpLavta popEG KABETWE eVvw N elkOvVa TETPAC TPLAVTA GopEG opLlovTtiwg Kal SEka hopEG
KaBETwC. AuTo To eTu)aivou pe oA amAactdalovtag tnv KatdAAnAn cUVIETAYUEVN TOU texture pe Tov
aplOpo mou BEAou e otnv evtoAn gl.glTextCoord2f( ). TEAog mpEmeL va onUELWOOUUE OTL oxedlalou e
1o €dadog S€ka povadeg katw amnod tov afova y (gl.glTranslatef(0.0f, -10.0f, 0.0f);) étoL wote va
BAEmou e To £€6adog Alyo mapakATw armod TNV KAPEPA Kal OXL oTo 6Lo emnimedo.
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MNapakdtw PAEMOUUE TO amotéAeopa TnG oxediaong tou edddouc. Itnv elkova 3.1 n kapepa PpilokeTal
OTO KEVTPO TWV 0EOVWV KOl KOLTAEL TIapAAANAQ 0TOUG AEOVEC X KOL Z EVW OTNV ELKOVA 3.2 N KAUEPA
Bpiloketal o PnAd Ko KOLTAEL TTPOC TOU AEOVEC X KOl Z.

Ewova 3.1: Zxebioon e5apouc UE TNV KAUEPA VO KOLTAEL TapdAANAa otou¢ aoveg X Kat z
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Ewkova 3.2: Zxebioon €5apOoUGC UE TNV KAUEPA VO KOLTAEL TTPOC TOUC AEOVEG X KL Z

3.2.3. Ixebiaon oupavou

Me tov 1610 tpomo oxedlaloupe Tov oupavo. Auto yivetal pe Tnv uEBodo buildSkyBox( ) tnv omola
BAEMOU e Ttapakatw. Onwe Kat n LEBodog yia to €dadog maipvel pia Tnv idLa T size £ToL WOTE TO
TeAKO anotéAeopa (E6adog kat oupavog) va gival évag kUBog. ESw oxedlalou e TEcoepA TETPAYWVA
(Tig mAayLeg emidaveleg Tou KUPBOU) Kal EMLKOAAOU LLE TIAVW TOUG TECOEPELG ELKOVEC OL OTloleG delyvouv
€vayv oupavo. EmAéyoupe Omwg mptv To texture mou B€Aou e Kot oxeSLAloU e Ta TETPAYywWVaA opilovtag
TAPAAANAQ TIC CUVTETAYUEVEG TWV ELKOVWYV TIou BEAoU e va BplokovTal 0 auTa Ta onpeia. Auti Tn
dopa n ewkova dev emavalapBavetat ToAEG dopec. Emadietal otnv ik pag emAoyr elkovag, moco
KaAO Ba eival To amotéAeopa. OnMwg elma KoL TPonyoupEVWG SV TIPEMEL va halvovTal OL YWVLIEG TOU
KUBOU Kal yU' auTO To AOYO OL TEGOEPELG ELKOVEG OTNV OELPA TPETIEL VAL TIETUXALVOUV QUTO TO
amotéAeopa.

private void buildSkybox (GL gl, float size)

{
// Load the texture.
gl.glEnable (GL.GL TEXTURE 2D);
skyboxTexturel.bind() ;

//build front wall
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gl.glTranslatef (0.0£f, size, -size);
gl.glBegin (GL.GL_QUADS) ;
gl.glTexCoord2f (0.0f, 1.0f
gl.glTexCoord2f (1.0f, 1.0f
gl.glTexCoord2f (1.0f, 0.0f
gl.glTexCoord2f (0.0f, 0.0f
gl.glEnd();

);gl.glVertex3f (-size, -size, 0.0f);
);gl.glVertex3f (size, -size, 0.0f);

);gl.glVertex3f (size, size, 0.0f);

)

; gl.glVertex3f(-size ,size, 0.0f);

skyboxTexture2.bind() ;
//build right wall

gl.glTranslatef (size, 0.0f, size);

gl.glBegin (GL.GL_ QUADS) ;

gl.glTexCoord2f(1.0f, 1.0f);gl.glVertex3f (0.0f, -size, size);
gl.glTexCoord2f (1.0f, 0.0f);gl.glVertex3f(0.0f, size, 'size);
gl.glTexCoord2f(0.0f, 0.0f);gl.glVertex3f(0.0f, size, -size);
gl.glTexCoord2f(0.0f, 1.0f); gl.glVertex3f(0.0f, -size, -size);

gl.glEnd();

skyboxTexture3.bind () ;

//build back wall

gl.glTranslatef (-size, 0.0f, size);
gl.glBegin (GL.GL QUADS)
gl.glTexCoord2f(1.0£f, 1
gl.glTexCoord2f(0.0£f, 1
gl.glTexCoord2f(0.0£f, 0
gl.glTexCoord2f (1.0f, O
gl.glEnd();

;gl.glVertex3f (-size, -size, 0.0f);
;gl.glVertex3f (size, -size, 0.0f);
;gl.glVertex3f (size, size, 0.0f);

SO
.0f)
{0)i5))
.0f); gl.glVertex3f(-size, size, 0.0f);

skyboxTextured .bind () ;

//build left wall
gl.glTranslatef(-size, 0.0f, -size);
gl.glBegin (GL.GL QUADS)
gl.glTexCoord2f (0.0f, 1
gl.glTexCoord2f (0.0£f, O
gl.glTexCoord2f (1.0£f, O
gl.glTexCoord2fi(l.0%; 1
gl.glEnd() ;

I4

;gl.glVertex3f(0.0f, -size, size);

. ;gl.glVertex3f(0.0f, size, -size);

0f)
0f);gl.glVertex3f (0.0f, size, size);
0f)
0f)

; gl.glVertex3f(0.0f, -size, -size);

gl.glDisable (GL.GL TEXTURE 2D) ;

Mapakdtw otnv €lkova 3.3 kat 3.4 BAEnou e To anotéAeopa tng oxedlaong tou oupavol Kal Tou
ebddouc. Onwg kal mpLv otnVv elkova 3.3 n kapepa Bploketal mapdAAnAa otoug AEOVES X Kal z Kot
OUYKEKPLUEVA Alyo TtLo mavw amo tnyv endpavela Tov edadoug, evw otnv elkova 3.4 Bploketal mio
PnAd yla va davel pia mavopapkni 8€a tou KUBou ou oxeSLACAE.
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AUTO Ttou BAEmoupe otnv elkova 3.4 eival €vag KUBog xwplg va £xel oxedlaoTel n mavw TAEUPA TOU TO
oroio ev ypelaletal kabBwc o maiktng dev Ba pmnopet va kottdel tooo PnAd. To matxvidt Aounov Ba
EKTUAlOOETOL HECO OE QUTOV TOV XWPO, OTOV omoio £metta Ba mpooteBouv tplodiaotata avilkeipeva. O
naiktng dev Ba umopet va Byaivel amo ta 6pLla autoUl Tou KUBoU. XpNOLUOTIOLOU UE OULUETPLKEG
ELKOVEC OTOV OUPOVO YL VO £XOUUE KOAAUTEPO OTITIKO ATIOTEAECHA KAl VO NV ¢ aivovTal ot ywVieG Tou
KUBou.

Ewova 3.3: Zyebiaon ovpavou ko €6A@OUC LUE TNV KAUEPA VO KOLTAEL TTapdAAnAa atouc opt{OvTiouc
afovec
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Ewova 3.4: Zxebioon oupavou kot €6A@OUC UE TNV KAUEPA YNAD va KOLTAEL OTOV KEVTPO TwV aOvVwV
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3.3. 3D Models

3.3.1. Eloaywyn

Ita tplodldotata ypadika umoloylotwy, n 3D povtelonoinon (3D modeling 1 meshing) sivat n
Stadkaoia avantuéng plag LabnUaTIKAG ovamapaoTaong OmoLaodnToTe TptodLaoTatng EMIPAVELOG
€VOC QVTLKELUEVOU HEOW EVOC €EELOIKEUEVOU AOYLOULIKOU. TO AmOTEAECHO AUTAG TNG Stadikaoiog
ovopaletal tplodidotato povtélo (3d model).

To TPLOSLACTOTA LOVTEAQ AVTUTPOOWTIEVOUV VA TPLOSLACTATO OVTLIKEHEVO XPNOLLOTIOLWVTAC £Va
OUVOAO onuEeiwv O0TOV TPLOSLACTOTO XWPO, T omoia cuvOEovTat HETAEL TOUC LE SLAPOPEC YEWUETPLKEG
OVTOTNTEC OMWG TPlywva, KAUTIUAEC, YPAUUEC KTA. Elvat SnAadn pa culhoyn dedopévwy (onueia kot
GAAec mMAnpodopiec) Ta omola prnopouv va dnploupyndouv ite e To XEPL EiTte aAyopLOULKAL.

MNa dteukoAuvon TN oxedloong TPLOSLACTATWY OVTLKELUEVWY OTO TIAPATIAVW CKNVLKO TTIOU
neplypaape, Ba XpnOLLOMOLNOOUE TO HopdOTUTIO apXeiwv meptypadn 3D povtéAwv OBJ. Eva
opxelo Tétolou tumou dev elval timota dAAo mapa Eva apXelo 0TO omolo sival KaTayeypapUEVOL
6e60UEVA OTIWG CUVTETAYHEVEC, TTAEUPEC KOl UPEC TO Omolo HAALOTO WToPOoUHE va To Stafacoupe
XPNOLUOTIOLWVTOC Evav eMefepyaoTn KELWEVOU. MapakATw TEPLYPAPW EKTEVWC TIC SUVATOTNTEC TWV
oapxeiwv OBJ.

BeBaiwg yLa va xpnoLonojoou e autol Tou €iboug Ta apxeia, Oa mpémnel va ypaou e EVa KOUMATL
kwdika to omoio Stafalel apyxela OBJ kot oxeSLalel TG EMIPAVELES OL OTIOLEC TEPLYPADOVTAL OE EVa
TETOLO apyelo pe xprion tng BLPAL0ONKNG JOGL. 2T0 OUYKEKPLUEVO TTaLXVISL AUTO YivETAL ATO TIG KAAOELC
OBJModel, FaceMaterials, Faces, Material, Materials, ModelDimensions.

3.3.2. Apxeia OB)J

To popdotuno apxeiwv OBIM yia tnv avanapdotacn tplodidotatwy uoviéAwv avartixdnke and
Vv Wavefront Technologies. Eival avolKTo Kal mayKoopiwg armodekto. O mpwTtog XapaKTpag KAOE
YPOUUNG KaBopllel TOV TUTIO TNG EVIOANG. AV 0 MPWTOG XOPAKTAPAG Elval To cUUPBOAO #, TOTE N YpAUUN
TIPOKELTOL YLOL OXOALO KOl QYVOELTAL, OTIWG EMMLONG KOl OL KEVEC YPAUUEG. To apxeio avallueTal amo navw
TPOG Ta KATW. MNapakdtw BAEMOUNE TO GUVOAO TWV EVTOAWV TIOU Xpnotpomnotovvtal ota OBJ apyeia
padl pe kamota tuyaio opiopata. Ot aykUAeC opilouv KATTOLO OPLOUA TO OTIOLO ELvVaL TIPOALPETLKO.

# comment

AUTEG OL YPOPEG TTAVTA ayvoouvTal. 2uvABwe N IpwTn Ypapun evog apxeiou OBJ eival éva oxOAlo oto
orolo avadEpetal To TPoOypaUpa Le To onoio dnuioupynBnke to OBJ apyeio.

VXYZ
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H evtoAn vertex. Opilel pia kopudn e TIG TPElG ouvteTayuéveg tnG. KaBe kopudr ovopdletat
avaAdywe TNV OELpa e TNV omola Bpiloketal oto apxeio. MNa mapdadelypa n mpwtn kopudn avadEpetal
w¢ ‘1", n deutepn w¢ 2’ K.0.k. H evtoAn autn Sev opllel pLa YEWUETPLKI ovTOTNTA, QAITAQ ONUELO OTOV
XWpo.

vtuv [w]

H evtoAn vertex texture kaBopilel tnv avtiotoixnon UV (UV mapping) kat mpoatpetika tnv W. Ot TLUEG
U, V kat W mpémel va givat aplBpotl kivntrg umodtaotoAn g petalv 0 kat 1, oL omoiol Seixvouv nwc Ba
avtiotolxnBet n udr). Ao Hoveg Toug Sev AEVE KATL, TIPETIEL VAL 0PLOTOUV WC opada He tnv evtoAn f.

vnXyz

H evtoAn vertex normal kaBopilel éva kabeto dtavuopa. MoANEG HOPEG N eVvIOA autr) dev
XPNOLlpoTmoLeiTal KaBwG N evioAr f Ba XpnOLUOTMOLACEL TIG EVTOAEG V LE TNV OELPA KOl TO KAOETO
Stavuopa Ba kaboplotel amnod ekel. OMwE Kal oL EVIOAEG vt SV onAiVOUV KATL ATTO LOVEC TOUC, TIPETIEL
va opadomnotnBouv amnod pia evioAn f.

fvi[/vtl][/vnl] v2[/vt2][/vn2] v3[/vt3][/vn3]...

H evtoAn face opadomolel pia Alota kopudwv (verticies), oL omoleg £ouv OpLOTEL TTPONYOU HEVWG Kall
€10l KaBopilel éva MoAUYwvVo. MTIOPOULIE VOL XPNOLUOTIOLO0UUE O0EC KOpudEG BEAOUE. Ma va
avadpepBol e o€ Pl Kopudn TIPETIEL VA XPNOLLOTIOL|COUE TOV apLlBUO TNG, YL TTOPASELY LA N EVIOAN
f 54 55 56 57 Snuioupyet Eva TOAUYWVO amo TL¢ KopudEg 54-57. EMioNG MPOALPETIKA UMOPOULE Val
oUVSETouE KABE Kopudr) Me pLa eVTOAN Vi, N omola pog AEEL TIWGE VAL VTLOTOLXOOUE TNV UK Ot
QUTO TO oNUelo, KABWG KAl e pLat EVIOAN vn ou kaBopilel to kaBeto Stavuoua. Eav
XPNOLLOTIOLCOUE €va Vt i} vn yLa pLo Kopudn TOTE MPEMEL VA OPLOOULE €va Kal yLa KABe GAAN
kopudn). To kaBeto dtavuopa (normal) opilel mpog mold katevBuvon Ba Kottdel To MoAUywvo. Av Sev
600¢l tote Ba utovonBel pe TNV oelPa TwV Kopudwy, N KATeLOBUVON TWV omoiwV elval
apLoTtepOoTpodn. Av B€Aou e var aAAAEOUE TNV KOTELBUVGON TIOU KOLTAEL TO TIOAUYWVO XWPLG va
XPNOLUOTIOLOOUE TNV VTOAN VN, Ba PEMEL va SWOOU LUE TLG KOPUPEC He avTiBeTn oelpd. Av n Tiun
TWV V, vt 1] vn €lvat apvnNTIKN TOTE TPOKELTAL YLOL OXETIKH TLUN (ONUOLVEL TTHYALVE TLOW TOOEG KOPUDEC
O0EG N TLUA TNG EVTOANG, WOTE va BPELG TNV Kopudn TNV OTtola TPETEL VAL XPNOLLOTIOLOELG).

g name

H evtoAn group opadomolet Tig evtoAég f mou akoAouBouv Kal EMOPEVWE T TTOAUYWVA TTOU
TepLypAdovTaL WOTE VA OPLOTEL PLAL UTIO-OUASA TOU OVTLIKELUEVOU LE TO CUYKEKPLUEVO OVOLAL.

usemtl name
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H evtoAn use material ouclaotikd Sivel tnv Suvatotnta va xpnotpomnolnBel éva uAko (udn) pe To

41

OUYKEKPLUEVO Ovopa Ttou avaypadetal. OAeg oL evtoAég f mou akoAouBolv Ba XpNOLUOTIOLOOUV AUTO

TO UALKO péxpL va BpeBel pia aAAn evtoAr usemtl.
H popdn kot n oepd Twv EVIOAWV MPETEL va. elval n akoAouBOn:

# oxOALO yLO TO TTPOYPA UL LE TO omtoio dnpioupynOnke to apxeio

# OAeG OL EVTOAEQ vV
VXYyZ

V...

# OAeG OL EVTOAEG vn

vnXxyz
vn...

# OAEC OL EVTOAEG vt

vtuv [w]

vt...

# TUPETIEL VAL OPLOTEL TO AVTLKELUEVO KL TO UALKO
g object

usemtl material

# OAec oL evtoég f

f1/12/23/34/4

f...

3.3.3. MilkShape 3D

To TPOYPAA TO OTOLO XPrOLUOTOINoO yLa Vo eTtefepyaotw apxeia OB eivat to MilkShape 3D M.

Elvat éva AoyLouLko TpLodLactatng LovieAomoinong, apKeTA EUKOAO GTN XProN Kal TTOAU BOALKO yLa
dnuloupyla n enefepyacia povieAwv OBJ ta omola xpnolpomnoloUpe. Exel SuvatotnTa LETATPOTNG

€VOC TUTIOU POVTEAOU o€ GAAoV TUTIO TL.X. 3ds o€ OBJ. Oa KAvw Lo cUVTOUN avadopd oTLg AeLToupyieg

KaL SUVOTOTNTEG TOU CUYKEKPLUEVOU TIPOYPALLLATOG,.

Mo va eLodyou e éva povielo tunou OBJ mnyaivoupe File = Import - Wavefront OBJ... (ewkova 3.5).

ErmAéyoupe éva apxeio tumou OBJ katL o€ TepIMTWON OV N Eloaywyn YIVeL pe emutuyio To BAEMOUE

OXEOLOOUEVO OTIG TEGOEPLG SLAPOPETLKEG TIEPLOXEG. ZTNV €LKOVA 3.6 BAETIOUE TO MOVTEAO TOU TOEOTN

Tiou Ba XpNOLUOTIOL)COUHE OTO TtaLXVibL.
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® MilkShape 3D 1.8.4 - untitled EEX]
[ Edit Vertex Face Animate Tools Window Help
New Model | Groups | Materiale | Joints
Open... cul+0 Toole

o e |

Curlashiftss

Half-fe SHD. ere ) e ]

Quake2 MD2. I -

Quake 111 Arena MD3... [ Boe ) [ Cylinder ]
[E—E—

Chrl-tShift+Alt

(Eewge J [ omt_]

m SKA. . Redraw All Viewports

Max Payne KF2/KFS/SKD. [JAuto Tool  [] Snap To Grid
The Sims SKN...

Gamestudio A5 MDL..

AUtoCAD DXF...
Alizs FEX....

JediKnight 3do...

BioVision Motion Capture BVH.
Ghoul2 Model GLM....

Lithium UnWWrapper LUV...

LightWave LWO...

Maya..

DOOM3 MDS Mesh.

RTCW MDC.

RTCW MDC model..

Kingpin MDX ...

Vampire: the Masquerade NOD...

Sims2 lesh ObjX Data Split Import V4,09

Unreal Engine Skeletal Mesh PSK.
Rogue Spear QOB models
RAW.

Refractor2 SM...
Sims2 Unibesh Import V4.09

SOFTIMAGEIXSL. .

% 153540 p 217.514 2 0.000 —0

Ewova 3.5: Eloaywyn uovtéAou OBJ ato Milkshape 3D

2ta €L BAEmMoupe TIg AsLToupyieg Tou mpoypappatog. Xto nedio Model unopol e va Kavouue
HETOTPOTEC OTO LOVTEAD OTIWG VAL TO TIEPLOTPEYOUE N VAL TO LETATONMICOULE OTOV XWPO. 2T0 Tedio
Groups BAEMOUE TLG UTIO-OASEG TOU LOVTEAOU. AUTO £XEL AUECN OXEDN LE TNV EVIOAN g€ hame Tou
eldape mponyoupévwe yla Ta apxeia tuttou OBJ. Yidpxel SuvatdtnTa KATOLEG EMLPAVELEG TOU
HOVTEAOU va TIG OOSOTIOLOOUE ETOL WOTE VAL SLEUKOAUVOOU LE KATA TNV SLAPKELA TNG EMEEEPYATLOG
Tou. Xto medio Materials pmopoupe va §oUpE TIG UPEC TTOU XPNOLUOTIOLOUVTAL OTO MOVTEAD, KABwWG Kot
va pocB€ooupe pia aAAn 1 va aAAdgoupe pla umtapyovoa. TEAog untdpxeL To edio Joints To omolio
XPNOLUOTIoLELTAL YL TNV SnpLoupyia okeAeTIKOU animation. H Adoyikn eilval va oplotolv kamola joints
Ta onoia Ba Asttoupyolv cav apbpwoels Omwe akpLwg oe évav okeAeTo. To animation oto
OUYKEKPLUEVO TToXVISL Ba To avaAUoou e o€ emopevo kedaAato, Sev Ba XpNOLLOTIOLCOUE TTAVTWG
authv tVv Aettoupyia tou Milkshape 3D.

Ed’ 600V SnoupynooUE 1) TPOMOTIOL|COUUE £va HoVTEAO OBJ MpEMEL va To e€AyOUE TTAAL OTNV
pnopdn autn (f omota aAAn entBupolpe). MNa va to Kavou e auto naue File = Export ->Wavefront
OBJ...kalL To amoBnKeVoOUUE Pe TNV ovopacio ou BéAoupe. Oa anoBnkeutolv Vo apxeia, Eva apyeio
He KatdAnén .obj kat éva apyeio pe kataAnén .mtl. To apxeio mtl mepiéxel mAnpodopieg yia tig udEg
TIOU XPNOLUOTOLOUVTAL KOl TIPETIEL VAL OPLOTEL OTNV apxn Tou apxeiou obj pe tnv evtoAn mtllib
name.mtl.
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® MilkShape 3D 1.8.4 - untitled
Fle Edit Vertex Face Animate Tools Window Help

Redram All Viewports
[JeutoTool [ Snap Ta Gid

#0674 p-0.028 20.000 E —— :

Ewova 3.6: Movtédo toéotn oto Milkshape 3D

3.3.4. OBJLoader

H eloaywyn twv povtéAwv OBJ oto maiyvidt yivetal ano tig kAdoelg OBJModel, FaceMaterials, Faces,
Material, Materials, ModelDimensions. H Aoytkr) eivat n €€n¢: Stafaletal to apxeio .obj kal to apyeio
.mtl ypapun ypapuun kot cxedialovral ot emidpAVELEG OL OTIOLEG TEpLYpAdOVTAL OTO apPXELD, UE TLG
KATAAANAEG eVTOAEG TNG BLBALoOAKNG JOGL.

H kAdon Material avtutpoowrnelel Eva UALKO TO OTOLO XpNOLUOTIOLE(TAL ATt TO LOVTEAO. MEPLEXEL TIG
dLotNTEG Ko peBodoug mou BAEMOUE otV lkova 3.7. To medio name avadEpeTal 0TO OVOUA TOU
material To omnoto sivat optopévo oto apxeio .mtl. Ta media ka, kd, ks, ns, d elvat ot TLpég ambient,
diffuse, specular, shininess kat alpha ot onoieg mpoodiopilouv tov pwTlopod Tou UALKOU. XTo Ttedio
texFnm amoBnkeUEeTOL TO OVOO TOU OPXELOU TIOU TIEPLEXEL TNV ELKOVA cUUGWVA LE TNV omola Ba
SnuoupynBel n udr oto aviikeipevo kat To edio texture ival éva oTLYULOTUTIO TNG KAAoNG Texture
oto omnolo anoBnkevetal n udn autr. H uéEBodog-kataokeuaoTn§ SnULOUPYEL Eva AVTLIKELMEVO TUTIOU
Material pe 6plopa to 6vopa tou Material, apxikonolwvtag OAa ta nedia TN CUYKEKPLUEVNG KAAoNG. H
HEB0SoG hasName eAéyxel av To Ovoua Tou UALKOU ival idLo pe auto tou opiopatog. Ot pébodol setD,
getD, setNs, getNs, setKa, getKa, setKd, getKd, setKs, getKs ypnotpomnolouvrat yia va aAAalouv 1 va
ETULOTPEDOLV TIG TLUEG TV avtioTolywyv mediwv. H péBodog setMaterialColors xpnotpomnotei ta
Tlapartavw media yLla va oplogL mwg To UALKO Ba avTtamoKkpilveTat 0ToV GwTLoMO. AUTO yiveTal Le TNV
evtoAn tng BLBAL0ONAKNG JOGL, glMaterialfv kat ta kat@AAnAa opiopata yla kaBe nepimtwon. H
HuéBodog loadTexture eival n uéBodog n omolia eivat umevBuvn va StaBacel To apxeio elkOvaC yLo ThV
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udn (av UTIAPXEL TETOLO) KAl VoL SNLOUPYROEL TO AVTLOTOLYO aVTLKELLEVO TUTIOU Texture To omolo Kot
amnoBnkevVel oto medio texture Tng KAAong. TEAog urmtapyxouv Kat ot péEBodol setTexture kal getTexture
o€ mepimtwon mou B€Aoupe va aAAAEOULE 1) va TTAPOU LE TNV UGN TIOU XPNOLUOTIOLELTALL.

+- (7 Imports
=] Material

gi# name

o ka

2 kd

o ks

o ns

g d

g texFnm

g texture
% Material (String nm)
% hasMame (String nm)
% setD (float val)
$ogeth
% sethls (float val)
& geths )
% setka (Tuple3 t)
% getka ()
% setkd (Tuple3 t)
% getkd ()
% setks (Tuple3 t)
% getks
% setMaterialCalors (GL gl)
% loadTexture (String fim)
% setTexture (Texture t)
% getTexture ()

Ewova 3.7: 1610tntec kaw uedodot tne kAaong Material

H kAdon Materials mepilapfdvel OAa Ta UALKA TTOU XPNOLUOTIOLOUVTOL OO £Va OVTEAO. TNV ELKOVA
3.8 BAETIOUUE TIG LOLOTNTEG KL TIG LEBOSouc tn¢. To medio model_dir avadépetat otn Stadpoun otnv
omnola Bploketal to apxeio .mtl. To medio materials elval éva avtikeipevo tumou array list oto onoio
armoBnkevovtal 6Aa ta material mou dtafalovrat amno to apxeio .mtl. To medio renderMatname eivat
€va string oto omolo amoBnkeveTal To material To omoio XpNOLUOMOLEITAL TNV CUYKEKPLUEVN OTLYUN
Tou yivetal to rendering. To usingTexture ival pa petaBAntr Tumou boolean yia va E€poupe av yia
TO GUYKEKPLUEVO UALKO xpnotpomoleital upn and apxelo elkovag evw n LetaBAntr) tumou
flipTexCoords pag deixvel av oL cuvTeETayUEVEC TNG UDNAG Exouv TtepLoTpadel katd Tov afova y.
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+- i Imports
=4 Materials
2w model_dir
ziw materials
giw renderMatMame
& usingTexture
giw flipTexCoords
% Materials (String modelDir, String mtFnm)
g readMaterials (BufferedReader br)
g readTuple3 (String line)
% renderWithMaterial (String faceMat, GL gl)
% switchOffTex (GL gl)
g switchOnTex (Texture tex, GL gl)
g getTexture (String mathame)
g setMaterialColors (String matMame, GL gl)

Eikova 3.8: 1610tntec ko uedodot tne kAaonc Materials

H uébodocg readMaterials dtafalet to apyeio .mtl kat kaAsitol amo tnv HEBOSO-KOTOOKELAOTH TNG
kAdong Materials. Maipvel cav oplopa €va avtikeipevo tumou BufferedReader to omolo dnpoupyesitat
oo to apxelo mpog avayvwaon. AtaBalel To aPXELO YPARI YPAUUN avayvwpillovtag tTnv KaBe evioAn
OBIJ (m.x. Ka, Kd kTA) kat dnuioupyel éva aviikeipevo tumou Material yia KaBe UALKO HE TLC
OUYKEKPLUEVEC TTAPAUETPOUG KAl Ta amoBnkeuel OAa oto array list Materials. H ué8odog readTuple3
elvatl BonOntikn yia tnv readMaterials kot cuykekplpéva SLaBalel TPELG CUVEXOUEVEC TIUEC X,Y,Z OTTO TO
apxeio (mpoopiletal yia tig TipeG Twv Ka, Kd,Ks,Ns). Otvumolouneg pEbodol xpnotpomnotovvral otav
B€Aoupe va Bpebel éva material amod to array materials kal va yivel xprion tou oto rendering. H
renderWithMaterial maipvel cav 6plopa to material to omoio B€Aoupe Kal £melta KOAEL TNV
getTexture. Av BpeBel to material otov mivaka AloTog kKoL UTIAPXEL texture emoTpEdeTal To texture mou
XpnoLuornolel To material, aAAlw¢ kaAeital n setMaterialColors n omota pe tnv ogpa ¢ KaAel Tnv
setMaterialColors tng kAdong Material yia to material To onoio untdpyel ocav opiopa otnv péEBodo.

H kAaon faces (ewkova 3.9) £xeL KOTAOKEVAOTEL yLa va Xelplletal Tig mAeupEg-enidaveleg (faces) Tou
povtélou. Exel €€L array lists: ta facesVertldxs, facesTextldxs, facesNormldxs kai ta verts, normals,
texCoords. 2TOUG MPWTOUC TPELC TtivaKeg anoBnkevovtal Ta indexes (aplBunon) Twv kopudwy,
OUVTETOYHEVWV UPWV KAl TWV KABETWY SLOVUOUATWY. TOuG AAAOUG TPELG OL CUVTETAYUEVEC. AUTO
yivetal otnv péBodo addFace n omoia maipvel cav OpLOUA TNV VPO OTNV OO0l GUVOVTAE HLa
evtohn f.
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+-(Ffl Imports
=|-9] Faces
g DUMMY_Z_TC
oiw facesVertldxs
oiw facesTexldws
o facesMormldxs
G verts
o normals
v texCoords
% Faces (ArrayList vs, Arraylist ns, ArrayList ts)
% addFace (String ling)
g addFaceVals (String faceStr)
% renderFace (int i, boolean flipTexCoords, GL gl)
% gethumFaces ()

Eikova 3.9: 1616tntec ka uedodot tn¢ kAaonc Faces

H néBodocg addFaceVals Stafalel pa eyypadn v/vt/vn kat kaleitat and tnv péBodo addFace. H
renderFace oxebialel To face pe tov aplBuo (index) i tou opiopatog kat n pEBodog getNumFaces
ETLOTPEDEL TOV aplOUO Twv faces.

H kAdon FaceMaterials (ewkova 3.10) Staxelpiletal Ta materials ta omola xpnoLponolovvTal oo ta
faces. Fvetal SnAadn pLa aviiotoixnon twv materials pe ta faces anod ta onoia xpnotpomnolovvral.
AmoBnkeUetal To 6vopa Tou material oe Zevyapl pe Tov aplBuod tou face otov hash map faceMats. H
pnéBodoc addUse mpooBetel pia tétola eyypadn evw n pneBodoc findMaterial Bpiokel €va material og
avtiotolyia pe Tov aplBuod tou face mou Sidetal cav oplopa.

+- (i Imports
—|-43 FaceMaterials
giw faceMats
“» FaceMaterials ()
% addUse (int faceldx, String matiame)
% findMaterial (int faceldx)

Ewova 3.10: 1610tntec ko uedodot tng kAaong FaceMaterials

H kAdon ModelDimensions xpnotpomnoleital yla va ywpilou e Tig SLoTACELG KOl TO KEVTPO TOU
HOVTEAOU. BAEMOU e TIG LBLOTNTEG KOl TIG peBOdoug tnG otnv elkova 3.11. H petaPfAntn leftPt
avadEPETAL OTO OPLOTEPOTEPO ONUELO TOU PoVTEAOU otov dova X, evw N rightPt oto efLdtepo onueio
otov afova x. Avtiotolya n topPt kat bottomPt eival to PnAdtepo kat xapunAotepo onueio otov dova
y kat n farPt kot nearPt 1o pakpUTEPO KOl KOVTUTEPO onuelo otov afova z. H uéBodog set
XPNOLLOTIOLELTAL VLA VOL OPLOOU UE TLMEG OTLG TTOPATIAVW METAPBANTEC KOL CUYKEKPLUEVA TNV KAAOU UE yLa
va KAVOU E apxLlkomoinon tTwv Tiuwv. AvtiBeta n pébodog update xpnolpomnoteital adou €xeL yivel
apxlkomoinon yla va evnuepwBouv oL mapamavw TIUES. EAEyXETAL av N TLUEG TTIOU UTIAPXOUV TIPETIEL VAL
OAAGEOUV LLE TIC TLUEG TOU oplopatog TG neBodou. OL umolouneg pEBodol ival yla va emLoTPEDOUV TIG
TLUEG Ttou KataAafaivou e 6mwe To UPog Tou pHovtéAou, To BAB0OC KTA.
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+- (7 Imports
=] ModelDimensions
e leftPt
g rightPt
& topPt
ziw bottomPt
» farPt
» nearPt
g df
% ModelDimensions ()
% set (Tuple3 vert)
% update (Tuple3 vert)
& getWidth ()
% getHeight
% getDepth ()
% getlargest ()
% getCenter
% reportDimensions ()

Ewkova 3.11: 1610tntec kat uéGodot tn¢ kAaonc ModelDimensions

OAec oL mapanavw KAACELG XpnoLpomnolouvtat atnv khaon OBJModel n omoia ivat kat n
ONUAVTLKOTEPN. BAEMOU e TIG 1OLOTNTEG Kal Tic peBodoug tng otnv elkova 3.11. ¥to nedio model_dir
amoBnkevetal n dtadpopr otnv omnoia Bpioketat to OBJ povtédo dnAadn ta apyeia .obj kat .mtl. Ot
Tiivakeg verts, normals kat texCoords MePLEXOUV TLG CUVIETAYUEVEG KOpUDWVY, KABETWV SLavUoUATWV
kot upwv. To medio hasTCs3D Seixvel av xpnotpomnotlovvral Tplodldotateg upeg, evw to flipTexCoords
av £xouv eplotpadel oL CUVTETAYUEVEG UPWV W TTPog Tov afova y. Ot petaPAnteg faces, faceMats,
materials, modelDims eival aviikeipeva Twv KAAGEWVY ToU ldape ponyouHEVWE. to modelNm
amoBnKeVETAL TO OVOLA TOU MOVTEAOU, TO maxSize gival to péyeB0og Tou LOVTEAOU TO OMOL0 UMopOoUUE
va oploou e otnv HEBodo kataokevaoth, To centerModel eival pa petaBAntr tumou boolean n onoia
Selyvel av B€Nou e To LOVTEAD pag va oxedLAleTal armd To KEVIPO TOU XWPOU OTOV OMOL0 TIPOKELTAL val
oxedlaoTel, To center lval TO KEVIPO TOU LOVIEAOU Kol TEAOG TO box, To min Kal to max avadépovrat
oto bouning box (to “koutl” to omoio oxedlaleTal yUpw amod To LOVIEAO YLa VA YIVETAL 0 EAEYXOG
OUYKPOUCEWV) yla TO omoio Ba avaAuooue o€ emopuevo kepahato. H kAaon €xel Vo pebodoug
KOTAOKEUAOTEG HE SLadOPETIKA OPLOLATA VLA VA XPNOLUOTOLOUUE OmoLa ETLOUUOU LE 0TV dnuLoupyia
€vOC avtikelnévou OBJModel. H péBodog createBoundingBox xpnolpomnoleitatl yla va SnUloupynoou e
€va bounding box oto povtélo evw n updateBoundingBox yia va evnuepwBei n B€on tou bounding box
o€ mepilntwon mou PetakivnBel to povtélo otov xwpo. H drawBoundingBox oxedialel to bounding box
TOU HOVTEAOU o€ epimTtwaon 1ou B€Aoupe va to SoUpe. Oa avadepBol e avaAUTIKOTEPA OTA
bounding boxes kat yevikad otov €éAeyxo cuykpoUoEwV TiLo PeTA. H péBodog initModelData
Xpnolpomoleital yia va dnpoupynboulv Ta avTLKELMEVA TWV TPONYOU LEVWY KAACEWV TIou elda e Kal
va apxlkorotnBouyv ta dedopéva pag. H pébodog loadModel maipvel cav déplopa 1o Gvopua Tou
HOVTEAOU WOTE e ouvbuacouo He TV dtadpour) ou €xou e opioel oto model_dir, va Bpebolv ta
apxela .obj kat.mtl kat va dtafactouv anod tnv péBodo readModel. H teAeutaia xpnoLlomoLel Tig
pneBodoug addvert, addTexCoord kat addNormal yia tnv anoBrkeuon twv Tipwv tou dtafalovral.
TéAog oL pEBodol drawTolist kat draw oxedlalouv to poviélo. MNa kabe face mou €xeL To HOVTEAD
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kaAeital n péBodog renderWithMaterial Tng kAdong materials kat aAuolbwta n renderWithMaterial
™G KAdong Material.

+-(ffl Imports

=3 OBIModel
» model_dir
% DUMMY_Z_TC
v werts
# normals
# texCoords
# hasTCs3D
» flipTexCoords
» faces
# faceMats
# materials
# modelDims
# modelNm
¥ maxSize
» modelDisplist
# centerModel
# center
# box
# mir
# max
% OBIModel (String modelDir, String nm, GL gl)
% OBIModel (String modelDir, String nm, float sz, GL gl, boolean centerM)
% createBoundingBox )
% updateBoundingBox (Tuple3 translation, float size)
% drawBoundingBox (GL gl)
% initModelData (String modelMm)
% loadModel (String modelMm})
% readModel (BufferedReader br)
% addVert (String line, boolean isFirstCoord)
% readTuple3 (String line)
% addTexCoord (String line, boolean isFirstTC)
% chedkTC3D (String line)
% readTCTuple (String line)
% addMormal (String line)
% centerScale
% drawTolist (GL gl)
% draw (GL gl)

Ewkova 3.12: 161otnteg ko uedodot tng kAaong OB/Model

‘Eotw Aoutov ot B€Aou e va oxedtaooupe €va poviého OBJ to omoio Bploketal otov pakeAo models.
Mpémnel va SnULouPYNOOoULE Eva AVTLKELEVO TNG KAdong OBJModel wg €€ng:

OBJModel model = new OBJModel(“models/”, “modelName”, gl);
Kal og mepintwon mou BEAouE TO LOVTEAD VA NV KEVTPAPETAL OTOV Xwpo oxedlaong Kal va Tou
oplooupe gpeic To Héyebog mou eMBUUOUE, TIPETEL VAL XPNOLLOTIOLCOU UE TNV AAAN pEBodo

KaTaoKeV Aot w¢ €€NG:

OBJModel model = new OBJModel(“models/”, “modelName”, 50.0f, gl, false);
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To povtélo pag Ba €xel péyebog 50.0f kat dvopa modelName. Arto tnv oTypr) ou €xel SnuoupynBetl
TO HOVTEAO WG avTiKe(pevo Tumou OBJModel pmopoupe va to oxedldcoupe pe tnv péBodo draw tng
kAdon¢ OBJModel w¢ €€n¢ (mpénel va tnv kaAéooupe otnv display péBodo, evw to povtéAo to
Snuoupyou e otnv pEBodo init):

model.draw(gl);

MNapakdtw BAEMOUUE TO amoTéAeopa TnG oxediaong Tou obj povtélou “heroStandl.obj” o cuvbuaoud
LLE TOV OUPOVO Kal To £€8adog mMou oxeSLACAE TPONYOUUEVWG.

Ewova 3.13: Zyebiaon povtéAdouv heroStand.obj uéoa otov kUBo ebapouc-oupavou

Na urmevBupiow OTL yLa va oxeblaoTtel To LoVTEAO oTo eminedo tou e5ddoug Ba MPETEL va TO EXOUUE
uetatornioet -10 povadeg otov agova y, SnAadn va to oxediacou e otnv B€on (x, -10.0f, z). Ma va yivet
QUTO Ba TPEMEL va XpnoLonoljoou e tnv evtoAn gl.glTranslatef(0.0f, -10.0f, 0.0f) mpwv amod tnv evtoAn
oxeblaong.

Me ToV (610 TPOTO UIMoPOUE va oXeSLACOUE OTIoLo AAAO HoVTEAD obj B€Aoupe. ZKOMOC Hag lval To
HOVTEAO TOU TOEOTN va oxedlaletal mavta Alyo Umpootd amo tnv 00ovn, £ToL WOTE MAVTA VA TO
BAETOUUE IO THioW AvVeEEOPTATWE TOU onUeiou Tou Bploketal n KApepa. MpwWTa OUWC, TPV SOUUE WG
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ylvetal auto, oto enduevo kepahato Ba meplypAaPou e TOV TPOTIO LLE TOV OTOL0 UTTOPOUE VA
HETAKLVOU LLE KOl VO TIEPLOTPEPOU E TNV KAUEPOA OTOV XWPO.

[=-Hr] Object3D

4 model
4 translation
4 rotation
4 rotation2
4 rotation3
4 angle
4 angle2
4 angle3
& box

S min

S Max
4 x5tep
4 Z5tep
4 animationVector
& index
& health
4 moving
% Object3D (OBIModel mdl, Tuple3 tr, Tuple3 rot, float ang, float size)
% Object3D (OBIModel mdl, Tuple3 tr, Tuple3 rot, float ang, float size, float ...
% Object3D ()
% updateCOBIModel (OBIModel mdl)
% getOBIModel
% updateMoving (boolean upd)
% getMoving ()
% updateBoundingBox (Tuple3 tr, float size)
% updateBoundingBox (Tuple3 tr, float size, float v)
% updateBoundingBox (Tuple3 tr, float x1, float x2, float v1, float v2, float ...
% updateBoundingBox (Tuple3 mn, Tuple3 mx)
% updateBoundingBox (BoundingBox boundingBox)
% updateBoundingBox (float size)
% getBoundingBox )
% updateBoundingBoxToFit (float size, float x1, float z1, float x2, float 22)
% updateBoundingBoxToFit (float size, float x1, float v1, float z1, float x2, ...
% updateHealth (int h)
% getHealth
% drawBoundingBaox (GL gl)
% updateTranslation (Tuple3 tr)
% updateRotation (Tuple3 rot, float ang)
% updateRotation2 (Tuple3 rot, float ang)
% updateRotation3 (Tuple3 rot, float ang)
% getTranslation
% getRotation ()
% getAngle
% updateAnimationVector (int num)
% updateIndex (int num}
% getAnimationVector
% getlndex ()
% getStep ()
% getZStep ()
% drawObject (GL al)
% drawFrameModel (Vector models, int frame, GL gl)

Ewkova 3.14: MetaBAntéc kot uedodot tn¢ kAaong Object3D
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Ma tnv dteukoAuvon tng oxedlaong evog LOVTEAOU KOlL YL VOL UTIAPXOUV CUYKEVTPWHEVEG OAEG OL
AelTtoupyieg mou pag eviladEpouv yla tnv enetepyacia Tou OMwE N evnuépwaon tng B€ong otnv omnoia
oxedlaletal, n aAkayn Tng ywviog oxedlaong tou KTA dnuiovpynoa tnv kKAaon Object3D. Itnv elkova
3.14 BAEmou e TIG ueBOS0oUC Kat TG HeETABANTEC TNG KAAoNC auThC. H kKAdon €xeL Tpeig peBodoucg
KOTOOKEUOTEG OL OoToleg eEUTINPETOUV KL SLapopeTIKOUC okomoUC. H pia dev €xeL oplopata o€
nepilntwon mou dev BEAou e va SWOOUUE TLUN OTLG LETOPANTEC. APXLKOTIOLOUVTAL OAEG OL LETAPANTEC
ue TIEG null i 0 og mepimtwon mou POKELTAL YLt apLlOuO.

Yriapxet aAAn pio péBodog KataokeuaoTAG O TtepimTwaon mou B€Noupe va opiooupe povtédo OBJ
oto avtikeipevo(OBJModel mdl), 6éon (Tuple3 tr), ywvia (Tuple3 rot kat float ang) kat péyebog (float
size). H teAeutaia Sivel eKTOC TV MPoNyou HEVWYV Kat TNV duvatotnta va opiooupe SV 0 TIUEG TToU
XPNOLUOTIOLOUVTAL YLa VO 0ploouv TNV KateuBuvan tng kivnong (xStep kat zStep). Tig teAeutaieg Tig
neplypadw oto kepahalo yla TNV Kivnon tou To€otn. XpnoLpomnoleital auth N HEB0S0C KATAOKEUAOTNAG
otav ¢pTiayvoupe Eva BENOC mou MpENEL va Yvwpiloupe tpog mota kateuBuvon Ba kivnBel. H pébodog
drawBoundingbox xpnotlpomoleitatl yia va oxedLootel To kouti tou tepLBAAAEL €va TpLodLaoTaTo
OVTLKELUEVO YL VOl YIVETAL 0 EAEYXOC CUYKPOUOEWV (TIEPLOCOTEPO OTO AVTIOTOLXO KEPAAaLo). MNa thv
EVNUEPWON QUTOU TOU KouTLoU xpnotlpomnotlovvtal ot pébodol updateBoundingBox e OAEG TIG
TLAPOAAOYEC TWV OPLOUATWY TIOU UTIAPYOUV.

H pnébodoc drawObject oxedialel To aviikeipevo otnv Béon translation pe ywvia angle wg mpog tov
afova Tou opilel o rotation. M.x. av To rotation €xet tipn (0.0f, 1.0f, 0.0f) onuaivel 0tL To avtikeipevo
Ba oxedlaotel meploTpePOUEVO WC TTPOG TOV Aova mou avilotolxetl otnv tun 1.0f, SnAadn tovy otnv
TIPOKELUEVN TIEPIMTWON, HE YWwVia TOOWV HOopwV 00wV N TR angle. H evnuépwon tng B£€ong Tou
OVTLKELUEVOU yiveTal pe TNV pEBodo updateTranslation kot n evnuEpwan TNG MEPLOTPOPIC YIVETAL UE
Vv p€Bodo updateRotation. Av BEAoU e va yivouv Iapamavw oo pia meplotpodr we mpog KAToLoV
agova unapyouv ot péBodol updateRotation2, updateRotation3 kat angle2, angle3. H petafAnti
health avtiotolyel otnv evépyela mou £XeL TO AVTIKELPEVO (av €xeL) kal pe TNV uEBodo updateHealth
uropoU e va tnv aAAdgoupe. To animation vector xpnolpomnoleital yla to animation kat 6a to
neplypadw oto avtiotoyo kedpalato. TEAOG uTtapxouv oL pEBodol get oe mepintwon mou B€Aoupe va
T(POCTIEAQCOUE KATIOLO LETABANTH.
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3.4.'EAeyX0G CUOKEUWV EL0GOOUV

3.4.1. Ewcaywyn

ZKOTIOC OAWV TWV TTALXVISLWVY ELVOL O XELPLOUOG €VOG 1} TTOAAWV XOPAKTAPWY I AVTLIKELUEVWYV ETOL WOTE
va eKMANPWOEL 0 oTOX0C TOU TaXviSLlou. O XELPLOUOC AUTOC YIVETAL LECW TWV CUCKEUWV EL0OS0U
XWpPLG TG omoieg dev udiloTatal Kal NAEKTPOVIKO TaLXVidL. ITO CUYKEKPLUEVO TTALXVIOL OL CUOKEUEC
£10080U TIOU XPNOLUOTIOLOUVTOL Elval TO TTANKTPOAGYLO KAl TO TOVTIKL LECW TwV oTolwv eAéyyovtal U0
pAypata: n Kivnon-neplotpodn-enibeon tou 10€0TN KAl MapAAANAa n Kivnon-meplotpodr] tng
Kapepac. Onwg og OAa ta malyvidia tpitou mpoowrou n Kapepa, SnAadn to onueio anod omou PAENEL
0 XPNOTNG, PETEL Va BPLoKETAL TTAVTA TOW Ao TOV XAPaKTHpa Tou matxvidiol dnAadr tov tofotn.
AUTO onuaivel OTL OTAV PETOKLVELTOL N KAUEPO TIPETEL VAL LETAKLVELTAL KOL 0 TOEOTNG O€ lon amootaon,
KOlL 0TV TIEPLOTPEPETAL N KAUEPA TIPETIEL O TOEOTNG VA TIEPLOTPEPETOL KAL AUTOC, £TOL WOTE VA EXEL TNV
TIAGLTN TOU TIPOC TNV KAUEPA. M ToV EAEyXO TOU TTANKTPOAOYLOU KOl TOU TTOVTLKLOU XPNOLUOTIOLE(TAL N
BLBAL0BAKN Jinput.

3.4.2.'EA€yXOC KAUEPOLC

Y10 matyvidL n kapepa mavta s€aptatot ano tnv. 0€on Tou To€oTN. ApXIKA KaAeital n péBodog yla tnv
apxtkomoinan t¢ 6€ong tng (tnv PAEMOU LE TTapaKATW) Kot Emetta aAAAleL n B€on NG avta Baon g
B£0on¢ Tou To€0TN pe TNV HEBodo setCamera n omola KaAeital emavalapBavopeva otnv pEBodo display
yla va EVNUEPWVETAL N BE0N TNC KAUEPAC OE TEPIMTWON TIOU 0 TOEOTNG EXEL LETAKLVNOEL.

private void initCameraPosn ()

{

cameraPosition.x = 0.0f;
cameraPosition.y = 0.0f;
cameraPosition.z = Z POS; // camera posn
viewAngle = -90.0f; -// along -z axis

xStep .= Math.cos( Math.toRadians (viewAngle)); // step distances 0 -1
zStep = Math.sin( Math.toRadians (viewAngle));

lookAt.x = playerPosition.x; // look-at posn 0 +(100 * 0)

lookAt.y = playerPosition.y; //0.0 + (100 * -1)

lookAt.z = playerPosition.z;

a tnv TonoBETNoN TNG KAPEPAG TIPETEL VAL Oploou e SUO TPLASEG ouvTeTayUEVWY. Tnv BEon NG
Kauepag (cameraPosition) kat to onpeio oto omoio Ba kottdel (lookAt). Ztnv uEBodo apxLkomoinong n
B€on ¢ kAuepag ivat To onueio (0.0f, 0.0f, 150.0f) adou Z_POS = 150.0f kat to onueio oto omoio
KoLtdel elval n B€on tou 10€0TN (playerPosition). Auto eival amAd pLa apxikornoinon, n 6€on tng
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Kapepag Ba aAlatel Baon ¢ B€ong Tou To€0Tn, Kabwc otnv uEBodo display To mpwto mou
EVNUEPWVETAL €lval n B€on NG KApepag pe TNV pEBodo setCamera mou BAEMOUUE KAl TIAPAKATW.

private void setCamera (GLAutoDrawable drawable, GL gl, GLU glu, float
cameraPositionX, float cameraPositionY, float cameraPositionZ, float
lookAtX, float lookAtY, float lookAtZ)

{

// Change to projection matrix.
gl.glMatrixMode (GL.GL PROJECTION) ;

gl.glLoadIdentity();

gl.glClearColor(clearColor[0], clearColor([l], clearColor[2],
clearColor[3]); // Pitch black

// Perspective.

aspect = drawable.getWidth() / drawable.getHeight () ;
glu.gluPerspective (fovy, aspect, zNear, zFar);

glu.gluLookAt (cameraPositionX, cameraPositionY, cameraPositionZ,
lookAtX, 0, lookAtz, 0, 1, 0);//camera position x y z, look at x y z

// Change back to model view matrix.
gl.glMatrixMode (GL.GL MODELVIEW) ;
gl.glClear (GL.GL COLOR BUFFER BIT | GL.GL DEPTH BUFFER BIT);
gl.glLoadIdentity();

H nébodocg autr maipvel cav opiopata tnv O€on mou B€Aoupe va tormoBetnBel n Kapepa
(cameraPositionX, cameraPositionY, cameraPositionZ) kol To onpeio oto omoio B€Aou e va KoLTAEL
(lookAtX, looAtY, lookAtZ). Apxika emiAéyetal n Untpa poPoAng (projection matrix), dnuloupywvrag
HLO TPLOSLAcTAT UATPA N ortola amelkoviel TV mepLoxr mou poBAaAAsTalL. Emelta ekTeAeital n
€vtoAn gluPerspective yla va 0pLOTEL N ULKPOTEPN KoL LEYAAUTEPN amooTach mou Ba daivovral Ta
avtikelpeva amnod tnv kapepa (zNear kat zFar) kat n evtoAn gluLookAt yia va tomoBetnBel n kGpepa oto
onueio ov £oupe opiloel amo TG LETOPANTEG TWV OPLOUATWY TNG HeBOdou. TENog alalou e oe
untea npoPoAng povtéAwv (model view matrix). Autr) n aAAayn elvat amopaitnn ylo va LETOTPATEL O
TPLodLAoTATOC XWPOG o€ dLodlactata onpeia.

MpLv amo TV KANon autng tne nebodou mpémel Aowmov va oplooupe Tig petaBAntég cameraPosition
kol lookAt oL omoieg Ba sival oXeTIKEG e TNV BEon TOU TOEOTN OMWC PAEMOUUE TTAPAKATW:

cameraPosition.x playerPosition.x- (float)xStep*25.0f;

cameraPosition.y = playerPosition.y - 3.0f;
cameraPosition.z = playerPosition.z-(float)zStep*25.0f;

lookAt.x = playerPosition.x;

lookAt.y = playerPosition.y;

lookAt.z = playerPosition.z;

setCamera (drawable, gl, glu, cameraPosition.x, cameraPosition.y,
cameraPosition.z, lookAt.x, lookAt.y, lookAt.z);
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‘EtoL n kapepa Ba Bpioketal 25.0f povadeg micw amod tov tootn, 3.0f povadeg mo xapunAd amno tov
To€OTN Kal Ba Koltdel mpog tnv B€on tou tooTN (Ba avadepbw otig petaBAntég xStep, zStep
apyotepa). H Béon tng kApepag e€aptatal Aoumov amno TG ouvtetayUEvec (playerPosition.x,
playerPosition.y, playerPosition.z).

3.4.3.'EAeyxo¢ t0¢0TN

H kivnon Tou To€oTn ylveTtal Pe T TANKTPA W, a, S, d. Matwvtag To TMANRKTPO W 0 TOE0TNG UETOKLVELTOL
UTMPOOTA, TIOTWVTAC TO S 0 TOEOTNC NYALVEL TTLOW KOl TTATWVTOG TO a Kot d, aplotepa Kat de€la
avtiotolya. Emiong otav motape To W KoL TO @ TAUTOXPOVA, 0 TOEOTNG UETAKLVELTAL Slaywvia HpooTd
KQlL APLOTEPQA K.O.K..

O £AeyxoC TwV MANKTPpWV Yivetal ano éva vipa (thread) To omoio tpéxel mapdAAnAa pe tnv péBodo
display n omoia oxedialel ta ypadikd tou matxvidlov. Xpnotponoteitatr n BLBALoORAKN Jinput yia tov
OKOTIO QUTO. ApXLKA £yKOOILoTAVTAL OL EAEYKTEG TOU TIAULXVLOLOU (TTANKTPOAOYLO-TIOVTIKL) HE TLG
TIOPOKATW EVTOAEG:

ControllerEnvironment controllerEnvironment =
ControllerEnvironment.getDefaultEnvironment () ;

Controller[] controllers = controllerEnvironment.getControllers();
for (Controller controller : controllers)

{
if (controller.getType() == Controller.Type.KEYBOARD)

{
keyboard = (Keyboard) controller;

}
else if (controller.getType() == Controller.Type.MOUSE)

{

mouse = (Mouse) controller;

Me tnv uEBobdo poll o eAeykTr¢ akoUEL yLo cUBAavTa MANKTPOAOYLoU Kal EMELTa amoBnKeUETAL N
KATAOTOON TOU KABE MANKTPOU o€ Lo LetaBAntr boolean. Av eival matnuévo 1o MARKTPO N HETAPBANTA
€XEL TLUN true Kol av OxL tote £xeL TN false:

keyboard.poll () ;

boolean wDown = keyboard.isKeyDown (Component.Identifier.Key.W);

boolean sDown = keyboard.isKeyDown (Component.Identifier.Key.S);

boolean aDown = keyboard.isKeyDown (Component.Identifier.Key.A);
)

boolean dDown keyboard.isKeyDown (Component.Identifier.Key.D);

boolean EscDown = keyboard.isKeyDown (Component.Identifier.Key.ESCAPE) ;

‘Etol o€ Tepimtwon mou BEAOUE e To TATNUA Tou MARKTPoU Esc va yivetal €€06o¢g amo to mayvidt
opKel évag €Aeyxog TnG uetafAntrg EscDown m.y.:
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if (EscDown)

{
gameOver = true;
animator.stop();
sound.cleanUp() ;
System.exit (0);

Me Ttov (610 TpOmo yLa TNV Kivnon tou To€otn eA€yxoupe Tic petaBAntéc wDown, aDown, sDown,
dDown. MN.x. 6tav n petafAntr) wDown eival true o To€o6tng Ba Kiveital mpog ta eunmpog dSnAadn n B€on
otnv onola oxedlaletal To poviéNo Tou To€oTn (playerPosition) Ba mpémel va aAAGEEL CUVTETAYUEVEG
LE amoTtéAeopa N Kawvoupla B€on Tou va BploKeTaL Lo Unmpoota o’ ot tav rptv. H Aé€n ‘unpootd’
opwc dev meplypadel akplPwg auto mou BEAOU PE KABwWC TO ‘UnpooTtd’ elval OXETIKO. Av 0 TOEOTNC
KLVOUTOV TIAVTA TTAVW OTOUC AEOVEC X KOl Z KOl KOLTAYE TIPOC TO OPVNTLKO ATELPO TOU Afova z TOTE oAU
oAQ TO ‘UpooTtd’ Ba NTav KATOLEG LOVASEC ALYOTEPO OTNV GUVIETAYHUEVN Z TNC B€ong Tou Tofotn (T.X.
av n B€on tou tootn NTav (0.0f, 0.0f, 0.0f) peTtd To MATN A TOU W TANKTPOU N B£0n UmopoUoE va yivel
(0.0f, 0.0f, -10.0f) 6mote o To€oTNC €xeL petakivnBel pmpoota 10.0 povadeg). Emeldn Opwg o To€dTNnC
umopel va meplotpadel kat Sgv Kiveltal amAd mavw otouc afoveg Oa mpémel va yvwpiloupe tThv
KateVBOuvon cupPwva pe TNV omoia BEAoupe va KIVNBEL yia va KAVOU LE Kal To KAtdAAnAo BrApa
(apvnTIKO N BeTIKO). Av 0 TOEOTNC KOLTAYE TTPOC TO OPVNTLKO GIIELPO TOU Aova z Kal MEPLOTPADNKE
katd 90° twpa Ba KOLTAEL TTPOG TO BETIKO ATeLpo Tou dfova X, OTOTE pta aAAayr) OTNV CUVTETOYUEVN Z
Sev Ba mpokaA€oel pia petakivnon tng 6€ong Tou 100t Umpootd aAAA apLoTePA. Mo AUTOV Tov AdYo
XpnotpomnoloUpe U0 PETABANTEG TToU pag Selxvouv TNV katelBUVON TOU TOEOTN ava MACO OTLY U, TIG
xStep kat zStep. YroAoyilovtal w¢ e€nc:

Math.cos ( Math.toRadians (viewAngle));
Math.sin (-Math.toRadians (viewAngle));

xStep
zStep

To xStep €ival To cuvnuitovo TNG ywViog Tou ToEOTn wg Pog Tov agova X Kat To zStep ivat To nuitovo
NG 16Lag ywviag. Avtiotolyouv 6To Bripa Tou TIPETEL val Yivel otov agova X (xStep) kat otov afova z
(zStep) yra va aAAagel BEon o To€oTNG TPog TNV KateLBUVON TIoU €XEL. ZTNV £lkOvVa 3.15 BAEMOUNE WG
oAAaZouv oL U0 QUTEG HETOBANTEG OTA TECOEPA TETAPTNHUOPLA TWV AEOVWV X KOl Z.
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Ewkova 3.15: KateuSuvon toéotn ue Baon tig uetaBAnteg xStep, zStep

‘EOTw OTL 0 TOEOTNG BPLOKETAL OTO KEVTPO TWV AEOVWY KOL TIPETIEL VAL LETAKLVNOEL EUMPOC PE TNV
kateVOuvon Tou BAEMOUUE 0TO Ttapartdvw oxnpa, SnAadr éxovtac ywvia viewAngle (-45°). MNa va
KlvnOel eumpoc mpémel va uTtapéet pia avénon tou xStep (Betikd) kat pia pelwaon tou zStep (apvntiko).
AUTO akpLBWE pag Sivouv oL urtohoyLopol Twv xStep kat zStep (cos(-45°)=0.707 kau sin((-45°)=-0.707).
Apa toAAamAaoLlalovtog Toug aplBpoUs auTtoug ou Selxvouv TNV aUuEopELWON TTOU TTPETIEL VAL YIVEL WG
TIPOG TOUG AEOVEG X Kal Z (xStep, zStep) pe pLa petaBANTr TNV onola UnopoU e Vo oploouE oav TNV
TaxVTNTA TOU TOEOTN, adou amnd autr Ba e€aptatal To péyebog TNG LeETABOANG, UITOPOULE va
TLETUXOUE TNV Kivnon Tou Tootn. To Hovo Ttou TIPENEL va yvwpl{oupe o ouvexn Baon sival n ywvia
TEPLOTPOPIC TOU TOEOTN WG TIPOG TOV Afova X.

MNapakdatw BAEMOUUE WG opiloUpE TO TANKTPO W VA KLVEL TOV TOEOTN TIPOC TA EUTIPOC:

if (wDown && !scene.herolIsAttacking)

{

scene.herolIsMoving = true;

newPosition = new Tuple3 (playerPosition.x+ (float)xStep*SPEED,
playerPosition.y, playerPosition.z+(float)zStep*SPEED);
scene.player.updateBoundingBox (new Tuple3 (newPosition.x,
newPosition.y-10.0f, newPosition.z), 1.5f, 4.0f);

if (!scene.isPlayerCollision())
playerPosition = newPosition;
else
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scene.player.updateBoundingBoxToFit (1.5f, 0.0f, 0.0f, 0.0f, 0.0f,

4.0f,

if

{

}
if
{

0.0f);

(aDown)

newPosition = new Tuple3 (playerPosition.x+ (float)zStep*SPEED,
playerPosition.y, playerPosition.z-(float)xStep*SPEED);
scene.player.updateBoundingBox (new Tuple3 (newPosition.x,
newPosition.y-10.0f, newPosition.z), 1.5f, 4.0f);

if (!scene.isPlayerCollision())
playerPosition = newPosition;
else
scene.player.updateBoundingBoxToFit (1.5f, 0.0f, 0.0f, 0.0f,
0.0f, 4.0f, 0.0f);
(dDown)

newPosition = new Tuple3 (playerPosition.x-(float)zStep*SPEED,
playerPosition.y, playerPosition.z+(float)xStep*SPEED) ;
scene.player.updateBoundingBox (new Tuple3 (newPosition.x,
newPosition.y-10.0f, newPosition.z), 1.5f, 4.0f);

if (!scene.isPlayerCollision())
playerPosition = newPosition;
else

scene.player.updateBoundingBoxToFit (1.5f, 0.0f, 0.0f, 0.0f,
0.0 4.0f, 6. 085,

H petaBAnt herolsAttacking mou Bploketal otnv KAdon scene pag Seixvel av o To€otng emttiBetal
OMOTE TNV EAEYXOUUE TTAPAAANAQ LE TO TIATN A TOU TIANKTPOU W yLoTi Sev BEAoupe otav emttiBetal o
T0€0TNC va KLveltal tautoxpova. Evnuepwvoupue tnv petapAntn herolsMoving yla va E€poupe OTL 0
T0€0TNC KLvelTal. Emelta auto ou KAVOUME elval pia arAr evnuépwaon TnG B€ong mou mpéEmeL va
oxedlaotel 0 T0€6TNG. H kavoupla B€on mou unoAoyiletal elval n newPosition kat urtoAoyiletatl
ocuudwva pe tnv B€on playerPosition n omotia ivat n maAld B€con tou to€oTN, aBpoilovtag oTig
OUVTETAYUEVEG X Kal zZ Ta XStep*SPEED kat zStep*SPEED avtiotowya. To SPEED eivat n taxutnta pe tTnv
orola KLveitaL o To0TNG Kal OTWGE ETTAUE KaL Topandvw ivat évag aplBuog mou opilel to peyebog g
petaBoAng rmou Ba yivel otoug afoveg. O Adyog ou v KAVOUE TNV evnUEPpwan tou playerPosition
kateuBelav eival ylati mpwta eEAEyXou Ue av UTIAPXEL CUYKPOUOH HE KATIOLO EUTtOdLo otnv B€on
newPosition kat povo av dev untdpxel, n newPosition yivetal n kawvolpla playerPosition. Oa

TIEPLYPAY W TIEPALTEPW TOV EAEYXO CUYKPOUCEWV OE EMOPEVO KEPAAQLO.

Ereldn B€Aou e o to€otNng va prmopel va Kiveital kat Staywvia, SnAadn va pumopouv va matiouvtal T

TMANKTPA W Kat a f d padl KAVoU e LEoa OTOV EAEYXO TOU TTANKTPOU W Kol GAAoUG SUo eAéyxoug, Evav
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yla to av €xeL matnOel to MANKTPO a Kat GAAov €vay yLa To av €xeL matnOel to mARKTpo d. MNpEMeL OUWC
Vo TIPOCEEOUE TO Bripa TNG LETOBOANC va €XEL TO KATAAANAO mpoonuo. Tnv idla Stadikacia
okoAouBoU e Kat yLa Ta uTtoAoLta MARKTPA. TEAOG SV MPETEL vaL EEXACOU E VAL QITEVEPYOTIOLI|COUE
TIATAMOTO TIANKTPWV avTtiBeTng katevBuvong SnAadr To W HE TO S KoL TO a e To d.

if (whown && sDown)

{
wDown = false;
sDown = false;

if (aDown && dDown)
{

aDown = false;
dDown = false;

Ta mMANKTPA W, s, a Kot d Aoumov eAéyxouv tnv B£on mou oxedtaletal o To€OTNE Kal amo tnv B£on Tou
T0¢0TN ennpealetal kat n B€on tnc kapepoac. H péBodog display kat To vipa EAEyXoU TWV CUCKEUWV
€10060u ekteAouvTaL TapAAANAa OMOTE Lo EVUEPWAON oTtnV B€on tou Tofotn (playerPosition)
OUTOMATA EVNUEPWVEL KAL TNV TOMOBECLO TNG KAUEPAS 0OV OTIWG EUMAE TTAPATIAVW N KAUEPA
e€aptaral anod tnv petaBAntn playerPosition. TomoBeteital 25 povadeg nicw amnod tov to¢otn
(playerPosition.x - xStep*25.0f, playerPosition.z - zStep*25.0f) kot Koltdel mpog Tov TofoTn
(playerPosition).

MNapdAAnAa He TOV EAeyX0 CUUBAVTWY TTANKTPOAOYLOU, TO VO EAEYXEL KOL YLOL CULBAVTA TTOVTLKLOU.
JupBavta ovTIKLoU puropouv va BewpnBolv n Kivnen Tou Kal To TATNUO EVOG Kouuriol. H
TiEPLOTPOdI) TOU TOEOTN YyiveTal amd TRV Kivnan Tou TTOVTLKLOU Kal N emtiBeon, SnAadn n ektofeuon evog
B&€Aou¢ ylveTal MATWVTAG TO APLOTEPO KOU UL TOU TTOVTLKLOU. O €AEyX0G OUUBAVIWYV YIvETAL OTWG
BAETIOUUE TTAPAKATW:

mouse.poll () ;

’

float newX = mouse.getX () .getPollData (

) )
float newY = mouse.get¥Y().getPollData()
float leftButtonPressed = mouse.getLeft () .getPollDatal()

Ot peTaBANTEG newX Kal newY TIEPLEXOUV TLG CUVIETAYHEVEC TOU SEIKTN TOU MOVTLKLOU Kal N HeTaBANTA
leftButtonPressed meptéxet tnv T 1.0 6tav to kouuni elvat matnuévo kat 0.0 dtadopetika.
Xpnotwdonowwvtag TNV LeTaBANT newX UMopoU UE VO OpLOOUUE TNV YwVvia TEPLOTPOPN G TNG KAUEPAG:

if (newX!=0.0f)
viewAngle += newX/2;

Otav n newX mepLeéxet tnv T 0.0 onpaivel OtL to movtikL dev €xeL KlvnBel. Ze StadopeTiki epimtwon
n viewAngle av€avetal } pelwveTal o€ oxéon He TNV newX. MNpémeL va mpocEEou e OTL N viewAngle
elval n ywvia Tng KAUEPAC, OXL TOU LOVTEAOU TOU TOEOTN. TNV ywvia Tou To€0Tn TNV EVNUEPWVOUUE UE
NV napakdatw evtoAn otnv uEBodo display:
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angle = (float)Math.toDegrees( Math.atan2 (xStep, zStep) );

YroAoyilel Tnv ywvia Baon twv xStep kat zStep. MNa va KAToAABOU PE MWC YIVETAL AUTO UITOPOU LE va
SoUpue TV elkova 3.16. H ywvia tou povtélou tou tofotn Ba eival n epantopévn Twv dvo
HETABANTWVY. Apa LE TO TTOVTIKL OUCLAOTIKA aAAALEL N ywvia TNE KAUEPAC KAL OXL TOU TOEOTN,
umoAoyilovtal Ta xStep Kal zStep BAON TNG ywVLOG QUTAC KOL ETTELTA EVILEPWVETAL KLl I ywVia Tou
HOVTEAOU ToU To&OTN. YrievBupilw oTL oL peTaBAnTEG xStep kat zStep unmoAoyilovtal w¢ To cuvnuitovo
KOlL TO NUiTOVOo TNG ywviag viewAngle. EToL AOLTtOV N ywvia Tng KAPEPOG 0pilel Kal TNV ywvia Tou To€otn
o€ avtiBeon pe tov To€0Tn Tou opileL TNV B€on TNG KAUEPOC.

KaAUpape tnv neplotpodr) tou povtéAou Tou To€otn. MNa TV eniBeon TWPO TIPEMEL VO XELPLOTOULE
TO OUUBAV MOTAUATOG TOU APLOTEPOU KOUUITLOU TOU TIOVTLKLOU. ZEPOUUE OTL OTAV TO TTANKTPO TOTLETOL
n HetaBAntn leftButtonPressed yivetat 1.0. To éva KALK OLWG TIOU KAVOULE EUELG OTO KOUUTIL KAVEL TNV
HETABANTA aUTr o€ XpOVO €KTEAEONC TOU vAATOC va yivetal 1.0 yia moAAEg emavoAPELG TOU VA LOTOC.
Me aAAa AoyLa tpemet va BANOULE pLa XpovokaBUoTEPNON aVAUESA O SLOSOXIKEC ETILOECELG TOU
TOEOTN. AUTO UMopEL va yivel TTOAU eUKOAO XPNOLHLOTOLWVTOG SU0 PETABANTEC timeStamp kot
lastTimeStamp mou PeTPAVE TOV XPOVO GUOTHUATOC WG EENC:

timeStamp = System.currentTimeMillis();
boolean ctlDown = (leftButtonPressed==1.0f && timeStamp > (lastTimeStamp +
300) && !scene.heroIsMoving):;

if (ctlDown)
{

scene.shoot = true;
scene.herolIsAttacking = true;

H petaBAntn ctiDown yivetal true otav €xeL tatnOel To ApLOTEPO KOUUTL TOU TIOVTLKLOU
(leftButtonPressed = 1.0f), 6tav €xouv nepacel 300msec arnod To TEAEUTALO TTATN A TOU (8LOU KOUUTILOU
KalL otav o To€0Tng dev Kiveltat. Otav yivouv 0Aa autd ot petaBAntég shoot kat herolsAttacking
yilvovtal true. H lastTimeStamp mpémnel va mpoo€fou e va €XeL apxLkomolnBel pe Tov xpdvo Tou
ocuotnuartog (lastTimeStamp = System.currentTimeMillis();) £€w oo Tov Bpoxo EAEyXOU TOU TTOVTLKLOU
KaBWC¢ KaL va evnUePWVETAL TIAAL (lastTimeStamp = timeStamp;) OTav €xelL EKTEAEOTEL Lo EKTOEEUON
Béloucg.



Avamntuén matyvidlov — EAeyxoG cuokeuwv Ll068ou 60

=Z
A
Béon to&om
ZS—[ep angle = atan(xStep,zStep)
-X « , > X
—xStep—
v
V4

Eikova 3.16: YroAoyiouog ywviac toéotn Baon xStep kat zStep

Ao tnv oty mou Ba matnOel to koupni yia tnv eniBeon, Ba ektofeuBel £va BENoC. To BEAOG OUWG
TPEMEL va epdavioTel LOALG To animation tn¢ emiBeonc tou Tofotn £xel oxedOV teAewwael, SnAadn o
T0£0TNC BplokeTal 0TO ONUELO TTOU €XEL TLLACEL TO BEAOG, TO £XEL TEVIWOEL KAl TO adrVveL amod to Too.
JTOV TPOMO Movu Yivetal To animation Ba avadepbw apyotepa. Mpog To mapov apkel va yvwpil{oupe otl
n uetaBAnt heroAttacked ival true 6tav To animation tou To€6tn PplokeTal 0TO CNUELO TTOU TIPEMEL
va epdaviotel to BENog. Apa eAéyxovtag Tig peTaBAnTég shoot, n omola yivetal false pévo otav to
BéNoc £xel epdaviotel, Kal heroAttacked E€pou e oTe MpEmel va SnULOUPYICOULE KL Vol
oXeOLA00UUE €va BENOG OMWG Kal BAETTOULE TAPAKATW:

if (scene.shoot && scene.heroAttacked)
{
lastTimeStamp = timeStamp;
scene.arrow = new Object3D(scene.arrowModel, new
Tuple3 (playerPosition.x, playerPosition.y-6.0f, playerPosition.z), new
Tuple3 (0.0f, 1.0f, 0.0f), angle+90.0f, 0.3f, (float)xStep,
(float)zStep) ;
if (scene.arrows.size()==10)
arrayFull .= true;
if (arrayFull)
{
scene.arrows.set (index, scene.arrow);
index++;
if (index==10)
index=0;
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else
scene.arrows.add (scene.arrow) ;

scene.arrowAppeared = true;
scene.shoot = false;
scene.heroAttacked = false;

AUTO Tou yivetal eival to €1G: Snuoupyeitat To poviélo tou BEAouc kat oxedtaleTal apyka otnyv idla
B£0n tou TooTN Ko 0To UYPOC TWV XEPLWV ToU. Emiong oxedialetatl KAOETO 0TO LOVTEAO TOU TOEOTN Kall
KaTd tnv Snuoupyia tou amoBnkevovral oL TIHEC XStep Kal zStep woTe va yvwpilel pog mola
kateVBuvon Ba cuvexiosl. MeTd amo tnv ektoeuon déka BeAwy, TO MPWTO oTAUATA Vo oxedlaleTat
oTov Xwpo. MNa autov tov Aoyo o vector arrows POALC €xel pEyeBoc (oo pe S€ka apyilet va amobnkevel
Ta BEAN MAAL Ao TNV MPWTN B€0N TOU aVTIKABLoTWVTAC TO UTTAPXOVTAL.

MapdAAnAo pe OAQ QUTA TIOU ELTIALE YLOL TOV XELPLOWO TOU ToEOTN, Ba TPEMEL va £XOUV ypadTeL Kal oL
KATAAANAEG EVTOAEG yLa TNV oxediaon tou To€0tn Kal Twv BeAwv. To povtélo Tou Tofotn Ba mpenel va
oxedlaletal cuvexwg otnv pEBodo display otnv B€on playerPosition pe ywvia angle wc g€ng:

player.updateTranslation (new Tuple3 (GameRenderer.playerPosition.x,
GameRenderer.playerPosition.y - 10.0f, GameRenderer.playerPosition.z));
player.updateRotation (new Tuple3 (0.0f, 1.0f, 0.0f), GameRenderer.angle);
player.drawObject (gl) ;

Eniong Ba mpémnel va oxedialovral ta BEAN Kal va EVNUEPWVETAL N BE0N TOUG CUVEXWG:

for (Object3D arrow : arrows)

{
arrow.drawObject(gl) ;

H evnuépwon tng B€ong twyv BeAwv yivetal and tnv péBodo updateArrowVectors tnv omnoia Ba
avaAUoOoU e KAAUTEPA 0TO KEPAAALO YLa TOV EAEYXO CUYKPOUOEWV. AUTO TTOU XPELAETAL VO KAVEL
HEXPL OTLYUNG N HEBOSOG auTh, €lval va evnuepwvel TNV B€on kaBe BEAoug Ttou elvat amodnkeupévo
oToV vector arrows wg e€A:

arrow.translation.z += arrow.zStep*ARROW SPEED;
arrow.translation.x += arrow.xStep*ARROW SPEED;

H kivnon 6nAadn twv BeAwy yivetal Omwg yivetat kat n kivnon tou tofotn. AloBnkevovtal ot
petaBAnTteg xStep kat zStep yla kaBe BEAog kabwg autég ev mpokeltal va aAddagouv. Kabe BEAog amo
TNV oTLypn mou epdaviletal Exel mpokaboplopévn mopeia. OL peTtaBAnTéG auTtég delyvouv TNV
KateVOuvoN Tou TPEMEL vaL akoAouBr oL To BEAOG KaL tpooTiBevtal MOAAATTAACLOCUEVEG UE EVaV
aplOpo (taxutnta BéAoug) oe kABe emavaAndn tng peBddou evnuépwong Tou BEAOUG UE TIG
OUVTETAYUEVEC X Kal Z Tou BEAou. EToL Aouno tnv emopevn dopd to BEAoG Ba oxedlaotel otnv
EVNUEPWUEVN BEon Tou uTtoAoyioTnkKe.
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3.5. Avixveuon ocuykpoUGEwWV

3.5.1. Eloaywyn

MoAU onuavTtiké otnv UAomoinon Tou maxvidLou ival va yvwpilou e mOTe yivetol Kamola
oUYKPOUGOT EVOC TPLOSLACTATOU QVTLKELLEVOU UE KATIOLO AANO. MEe ToV Opo oUYKPOUGH EVVOOU LLE OTL TO
TPLOSLAOTATO LOVTEAD £XEL ELCEADEL OTOV XWPO TOU GAAOU poVTEAOU. MpEmel va yvwpil{oupe TtV
umapén ovykpouaong yla U0 Adyouc. MNMpwTov yla va EEPouE TIOTE TO BEAOG EXEL XTUTINOEL £VaV TIALKTN
WOTE va HELWBOEeL n evépyela Tou Kot SeUTEPOV yLa va EEPOUE TIOTE £V TIALKTNG EXEL ELOEABEL N
KOAUTEPA TIPOKELTOL VAL ELCEADEL O€ [La TTEPLOXA TIOU SEV ETUTPEMETAL, £TOL WOTE VA TO OModUYOU LE.
Me auTOV TOV TPOTO UIMOPOU LE VAL OPLOOU UE KATIOLO OVTLKELHEVA VOl AELTOUPYOUV oav EUMOSLA, UE
OUMOTEAEC A VO LNV ETUTPETETAL N Kivnon HEoa TOUC KoLl TO BEAOC VA OTAUATAEL LOALG UTTAPEEL ETadN)
LE aUTA.

Ma tov €EAeyxo ouykpouaong akolouBeital n €ng peBodoloyia. Nopw anod kAbe avtikeipevo ava maca
oTlyun oxedlaletal £vag KUBog o omolog To eumepLEXEL. AUTO TO ‘KouTl’ oUCLAOTLKA TTEPLBAAANEL TO
OVTLKELPEVO Kal UTIOSNAWVEL Ta OpLa Tou. EToL elvat oAU 1o eUkoAo va eAEyEou e TTOTE pLa TTAEUPA
€VOC KUPOU elogpxeTal péoa og Evav aAlov KUBO, mapd va eAEyEou e TIOTE pLal ETILDAVELQ EVOC
LOVTEAOU £pXeTal o€ emadr pe Eva A0 pHoVTEAD, ed’ 000V Ta PoVTEAD Sev €xouv MpokaBopLopEVo
oxnua Kot TToAAEG ywvieg. To ‘Koutl’ auTo KABE QVTIKELUEVOU ELVOL AOPATO KOTA TNV EKTEAECH TOU
riavidoL dnAadn dev oxedlaletal. H Snuloupyia Tou Kat n avixveuon tTng cUYKPOUGCNC YIVETOL
BewpnTika Kal Sev mpaypatomnoleital e oxedioon tou kouTtloU. To kouTti e€aptatal amo duo onueia
oTo Xwpo, SUo aviikeipeva tuouTuple3, Ta max Kot min. AUTEC avtloTtolyoUv o U0 KOpUDES EVOG
KUBoU oL omoleg kal Tov dnuLoupyouv (elkova 3.17).

max(X,y,z)

size

min(x.y.z)

Ewkova 3.17: Ta onueia min kat max oto KouTi mou meptBaAAeL éva avTikeiuevo
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O €Aeyxo¢ olykpouaong yivetal pe Baon auTég TG SUo PeTAPANTEC OMwC PAETOUE TAPAKATW ATIO TNV
uéBodo isCollide Tng kAdong BoundingBox:

public boolean isCollide (BoundingBox otherBox)

{

return otherBox != this &&
otherBox.max.x > min.x &&
otherBox.min.x < max.x &&
otherBox.max.y > min.y &é&
otherBox.min.y < max.y &&
otherBox.max.z > min.z &&
otherBox.min.z < max.z;

H néBodocg autn maipvel oav oplopa éva aAAo avtikeipevo tumou BoundingBox to omolo avtiotolyel
o€ £va Ao KouTi evOG AAAOU HOVTEAOU. AUTO TO OVTLKELUEVO Ba €XEL KATIOLEG TIUEC OTLC
OUVTETAYHUEVEC MaXx Kal min cUpdwWVA E TIG OMOLEC YIVETAL KOl 0 EAeyXOG. AV N TLUH TNG CUVTETOYUEVNG
X TOU onNUELlOU max elvat HeyoAUTEPN OO TNV TLUI TNC CUVIETAYUEVNG X TOU onueiou min Tou GAAou
KOUTLOU onuaivel OTL To éva opBoywvio Bpioketal evtog Tou aAAou. To (61o cupBaivel yia OAEC TIg
UTTOAOLITEG TIEPUTTWOELG TtoU PAETOUE oTnV HEB0S0. Av OAEC oL cuykpioelg Swaoouv amotéleopa false,
TOTE S€V UTTAPXEL KL CUYKPOUOTN). EMOUEVWG EMLOTPEPETOL UE TNV KARON TNC mapamavw pebodou n
TN false av dgv untapxel cUykpouaon Kat true av UTIAPXEL. € tepimTwon 1ou B€Aoupe va oxedlootel
TO KOUTL TToU TtEPLBANAEL KATIOLO AVTIKELUEVO XPNOLUOTIOLOUE TNV MapakATw HEBoSo n onola
Bpioketal otnv kKAdon Object3D.

public void drawBoundingBox (GL gl)
{

gl.glPushMatrix() ;
{
gl.glMaterialfv (GL.GL FRONT, GL.GL EMISSION, this.box.color, 0);
gl.glMaterialfv(GL.GL FRONT, GL.GL AMBIENT, this.box.color, 0);
gl.glMaterialfv(GL.GL FRONT, GL.GL DIFFUSE, this.box.color, 0);
gl.glBegin(GL.GL LINES) ;
{
gl.glVertex3f (this.box.min.x, this.box.min.y,
this.box.min.z);
gl.glVertex3f (this.box.max.x, this.box.min.y,
this.box.min.z);

gl.glVertex3f (this.box.max.x, this.box.min.y,
this.box.min.z);
gl.glVertex3f (this.box.max.x, this.box.max.y,
this.box.min.z);

gl.glVertex3f (this.box.max.x, this.box.max.y,
this.box.min.z);



gl.glVertex3f (this
this.box.min.z);

gl.glVertex3f (this
this.box.min.z);
gl.glVertex3f (this
this.box.min.z);

gl.glVertex3f (this
this.box.min.z);

gl.glVertex3f (this
this.box.max.z);

gl.glVertex3f (this
this.box.max.z);
gl.glVertex3f (this
this.box.max.z);

gl.glVertex3f (this
this.box.max.z);

gl.glVertex3f (this.

this.box.min.z);

gl.glVertex3f (this
this.box.min.z) ;
gl.glVertex3f (this
this.box.max.z) ;

gl.glVertex3f (this.

this.box.max.z);

gl.glVertex3f (this.

this.box.max.z);

gl.glVertex3f (this
this.box.max.z);
gl.glVertex3f (this
this.box.min.z);

gl.glVertex3f (this
this.box.max.z);
gl.glVertex3f (this
this.box.max.z);

gl.glVertex3f (this
this.box.max.z);
gl.glVertex3f (this
this.box.max.z);
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gl.glEnd();

BA£mou e To anotéAeopa oxediaong Tou KouTloU TIou TEPLBAAAEL TO LOVTEAO TOU TOEOTN OTNV ELKOVA
3.18. Mo TNV eVNUEPWON TOU KOUTLOU TIOU TIEPLBAAAEL £val OVTLIKELUEVO UTIAPXEL Lo TTANBwpa HeBOSwV
otnv kKAdon Object3D (updateBoundingBox). Xpelalovtal yLoti OTav KLVELTOL VOl OVTLKELLEVO TIPETEL VA
EVNUEPWVETAL KAL TO KOUTL TToU To TtepLBAAAeL cUpdwva Pe TV vEa BEan Tou. Mo avaAuTLKaA,
gvnuepwvovtal ot SUo PeTtafAnNTEC max Kol min cUpdwva pe tnv petaBAntn translation tng kKAaong
Object3D mou dnAwvel TNV BE0N TOU AVTIKELUEVOU.

Eniong undpyel n duvatdtnta pe tnv pEBodo updateBoundingBoxToFit va aAAAEOU e TO KOUTL EVOG
OVTLKELUEVOU £TOL WOTE VA TALPLALEL 000 SUVOTOV KOAAUTEPQ LE TA OPLO TOU QVTLKELUEVOU. AlVOUUE
TECOEPLG TTAPOTTAVW TIUEC EKTOG TOU HeyEBOUG TOU KOUTLoU (TO OTtolo tooUTal LE TO KOG KAOE
TIAEUPAG O€ TIEPLITWON TIOU TO KOUTL elval KUBOC) kal £ToL dnuloupyeital éva opBoywvio yla va
niepLBAAeL avtikeipeva ota omoia o KUBo¢ Ba Atav mMoAU HeydAog yLa To XA Kot To péyebog Touc.

public void updateBoundingBoxToFit (float size, float x1, float zl, float x2,
float z2)
{
min = new Tuple3(translation.x - size + x1, translation.y - size,
translation.z - size + zl);
max = new Tuple3 (translation.x +.size + x2, translation.y + size,
translation.z + size + z2);

box = new BoundingBox (min, max);

Ewova 3.18:2xebiaon puovtéAdou t0é0Tn UE TO KOUTI IToU ToV MEPLBAAAEL YL avixvVeEUTN OUYKPOUOEWV
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3.5.2. Avixveuon ocUykpouonG tootn HE EUNOSLo

210 mayvidt, onwcg nmpoaveédepa yivovral SU0 aviXVEUOELS CUYKPOUTEWYV, 0 £VAC Ao autoug eival
HETAEL TOU TOEOTN KoL VoG epmodiou. Autd adopd TNV Kivnon tou Tofotn Kal Ta onela ota onoia
ETUTPENETAL VA KLvnBOel. To kouti mou meplBAAAEL TOV TOEOTN B TIPETEL VOl EVNLEPWVETAL OE KABE
avavewon tng B€ong Tou TofoTn Kal va EAEyXETAL av N Kawvoupla B€on Tou BplokeTal EVIOg Twv oplwv
KAroLlou eprodiou. O €AeyX0C AUTOG YIVETAL OTOV EAEYXO AT LOTOC TWV TANKTPWY Kivnong:

if (sDown && !scene.herolIsAttacking)

{

scene.herolIsMoving = true;

newPosition = new Tuple3 (playerPosition.x-(float)xStep*SPEED,
playerPosition.y, playerPosition.z-(float)zStep*SPEED);
scene.player.updateBoundingBox (new Tuple3 (newPosition.x,
newPosition.y-10.0f, newPosition.z), 1.5f, 4.0f);

if (!scene.isPlayerCollision{())
playerPosition = newPosition;

else
scene.player.updateBoundingBoxToFit (1.5f, 0.0f, 0.0f, 0.0f, 0.0f,
4.0f, 0.0f);

Elval onpavtiko o €Aeyxog oUYKPOUONG LE KATIOLO EUTTOSLO va yivel TtpLy amod tnv oxedlaon tou
OVTLKELUEVOU OTNV Kawvoupla B€on Tou, KabBwe av oXeSLaoTeL Kal LETA 0 EAeyX0G SWOEL AMOTEAECUQ
true, TO QVTIKELUEVO, OTNV MPOKELUEVN TIEPIMTWON 0 TOEOTNG, Bt KOAANOEL EVTOC TOU gpmodiou. Onwg
BAEMOUE Tapanmavw n véa BEon Tou ToEoTn umoAoyileTal, EAEyXETAL AV UTTAPXEL CUYKPOUOT HE
KATIoLo EUTOSL0 KAl Hovo av dev uttapxel, alaleL n B€on oxedlaong tou tofotn e TV umoAoylobeioa
B£on. AMLWG To KouTl eTLOTPEDEL OTNV BECN TIOU €LXE TIPLV ATIO TOV EAEYXO GUYKPOUONG.

Ma TNV opadomnoinon OAWVY TWV AVILIKELUEVWVY TTOU AELTOUPYOUV WG EUmOdLa £xw oploel Evav vector
ue ovopua allObstacles otnv kAdon Scene, 6ToV OMOLO EL0AYOVTAL AUTA TA AVTIKELHEVA KL £TOL O
€\EYXOC AVAYETAL OTOV EAEYXO CUYKPOUGNG TOU KOUTLOU TOU TOEOTN LE TO KOUTLA OAWV TWV
TIEPLEXOUEVWY QUTOU TOU vector.

public boolean isPlayerCollision ()
{
for (Object3D model : allObstacles)
{
if (player.box.isCollide (model.box))
return true;

}

return false;
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3.5.3. Avixveuon ocUykpouaong BEAouG LE TOoEOTN

O aA\og €Aeyxo¢ oUYKPOUONG YiVETOL HETAEY EVOG OVTLKELUEVOU Kol VOGS BEAOUC. Z€ epimTWON IOV
OlUTO TO OVTLKELUEVO €lval 0 TOOTNG N eVEPYELD TOU TOEOTN Ba MpEmel va pelwBel kal to BENoG va
OUVEXLOEL TNV KAVOVLKI Ttopeia Tou. AALWG OV TO AVTIKELUEVO elval eumodio To BENOG MPEMEL val
OTAUATACEL TNV KivNon TOU 0TO onueio Tou €ywve n oUykpouon. Napakatw BAémoupe tTnv pEBodo mou
XPNOLLOTIOLELTAL YLO TOV EAEYXO CUYKPOUONC LETAEL evOC BEAOUG Kat TOU avtimalou tofotn:

public boolean isArrowWithPlayerCollision (Object3D arrow)

{
float arrowSpeed = GameRenderer.ARROW SPEED;

arrow.updateBoundingBox (new Tuple3 (arrow.translation.x +
arrow.xStep*2.0f-arrow.xStep*arrowSpeed, arrow.translation.y,
arrow.translation.z + arrow.zStep*2.0f-arrow.zStep*arrowSpeed), 0.1f,
0.1f, -0.4f, 0.6f, 0.1f, 0.1f);
arrowSpeed = 0.05f;
for (int 1=1;1<181;1i++)
{
arrow.updateBoundingBox (new Tuple3(arrow.translation.x +
arrow.xStep*2.0f+i*arrow.xStep*arrowSpeed, arrow.translation.y,
arrow.translation.z + arrow.zStep*2.0f+i*arrow.zStep*arrowSpeed),
0.1f, 0.1f, -0.4f,f0f6Ef 0. Fhew B )
if (arrow.box.isCollide (player.box))
return true;

}

arrow.updateBoundingBox (new Tuple3 (arrow.translation.x +
arrow.xStep*2.0f+arrow.xStep*GameRenderer .ARROW SPEED,
arrow.translation.y, arrow.translation.z +
arrow.zStep*2.0f+arrow.zStep*GameRenderer .ARROW SPEED), 0.1f, 0.1f, -
0.4f, 0.6f, 0.1f, 0.1f);

return false;

H néBodog emioTpEdeL TNV TLUN true av UTIApXeL cUYKpouaon Kol false Sltadopetikd. Zav oplopa divetal
TO arrow oTo omoio BEAoupe va yivel o éleyxoc. ESw mpénel va mpooéfou e To €€n¢: N uEBodog
isCollide kavel amAd €Aeyxo av U0 KOUTLA LE CUYKEKPLUEVEG BECELG OTOV XWPO £XOUV EABEL o€ emadr).
H napanavw pEBodog kalet tny isCollide emavalappfavoueva yla kabe véa B€on otnv omnola
oxeblaletal to BEAoc. Eotw Aouov to BEAoG €xel taxutnta 9.0 (arrowSpeed) kal To xStep Looutal Ye
1.0 kot to zStep pe 0.0, auto onuaivel 0Tl to BENog Ba kavel éva Bripa 9.0*1.0 = 9.0 povadeg otov
afova x. Oa oxedlaotel Aoumov otnv apxki B€on mou fAtayv, Ba yivel o EAeyxXog av €XEL CUYKPOUOTEL e
Tov T0€0TN Kot Emelta Ba oxedlaotel otnv véa B€on (9.0 povadeg Bripa) kot Ba yivel AL o €Aeyxog o€
autnv TNV B€on av €xeL yivel cuykpouon. TLylvetal OpWE O€ TEPLTTTWON TTOU TO KOUTL TOU To€OTN €XEL
unkog 8.0 povadeg kat TUXeL va Bpebel otov Xwpo evtog twv dUo Bnudtwy TNG Kivnong tou BEAoug; To
B€Aog Ba mpoomepAoeL Tov TOEOTN, oL EAeyxoL Ba yivouv TpLv Kal HETA TNV UYKPOUOH KAl £TOL N
ouykpouaon dev Ba aviyveuBel evw otnv mpayuatikotnta Ba €xel cupPel. MNa va Avoou e auto To BEpa
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Ba pénel 0 éAeyxog ouykpouong (6nAadn n kAnon tng peboddou isCollide) va yivetat yia Bripata mou
KAveL To BENOC Ta omola eival oAU pLKpd Kal Sev adrivouv to meplBwplo oto BEAOC va POCTIEPATEL
TO KOUTL TOU TO€0TN. AV 0w aAAa&ou e TNV petaBAnt arrowSpeed yla va pewwBet to BrApa Ttng
Klvnong Tote auto Ba mMpoKaAETEL TNV HELWON TNG TaxUTNTOG Tou BEAOUC To omolo Ba tnyaivel oAU
opya. Onwc BAEmMou e Kal otnv mopanavw HEBodo autd AUVeTaL Pe Tov akoAouBo tpomo (elkova
3.19).

1) Apyucn BEom PElovg Tpwv To L

Bounding Box

> —

2) ®ton Pélovg netd to Priua pe arrowSpeed = 9.0f

urog Priuatog

o —
> =

3) EMGTpo@T] TOV KOUTION GTNV UpyIKY] BEoT

T

(= >—

4) 'Eheyyog guykpovong yio 180 Prinoto woAd wkpod unkoug

Ewova 3.19: Avixveuon cUykpouonc Bédouc yla kade Brua kivnong mou ekteAel

H nuéBodog autn kaAeital kaBe dpopd mou to BENOG €xeL KAVEL €va Bripa otov xwpo. To Kouti mou
nieptBalAet To BENOG emLoTPEPEL oTnV BE0N otV omoia Atav mpLv to Bripa. AAAaloupe TNV TaxLTNTA
Tou B€Aoug (omoTe Kat Tou kouTiol) amd 9.0 og 0.05 kat yta 9.0/0.05 = 180 emavaAielg (oAl pkpd
Brpata) evnUEPWVOUUE TNV BECN TOU KOUTLOU Kol EAEYXOULE YL cUYKpouaon. Av €xeL onpelwOEel
ouykpouon n pEBodog Ba emiotpéPel true aAALwg To kKouti Ba tpoxwpnoeL otnv B€on mou Atav. Me
AGAAa AdyLa omtaue to Bripa tou €kave to BEAog og 180 Bripata oAU HLKPOU UEYEBOUG KO KAVOULIE
EexwploTo €Aeyxo yla kabe Brua.
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3.5.4. Avixveuon ocUykpouonG BEAoUG LE EUItOSLO

Ooov adopd tov €Aeyxo TN cUyKpouaong LETAEL evog BENOUG Kal eVOG omtolodnmote epmodiou,
XPNOLLOTIOLELTAL N TTAPAKATW HEBOSOC £TOL WoTe POALG cUMBEL pla ouykpouaon To BEANOC VO OTAHATHOEL
va KLvelTal.

public Tuple3 checkArrowWithObstacleCollision (Object3D arrow)
{

float arrowSpeed = GameRenderer.ARROW SPEED;

float counter = 0.0f;

for (Object3D model : allObstacles)

{
arrowSpeed = GameRenderer.ARROW SPEED;
arrow.updateBoundingBox (new Tuple3 (arrow.translation.x +
arrow.xStep*2.0f-arrow.xStep*arrowSpeed, arrow.translation.y,
arrow.translation.z + arrow.zStep*2.0f-arrow.zStep*arrowSpeed),
0.1f, 0.1f, -0.4f, 0.6f, 0.1f, 0.1%f);
arrowSpeed = 0.05f;

for (int i=1;i<181;di++)
{
counter = (float)i;
arrow.updateBoundingBox (new Tuple3 (arrow.translation.x +
arrow.xStep*2.0f+i*arrow.xStep*arrowSpeed,
arrow.translation.y, arrow.translation.z +
arrow.zStep*2.0f+i*arrow.zStep*arrowSpeed), 0.1f, 0.1f, -
0£4F, O0.Gfm~0. . 1fnx0.1f);
if  (arrow.box.isCollide (model.box))
{
arrow.moving = false;
return new
Tuple3d (arrow.translation.x+arrow.xStep*counter*arrowSp
eed, arrow.translation.y,

arrow.translation.ztarrow.zStep*counter*arrowSpeed) ;

arrow.updateBoundingBox (new Tuple3 (arrow.translation.x +
arrow.xStep*2.0f+arrow.xStep*GameRenderer .ARROW SPEED,
arrow.translation.y, arrow.translation.z +
arrow.zStep*2.0f+arrow.zStep*GameRenderer .ARROW SPEED), 0.1f,
0.1f, -0.4f, 0.6f, 0.1f, 0.1f);

}
return new Tuple3(0.0f, 0.0f, 0.0f);



}
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Onwc¢ etmope 6Aa Ta avTikeipeva mou BEAoU e va AELTOUPYOUV WG EUTOdia Ta armoBnkeVOUUE OTOV
vector allObstacles yla va pmopoU e va ta Staxelpl{Opaote. TNV mapanavw HEBodo, Aoumov, KAVOUE
okpBwc otL KaL otnv pEBodo eAéyxou olykpouonc BENoug pe To€OTn Hovo ou autr tn dopd
€KTEAOULE TOV EAEYXO OXL LETAEL TOU KOUTLOU Tou player Kal Tou KouTloU Tou BEAOUG HOVO, Al
HETAEL TOU KOUTLOU KABe gumodiou EexwpLoTd Kot Tou KouTloU tou BEAoug. Kavoupe dnAadn eva for
yla OAa ta meplexopeva tou vector allObstacles. Eniong og mepintwon mou o €Aeyxog TG cUYKPOUGONC
yivel pe emutuyxia (arrow.box.isCollide (model .box) ) eEMOTpEPeTAL N BEGN OTNV OMOLA £YLVE N
oUYKPOUOT £TOL WOTE VO YVwpPL{ou e o€ TIOLo onpeio Ba oTapaToEL va KLveitol To BENOC.
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3.6. Animation

3.6.1. Elocaywyn

H emtuyia evog mayvidlol e€aptatol o€ HEYAAO TTOCOOTO Ao ToV BaBO TTOU TIPOCOUOLWVEL TNV
TIPAYUATIKOTNTA KAl 0€ auTo mailel poAo to animation. H A£€n animation umopel va opLoTel wg n
e UXWoN-{WVTAVEUA EVOC OVTLKELLEVOU QTIELKOVI{OUEVO OE Lo €tkOva. To aVTIKELUEVO aUTO KLVE(Tal
npokaAwvtag tnv Peuvdaiobnon ot eivat {wvtavo. H Kivnon METUXALVETAL LE TNV CUVEXOUEVN aAAayn
NG €LKOVAG TTOAU ypryopa £TOL WOTE TO HATL VA avTIAaBAVETOL TO oNUELD TA omola £XouV
SladpopormnonBel amod tnv nponyoUlUEVN €LKOVA WG Kivnon.

Ewova 3.20: Ztadiakn aAdayn tng ewkovac yla dnutovpyia animation

Itnv elkova 3.20 BAEmou pe TNV otadlakn aAAayr TNG ELKOVOC LE TNV OTOoLa UTTOPOU LE Val
Snuoupynooupe éva animation. Me tnv ypriyopn evaAlayn Twv EVie autwv oxediwv tng tiypng,
nipokaAeital n PevdaiocOnon ot n tiypng Kwveitat. Evvoeitat 6tL n elkéva NG Tlypng MpEMeL va
oxeblaletal oto i6lo akplBwg onpeio. Me tov (610 TPOTMO yiveTal kal To animation ota NAEKTPOVLKA
riayvidla kat pe tov i6Lo tpormo Ba yivel To animation tou T0€0TN 0TO CUYKEKPLUEVO TtaLVidL.
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3.6.2. Animation povtéAov to¢otn
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21O HOVTEAO TOoU TOEOTN Yivovtal TPl SLadOPETIKES KIVAOELG, AVAAOya OTNV KOTAOTOON OTNV ool

Bpioketat. Av dev kiveital kat dev emttiBetal, xpnolponolovvtal ta 3d povréda ou Bpiokovtal oTtov

daxkelo models\Hero\StandModels, av kiveital ta poviéda tou pakélouv models\Hero\MoveModels
Kol av emtiBetal ta povtéda tou models\Hero\AttModels. Z€ kaBe €vav amod autoug toug GakeEAoug

€xeL amoBnkevutel éva TANB0C obj poVTEAWV og KAOE €va Ao TOL OTIOLAL TO LOVTEAO £XEL TO OTLYULOTUTIO

NG Kivnong tnv omoila B€Aou e va KAVEL TO POVTENO. Av oxedlaotouV SLadoxLka LE ypriyopo puBuo Ba
SnuoupynBet To animation. Ot petafAntég herolsAttacking kat herolsMoving pag &sixvouv note o

TOEOTNG eMITIOETAL KOl TTOTE KIveiTal avtiotolya. EMopévwe e TOUG TTAPAKATW EAEYXOUG TTETUXALVOU LIE
TO animation yLa kABe mepimtwon:

if

{

}

('heroIsMoving && 'heroIsAttacking)

frameCounterMov=0;
frameCounterAtt=0;

player.updateAnimationVector (1)
player.updateIndex (frameCounterSt);
player.drawFrameModel (standModels, frameCounterSt,

frameCounterSt++;
if (frameCounterSt == standModels.size())
{

frameCounterSt = 0;

else if (herolIsAttacking && 'heroIsMoving)

{

frameCounterMov = 0;
frameCounterSt = 07

player.updateIndex (frameCounterAtt);
player.updateAnimationVector (2);

gl);

player.drawFrameModel (attackModels, frameCounterAtt, gl);

frameCounterAtt++;
if (frameCounterAtt == attackModels.size()-3)
heroAttacked = true;

if (frameCounterAtt == attackModels.size())
{
heroIsAttacking = false;
frameCounterAtt=0;
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}
else if (heroIsMoving && !'heroIsAttacking)

{
frameCounterAtt = 0;
frameCounterSt = 0;

player.updateIndex (frameCounterMov) ;
player.updateAnimationVector (3);

player.drawFrameModel (walkModels, frameCounterMov, gl);

frameCounterMov++;
if (frameCounterMov==walkModels.size ())
frameCounterMov=0;

MpwTta EAEYXOUUE TNV MEPIMTWON oV 0 To€0TNG Sev kiveltal (!herolsMoving) kat dev emutiBetatl
("herolsAttacking). XpnoLHomoLoU UE TPELG LETPNTEC TIOU LOG SEIXVOUV TILO LOVTEAO TIPETEL VAL
oxedlaotel og kaOe emavanyn tng pebodou oxediaong, Toug frameCounterAtt, frameCounterSt kat
frameCounterMov. YrievBupilw otL n mapandavw dtadikacia Bploketal otnv pEBodo oxediaong display
n omotia emavaAapBAavetal cuvexwg Kal otL ol petaPAntég herolsMoving kat herolsAttacking
gvnuepwvovtal amno éva thread mou ekteAeitat mapaAAnAa pe tnv pEBodo autn. ETat Aoumdv otav o
T0€O0TNG amAa otekeTal, pndevilou e Tig petaBAnteg frameCounterAtt kat frameCounterMov kot
auéavoupe tnv petapAntn frameCounterSt petd amnod kabe kAnon t¢ pebodouv drawFrameModel. H
OUYKEKPLUEVN HEBOSOC TNV omola BAEMOUUE MapaKATw oXeSLAlEL TO LOVTEAO ToU BplokeTal otnv B€on
(frame) tou vector povtéAwv (models) Ta onolia naipvel cav opiopata. Ta povtéda kabe kivnong ta
€xou e anobnkeloel og Eexwplotoug vector Toug standModels, attackModels kat walkModels. Otav o
uetpntn¢ (frameCounterSt) yivel ioog pe To pnkog tou vector (standModels) auto onuaivel ott
OXEOLAOTNKE KO TO TEAEUTALO OTLYHLOTUTIO TNG Kivnong Kot £ToL Un&eVI{OUE TOV HETPNTH YLa VO
enavaAndOei n dia kivnon.

public void drawFrameModel (Vector<OBJModel> models, int frame, GL gl)
{

int /index-= 0%

for (OBJModel model : models)
{
if (frame==index)
{
this.updateOBJModel (model) ;

this.updateTranslation (new

Tuple3 (GameRenderer.playerPosition.x,
GameRenderer.playerPosition.y - 10.0f,
GameRenderer.playerPosition.z));
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this.updateBoundingBoxToFit (1.5f, 0.0f, 0.0f, 0.0f, 0.0f,
4.0f, 0.0f);

this.updateRotation (new Tuple3(0.0f, 1.0f, 0.0f),
GameRenderer.angle) ;
this.drawObject (gl) ;

//this.drawBoundingBox (gl) ;

index++;

Kavoupe tnyv i6ta dtadikaoia kat yia tig SU0 AAAeC mepmTWoels. Mnbevilou e TOUG HETPNTEC TWV
OAWV KIVAOEWV Kot KaAoUpe tnv péBodo drawFrameModel yia KABe TLr) Tou HETPNTH TNE Klvnong
niou BéAoupe, divovtag opiopata otnv LEB0SO ToV vector TTou TIEPLEXEL TA LOVTEAQ TNG KIvNOoNG AUTAG
KOLL TNV TLUA TOU PETPNTI TToU urtodnAwvel tnv B€on Tou povtéAou €xeL oelpa va oxedlaotel. ELdka yla
™V nepintwon tng enibeong oto onpeio 6mou o To€0TNG EXEL TTAPEL TO BEAOG Kal TO €XeL BAaAeL oTo TO6€0
(attackModels.size() - 3) kavoupe true tnv petaBAntr heroAttacked yia va E€poupe To onueio katd to
orolio 1o BéNog Ba epdaviotel. Emiong otav ohokAnpwOel n kivnon tng emiBeong EVUEPWVOULE TNV
uetaBAntn herolsAttacking, kaBwc dev BéAovpe n kivnon tng eniBeong va emavaingBOet mapd povo av
EavamatnBel To apLoTEPO KOUUTTL TOU TToVTIKLOU. Ocov adopd TL¢ KANOELS Twv peBodwv updatelndex
kat updateAnimationVector xpnotuomnotovvtatl yia va otaABei to animation péow tou Siktuou Kat Ba
TO OAVAAUGOULE O€ EMOUEVO KEDAALO.

H uébodog drawFrameModel auv€avel Eévav petpntn index yia kaBe otolyeio Tou vector mou didetal
oav oplopa. Otav o HeTpnT¢ index €xeL (SLa TP KEe TNV TLUN TN HetaBAntn¢ mou Sidetal emiong ocav
OpLopa, oXeSLATETAL TO CUYKEKPLUEVO LOVTEAOD TO Omolo £XeL TpooTeAaoTEL. Apa GOV GUVOALKN
Stadikacia yla tnv Snuiloupyia evog animation oto matyvidt Ba mpémeL va KAVOULE TOo €E€NG.

* Na oploOUE TLG KIVAOELG TTOU Bo KAVEL VA AVTIKELUEVO.

e Na nuLoupyrncou e Ta HovtéAa obj yia KABE OTLYULOTUTIO TWV KLVAGEWV QUTWV.

e Na anoBnkeCOUHE TA LOVTEAQ QUTA OTOUG KATAAANAOUG Vectors LE TNV OELPA TTOU TIPETIEL Val
oxedlalovral.

e a kABe kivnon va oxedlalouv e To avtiotoLyo otypLotumo (dnAadn povtélo) Tou aviiotolxou vector
xpnotpomnolwvtag tnv péBodo drawFramemodel.
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3.7.'Hxo¢

3.7.1. Eloaywyn

Ma tov Nxo xpnotuoroteital n BLBAL0Brkn JOAL. To matyvidL oto otadlo mou BplokeTal £XEL NXOUC yLa
TOV BNUATIONO TOU TOEOTN Kl yLa TNV KTOEEUDN VOGS BEAOUC, KOABWE KAl LOUCLKN N omola
enmavaAappavetal cuvexws. Ta apxeia .wav Bplokovtal otov pdakelo Sounds. Ekel pmopoU e va
npooBEaoupe OTL AAAO apxeio nxou BEAOUUE va XPNOLLOTIOLCOUUE OTO TtalxVidL ) va aAAaéou e ta
umapyovta. Mo tnv dlaxeiplon Tou nxou £xel uhomoinBet n kAaon SoundManager.

3.7.2. Sound Manager

MNapoakdtw PAEMOUE TIG LETOBANTEG Kal TIC peBOSoUC TG kKAaong SoundManager. 1o string
SOUND_DIR eivat armoBnkeupévn n dtadpour otnv omoia Bpiokovtal Ta apxeia nxou, SnAadn to string
‘/Sounds’.

+- (7 Imports
=40 SoundManager

&% SOUND_DIR

g df

g al

giw buffersMap

& sourcesMap

o wlis

o ylis

o Elis

o oriLis

giw angleLis
% SoundManager

e initOpenAL

e initListener
% load (String nm, boolean toloop)

e initBuffer (String nm)

&R initSource (String nm, int[] buf, boolean toloop)
% getPos (5tring nm, float x, float v, float z)
% load (String nm, float x, float v, float z, boolean toloop)
% play (String nm)

% stop (String nm)

% pause (String nm)

& movelistener (float xStep, float 25tep)
< setlistenerPos (float xMew, float zZMew)
% getx

% getZ ()

% turnlistener (int degrees)

% setlistenerQri (int ang)

% getAngle ()

% deanlp ()

Ewkova 3.21: MetaBAntéc kat uedodot tng kAaon¢ SoundManager
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Me tnv dnuioupyia vOg aVILKELWEVOU TOU TUTIOU TG KAdong SoundManager kaAeital n péBodoc-

KOTAOKEVAOTAG (TNV PAEMOU UE TTApaKATW) 0TV omolia dnutoupyouvral ta Suo HashMaps mou
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XPNOLLOTIOLOULE Lo TNV ATOONKEUON TWV MAPAUETPWY KABE apxelou fxou Kot Kalouvtal ot péBodot

apxtkomoinong initOpenAL kat initListener.

public SoundManager ()
{

buffersMap = new HashMap<String, int[]>();
sourcesMap = new HashMap<String, int[]>();
initOpenAL () ;

initListener () ;

H nuéBodoc initOpenAL eykabiota tnv cuvdeon pe to OpenAL (OpeanAL utility toolkit) péow tng JOAL.

Anptoupyet éva Aaiolwo OpenAlL pe tnv ovopaocia al to omolo Ba XpnoLUOTOL)COULE.

private void initOpenAL()
{
try
{
ALut.alutInit () ;
al = ALFactory.getAL() ;
al.alGetError () ;
}
catch (ALException e)
{
e.printStackTrace () ;
System.exit (1) ;

H nuéBodog initListener apxLKomolel TIG mapapéTpouc 6oov adopd tnv B€on Kat tnv epuBEAeLa Tou
akpoatr). Tov tonoBetel otnv B€on (0,0,0) va kottael mpog to onueio (0,0,-1). Auto XpnOLUEVEL TILO

TOAU yla 3d X0 0 omoiog otV mapovuca uAomoinon Ttou mawvidlol Sev €xel xpnotpomnolnbel. N’ avtd

To AOYyo bev uTapxeL EUPBEAELD OTOUC RXOUC.

private void initListener ()

{
xLis = 0.0f; yLis = 0.0f; zLis = 0.0f;
al.allListener3f (AL.AL POSITION, xLis, yLis, zLis);
al.allistener3i (AL.AL VELOCITY, 0, O, 0); // no velocity

orillis = new float[] {xLis, yLis, zLis-1.0f, 0.0f, 1.0f, 0.0f};
al.allistenerfv (AL.AL ORIENTATION, oriLis, 0);



Avamntuén natyvidiov — Hyog 77

Ao TNV OTLYUN TTOU €XOUV YIVEL TA TIAPATIAVW, ELLOOTE ETOLUOL VO XPNOLUOTIOLIOOUE OTL X0 BEAou e
OpKEL VoL £XOULE TO QVTLOTOLXO apXElo .wav otov ¢pakelo /Sounds. NMpwta MPETEL va
Xxpnotlpomnotioou e TV pEBodo load pe opiopata to dvopa Tou apxeiou Kal tnv T true av BEAou e
va emavalapBavetat o nxog ya va poptwbel to apyeio oto avtiotowyo buffer.

public boolean load(String nm, boolean toLoop)
{
if (sourcesMap.get (nm) != null)

{

return true;

int[] buffer = initBuffer (nm);
if (buffer == null)
return false;

int[] source = initSource(nm, buffer, toLoop):;
if (source == null)
{

al.alDeleteBuffers (1, buffer, 0);

return false;

buffersMap.put (nm, buffer);
sourcesMap.put (nm, source);
return true;

Enelta pe tnv néBodo play o nxog avamapayetal, Ye tnv pEBodo stop o X0G OTAUATA EVW HE TNV
HEB0SO pause o Axog Slakomtetat. T BAEMOU UE TIG TPELG HeBOSOUC MOPAKATW.

public boolean play(String nm)
{

int[] source = (int[]) sourcesMap.get (nm);
if (source == null)

{

return false;

al.alSourcePlay (source[0]);
return true;

public boolean stop(String nm)

{

int[] source = (int[]) sourcesMap.get (nm);
if (source == null)

{
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return false;

al.alSourceStop (source[0]) ;
return true;

public boolean pause (String nm)

{
int[] source = (int[]) sourcesMap.get (nm);
if (source == null)
{

return false;

al.alSourcePause (source[0]);
return true;

MNapakdatw BAEMOUUE TA APXELQ TWV AXWV TTOU XPNOLUOTIOLOUVTAL OTO TaLXVioL.

..Jj- arrow. wav ']j- arass.wawv 'Jj- music, Waw ']j- intro,way
WAV WAV WAV WAV

M tnv avanapoywyr tTh¢ LOUGLKNC otav epdaviletal To ap)Llko mapabupo tou maxvidiov
dOopTWVOU E TTPWTA TO apxelo intro.wav katl av n ¢opTwon yivel He emLTuyia, TO AVamaAPAyOUE WG

g€ng:

if (sound.load ("intro", false))
sound.play ("intro") ;

To avtikeipevo sound eival éva avtikeipevo Tumou SoundManager. Otav to kouuri Play matnBein
HOUGCLKI TIPETIEL VOL OTALOTHOEL OTTOTE KAAOUME TNV HéEBodo stop.

sound.stop ("intro");

78

Ztnv péBodo apylkomoinong Tou maxvidLou init, opTwVOoU LE TOUG XOUG YLA TOV BNUATLOUO KAl TV

eniBeon Tou TOEOTN KAl avamapAyou e TNV Houaotkn Balovtag true otnv avtiotoln HetafAnt) e’
ocov BEloupe va emavalapBavetadl.

sound. load ("grass", false);

sound. load ("arrow", false);

if (sound.load ("music", true))
sound.play ("music");
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MOALS 0 TOEOTNG KLVELTAL, AVATIAPAYETOL O AVTLOTOLXOG NXOG KAl LOALG SEV KLVELTAL OTAUATA.
MpooBEToupe Kat pia xpovokabuaotépnaon yla va ipoAafaivel o nxog va ratytel mplv emavaAndOet.

if (scene.herolIsMoving && (soundTimeStamp > (lastSoundTimeStamp + 500)))

{

sound.play("grass") ;
lastSoundTimeStamp = soundTimeStamp;

if (!scene.herolIsMoving)
sound.stop ("grass") ;

Ma tov NXo ektoésuong Tou BEAOUG, ATAA aVOTTOPAYOU LE TOV QVTLOTOLXO X0 OTO AT A TOU
0PLOTEPOU KOUUTLOU TOU TIOVTLKLOU.

sound.play ("arrow") ;
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3.8. Aiktowon

3.8.1 Elcaywyn

Ma tnv arnootoAr TANPodopLWV HECW TOU SIKTUOU OTO CUYKEKPLUEVO TTaLXVidL XpnoluomoLeital stream
socket, SnAadn yivetal xprion Tou tpwtokoAAou TCP, evog cUVSECTHLKOU TIPWTOKOAAOU. Emtiong
XPNOLLOTIOLELTAL APXLTEKTOVLKA EEUTINPETNTN-TIEAATN XWPLC OWG 0 EEUTINPETNTAG VA EXEL KOO
TapamAavw Aettoupyia amo tov neAatn. Elval oxedlaopévo £tot wote va nailouv SUo maikteg petafy
TOUC HEOW SLaSIKTUOU evw KoL Ta U0 TEPUATLKA AELTOUPYOUV WG EEUTINPETNTEC KoL TIEAATEC
TOUTOXPOVO KABWC £XOUV LOOTLUEG EUBUVEC KOl avTaAAGooUV HeTaEU TouG TIG iSleg mMAnpodopieg. H
armooTtoAn-AnPn nAnpodoplwy yivetal HEow pLag pong byte, n omola pmopei va evvonBel wg €vag
OWANVOC TIOU EVWVEL TOUC U0 UTTOAOYLOTEG Kal OTL ELOEADEL OO TNV pia HEPLA, GTAVEL 0TV GAAN.
Mapakdtw meplypadw tnv €vvola Tou socket, TLG apXLTEKTOVIKEG server-client kal peer-to-peer kal
OVAAUTLKA TOV TPOTIO HE TOV OMoio aviaAAdooovral ot TAnpodopieg mou BEAou e 0TO ALy VidL peTagy
Twv 800 UTTOAOYLOTWV.

3.8.2. ApXLTEKTOVIKN £EUMNPETNTA-TIEAATN

To povtélo eEumnpeTnTH — MeAATN amoteAel pia Sopr KaTtave unpévnc edapoyng otnv omoia ot
£pyaoiec kot 0 $OpToG epyaciog xwpLleTot LETALY TWV TAPOXWY EVOC TIOPOU 1) ULag Untnpeaiag,
SnAadn Twv eEUMNPETNTWY, KOL TWV ALTOUVIWY TNG UTNpeciag autng, SnAadn Twv nehatwv. M
HNnxavr eEunnPEeTNTA £lval £€vag MAPoxoc OTOV Omolo eKTEAOUVTAL Uia 1) IEPLOCOTEPEG EDAPHUOYEG OL
omnoieg dlapolpalouv KATOLOUG OPOUG HE Toug TteAATe. O meAdtng Sev LolpaleL KATIOLOV TTOPO TOoU,
OAAQ {NTA TO TIEPLEXOUEVO 1) TNV UTINPECLA TTOU TTPpoodEPEL Evag eEUTNPETNTNC. OL TEAATEG EMOUEVWC,
gekvave tnv dltadlkacio TNG EMKOWVWVIAC E TOV EEUTINPETNTH O OMOLOG OVAUEVEL YL TETOLEG QLT OELG.
AvtiBeta O0TnV QpXLTEKTOVLKN peer-to-peer, KABE OTLYULOTUTIO EVOG TIPOYPAUHATOC AELTOUPYEL KaL WG
€EUTNPETNTAG KOl WCE TTIEAGTNG TAUTOXPOVA, KL KAOE TEPUATLKO EXEL LOOTIUEG VOB UVEC. Ta
TIAEOVEKTAATA TNG OPXLTEKTOVIKAG EEUTINPETNTA — MEAATN pmopouv va BewpnBouv ta €N¢:

® & TIOAAEG TIEPUTTWOELS, LA APXLTEKTOVLKI EEUTNPETNTI) — EAATN EMLTPETEL OTLG EUOUVEG KOl OTOUG
POAOUG EVOC CUOTHUOTOG Vo KatavepnBouv og Sladopoug ave{apTNTOUC UTTOAOYLOTEG, OL OmoloL
BAEMOULV 0 €vag Tov AAAOV LOVO HETAEY €VOG SLKTUOU. AUTO TTPOChEPEL TO EMUTAEOV TTAEOVEKTN LA OE
QUTAV TNV APXLTEKTOVIKN: HEYaAUTEPN eUKOALa otnv cuvtipnon. MNa napadslypa eivat mBavov évag
e€uTNPETNTAC va aviikataotabel, va dlopBwbel A va avaBabuiotel evw mapdAAnAa oL teAdteg dev
ennpeadovtal kat dev xpeldletal va yvwpilouv autiyv tnv aAdayn.

* OAa ta debopéva amobBnkevovtal 0Tov EEUMNPETNTH, 0 OToL0¢g KaTd YeViKn tapadoxn mpoodEpeL
KOAUTEPO EAEYXO A0PAAELAG ATIO TOUG TIEPLOCOTEPOUC TTEAATEG. OL EEUTINPETNTEC UImOpoUV va EAEYEOUV
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NV MpocBacn Kot ToUug TOPOUE, yla va eyyunBouv mw¢ HOVo auTol ol TTEAATEG e Ta KATAAANAQ
Sikawpata Ba €xouv MpocBacn oToug MOPOUG Kat oTLG TANpodopieg Tou eEUMNPETNTA.

* Ed’ 600V n amoBrikeuon Sedopuévwy ival kevtpomolnuévn, avapaduioslc oe avtd ta dedopéva
yilvovtal moAU 1o eUkoAa o ocUYKPLON HE TNV OPXLTEKTOVLKH peer-to-peer. TNV apXLTEKTOVLKH p2p
TuXOV avaBabuioslg Oa mpémel va SLapolpaoctolV Kal va pappooToUV 0 KABE TEPUATIKO TOU
OUOTNHATOC, TO OMOLO UITOPEL VO AT GEL TTIOAU XPOVO OTAV TO MARO0C TwV TEPUATIKWY ELval TTOAU
HEYAAo.

® MMOANEG WPLUAOUEVEC TEXVOAOYLEC e€uTNpeTNTA-TtEAATN £lval 6N StabEatpeg kat £xouv oxedlaoTtel
va tpoodEpouv acdAAela, PAKOTNTA 0TNV SLATIPOCWTIIEL [IE TOV XPNOTN KAl EUKOALQ oTNnV Xpron.

* \ettoupyel pe meAATeG SLaPOPETIKWY SUVATOTATWV KOl TEXVOAOYLWV.
MELOVEKTHATA TNEG APXLTEKTOVIKN G EEUTNPETNTA-TIEAATN £lval Ta €€NG:

* 000 0 APLOUOG TWV TOUTOXPOVWV OLTAOEWV aTto TEAATEG auEAveTal, o eEUTNPETNTIC UMopEl va
unepdpoptwOel. AvtiBeTa, og Lo p2p OPXLTEKTOVLKH, TO GUVOALKO £UpOG {wvnc auvéavetal, 000
auéavovtal Kot oL KOpBol Tou cuoTtipatog, e’ 6oov To eVpog {wvnG TOU CUCTHUOTOC LOOUTAL UE TO
aBpolopa Twv eVpwVv LwvNG OAWV TWV ETMLUEPWVY KOUBWV.

® H apXLTEKTOVLKI) €EUTNPETNTA-TIEAATN OTEPELTAL TNG OVOEKTIKOTNTAG TTIOU TIPOOHEPEL VOl KAAO
cuotnua p2p. Av oupBet kamowo AaBog og Evav KploLpo EUTINPETNTH A yLa KATTOLo AGY0 0
€EUTINPETNTAG ‘TtEoEL’, OL ALTAOELG OAWV TwV NeEAatwy Ba amoppldptouv Kat 6Ao To cuoTtnua Ba
QTOTUXEL. 2€ P2p CUCTAHATA OLTIOPOL ELvVaL KOTAVEUNUEVOL OE OAOUG TOU KOUBOUG TOU CUCTNUATOC, UE
QTOTEAECHA AV KATIOLOG KOUBOG QUTOXWPNOEL Ao To cUOTNUa, N unltnpecia v Ba oTapATOEL vl
npoodEpPeTal Kat oL TEAATEG Ba UmopoUV va EKITANPWOOUV TNV epyacia mou Eekivnoav.

3.8.3. YnodoyxEg (Sockets)

Ztnv Siktuwaon umoAoyloTwy pia utodoxn Stadiktuou (Internet socket) i umtodoxn diktuou (network
socket) elvatl Eéva TeAko onpeio og pia apdidpopn evdo-Slepyaciakn pon EMKOVWVLOG N onoia
oupBaivel og éva Siktuo uTTOAOYLOTWV TO Omoio Baociletal o SLadIKTUAKA TPWTOKOAAQ, OTWG TO
Awadiktuo. O 6pog umodoxn (socket) xpnotpomoleital kat cav ovopa oto API (application programming
interface) Tou cwpou Tou MpwtokOAAou TCP/IP kot apéxetal amod To AettoupyLlkd cvotnua. Ot
UTtOS0XEG amoTEAOUV Eva NXAVLOUO yLa va arooTtéAAovTal takeTa Sedopévwy oTnV KATAAANAN
Slepyaoia plag ebapuoyng r os éva viua, Le Baon évav cuvduaoud IP SteuBuvoswyv kat aplBuwv
Bupwv.

Mta dtevBuvon untodoxng (socket address) eival o cuvbuaoudg plag dStevBuvong IP (n TonoBeoia
TOU UTtOAOYLOTH) KaL pLaG Bupag (n omola avtiotolxel o€ pla Stepyaocia pog edapuoyng) os pia
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pHovadIkn oviotnTa. JUYKEKPLUEVA pia urtodoxn xapaktnpiletal anod évav povadikd cuvouaouo Twv
TIAPAKATW:

e Torukn 8tevBuvon unodoxng: Tomikr StevBuvon IP kot aplBuog Bupac.

e Artopokpuopévn dtevBuvon urtodoxng: Movo yla eykateotnuéveg TCP urtodoxég. AuTo xpelaletal o€
HLOL OLPXLTEKTOVLKE €€UTNPETNTA-TIEAATN KaBwG Evag TCP eEumnpetnTAG MPEMEL var eEUTINPETEL TTOAAOUG
SlapopeTikoug mehateg tavtoxpova. O e€umnpetnTig dSnULloupyel pta utodoxr yia Kabe eAdtn, ot
ormnole¢ potpalovtal tnv dla Tormikn StevBuvon utodoxNG.

¢ MpwtokoAAo: Eva mpwTtokoA o petadoonc (m.x. TCP, UDP), raw IP rj aAAo.

210 AELTOUPYLKO cUCTNHA KOl 0TNV edapuoyn n omoia dnuiovpynoe TV umodoyn, n umodoxn
oavadEpPeTal e Evav Hovadiko akEpalo aplBpo mou ovopaleTal avayvwpLloTiko urtodoxng (socket
identifier). Yrapyxouv dtadopot tumot urtodoxwv Onwc:

* Yiodoxeg Sedopevoypadnuatwy (datagram sockets), emiong yvwoTEC KAl WG ACUVOECULKEG
umoSox£c (connectionless sockets) oL omoieg k@vouv xprion Tou MpwTtokoAAou UDP.

* Ytodox£Eg por¢ (stream sockets), emiong yVwoTEC Kot wW¢ cUVOECULKEG UTIOSOXEG (connection-oriented
sockets) oL omoieg kAvouv xprion Tou ipwTtokoAAou TCP 1 SCTP.

* Quég utodoxEG (raw sockets), Tou xpnoLUoToLoUVTAL Ao §POOAOYNTEG I YEVIKOTEPA OO SLKTUAKO
e€omAlopo. ESw to otpwpa petadoong ayvosital kot Sev Staxwpilovral ol eMIKEPAASEC TWV TTOKETWY,
nap’ 6N’ autad sival dtabéoueg otnv epapuoyn. MNapadeiypata edpappoywv givat to ICMP (Internet

Control Message Protocol, to IGMP (Internet Group Management Protocol) kat to OSPF (Open Shortest
Path First).

Ot umnodoxég ouvnBwg vAomolouvtal amo pa BLALodrnkn APl 6nwg ol urtoSoxég Berkeley, mou
MpwTtonapouctaotnkav to 1983. H avantuén epapoywyv mou XpnoLponolouv autd to APl Aéyetal
T(POYPOUHATIONOG UTIoS oYWV (socket programming). Noapakdtw BAEmoupe mapadeiypata peBodwv ot
ormoleg xpnotpomnotovvtat aro tv BLBALoBnkn API:

e socket(): Anpoupyel pia véa umtodoxr KAmoLou TUTOU, TTOU avayvwpilletal ano éva povadikd apltBuod
KOl KATOLVE LOVTOLL KATTOLOL TTOPOL TOU GUOTALLOTOG OE QUTAV.

* bind(): Xpnolpomnoleitat and tnv mMAeupd Tou server Kal avtloTolXel pia urtodoxn He pia Soun
SlevBuvong urtodoxng SnAadn Lo CUYKEKPLUEVN TOTTLKN) BUpa Kat pa Torik dteuBuvon.

e listen(): Xpnowuomoleitat amnod tnv mAeupd tou server kKot aAAalel Tnv kataotaon pog TCP untodoxng
O€ KATAOTAOoN aKpoaon .
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e connect(): Xpnolpomnoleital amnod tnv mAsupad tou client kat avtiotolxel pia eAeBepn Tomikn BUpa oe
pio urtodoxn. Ze mepintwon mou €xoupe TCP umodoxn yivetal mpoomnadbela va eykataotadet po TCP
ouvbeon.

e accept(): Xpnopomnoleital and tnv MAeUPA Tou server. AEXeTal YLa ELOEPXOUEVN aitnon
gykataotaong pta ouvdéeong TCP kat Snuoupyel pia véa umtodoyxn e to {evyoc SteuBuvoewy
umoS0oxN¢ Tou server Kat Tou client.

e send() kat recv(): Xpnowpomotouvtat yla tnv amootoAn kot Afgn deSopévwy ano o
QIMOUOKPUOHEVN uTtodoXN.

e close(): Xpnotpomnoleital yia va aneleuBepwBoUlv oL TOpOoL Tou £XouV KatavepunOel og kamoLa
umodoxn.

¢ gethostbyname() kat gethostbyaddr(): Xpnowuomnotouvral yia va ermtAloouv pa StevBuvaon pe ovopa
i tevBuvon IP avtiotolya.

e select(): Xpnowuomoteitat yia va dnuioupynBet pio Aloto pe TG UTToS0XEC TTOU Elval ETOLUEC YL
gyypadn 6eSouévwy, UE QUTEC TTOU £ival ETOLUEG YLOL AVAYVWOH KOl LE OLUTEG TIOU €XOUV KATIOLO
odpaipua.

e poll(): Xpnowpomoteitat yla va eAeyxBel n kataotaon pLag umtodoxnge.

TNV elkova 3.22 BAEMOU e TO dlaypoppa pong piag urtodoxrg TCP. BAémou e moleg pEBodot
XPNoLUomolouvTal and Tov EUTMNPETNTH KAL TTOLEG Ao ToV eAATn. OL eEunnpetnTeg, SnAASK KATOLES
UTTOAOYLOTIKEG SlepYaOie TOU TTPOOHEPOUV KATIOLA UTINPEGLA SNULOUPYOUV KOTA TNV EKKIVNON TOUG
UTIOS0XEG OL OTtoleG BploKovTal 0 KATAOTAON AKONG I} OAALWG KATAOTAGCH AVAROVNG. AUTEG OL
UTTOS0XEG AVAUEVOUV YLOL TIPWTOROUALEG QIO TPOYPAMMATA EKTEAOUEVA QIO TNV TAEUPA TOU TIEAATN.
‘Evag TCP e€unnpetntng unopei va eEumnpetriostl mToAAoUG eEAATEG MAPAAANAQ, SNULOUPYWVTOC LA
Buyatpikn Slepyaoia yta KaBe teAATn Kat Snpou pywvtag pLo urtodoxn Hetafl Kabe Tétolog
Slepyaoiag Kot Tou eAATn TNG.
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Ewkova 3.22: AMicypauuo pong ptog urtodoxrc TCP

3.8.4. AvtaAAayn nAnpodopLwv oTo Tayvidt

To ouyKeKpLUEVO TLaLXViSL akoAOUBEL TNV AOYLKN TNG OPXLTEKTOVLKAG EEUTTNPETNTA -TIEAATN, XWPLG
OMWG TO TEPUATLKO TIOU AELTOUPYEL WG EEUTINPETNTAC va TipoodEPeL KAToLa untnpeoia. Kat o
€€UMNPETNTAG KOl 0 TEAATNG AVTOAAACOUV HETAEL TouG TLG (Sleg MAnpodopleg oL omoieg eival n B€on,
nieplotpodn, n evépyeta ({wn) Kal TO OTLYLOTUTIO (LOVTEAD) TOU animation Tou To€6tn Kabwg n B€an
Kal mepLotpodn Twv BeAwv mou €xouv ektoeuBel. Xpnolpomnoleitat umtodoxn pong (stream socket) pe
XPron tou mpwTokOAAou TCP yia kaAUTepN aglomiotia tng ouvEeong LETALY TwV SU0 TEPUATIKWV
kKaBw¢ to TCP elvat éva ouvdeouLkod mpwtokoAo. AnAadn eykabiotatal pia otabepr) cUVOeon PETALY
Twv 6V 0 TEPUATIKWY PECW TNG omolag avtaAAdooovtal oL TAnpodopleg pe xprion pong byte.

Map’ OAa AUTA N OPXLTEKTOVLKN 0KOAOUBEL TO HOVTEAO £EUTINPETNTH-TIEAATN KAl TO €va amd Ta SUo
TEPUATLKA TIOU eKLva TNV SLadikacia Ba pemeL va AELTOUPYNOEL WG EEUTINPETNTAG KAl ETIELTA TO AAAO
TEPUATLKO Va ouvOeBel oe auTtov AeLltoupywvTtag we eAATnG. EmutAéov to mavidt elval oxedlaouévo
yla tv aAAnAemnidpaocn SV 0 MAKTWY HOVO Kol SV UImOpOUV TAPATTAVW Ao €VaG TEAATNG VA
ouvBebouv otov e€untnpetnt. Me pLa avaBaduLon Tou CUYKEKPLUEVOU Tipoypapatog Ba uropoloav
va ouvBedouv mapamdvw Tou EVOC MAIKTES Kal va Ttailouv oAol pali, aAAd yla KAtL Tétolo Ba Atav
KaAUTepo va xpnotpomnolnBel Eexwplotn Slepyacia n omola Ba Asttoupyel wg e€unnpetntig KoL Ba
elvat aveéaptntn amnd tig untdAouneg Stadikaoieg (m.x. rendering) kai n omolia Oa Bpioketal o€
unxavnuoa e vpnAn anodoon adblepwpévo otnv dLAofevia TG CUYKEKPLUEVNG Slepyaoiag.
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OAec oL MAnpodopieg oL omoieg avtalldooovtal PeTAlU TwV SU0 TEPUATIKWY ArtoTEAOUV Eva
avtikeipevo TnG kKAdong GameUpdate. Zuvexwg petadidovral aviikeipeva t€Tolou TUTOU HECW TOU
SktUoU KaL evnuepwvovtal ol KATAAANAEG HeTaBANTEC. 2TV lkova 3.23 BAEmoupe ta media Tng
KAQONC QUTAG.

£ Imports
=43 GameUpdate
#-Hrd ObjectType

» health
# objectType
# name
# position
» rotation
# angle
# boundingBox
» vectorMum
# indexOfVector
# x5t
# 5t

Eikova 3.23: MetaBAntéc tne kAdong GameUpdate

H petaBAnt health avtiotolyel otnv evépyela tou to€0tNn. To objectType XpnOLLOTOLELTAL IO VO
E€poupe av To avtlkelpevo avadEpeTal otov ToE0TN f o€ €va BENoG. Maitpvel TIHEG TG Arrow Kal Player
KOl LE Evav EAEyX0 AUTHG TNG LETAPANTNG EEPOUE OTL OL EVNUEPWOELG TIPETIEL VA YiVOUV OTOV TOEOTN N
oto B€Nog. To name glval To GVOUA TOU TTAXTN TO OMOL0 ELCAYEL OTO OPXLKO TaPABUPO Tou TtaLXvLdLoU.
To position gival n 8€on tou 10£6TN (1) Tou BEAouC), To rotation n mepLotpodn Tou, To angle n ywvia
TepLoTPodn ¢ Kal to boundingBox To KouTi Tou EPLBAAAEL TO GUYKEKPLUEVO 3d avTiKeipevo. Ta
vectorNum kat indexOfVector ival yLa va §€pou e 0€ TTOLO OTLYLOTUTIO TOU animation Bploketal o
T0£0TNC. Kat ota §U0 TEpUATIKA UTIAPXOULV oL iSloL vectors oL omoiol epLléxouv OAa Ta Sltadoxka
HOVTEAQ Ta omoia Snuloupyouv Ta animation tng kivnong Kat tng enibeong. MNa va unv oTéAVeETaAL ECW
SIKTUOU £va avTIKELEVO TOU TuTtou OBJModel, To omolo eival peydho os péyebog, otéAvovtal Hovo o
apLOUOC Tou vector Tou TTEPLEXEL TO HOVTEAD TTou BENoUUE Kal n B€an otnv omola BplokeTal To HoviEAD
aUTO. TEAOG Ta XSt kat zSt elval ta xStep Kat zStep Ta onoia oTEAVOVTOL O TIEPLTTTWON TIOU EXEL
ekTo€eUTEL €va BENOG kat BENoupe va EEpoupe TV SlevBuvon otnv omnola Ba katevuBuvOel. Na
ONUELWOOUNE OTL N KAdon GameUpdate uAomolel urtoxpewtika tnv Stemadn Serializable kabwg Ta
OVTLKELUEVA TNG TIPETIEL VOL CTEAVOVTOL OELPLOKOTIOLNEVA LECW TOU SLKTUOU.

lNa tig Asttou pyieg Ang Kal armooTtoAng avTlKELUEVWY TUTTou GameUpdate €xel uhomolnBei n kAdon
CommunicationManager (ewkéva 3.24).
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+- (0 Imports
=4 CommunicationManager
o serverSocket
o socket
& serverHost
o serverPort
g doRead
g objectOutputStream
g inputThread
g callBack
% CommunicationManager (GameRenderer callBack)
% initClient (String host, int port)
% initServer (int port)

G orun
% sendUpdate (GameUpdate gamelpdate)

Ewkova 3.24: MetaBAntec kat uedodot tn¢ kAconc CommunicationManager

H kAaon autn repléxel Suo pebodouc yla Tnv apxlkomolinon tou server kot Tou client (initServer kat
initClient avtiotowa). Mia péBodo ekkivnong evog viHATog To oroio AapBAveL avTKeipeva TUTTOU
GameUpdate tnv onolo BAEMOULE MAPAKATW:

public void run()

{
ObjectInputStream inputStream;

try
{

if (serverSocket != null)

{

socket = serverSocket.accept():
System.out.println ("Client connected from " +
socket.getRemoteSocketAddress ()) ;
objectOutputStream = new

ObjectOutputStream (socket.getOutputStream()) ;

else

socket = new Socket (serverHost, serverPort);
System.out.println ("Connected to " +
socket.getRemoteSocketAddress () ) ;

objectOutputStream = new
ObjectOutputStream (socket.getOutputStream()) ;

inputStream = new ObjectInputStream(socket.getInputStream());
while (doRead)



Avamntuén mayvidlov — Alktuwon 87

try

GameUpdate gameUpdate = (GameUpdate)
inputStream.readObject () ;

callBack.gameUpdated (gameUpdate) ;

}
catch (IOException e)

{

try

{
doRead = false;
objectOutputStream.close () ;
inputStream.close();
socket.close () ;
i1f (serverSocket != null)

serverSocket.close () ;

}
catch (IOException el)

{
el .printsfackTrace ()-;

}

catch (ClassNotFoundException e)

{

e.printStackTrace() ;

}
catch (IOException e)

{

e.printStackTrace () ;

ApxLKA yiveTal £vag EAEYXOC AV TO CUYKEKPLUEVO TIPOYPOUHA EXEL EKTEAEOTEL WG server 1 wg client. Av
oupBalvel To PpWTo eKkTeAeiTOL N eVTOAN accept(), Tou onuaivel OTL n eKTEAeon TNG LeBodou
UITAOKApPEL HEXPL VO oUVOESEL kamoLog client. AvtiBeta av mpokettal yia client, cuvdeopaote otov

server pe TNV EVIOAR:

socket = new Socket (serverHost, serverPort);
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Omnou serverHost gival n dtebBuvon tou server kal serverPort n BUpa otnv onoia cuvdéetal o client.
‘Emetta Snuouvpyouvtat Suo avtikeipeva tumou ObjectOutputStream kat ObjectinputStream kat
ouvdéovtal pe to socket. Auta ta avtikeipeva Ba xpnotuomnonBouyv yia va dtafaloupe avtikeipeva
amno v pon (ObjectinputStream) kat va ypadoupe avtikeipeva otnv pon (ObjectOutputStream). Itn
OUVEXELX eKTEAE(TAL EVag BpOXOC oUVEXWC MEXPL VO SnuoupynBel kamolo opdaApa tumou IOExcpetion.
Ytov Bpoxo autod Stafalovtal cuveXxwe avikeipeva tumou GameUpdate pe Tnv evtoAn

GameUpdate gameUpdate = (GameUpdate) inputStream.readObject ();

H ektéAeon TG HeBOSoU UMAOKAPEL O AUTO TO oNnUelo pHEXPL va StaBaoTel Eva avTiikeipevo. MOALG
Slafoaotel petatpémnetal o avilkeipevo tumouv GameUpdate kat ekteleital n péBodo¢ gameUpdated n
orola Bpioketal otnv kKAacn GameRenderer pe OpLOO TO OVTLIKELHEVO TTOU SLOBACTNKE KAl TIEPLEXEL TLC
EVNUEPWOELG TIOU TIPETEL vVa Yivouv oto mawxvidt. TEAog n pEBodog sendUpdate xpnolpomnoleital yia
TNV QTOOTOAN €VOG AVTIKELEVOU TUTIOU GameUpdate to omnoio mpémnel va 600l cav 6pLopa otnv
puéBodo autn.

public void sendUpdate (GameUpdate gameUpdate)

{
if (objectOutputStream != null && socket.isConnected())

{
try

{
objectOutputStream.writeObject (gameUpdate) ;

}
catch (IOException e)

{

// Do nothing for now

H néBodog gameUpdated eivat umevBuvn yla va ebapUOoEL TIG EVNUEPWOELG OL oTtoleg AapBdavovtal
aro to Siktuo. KaAeital kabe popd mou AapBavetal €va avilkeipevo tunou GameUpdate. Tnv
BAETIOUUE TTAPAKATW:

public void gameUpdated (GameUpdate gameUpdate)
{
synchronized (this)
{
if (gameUpdate.objectType == GameUpdate.ObjectType.Player)
{
if (scene.player2!=null)
{
scene.player?2.updateTranslation (gameUpdate.position);
scene.player?2.updateRotation (gameUpdate.rotation,
gameUpdate.angle) ;
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scene.player?2.updateBoundingBox
(gameUpdate.boundingBox) ;

scene.player?2.updateAnimationVector
(gameUpdate.vectorNum) ;

scene.player?2.updatelIndex (gameUpdate.indexOfVector) ;
scene.player?2.updateHealth (gameUpdate.health) ;

if (scene.player2.health==80)

{
life20ffset = (screenSize.width/5)/5;
life2.setBounds (2*screenSize.width/4,
screenSize.height-25, screenSize.width/5-
life20ffset, 20);

lifed.setBounds (2*screenSize.width/4+ (screenSize.
width/5-1ife20ffset), screenSize.height-25,
life20ffset, 20);

}

else if (scene.player2.health==60)

{
life20ffset = 2* (screenSize.width/5)/5;
life2.setBounds (2*screenSize.width/4,
screenSize.height-25, screenSize.width/5-
life20ffset, 20);

lifed.setBounds (2*screenSize.width/4+ (screenSize.
width/5-1ife20ffset), screenSize.height-25,
life20ffset, 20);

}

else if (scene.player2.health==40)

{
life?20ffset = 3* (screenSize.width/5)/5;
life2.setBounds (2*screenSize.width/4,
screenSize.height-25, screenSize.width/5-
1life20ffset, 20);

lifed.setBounds (2*screenSize.width/4+ (screenSize.
width/5-1ife20ffset), screenSize.height-25,
life20ffset, 20);

else if (scene.player2.health==20)

life20ffset = 4* (screenSize.width/5)/5;
life2.setBounds (2*screenSize.width/4,
screenSize.height-25, screenSize.width/5-
life20ffset, 20);
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else

lifed.setBounds (2*screenSize.width/4+ (screenSize.
width/5-1ife20ffset), screenSize.height-25,
life20ffset, 20);

}
else if (scene.player2.health==0)

life20ffset = 5* (screenSize.width/5)/5;
life2.setBounds (2*screenSize.width/4,
screenSize.height-25, screenSize.width/5-
life20ffset, 20);

lifed.setBounds (2*screenSize.width/4+ (screenSize.
width/5-1ife20ffset), screenSize.height-25,
life20ffset, 20);

}

name?2.setText (gameUpdate.name) ;

if (gameUpdate.objectType == GameUpdate.ObjectType.Arrow)

scene.arrow?2 = new Object3D(scene.arrowModel,
gameUpdate.position, gameUpdate.rotation, gameUpdate.angle,
0.3f, gameUpdate.xSt, gameUpdate.zSt);
if (scene.arrowsPlayer2.size ()<10)

scene.arrowsPlayer2.add (scene.arrow?) ;
else if (scene.arrowsPlayer2.size ()==10)

{

scene.arrowsPlayer?2.set (index2, scene.arrowl);

index2++;
if (dndex2==10)
index2 = 0;

lvetal évag EAeyX0G AV TO QVTLKELLEVO TTOU OTAADNKE TIEPLEXEL TG EVNEPWOELG TIOU TIPETIEL VA YiVOUV

o€ Kamolo BEAog  otov avtimaio tofotn, SnAadn av to avtikeipevo €xeL tiui Arrow i Player otnv
petaBAntn ObjectType. Av €xeL Tun Player, evnuepwvetal n 6€on tou avtinaAou to€otn
(player2.updateTranslation), n ywvia riepltotpodrn¢ tou (player2.updateRotation), n 6€on Tou KouTLOU TTOU

TePLBAAANEL TO HOVTEAO yLa TOV EAEYXO CUYKPOUOEWV (player2.updateBoundingBox), TO OTLYLOTUTIO TOU
animation, SnAadn To HOVTEAO TTOU TPETEL VAL OXESLAOTEL TNV CUYKEKPLUEVN OTLYUNA YL VAL EXOULE [LaL
pon kivnong (player2.updateAnimationVector, player2.updatelndex) koL TEAOG n EVEPYELA TOU avTimalou

T0¢0TN (player2.updateHealth). Onwg mpoavédpepa to animation metuxaivetal pe Tnv dtadoxikn
oxedlaon KAmolwv HOVTEAWV Ta omoia AmoTEAOUV Ta OTLYULOTUTIA TNE Kivong. OAa autad ta
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HOVTEAQ elval amoBnkeupéva og €va vector pe TNV oelpd. O évag naiktng Oa mpémnel va BAEneL TV
Kivnon tou aAAou maiktn, aAAG to va oteiloupe oAOKANpPO To avtikeipevo Tumou OBJModel yia va to
AdBeL Kal va To oXeSLAOEL yLa TO HOVTEAO TOU avtimaAou tofotn Ba tav TouAdxiotov aculudopo.
Enopévwg, adol 6Aa ta poviéAa Tou animation Bpiokovral o éva vector KoL 6Tov Server Kol oTov
client apkel va E€poupe Tolo vector mepléxel Ta povréda ou BéAoupe (animationVector), ed’ 6oov yla
kKaBe animation €xoupe kal Eexwploto vector kal o mola B€on Bploketal To povtélo mou BEAou e va
oxedlaocoupe (index). Autécg oL U0 petaBAntég otéAvovtal pall pe Tig aAAeC mAnpodopieg o Eva
avtikeipevo tumou GameUpdate, Aappavovtoat and ta SUo MPoyPAUOTO KAl EVNLEPWVETOL BAon
OUTWV TO LOVTEAO TOU TOEOTN TTOU XPNOLLOTIOLELTAL EKELVN TNV OTLYUN.

if (player2.animationVector==1)
player?2.updateOBJModel (standModels.elementAt (player2.index)) ;

else if (player2.animationVector==2)

player?2.updateOBJModel (attackModels.elementAt (player2.index)) ;
else if (player2.animationVector==3)

player2.updateOBJModel (walkModels.elementAt (player2.index)) ;

H avamapdotacn tng evépyelog KABe Tofotn yivetal amo pia pnapa otnv faon tng 08d6vng, n omola
TiePLEXEL SUO XpwpaTa. MPACLVO yLO TNV UTIOAEUTOUEVN EVEPYELO KOL KOKKLVO YLOL TNV XOUEVN EVEPYELQA.
H evnuépwaon TNg UmaApag yiveTal pe Tov €€ng tpomo: H unapa amnoteAeital ano duo Jlabel ota onoia
£XEL TTPOOTEDEL IO ELKOVOL LE TIPACLVO XPWLOL OTO £VA KOL LA ELKOVA LE KOKKLVO XpWHa 0To &AMo. Etol
auéopelwvovtag ta opla tou KaBe Jlabel metuxaivoupe TNV avaloyia mMPpACLVOU Kot KOKKLVOU TIOU
B€Aou e va paivetal otnv papa. Etot, Aownodv, otnv péEBodo gameUpdated petd TV evnpuépwan tTng
EVEPYELOG TOU AVTIMOAOU TIOUKTN KAVOUE EVOV EAEYXO YLOL TNV TLU TNC EVEPYELOC TOU KoL
avopelwvou pe Kat@AAnAa ta duo Jlabel mou anoteAolv tnv pnapa {wng tou. H evépyela evog To€otn
HELWVETAL Katd 20 povadeg onote oL mBavég TLEG tng lval 100, 80, 60, 40, 30 kat O.

AV TO QVTIKELLEVO €lval TUTIOU Arrow, oL EVNIEPWOELS TTOU TIEPLEXOVTAL adopolV Eéva BEAOG Tou
QVTUTAAOU OTIOTE MPATTOU LE avaAoya. Anpuloupyoupe éva BENog SivovTag Tou oav TLUEG OTLG
HETOPBANTEG TOU, TLG TLHEC TTOU AdPBape oo To SIKTUO Kal KAVOUUE Evav €AeyXo yla va oxedlalovratl
HEXPL O€ka avtimaAa BEAN oTOV XWPEO. ATO TNV OTLYUI TTou SnpLoupyrnoape To BEAOC KAl TO
anoBnkevoape otov KatdAAnAo vector, to BéNog Ba oxedlaotel kat Ba KvnBel e GUYKEKPLUEVN
TaxUTNTA KOL TIPOG CUYKEKPLUEVN KateVBuvaon (autrv ou AdBape amo ta xStep kat zStep).

To onuelo oto omoio oTEAVETAL €va avTlKeipevo TUTOU GameUpdate pe OAeg Tig mAnpodopieg yla
ToVv T0€0TN elval oTo vipa eAéyxou. Kabe dpopad mou eAéyxovtal Ta MANKTPA KOL TO TTOVTIKL YLa TUXOV
oupPavta Emelta oTEAVETAL KOL €Va AVTLIKELPEVO TUTIOU GameUpdate.

GameUpdate gameUpdate new GameUpdate();

gameUpdate.objectType GameUpdate.ObjectType.Player;

if (scene.player!=null)

{
gameUpdate.position = scene.player.getTranslation();
gameUpdate.rotation = scene.player.getRotation();

gameUpdate.angle = scene.player.getAngle();
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gameUpdate.boundingBox = scene.player.getBoundingBox () ;
gameUpdate.vectorNum = scene.player.getAnimationVector () ;

gameUpdate.indexOfVector = scene.player.getIndex();
gameUpdate.health = scene.player.getHealth();
}

gameUpdate.name = namel.getText (),

communicationManager.sendUpdate (gameUpdate) ;

Atvovtal ot KOTAAANAEC TLUEG OTLG METABANTEC TOU OVTLKELUEVOU AUTOU KOl ETTELTA OTEAVETOL LECW TOU
socket oto @ANo TepUaTIKO. Etiong kABe hpopd TOU MATLETOL TO APLOTEPO KOUUTTL TOU TTOVTLKLOU,
oTéAveTal €va avTtikeipevo GameUpdate pe tiun Arrow otnv petapAnti ObjectType.

GameUpdate gameUpdate new GameUpdate();

gameUpdate.objectType GameUpdate.ObjectType.Arrow;

gameUpdate.position

scene.arrow.getTranslation() ;

gameUpdate.rotation scene.arrow.getRotation () ;

gameUpdate.angle = scene.arrow.getAngle () ;
gameUpdate.boundingBox = scene.arrow.getBoundingBox() ;
gameUpdate.xSt = scene.arrow.getXStep();
gameUpdate.zSt = scene.arrow.getZStep()

communicationManager.sendUpdate (gameUpdate) ;

‘Etol o BEA0OG Ba oxedlaoTel Kal 0to AAAO TEpUATLKO, adol oTEAvovTal OAEG oL TAnpodopleg Tou
xpeLalovral yla tnVv oxediaon tou kat mapaAAnAa oxedialetal kat oto (5lo Tepuatiko. H Stadopd amnd
TO QVTLKELEVO TUTIOU Player €ilval 6TL oTtéAvovtal Kal oL TIUEG XStep Kal zStep, oL OTOLEG Ao TNV OTLYUN
Tou epdavioTtel o BEAOG MOPAPEVOUV OTABEPEC Kal UMOPOUHE va yvwpiloupe mpog ta mou Ba kvnBeL.
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4. Enéktoon - BeAtiwon rmayvidlov

Yndpyouv apketd meplBwpla BEATIWONC TOU CUYKEKPLUEVOU TTALXVLOLOU. AvadEPpw UEPLKEC TIPOTATELS
yla LEAAOVTLKI) EMEKTACTN TOU TtaLyvidLou:

e Eloaywyn TALKTWV EAEYXOUEVWY OTTO TEXVNTA VONUoouvn. Me autov Tov TpOTo o0 Xprotng Ba pmopet
va Ttailel LOvog Tou avtimaAog e Tov utoAoyLoth, oAAd Ba mpémel va dnuioupynBet évag alyoplOpog
TEXVNTHC VONUOOUVNG 0 omoiog Ba eAEYXEL TLG KLV OELG KAl TLC EMLOE0ELC TOU avTimalou tofotn. Evag
TETOLOG AMAGC aAyopLOpog Ba nTav o To€0TNG va KLVELTOL TTPOG TUXALeG KATEUOUVOELG PHEXPL VO
KOTAAQBEL Kivnon EVTOG KATIOLWY OplwV UITPOOTA TOU, OMOTE VA MEPLOTPEPETAL TIPOC TO LOVIEAO TTOU
KLveltal kat va emtibetad.

e Mpoxwpnuéva ontika eE 1.X. oklaon, EAeyxog PwTLoHOU. To mapwVv oTtadlo Tou malxvidlou dev
vAorolel okiaon Twv povtéAwv. H eloaywyn okiaong kot GAAwWY omTikwyv epé Ba avEave Tov peaAlopo
TOU TayvLSLoU.

® PeaALoTIKI) avixveuon cuykpoUoswv. H avixveuon cuykpoUoewvV TIPOKAAEL ArtAQ TNV EKTEAEDN
KQTTOLWV AELTOUPYLWVY, XWPLE VA YIVETAL PEOALOTLKH KOl OVTIANTITA HE OMTIKA £pE oTOV MalkTn. Oa
urmopouaoe eniong va Bpebel pia pEBodoC £€ToL WOTE TO KOUTL TTOU TEPLBAAAEL TO LOVTEAQ LA TOV EAEYXO
OUYKPOUOEWV Vol TALPLAEL AMOAUTO OTOL OPLOL TOU OVIEAOU KL VAL LNV TIEPLEXEL onpEla Ta omola dev
OVHKOUV OTOV XWPO Tou HovTéAou. Etol n avixveuon cuykpoloswv Ba Atav moAu 1o akplBig.

* 3D nxoc. OL AeLtoupyieg Nxou Tou matyvidlov Ba propovaoav va enektabolv, WOTE va yivel
Tplodlaotartog. M.x. 0Tav MEPMATAEL 0 TOEOTNG, 0 AXOC TWV BNUATWY va €XEL KAmola pBENeLa Kal va
OKOUYETOL 0 AXOG TWV BNUATWY 0ToV avtimalo maiktn otav Bploketal eviog tng epPENeLag auTnq.

e Eloaywyn un eninedou edagouc. H Snuioupyia dtakupdavoswv oto €dadog amattel kot Tnv
QVAVEWGT TWV AELTOUPYLWV EAEYXOU Kivnong (tofotn kal BEAouc). Oa mpémel va urtoAoyiletal kat o
afovag y otnv Kivnon Twv JOVIEAWV.
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5. Eykataotaon - xprion nawyvidiov

5.1. Eykatdotaon nawyvidiov

H eykatdotoon tou matxviSlou amattel povo tnv avilypadn Twv apxeiwv Tou matyvidlol o€ KAmoLo
¢dakeAo Tou Tomikou Siokou tou uttoAoylotr]. YAomolnOnke kat SOKLUACTNKE O€ AELTOUPYLKO cUOTN A
Windows XP (service pack 3) To omotio kal mpoTtelveTal yLa TNV opaAr eKTEAEGN TOU. ATtatteital va €xel
gykataotabel mponyoupévwe pLa Ekdoon Java. Mpoteivetal n €kdoon 6 (version 6 update23), n onola
glval KoL n VEwTepn HEXPL OTLYUNG. H eykatdotaon tng vewtepng €kdoong Java pmopel va yivel amo tv

TIOPOKATW LoTooEALSA:

http://www.java.com/en/download/index.jsp

Ao tnv oty mou Ba eykataotabel, Oa mpémnel va oploTel N Stadpopr) Tou eKTEAECLUOU ap)Eiou
java.exe oTIG LETOPANTEG TOU CUOTAOTOG VLA VOL TO EKTEAOU LE XWPLC va BPLoKOUaOTE 0TOV GAKEAD

Tou Bploketal.


http://www.java.com/en/download/index.jsp
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5.2. EktéAeon nowyvidlou

H ektéAeon Tou matyvidlol yiveTal He TNV EKTEAEON TOU apXeiou run.bat mou Bpioketal otov pakelo
ToU mayviSlou. To apxelo auTo MEPLEXEL TNV EVIOAN:

java.exe -Djava.ext.dirs=.\lib GameRenderer

EkTéNeon TOU MPOYPAUUATOG LE TNV EVTIOAN java.exe GameRenderer xwplg va oplotel n tonoBeoia Twv
BLBAL0BNKwV Tou TtaLyvidlov, Ba 08nynoeL og eopaApEvn EKTEAECH TOU TTALXVIOLOU EKTOG KAl AV EXOUV
EYKATAOTAOEL TPONYOUUEVWE Ol CUYKEKPLUEVEC BLBALOBNKEG 0TO cuoTNUA. ATtO TNV OTLYUN Ttou Ba
€KTEAEOTEL TO apyelo run.bat emtuxwe Ba epdaviotel To mapdbupo TG elkovag 5.1. O MPWTOC MAKTNG
miou Ba ouvdebel oto mawyvidL Ba mpemet va emAéEeL TnVv eTtAoyn Server. Xto nebio Player name pmopet
VO ELOAYEL TO OVOUA TIOU ETLOUUEL Kal To omoio Ba epdavileTal oto nalyvidt oTnV Unapa VEPYELOG TOU
to¢0TN. To medio Server host gival amevepyomnolnpévo KaBwE TO CUYKEKPLUEVO TEPUATLKO Ba
Aewtoupynosl wg server kat dev xpelaletal va eloayBet StevBuvon IP. Ito medio Port Oa mpémnet va
eloaxOet o aplOuog plag eAsUBepng BUpag otnv omoia Bo akoUEL 0 server yla oUVOEDeLg TeAaTwy. Me
TO TATN A ToU Koupriov Play Ba ekteAeotel o matyvidt (€lkova 5.3) evw e TO TTATN O TOU KOU UITLOU
Exit To mapaBbupo Ba e€adaviotel kat n ektéAean Tou atxvidiov Ba akupwBOeil. MéxpL va doptwbel To
rayvidt BAEmoupe To avtiotolo pRvupa (ekova 5.2).

® Server
) Client

Player name:
Server host:

Pgn:

5050

Ewova 5.1: MNMapadupo eloaywync mapaueTpwy tou nayvidiou (Server)
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Loading... Please wail.

Ewkéva 5.2: Mjvuuoa avapuovic yLa oopTwio Tou matyvidlou

Ewkova 5.3: EktéAeon matyvidlou Ueta to natnue tou Play (Server)

BAETOUE OTL OTNV KATW apLotepn urapa {wng (n omola eivat n evépyela Tou To€OTN TTOU EAEYXEL O
mailkTng) avaypddetal To OVopa Tou elodxdnke oto nedio Player Name tou mapabupou mapapeTpwy
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(Playerl otnv ocuykekpluévn meptmtwon). Ztnv aAAn pnapa dev avaypadetal KAmolo évopa kabwg o
AaAAo¢ taiktng dev €xel ouvdeBel akopa. O aAAog aiktng Ba MpEMEL va TPEEEL TO TTALXVIOL EKTEAWVTOG
To (610 apyxeio, SnAadn to run.bat. Oa epdavioTel To TOPABUPO ELCAYWYNG TAPAUETPWY. Oa TTPEMEL va
emu\é€el Client, va BaAeL ovopa oto medio Player Name, oto medio Server host va elodayeL tnv
StevBuvon IP tou Server kal oto medio Port va elodyel Tov aplBud tng BUpag mou akoUeL o Server
(6nAadn Tov aplBuod mou €Bale o maiktng mou Asttoupyel wg Server). BAEMOUPE TLG MAPAUETPOUC TTOU
TIPETIEL VA ELOAYEL 0 SEUTEPOG MALKTNG OTNV ELKOVA 5.4.

Settings [3

O Server
@ Client

Player name:
Player2

Server host:
127.0.0.1

Port:

5050

Ewova 5.4: MNapadupo eLoaywync napauetpwy tou tatyvidiou (Client)

Ewkdva 5.5: EktéAeon mawyvidtoU Ueta to natnua tou Play (Client)
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Itnv eikoéva 5.5 BAEmoupe tnv emtuxng cuvdeon tou client otov server. To dvopa TOu TAKTN
oavaypAadETAL OTNV MPWTN UINAPA KOL TO OVOUO TOU aVTiaAou naiktn otnv eutepn (to Lo kot ano
NV MAELPA TOU server). 2 mepimtwaon mou éva BEAOC TETUXEL TOV avtimalo Tofotn yivovrtal ot
EVNUEPWOELG OTLC Umapeg {wn¢ (elkova 5.6).

EwkOva 5.6: Evnuépwon unapoac {wnc

Y€ MePIMTWON OV €Vag TAKTNG TIETUXEL TOV AVTUTAAO TIEVTE POPEC, O AVTIMAAOG XAVEL KOL TO
avtiotolyo pAvupa epdavietal (swova 5.7).
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Ewkova 5.7: Mvuua vikng

IToV maiktn mou xavel epdaviletal pnvupa Atrag (etkova 5.8). Me to matnua tou kouprnov OK yivetatl
€€060¢ amo to mayvidL.

Ewkova 5.8: Mivuua nttac
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5.3. Aettoupyiec mawyvidov

H kivnon tou to€0Tn yivetal wg €nc:

e Kivnon eumpog: matnua kouurnol W

e Kivnon niow: matnpa Kouurmnov S

e Kivnon 6&€1a: matnua kouprmiov D

e Kivnon aplotepd: mAaTna KOupmou A

e Kivnon Staywvia epmpocg-6e€ia: matnpa kovpmiwyv W kot D

e Kivnon Slaywvia eumpoc-aplotepd: mATnuo Kouprmwv W kat A
e Kivnon Staywvia miow-6&€Ld: matnua koupmniwy S kat D

e Kivnon Slaywvia miow-opLlotepd: TATN O KOUUTTLWV S Kot A

H ekto€euon evog BEAOUG YIVETAL IE TO TTATNLO TOU APLOTEPOU KOU UTTLOU TOU TTOVTLKLOU. TO KOu Tl
UTopEL va €lval KaL TTOTNEVO CUVEXWC YLOL TNV OUVEXN EKTOEELON BEAWV.

H €€060¢ amo to mawvidt yivetal pe to matnpo tou mAnktpou ESC.
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6. A§LoAOynon nouyvidLou ano Xproteg

To mauyvidt aflodoynbnke amod xproteg ot omoiotl Sokipooav To matyvidl Kal cuUmARpwWaoav To

101

TIOPOKATW EPWTNHUATOAOYLO. Xpnotpomolnonke pia kAipaka and to 1 €wg to 5 n onola Baoiletal ota

600 BoOoLKA XOPAKTNPLOTIKA TOU TTALXVLSLOU, T YpadIKA KOL TOUG XELPLOUOUG KABWCE KaL OE Lot

OUVOALKN EKT{UNON TOU MaLxviSLlou:

U b WN B

. MoAU Alyo
. Alyo

. Apketa

. NMoAU

. Napa moAu

. Oswpelte OTL TA TPLOSLACTATA AVILKEIPEVA TOU TTALXVLIOLOU Elval PEAALOTLKA;

1 2 3 4 5

. Oewpelte OTL N Klvnon Tou To€oTN yivetal pe GpuoLko TPOmMo;

1 2 3 4 5

. 20lG APECE 0 TPOTOC eUdAVLONG TNG EVEPYELAG TOU TOEOTN;

1 2 3 4 5

. Oewpelte 0TI TO £60¢0OC KOL 0 OUPAVOC TALPLALOUV UE TO OKNVLKO;

1 2 3 4 5

. Nooo mMANpeg Bewpelite OTL elval To OKNVLKO TOU atyviSLou;

1 2 3 4 5

. BplokeTe TOUG NXOUG Tou TtaLxVLSLoU SlackeSaoTIKoUG;

1 2 3 4 5

. BpriKate Toug XELPLOMOUG BOALKOUC;

1 2 3 4 5

. MoTteveTe OTL OL TPOTOL XELPLOMOU TOU TOEOTN €lval EUKOAOL 0TN Xpron;

1 2 3 4 5

. Moo SlaokedaoTiko Pprikate To TaLyvidy;

1 2 3 4 5
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10. Oewpelite OTL TO MALXVLIOL €lXE €vtaon;

1 2 3 4 5

To mayvidt aflodoyrnbnke amo €L Xpr)OTEC KAl T AMOTEAECUOTA NTAV TaA €EAG:

Epwtnon BaBpuoloyia

O o0 NOUL S WN R
W b ou b wWwwbhpbsp

[EEN
o

Méoocg Opog BaBuoloyiag: 3.9
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