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1.Ewcaywyn
H epyaocia adopd tnv dnuloupyia evog cuotripatog Snutoupyiog kat mpoBoAng TPLOLACTATWY OKNVLKWV
ylaL KLVNTEG CUOKEUEG, Le BAon TNV Yewypadikr Tomobeoia tou xprnotn.

To ouotnuo anoteAeltal amo Tpila UTTOCUOTAKATA, TO UTtocUoTN A SnuLloupyiag oknvikwy (editor), To
UTtOCUOTN A AmoBrKeEUONG KaL avAaKTNong oknVvikwv (back-end) kat to umoclotnua MPOLBOANC OKNVIKWY
(client).

O editor eival éva web application oto onoio oxedialoupe TV KATOYNn TOU GKNVLKOU KOL TNV
OVTLOTOLYOULE OE LA YEWYPOPLKI TIEPLOXN.

To umocUoTnUa ATTOBKEUONG KL AVAKTNONG OKNVIKWV armoteAeital and tnv Bacn dedopévwy kat REST
web services yLa TNV enikowvwvia e Ta AGAAQ UTTOCU T LATA.

O client mapoucldlel os TpldLaotatn popdr) o€ TPOOMTLKH TPITOU TIPOCWTIOU TA OKNVLKA TIOU
SnuoupynBnkav otov editor. O client éxeL SU0 ekdd0oeLg, pLa yia android kot pia yia desktop. 2tnv
£€kdoon yla android o xpriotng BAEmeL HOVO TA OKNVLIKA TTOU BplokovTal KOVTA Tou Yewypadikad. Itnv
£kdoon yla desktop dev umapyet SltaBaoiun tonobeoia KoL 0 XproTng £XeL TPOaPacn o OAO TA OKNVIKA.

2.YTAPYOVTA GUGTIHATH

Ye authVv TNV evotnta Ba avaAuBoUv UTIAPXOVTO CUCTILATO OXETIKA LE TO QVTIKELUEVO TNE epyaoiag,
TILO CUYKEKPLUEVA OAOKANPWHEVO CUCTILATO KATACKEUG TTALXVIOLWY O€ KIVNTEC CUCKEUEG Kall
maLxvidla pe xprnon yewypadikng tonobeoioc.

2.1.0A0KANPWUEVA CUOTHUATA KATAGKEVTC TTALYVISLWV OE KIVIITEG CUGKEVEG
To oUOTNUO TNG EPYACLAG OVAKEL OTNV KATNYOPLO TWV OAOKANPWHIEVWY CUCTNUATWY KOTACKEUNG
TLALLXVLOLWV YLat KLVNTEG CUOKEUEC. Tol CUCTAHATA QUTA UMopEl va adopouv eite Sidldotata eite
tpLdLaotata navidia. Tuvnbwe amatteital n cuyypadn KWK TOUAAXLOTOV O€ Kamola scripting
vYAwooa, aAAd o€ KAmoLa cuothipata Sev elval anapaitnto. Emiong moAEG popEG eKTOC ATIO KLVNTEC
OUOKEUEG IPOadEPOUV TNV SUVATOTNTA EKTEAECNC TOU TtaLXVLSLoU Kal o GAAeG TAaTtdOpUEC OTWG OTOV
browser 1} o€ pc. Ztn cuvéxela eplypadovtat 500 SnUOPIAr CUCTAUATA KATACKEUNE TALXVLOLWYV YLa
KLVNTEC OUOKEUEG.

2.1.1.Construct 2
To Construct 2 amnoteAel éva cuotnua dnpLoupyilag StSLaotatwy mavidLwy ylo dtadopeg MAATPOPUES
CUMTTEPAAUBOAVOUEVWY TWV KLVNTWV CUCKEUWV Kal §gV amaltel Tnv cuyypadn KwSLKa.

Mpoodépet ypadikd editor yia tnv Snutoupyia Tou meptBAAAOVTOG KoL TNV TOTTOOETNON AVTLKELUEVWY
KaBwg Kot TNV avtotolylon £tolpwv cupnepidopwy, omwg solid object, bullet 1 platform. Entiong
npoodEPeL TNV SuvatdTNTA Vo aVTaTToKpLOeic og Stadopa events péow evog ypadikol epyaleiou
(Event System), yla mapdadelypa 0tav o maixtng épxetal o emadn PE KAMOLO OVTIKEIUEVO VO QUEATELG
TOUG TIOVTOUG 1} 0TaVv Byalvel eKTOg 086vNG va XAVEL.
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To Event System mpoodEpel TNV SuvaTOTNTA VO UAOTIOLNCELG AOYLKI VLA TO TtaLXViSL xwpig TV ouyypadn
KwdLKa o€ Kamola mapadooLakr YAwooa MPoyPaAUUATIoHoU. O XpRoTNG ETUAEYEL OE TTOLEG GUVONKEG N
Spaoelg OAeL va avtarmokplOel Kat TIG avTloToLlyilel pe VEEG SpAOELS I €ToLueg ueBodouc. MpoodEpel



EMIONG METABANTEC TOTILKEG OTO QVTIKELUEVO N YEVIKEG KABWC Kal Tn Suvatdtnta uAomoinong Bpoxwv
enavainyne. [1]

AmoteAel Aoumov pia oOAoKANPWHEVN Kal TTOAU eUKoAN AUaon yla SnuLoupyla OpwG Povo SL8LacTatwy

TavISLwv.

2.1.2.Unity
To Unity amoteAel éva cUotnua dSnuoupylog SL8LAcTtatwy Kot TPLSLACTOTWY TTaXVISLWY ylo Stadopeg

TIAQTHOPUEG CUUTEPNAUPAVOUEVWV TWV KLVNTWV CUCKEUWV KaL cUVNBWCE amattel TV ouyypadn
KWSLKa.

MNpoodépel Eva ypadikod meptBdaAiov yia tnv Snuoupyia Tou ypadou oknvikou (scene graph),
doptwvovtag TpLéLaoTata HOVTEAX YLO TA AVTLKELPEVA KOl OOSOTIOLWVTAG Ta OF pLo 5evopoeldn doun
oXNMaTi{ovtag cUOXETLOELS LETAEV Toug. Emiong o xpriotng unopet va npocoBécel cupumepldopég ota
avtikelpeva avtiotoyilovtdg ta pe apxeia kwdika. To Unity mpoodEpel £tolpa apyxela Kwdka yla
Baolkég oupumepldhopEC TTIOU CUVOVTAPE CUXVA OE TtaLXVidLa, OMwE TOV XELPLOUO EVOG XOPAKTHPA O
TPWTO MPOCWTIO.
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O xpnotng unopel va ypaet S1keg tou cupunepldopég oe C ) Javascript xpnoyonolwvrag eite 1o
EVOWHATWUEVO gpyaleio eite kamolo aAAo epyaleio cuyypadng kwdika. [2], [3]

Yuvoyifovtag to Unity amotelei évo oAU Suvatd epyaleio ylo tnv Snuioupyia S8LAcTaTwy Kat
TPLSLACTATWV TTALXVIOLWY, YLt TNV EKUETAAAEUOT OUWE TWV SUVATOTATWV amaLtelte n ouyypadn KWK,



2.2.IMayvidia pe xpnon yewypa@ikng tonodeoiag
O Client tou ouotrpatog anoteAel éva malyvidt mou xpnolpomnolel Tnv yewypadikr tonobeoia Tou
XPNOTN. 2T cuvéxela Teplypadovtatl SUo malyvidla pe mopOUoLo X0 pAKTNPLOTLKA.

2.2.1. Tourality

Z16x0¢ Tou Tourality, elvaln eniokedn npokaboplopévwy TonoBeoLwv Tou Ttayvidlou, n onola
ETUTUYXAVETAL LE TNV UETAKIVNGON TPOG AUTEG, LEOW TN KLVNTAC oUOKeUNG. O Xpnotng Umopel va
QVTAYWVLOTEL AAAOUG XPNOTEG, LEOW TNG AELTOUPYLOC TTOAAWY TTALXTWY I va cUVAEL cUpa)ieg
SnUoLPYWVTAG OUASA 1} KOO VO GUYKPLVEL TO TIPOCWTTLKO TOU OUMOTEAECHA [LE TOUG AAAOUG XPrOTEG
otnv kowvotnta tou Tourality. To Tourality emikevipwvetal otnv TaxTNTA. ZTOXOG TOU XProTtn sivatl va
elvatl o ypriyopog amo toug GAAouG. Ta O€T TayviSLwy mapdyovtol autopota péow OpenStreetMap
interface. Auto onuaivel mwg o xpriotng dev Ba XAoEL XPOVO yLO VOl UTOPECEL va TtaiéeL To mayvidL kait
urnopel va matytel and onoudnmnote atov kOopo. O XprioTng £XEL eMiong thv duvatdtnta va
Snuoupynoet S1ka tou osT aLyvidlov TomoBetwvtag onueia otov xaptn. Movadiki amaitnon sivat
JLaL KLVNTH GUOKEUN Tou TIEpLEXEL cUoTNUa GPS Kal éva takéto Sedopévwy Kivntrng tThAsdwviag. Ita osT
naxvidlwy, epdavilovral eldika onpela, to omola kKpUPBouv KATL Eexwplotd. Mmopet va sivatl évag
Bnoaupog (xpuoadl), eite évacg kKAEPTnG mou apmalel otL xpuaddt £xel paléPet o xprotnc. To KAeppEVO
Xpuoadl tonobeteital oe éva kpnodUyeTo PECA 0TO O€T MaALXVLSLoU. AUTO To KpnodUYETO UMOopEL va
ovakoAudBel and 6Aoug Toug aiXTeg, oL omolol £Xouv Thv duvatdTnTa va dpouy Ta Addupa yLa Tov
£0UTO TOUG. EMOUEVWG, OL TaiXTEG KAAOUVTAL VA E(VOLL OE EYPHYOPOH TIPOKELUEVOU Va. Bpouv auTd Ta
eldka onpuela, kabwg autd e€adavilovrol HETA amo Eva XPOVIKO dtaotnua. [4]

Opola pe To clOTHUA TNG Epyaciag elvol OTLTIOPEXETAL Eva pYaAeio yla TV Snuoupyia eplexouévou,
TO OTIOl0 OUWG TIEPLOPILETAL OE ATTAQ CGNELO OTOV XAPTHN TIOU TIPETIEL VOL ETILOKEDTEL 0 XprioTng o€
avtiBeon pe TNV To CUCTNUA TNG EPYACLAG TO OTIOLO TPOCHEPEL TPLOLAOTATO MEPLEXOLEVO CUXETLOUEVO
pe tnv yewypadikn tonobecia. Ta otolyeia tou Tourality mou amouoialouv amnod to cuotnua ivat n
AeLtoupyla MOAWV TALTWVY KL N GUYKPLON TWV ATOTEAECUATWV.

2.2.2.CodeRunner

Y10 CodeRunner o xprnotng maipvel To pOAo eVOG LUOTIKOU TIPAKTOPA LIE OTOXO VOl EKTEAECEL ATIOCTOAEC
O€ TPAyUaTLKEG ToToBEeoieC. OL TonmoBeaieg Twv amootoAwv emAéyovTal PEow eVOg ocuvduacUOoU
avaintnoswv oto Google kat tng Baong dedopévwy tou CodeRunner. O xproteg epmAoutilouv TNV
Bdaon edopévwy pe to vo urtoBaiouv Tig Sikég Touc tomoBeaiag yla va xpnotpomnotnfouv amd dAAoug
naiyteg. [5]

Kal og auto To mayvidl o xpriotng mPooBETeL MEPLEXOEVO OTO TIALXVISL, OXL OUWE LECW EVOC EEXWPLOTOU
epyaieiou aAAG amd to 1810 To mawyvidt. To CodeRunner gival o OOLO LE TO GUOTNHA TNE Epyaciag
amno to Tourality kaBwg o maiytng KaAeite va ekteAéoel KAmola evépyela otav Bpebel otnv tonobeoia.



2.3.Epyacieg

Ta tponyoU eva xpovia £xouv yivel Sladopeg epyaoieg yUpw armo to raLyvidla mouv xpnolonolouv thv
vewypadLkr tonobeoio Tou xprnoth. OL TePLOCOTEPEC QMO AUTEG adOopPOoUV TO CXESLAOUO TETOLWY
TALLXVLOLWYV WOTE val vl TILO EAKUCTIKA yLa ToV Xprotn. AvtiBeta n mapoloa epyacia epfabuvel
TIEPLOCOTEPO OTLG TEXVOAOYIEG KOLL TNV OPXLTEKTOVLKI) TOU GUOTHUATOC,.

2.3.1. Picking Pockets on the Lawn: The Development of Tactics and Strategies in a Mobile
Game

H epyaocia mapouoidlel to Treasure, £va Tayvidl TOAAWY XpNOTWYV OTO omolo oL Taixteg palevouv
€LKOVIKA Vopiopata ta onoia aveBalouv oe éva server yla va kepdioouv movtoug. H tomoBeoia tou
xpnotn kabopilete pe Baon tnv évtaon Tou onpatog tou Wi-Fi kaBwg oL alyteg eLoépyovral Kal
g€épyovtal oto eVpog kKaluyng. [6]

2.3.2. “Savannah”: Designing a Location-Based Game Simulating Lion Behaviour

JTnv epyaoia meplypadetal To navidt Savannah oto onoio ol mailXTeg, KLVOULEVOL O€ £Va OVOLYXTO XWPO
onwg éva ynnedo modoadaipou, kahoUvtal va EKTEAECOUV amOOTOAEG AapBdavovtag Tov pOAO eVOG
AlovtaploU. IKoTOG Tou TtalyviSLlou eival oL aiyTeg va LaBouv TIC KaBnUEPLVEC amopATELS TTOU
naipvouv ta Alovtdpla Wote va erBlwoouy otnv ¢uon. OL mallTeg XpNOLULOTIOOUV KIVNTEG CUCKEVEC UE
GPS ot(g omoleg pia lkovikr oaBava mpoPBAaAAetal mavw and To Xwpo otov omoio Ste€dyetal To
maxvidL. [7]

2.3.3. Prototyping in PLACE: A Scalable Approach to Developing Location-Based Apps and
Games

Itnv epyoaocia mapouotaletal pa pebodoloyia avamtueng epapuoywy e XPron TNG YEWYPADLKAG
tomnoBeciag mou ovopdlete PLACE, kaBw¢ oL ebpaployEC auTeG apxilouv va yivovtal SnUodIAng kot
Snutoupyolvtal véa poBARpata otov oxedlaopd toug . MNpoteivetal n ebapuoyr CUYKEKPLUEVWY
apXWwV Omwce N apxn va ylvetal o pkpn KALpaka, oL aixteg va Bewpolvtal wg oXeSLAOTEC, oL SOKLUEG
va yivovTal o€ [La avTUTPOoWIEUTLK TomoBeoia, va divetal Epudacn otig 5pacTnpLlOTNTES Kal OXL oTNV
gudavion, va TPoodEPETAL KOLVWVLKN EUTIELPLO KOL O XPOVOC VO OVTLTIPOOWITEVETAL PEAALOTIKA. XTNV
CUVEXELX AVATTTUOOETOL £V TTAXVISL YLl vt SOKLLAOTOUV QUTEC oL 0pXEC. [8]

2.3.4. Creating scalable location-based games: lessons from Geocaching

H epyooia eMIKEVIPWVETAL OTO TIWGE TA TTALXViSLo Tou XpnoLlomnolouy yewypadikn tonobeoia Oa
umopouoav va oxeSlaotolv KAAUTEPA WOTE vVa KNV opouctalouv poBARpata KALLAKwonG. Mvetat
HeAETN Tou Geocaching, evdg matyvidiol oto omoio ol maixteg Yaxvouv va BPouV KpLUEVA QVTIKELEVOL
OTOV MIPAYUATLIKO KOOWO WOTE Vo KatovonOel ylatl €xelL Tooo peydhn emttuyia to teAevtaia xpovia. Ta
gupnpata deixvouv OTL n emituyia odelAeTaL OTNV EVEPYT) CUUETOXN TWV TTALXTWVY 0TV dnuoupyia
TLEPLEXOUEVOU OAAQ KL 0TNV EUKOAN TTOPOKOAOUONON TOU TIEPLEXOUEVOU KL TWV AAAWVY T TWV. [9]

ATO TG epyaoiec aUTEC €xouv TPOKUEL CUUTIEPAOHATA KOl TIPOTAOELG T oTtoia €xouv aflomonBel otnv
vAormoinon tou cuoTtApaTtog. ITig 2.3.3 Kot 2.3.4 POoTEiveTOL VO CUVELODEPEL O XPrOTNC OTNV EMEKTAON
TOU TaLXVLSLoU apEXOVTOG TTOAUUECLKO TIEPLEXOIEVO TIOU AQBAVEL LLE TNV KLVNT CUCKEUN TOU OTAV



Bploketal o€ pia tonoBeoia. ITnv mopovuoa epyocia Xl emektaBel autr n L&A KAl TO TIEPLEXOEVO TTIOU
napéxetal elvat TpLdLaotoTa okNVIKA, yia tnv dnuoupyia Twv omolwv éxel avamntuxbel évag editor o
ormnolog ekteAeite péow browser. Itnv 2.3.1 mpoteivetal va xpnotpomnololvtal Sedopéva amno Wi-Fi kalt
Kepaileg kvntng TNAedwviag ektog amod GPS yla tnv BeAtiwon tng tomoBbeoiag tou xpriotn. Tnv Auon
autn npoadépouy Ta Google Location Services Omwg meplypAPpovtal o EMOUEVN EVOTNTA HUE
OMOTEAECHA VA €XOULE TNV TOToOeoia TOU XProTN LE OXETIKA PeYAAN akpiBela akopa Kot o
£0WTEPLKOUG XWPOUG. EmumAéov n mapouoa epyacia mapouctdlet €va cUCTNLO LE CUYXPOVEG
TEXVOAOYLEC KOl APYLTEKTOVLKN TIOU TUAUATO TOU UIopoUV va emavaypnotionotnfouy auvtolola ano
GAAa cuoTpaTa.

3.Ileprypa@n TEXVOAOYLWV

3.1.Google Location Services

Toa APIs toroBeaiag tng Google mpoadépouv Evav elkolo Tpomo Snpoupyiag edapuoywy mou
yvwpilouv tnv tonoBeoia, xwpig va xpetaletal epPabuvon oTIC AEMTOUEPELEG TIG UTIOKELUEVNG
texvohoyiag. Emiong aflomololv mAnpwc tng SuvatoTNTEG TNG CUCKEUNG Kal EE0LKOVOUOUV evépyela. To
TIAeOVEKTN A o€ oXéon He aAAa APIs tormoBeoiag eival OTL ypnotuomolei ta location services tng Google
yla TOV EVIOTILOUO TNG TomoBeaiag, SnAadn umopel va evtomniosl Tnv TomoBeaoia pe xprjotn tou Wifin
Twv 6edopévwy KVNTAG TNAedwviag. Me auTto ToV TPOTIO UIOPOULE VA €XOULE TNV Tomobeoia tou
XPNOTN LECW CUOKELWV Ttou Sev €xouv GPS 8éktn 1) o onueia ou dev undpyel emadn pe Sopuddpo,
OTlWC OTO ECWTEPLKO KTnpiwv. [10]

3.2.RESTful web services

Ta RESTful web services €xouv ¢tiaytel yia va Aettoupyouv kahutepa oto Web. To Representational
State Transfer (REST) eival éva apxttektovikod potifo mou kabopilel meploplopolc oL omoiol av
edappootolV o £va web service mpoodépouv amddoaon, EMEKTACLUOTNTA KoL EUKOALQ TpoTtomoinong.
Ta 6ebopéva kat n Aettoupylkotnta. Bewpolvtal mopol (resources) Kal eival TPooBAcLio LECW
Uniform Resource Identifiers (URIs), &nAadr cuvnBiopéva links oto Web. H REST apXLTEKTOVIKN
TeEPLOPLTEL TNV OPXLTEKTOVIK OE OPXLTEKTOVIKN client/server kol £xel oxeSLaoTel yLa va XpnOLUOTIOLNOETE
€va stateless mpwtdkoAAo, cuvnBwg To HTTP. O client kat o server avtaAAdcoouv dedopéva
XPNOLLOTIOLWVTAC TIPOTUTIOMOLNEVES SleMadEC KAl TPWTOKOAAA. a Toug mapandvw AGyouq
emuAéxOnkav ta RESTful web services wg TpOmog enkowvwviog Hetafl Twv untocuotnuatwy. [11], [12]

3.3.jMonkeyEngine 3

To jMonkeyEngine 3 (JME3) elvat éva framework yla avantuén tpididotatwy mayvidlwy ot Java.
Mmopel va xpnolponoiwnBei oe Windows, Mac OS, Linux kat Android Adyw tou JavaVM. H tpitn é€kdoon,
n omnola dnuoateltnke to 2014 petd amno Suo xpovia alpha kot beta ekddoewy, sival ypappévn anod to
UN6EV Kal elvol oXeSLAGHEVN YLOL TOUC GUYXPOVOUG NAEKTPOVIKOUG UTIOAOYLOTEC KAl TG KLVNTEG CUOKEUEG.



Yrniootnpilel OpenGL 2 kat OpenGL 3. Eivat Baciopévo oe Shaders kdtL mou onpaivel 6tL cupBadilel pe
Ta olyxpova potuna ypadLkwv. Xpnotyorolet to jBullet, éva port oe java tng BLBALoBrkng Bullet
Physics, mpood£povtag duvatotnteg Gpuatkng ota ravidia. Eniong xpnowuomnolel tnv BLBAL0BNKN
NiftyGUI yla dnutoupyia tng dtemadng xpriotn(User Interface - Ul) pe xprion XML rj Java. TéAog
npoodEpel eUKOAN Slaxeiplon Twv apyeiwv mou cuvodelouv To Tayvidl omwe 3D povtéAa, textures,
nxo kKot apxeia oxetikd pe to Ul uéow Tou gpyaleiou mou to ocuvodeUel. [13]

To JME3 emuAéxOnke yia to client KOUUATL TOU CUCTAUATOC KABWC ATOTEAEL TNV TTLO OAOKANPWHEVN
BLBAL0ONKN yla TNV dnuloupyia TpLdldotatwy mayvidiwy cupfatwy pe android petd to Unity aAAG Tnv
neplodo avantuéng tou kwdika TNG ebapuoync n e€aywyn os android oto Unity dev ntav Stabéoiun
otnv dwpeav €kdoon.

3.4.Construct 2

To Construct 2 xpnotpomnoln6nke yia tov editor tng katoPng. H evaAlakTikr 8a Tav n xprion KAmoLag
BLBAL0BNKNG yla Sidlactata ypadikd oe JavaScript. ETuAéxBnke 0w to Construct 2 Adyo tng eUKOALAG
KL TNC TaxuTnTag avamntuéng. EmumAéov to Construct 2 mpoadépel Tnv Suvatotnta uAomoinong plug-ins
o€ JavaScript, K&tL mou xpnotlgomnolnenke yla tnv dnpiloupyia tou location picker mou neplypadete
TAPAKATW.

3.5.jQuery Position Picker

Mpokettal yLa pio open-source JavaScript BLBAL0BI KN, n onola mpoodEpel Tnv duvatdtnta uAomoinong
gL 086vng emthoyng tormoBeciag pe tnv xpnotn pia arAng HTML dopuag. Xpnotpomnolel to jQuery, to
Openlayer yla tnv poBoAr] Tou xaptn Kat epocov o xpnotng embupel avtiotpodn avalntnon pia
SlevBuvonc 1N uPopetplka dedopéva, xpnolpomnolel to Google Location API. [14], [15], [16]

EruAéxOnke ylati umrpxe n avaykn va nipooteBet €va JavaScript plugin oto Construct 2 oto omnoio
KAvovTag KALK 0TO XApTn 0 Xpnotng Ba katéypade TIC CUVTETAYUEVEC TOU onpeiou. OL TEPLOCOTEPEC
EVOAAOKTLKEG amattovoav tnv eyypadn oto Google Location API, evw oto cuykekpLuévo dev elvat
oamapaitnto yla TNV UAomoinon Twv EMBUUNTWY AELTOUPYLWV.



4.Tlepry pa@t) TOU GUGTI|LATOG

4.1.Use case diagram

Content Creator
N Set goal

Player

To ovotnua Ba €xeL SUo 6wV Xproteg. O €vag elvat o SNULOUPYOC TOU TTEPLEXOUEVOU O OTtoilog Ba
ouvdéetal otov editor. O Seltepoc Ba eival o xpriotng ou Ba BAETEL TO IEPLEXOUEVO OTNV CUOKEUN
TOU. 2TO TAPATIAVW SLAYPAUHA amelkovi{ovTal oL TTEPUTTWOELG Xprong yla ta dUo £(6n xpnotwv.
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4.2 . ApXLTEKTOVIKN

To cUotnuo armoteAsital amnod tpla UTOCUOTAKATA, TO uTtooUotha Snutoupyiag oknvikwy (editor), To
UTocUOTN A amoBrKeUong Kal avaktnong oknvikwy (back-end) kat to umocloTnUa MTPOBOARC OKNVIKWV
(client).

O editor amote)el £va web application kal ekteAeital otov browser. Itov editor oxedialou e tnv
Katoyn Tou oKNVIKOU KaL TNV OVTLOTOLXOUUE O€ pLa yewypadLkn meploxr. EmutAéov pmopol e va
npoocB£coupe £va oTOXO yLa TOV XpoTn.

To umooUoTnUa aMoBAKELVONG KAl AVAKTNONG OKNVIKWY armoteAeital and tnv Bacn dedopévwy kat REST
web services yLa Thv €rukowwvia Le ta GAAa UTToCUCTHATA.

O client mapouoldlel oe TpLdLACTATN LOPdT) OE TIPOOTITLKI TPITOU TIPOCWITIOU TOL OKNVLKA TIOU
SnuoupynBnkav otov editor. O client éxel SU0 ekdo0oeLg, pla yia android kat pla yio desktop.

2tnv €kdoon yla android o xpriotng PAEMEL LOVO Ta OKNVIKA TToU BplokovTal Kovtd Tou yewypadikd. H
Xprion yivete péow tng 006vng adnc pe ta elkovidia ou epdavitovral otnv 086vn.

Jtnv €kdoon yla desktop dev umapxel SltaBéoiun tonobecia kal 0 xprnotng éxeL mpocpaaon o OAa ta
OKNVLKA.

Construct 2

11



4.3.AlQypauLX OVTOTITWV GUCXETICEWV

[ : scene ¥ ) _ -
Jlocation v idINT user v
id INT “ name VARCHAR(15) id INT
 longitude DECIMAL(13, 10) “ descr VARCHAR(100) “name VARCHAR{45)
 |atitude DECIMAL (13,10) T |_ ine “#json_scene LOMGTE. .. S o =H | “*username V ARCHAR (45)
> descr VARCHAR(100) "> goabx INT{11) - password W ARCHAR.(45)
> > goalz INT(11) “2is_admin TINYINT (1)
E i @ user_id INT >
@ |ocation_id INT B .
>

To ouotnua mep\apBAvEL pLol oXECLOKA BAon Se80UEVWV KaL TPELG TIIVOKEG LA TNV AnmoBrnkeuon Twv
XPNOTWV, TWV TOMOBECLWY KOL TWV OKNVLIKWV.

4.4 Avarntuén oto Construct 2
Mua edpappoyr) oto Construct 2 anoteleite anoé Layouts ota onoia mpootiBevtal objects kat and Event
sheets ota onola opiletal n aAAnAenidpaon e Ta objects kat n AOyLKr TOu avTLoToL LopEVOU Layout.

fell=] QE
: @

File Home View Events Upgrade

¥ ot weundo- % uratigns: All © @ scirra.com a ° ﬁ D ﬁ
[y Copy | #w Redo - P4 g HTMLS - 4R Forums . 4
Paste Scira | Run  Debug Export | Start
_..iselect None @ reie Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 3 X Editor L T—MenuL " LoginL x| Editorsheet | Loginsheet | Menusheet + | Projects R x
= + || 4 [ Thesiskditor -
B Layout properties 4 [y Layouts 1
Name Login L [E) LeginL =
Event sheet Login sheet | [ MenuL
Active layer Layer 0 [ editor L
Unbounded scrolling No « & E'E'E‘ZSHEE:
Layout Size 1280, 800 § 't_“'”hE:tt
Margins 500, 500 h:g"“h:t
enu she:
= Effects ] U ) 4 5 Object types
A it Efects semame: [ ] G
Project Properties View T Aragout
More information Help Password: : m BackButton

n

m

r

| Projects | Layers
Objects

21 'Login L' ebjects

(D LoginButton ﬁ Objects

[ |
i iPassLabel .PasswordF\e\d
LT

([T registerputton UsamamEFie\d
-

M
i T iUsernamelabel </>XML
Lod

Objects | Tilemap

Ready

Events: 83

Active layer: Layer 0

Mouse: [854.0,498.0,0)  Zoom: 100%



Ztnv edappoyn g epyaciog yia tov editor avamtuxBnkav tpia layouts pe tpia avtiotola events

sheets, éva yla T eyypadn kat Tnv cUVEEon Xproth, £va yLo TO HeVOU, KAl €va yLa TO KOUUATL TNG

Snuloupylog kal emeepyaciag oknVIKoU. Itn cuveéxela akAouBoUv LepLKa screenshots amo tnv

avantuén tng ebapUoyng Le eMe€nynon Twv BAcKWY TUNHATWV.

4.4.1.Login-Register

iy Globol text username = "-1"

- Login
—| = [@LoginButton

Usamame.‘.

Passwnrd..‘
Usemame.‘.

On clicked

M Textis" (
cose insensitive)
X Textis™

cose insensitive )

Text iz "" (case
insensitive)

—or-

Passwnrd..‘

—| = [@RegisterButton
Usemame.‘.
Passwnrd..‘
Usemame.‘.

Textis " (case
insensitive)

On clicked

N Textis " (
case insensitive )
XM Textis "™ (
cose insensitive )

Textis " (case
insensitive)

_or-

Passwnrd..‘

= LF AAX

ﬂl System
ﬂ System

= [j AJAX

ﬂ System

ﬂ System

Textis " (case
insensitive)

On "login_post™
completed

username # "-
1

username = "-

1"
On "reg_post”

completed

username # "-
1

username = "-

[@ LoginButton

L maax

@ Browser

[@ LoginButton

[ RegisterButton

0 ax

ﬁ Browser

[ RegisterButton
g System

[ LoginButton
ﬁ System

@ Browser

g System

[ RegisterButton

6 Systermn
@ Browser

Set Disabled

Post "username="8&UsernameField.Text8:" & password="8PasswordField.Text tc URL "http://188.226.201.125:8080/
ThesisApplication/webresources/user” (tag “login_post™)

Execute javascript “alert{"Enter username and password )"

Set Enabled

Set Disabled

Post "username="8&UsernameField.Text&"8password="8 PasswordField.Text to URL "http://188.226.201.125:8080/
ThesisApplication/webresources/user/reg” (tag ‘reg_post”)

Execute javascript “alert{"Enter username and password )"
Set Enabled

Set username to AJAX LastData

Set Enabled

Go te Menu L

Execute javascript “alent{"Invalid usernome or password )"

Set username to AJAX LastData
Set Enabled

Go to Menu L

Execute javascript "alert( Username exists ;"

210 event sheet tou login mep\apuPavetal kArjon web service epdoov To username Kol to password

elvatl cupmAnpwpéva. Itnv BeTIKA amdvtnon tou web service yivete petdfaocn otnv 086vn Tou pevol

oAALWG epdavileTal avtioToL(o VUL
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4.4.2.Menu

- FindAll
r}ﬁ System On start of layout laA‘. Request "http://188.226.201.125:8080/ThesisApplication/webresources/scenefuser/"8&URLEncode(username) (tag find_all”)
[@F... Set Disabled
= [0 Find AllButton On clicked QA‘. Request "http://188.226.201.125:8080/ThesisApplication/webresources/scenefuser/"8:URLEncode(username) (tag “find_oll")
[F... Set Disabled
= r}J"}AJAX On “find_all" completed . Settextto “looding scenes”
... Load XML document from string A/AX LastData
. 5et Enabled
. Settextte “looding done”
... Clear all items
Qe/r XML For each node “scene” ES Add item XML.StringValue("name”)
+ Findl .
- Create
=5 [ CreateButton On clicked 55 Set is_update to 0
45, Go to Editor L
5. Set Objectsisonto ™
- Edit
= [ EditButton On clicked ... Setis_update to 1
= E Scenes ¥ Selected item text is .. Settext to “looding..."
(lgnare case) .. Go to Editor L
Qe/r XML For each node “scene” ... Set Objects)son to XML String Volue(jsonScene’)
= E Scenes Selected item text is XML. ... Set scene_id to XML StringVolue("id?)
StringValue("name”) .. Set scene_name to XML.StringValue"name’)
lgnore case)
.. Set goalX to XML StringValue"goall’)
... Set goalZ to XML.StringValue("goal?”)
Sebtecte copng g
{e/r XML For each node “location” ﬂS Set latitude to XML String Veluelatitude’)

aS..‘ Set longitude to XML String Value("longitude’)

210 menu Silvovtal n duvatdtnTeg eUPeoNC OAWY TWV OKNVLKWY, SnUloupylag VEou oKnVIKOU Kot
enefepyaciog umAapyxovtog EMAEYIEVOU OKNVIKOU. ITNnV eUpeon {ntouvtal Héow web service Ta oknVIKA
TOU XPNOTN KoL TNV CUVEXELD SlapdleTal To xml TNG amAvTnong yLo Thv dnploupyia Twv amopaitntwy
QVTLKELLEVWY, OTIWE TNG AloTag ETILAOYNG OKNVIKOU. TNV enefepyacia Stapalovral amno to xml ta
ETUTAEOV XAPAKTNPLOTIKA TOU OKNVIKOU Kal KaAe(te va apylkomolnBet o editor. Ztnv dnpoupyia kaleite
o editor xwplg va xpeltalovral apxikomoinon ol LETABANTEG.

4.4.3.Editor
To event sheet tou editor mepAapBAVEL TUALOTA YLa TNV TTIPOETOLUAGiO, TNV EMeEepyacia KoL TNV
amoBnKeuonN TOU OKNVLKOU.
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- Prepare

= :)g System On start of layout

‘System is update = 1

ﬂSystam is_update = 0

Q@Objects For each X element

=[] BackButton On clicked
= [ LocButton  On clicked

i LocationP... 0 is positive

ZTNV MPOETOLLACLA, OTNV MEPIMTWON TNG EMEEEPYATLOC, TIPETEL VA UIMOUV TIUEG oTa Ttedia Kal va

z Call "ResetObjectsArray” ()
E Load from JSON string Objectsison

Set text to scene_name
Set text to latitude
Set text to longitude
Set position to (goalX, goal?)

Settextto ™"
Set text to "
Set text to "

N “u

Y o Obigcte A Ohiscte Tl
FF t g

Q Set tempX to replace(Objects. At(Objects. Curd 1), left{Objects. At(Objects. CurX 1), 2), ™)
Q Set temp to replace(Objects. At(Objects. Curk,2), left(Objects. At(Objects. Curk 2, 2, ™)
Q Set tempW?2 to replace(Objects. At(Objects. CurX 3), left(Objects. At(Objects. CurX 3, 2), ™)
g Set tempH2 to replace(Objects. At(Objects. Curk 4), left(Objects.At{Objects. Curk d), 2), ")
g Create object BoxObj on layer 0 at (float(tempX), floatitemp¥) )

Set size to (floot(termpW2), floatitempH2) )

n Go to Menu L
b Alert™

Set text to LocationPicker LatExpression
Set text to LocationPicker LonExpression

{wypadlotel otnv 006vn To UMAPXWY CKNVLKO pPéow evocg for loop ou Stamepva OAa TA AVTIKEIUEVO OE

£va JSON array.
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- Editing
= @ Mouse

@M@u&e
@ Mouse

= @ Mouse
@ Mouse

@ Mouse
= @ Mouse
@ Mouse
= @Mau;a
@Meuse
= @ Mouse
@ Mouse

@ Mouse
@ Mouse

u System

= @ Mouse

= @ Mouse
= Keyboard
@ Mouse

=% @ Mouse

On Left button Double-
clicked

¥ Cursorisover|
BoxObj

Cursor is over
BoxObj

On Left button Clicked

¥ Cursoris over
BoxObj

¥ Cursoris over Goal
On Middle button Clicked
Cursor is over BoxObj
O Rigk Chi
Cursoricover  BoxDbj
On Right button Clicked

Cursor is over BoxObj
Right button is down

Cursor is over BoxObj

Every tick

On Right button released

On Left button Clicked
Ctrl is down

Cursor is over BoxObj

On any click

&

&

° Set mouseX_start to Mouse. X
g Set mouseY_start to Mouse. ¥

&b Set tempW to BoxObj. Width
° Set tempH to BoxObj Height
ﬂ Create object

-~
i

Createobject | BoxObjenlayer Ot (Mose X Mowse ¥}

Destroy

Create object BoxObj on layer 0 at (Mouse X, Mouse.Y')

Destray

Dactroy

Set size to (BoxObyj. Width + ((Mouse.X-mouseX_start)*SCALE_MOD) , BoxObj. Height + ((Mouse.Y-mouseY_start)*SCALE_MOD) )
‘ Set mouseX_start to Mouse X
n Set mouseY_start to Mouse. ¥

et text to “right s up”

Set size to (tempW, tempH)

Call "LooseFocus™ ()

BoxObj on layer 0 at (MowseX, Mouse.¥)

YToV oXeSLOOUO TOU OKNVLKOU UTIApXOUV events Tou avtarmnokpivovratl ota Siadopa click Tou movtikiou,

OVAAOYQ LLE TO TTOLO TIARKTPO TtatnOnKe Kol ou Bplokdtav o Seiktng. Me aUTOV TOV TPOTIO YIVETE N
Snuloupyla, emefepyacia Kal LETAKLVNON TWV TOLXWV.
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- Saving
—| = [@JSaveButton On clicked ,."_,' Call "ResetObjectsArray” ()

NameFleId K Textis"" (cose

insensitive)
= LatF\eId ¥ Textis"" (cose
insensitive)
[al]LngField H Textis " (cose
insensitive)
Qﬁ Systern For each ﬁ Set size to (Objects. Width+1, Objects.Height, Objects.Depth )
BoxObj B set value at (arrayX, amay¥) to "i"&BoxObj.UID
BoxObj Is on-screen a Add 1 to amray¥
B Set value at (arrayX, amay¥) to x "&BoxObjX
a Add 1 to arrayY
E Set value at (arrayX, arrayY) to "y &BoxObj.Y
ﬁ Add 1 to array¥
] Set value at (arrayX, amayY¥) to "w:"&BaxObj. Width
a Add 1 to arrayY
B Set value at (arrayX, amay¥) to *h:'&BoxObj.Height
a Add I to arrayX
Q Set array¥ to 0
[T Set text to Objects.AsISON
ﬁSystem is_update = 0 .ET Post “user="&URLEncode(username)& " &json="8&0bjects.AsISON&"&name="8 URLEncode{NameField.Text)&"&Ing="8&URLEncode(
LngField.Text)&"&lat="8&URLEncode(LatField.Text)&"8goalX="8Goal X&"&goalZ="8Goal.Y to URL "http://188.226.201.125:8080/
ThesisApplication/webresources/scenefcreate” (tag “create_scene”)
ﬁ Go to Menu L
ﬁSystem is_update = 1 .ET Post “json="80bjects.AsISONE:"&id="8scene_id&" &name="8URLEncode(NameField.Text)8:"8ing="8URLEncode(LngField.Text)
&"8dat="8URLEncode(LatField. Text)&" 8igoalX="8Goal X&"&goalZ="8Goal.Y to URL “http://188.226.201.125:8080/
ThesisApplication/webresources/scenefeditFull” (tag "updote_scene”)
NameFieId Textis " (cose 6 Execute javascript “alert{"Enter name, longitude and latitude);”
insensitive)
LatField Textiz"" (case
insensitive)
LngFieId Textis " (cose
insensitive)
= g MAX On "create_scene” ﬁ Set scene_id to AJA X LastData
completed

Mo TV amoBrkeuon OAa Ta AVIIKELLEVA TOU OKNVIKOU mpootiBevtal og €éva JSON array kat
arnootéA\ovtal PEcw web service otov server.

4.5.Location picker plug-in

o TNV avtotoixlon pLog Yewypadikrg tonobeoiag oto oknvikd dnuloupyndnke éva plug-in ywa to
Construct 2 To omoio avoiyel éva avaduopevo Mapabupo e XAPTN YLa TNV ETAOYH LE TO TIOVTIKL ULAG
TepLOXNG. Ma TV avantuén xpnoluomnollonke open source KWSLKAG OMwG MEPLYPAdETAL OE
TiponyoUpevn evotnta Kal o JavaScript APl tou Construct 2. To anotéAeopa ftav n dnuloupyla evog
OVTLKELEVOU TO OTIOLO EVEPYOTIOLELTE OTO MATNHA VOC KOUMTILOU Kal MOALG eTiAEEEL ToTtoBeaia o
XpNotng opilel SU0 HeTAPANTEC LUE TIG CUVTETAYMEVEC TNG TomoBeaoiag.
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4.6.Awaypappa kAdoswv ywx to back-end

=<lava Class=» ==Java Class=> ==Java Class=>
(® Scene (3 Location ©User
thesiz skyr persistence entities thesiz skyr persistence entities thesiz.skyr persistance antities

% serialersionUiD: long = 1L %of serialersionUiD: long = 1L % serialVersionUID: long

o id: Integer o id: Integer o id: Integer

o name: String o longitude: double o name: String

o goalX: String o latitude: double o username: String

o goalZ: String o descr: String o password: String

o descr: String o sceneCollection: Collection<Scene= o isAdmin: Boolean

o jgonScene: String &Lu cation() o sceneCollection: Collection=Scene=

o lecation: Location &Lu cation{integer) 0°U53r(}

0 C==elEw & Location(Integer,double, double) @ User(integer)

OCSc:ene(} @ getid():Integer &User(lnteger,String.String}

& Scene(integer) @ setid{integer):void @ getld(}integer

" Scene(integer, String, String) @ getLongitude():double @ setid{integer)void

OCScene(String.String.String.String.String} @ setlongitude(double):void @ getName():String

@ getld():Integer @ getlLatitude():double @ =etName(String)void

@ setld(Integer):void @ setlatitude(double):void @ getUsername():String

@ getName():String @ getDescr():String @ setUsername(String):void

@ setName(String):void @ setDescr(String):void @ getPassword(): String

@ getDescr():String @ getSceneCollection():Collection<Scene> @ setPassword(String):void

@ setDescr(String)void @ setSceneCollection(Collection<Scene=):void @ getlzAdmin{):Boolean

@ getlsonScene():String @ hashCode()int @ setlzAdmin(Boolean):void

@ setlsonScene(String):void @ equals{Object).boolean @ getSceneCollection():.Collection<Scene=

@ getLocation() @ toString():String @ setSceneCollection{Collection=Scene=}:void

@ setLocation(Location):void @ hashCode():int

@ getGoalx():String @ equals(Object):boolean

@ setGoalX(String):void @ toString():String

@ getGoalZ():String

@ setGoalZ(String):void <<Java Class>>

® getser() ® SceneService

@ setUser(User)void <<Jaya Clags»> thesis.skyr.services

© hashCode(int @ AbstractFacadesT> o lpcationFacadeREST: LocationFacadeREST

© equals(Objecty:boolean thesis.shyr.szrvioes orud o userFacadeREST: UserFacadeREST

© toString():String o entityClass: Class<T= o sceneFacadeREST SceneFacadeREST

OCAbstrac‘tFac:ade(Class<T>} o em: EntityManager
<z]ava Class== VAQEtEnffMAeneger().'Enrr'ryMenager chcenegewice(}
(® LoginService @ create(T)void [FF————— & getEntityManager():EntityManager
thesis.skyr.services / @ edit(T):void @ createScene(String, String, String, String, String, String, String): Integer
o userFacadeREST UserFacadeREST @ remove(T):void @ updateScene(String, String):void
o em; EntityManager @ find(Object) @ updateSceneFull{String,String, String, String, String, String, String):void
& LoginService() @ ﬂndAII(}:Lis.kT:- ) @ findScene(lnteger):Scene
© login(String, String):String (] ﬂndRange(lntl]}:LlskT:\- @ findByLocationD{Integer):Collection=Scene=
© register(String, String):String @ count(yint @ findByUsername(String):Collection<Scenes
& getEntityManager(y:EntityManager @ findByLocation(String, String):Collection<Scene=
@ findAllScenes():.Collection<Scene=

==Java Class»> <<laya Clagss> ==Java Class>=
(3 LocationFacadeREST (® SceneFacadeREST (®UserfacadeREST
thesis.skyr.services.orud thesis.skyr.services.crud thesis. skyr.services. crud
o em; EntityManager o em: Entitylanager o em. EntityManager
OcLucatiunFacadeREST(} OCSCE,-,eFﬂCﬂdeREST(} 0°U5erFacadeREST(}
@ create{Location):void @ create(Scene)void @ create(User):void
@ edit{Location):void @ edit(Scene)void @ edit{User):void
@ remove(integer):void @ remove(integer)void @ remove(integer):void
@ find(Integer):Location @ find(Integer):Scene @ find(Integer):User
@ findAl(y:List<Location= @ findAl():List<Scene= @ findAll():ListzUser=
@ findRange(Integer Integer): List<Location= @ findRange(Integer, Integer) List<Scenes @ findRange(integer Integer).List<User=
@ countRESTI):String @ countREST():String @ countREST(): String
< getEntityManager():EntityManager < getEntityManager():EntityManager < getEntityManager().EntityManager

YTnv MAEUPA ToU server SnuiloupynBnkav apxtka Tpetc kAaoelg(User, Scene, Location) yia thv
QVATIOPACTOCN TWV TPLWYV BOCIKWY OVTIKELUEVWY TIOU ELXAE KAL 0TO SLAYPA OVIOTHTWVY
CUOXETIOEWV. 2TN oUVEXELD SnpLoupynBnkav tpeic KAAoeLg oL omoleg Sivouv tnv Suvatdtnta
dnuloupylog, enefepyaciag, Staypadnc kat avalTnong TWY TPLWV AVTLKELLEVWY LEow REST web
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services. EmutAéov dnuoupyrnBnkav SUo akopa web services, éva yla TLG Aeltoupyieg TG eyypadnc kat
ouvOeONC XPNOTN KAl £Va YLa TLC TILO OUVOETEG AEITOUPYIEG OXETLKA LE TO OKNVLKO.

4.7 Avaypappa kAdoewv ywx tov client

<=Java Class=>

=<Java Class=»
(2 MainActivity
thesis.skyt

==Java Class>>
(3 LocationUtils
thesis. shyr.location

o currentLocation: Location
© mLocationReguest: LocationRequest
o mLocationClient: LocationClient

(& Main <=lava Interfaces»
thesis.skyr.jme 3 DataPass
thesis =l jme interfznes
o lpcation: String = Skyrjme interiace
o gotLocation: boolean -dajaFass _| @ setData(Object]]):void
© bLController: BLController ] @ getDataly: Object]]
& Main()

@ setDataPass(DataPass) void [
@ getlocation():String

@ getTouchinput():Touchinput
@ getGuiFont():BitmapFont
Osmam(strmgﬂ}:vuld

@ simplelnitdpp()void

@ simpleUpdate(float)void

@ update():void

_app |0.1

==Java Class»=
(® MenuApp State

thesis skyr jme. ststes

o rootNode: Node _nLController
o assetManager: AssetManager

o stateManager: AppStateManager
o inputManager: Inputhlanager

o viewPort: ViewPort

o guiViewPort: ViewPort

o niftyDisplay: NiftyJmeDisplay

o skipLogin: boolean

o gotlLocatien: boolean

a nifty: Nifty

o stariTime: long

OcmenuAppState(BLComruller}
GCMenuAppState(BLCUntrUIIar.qulean}
@ setSkipLogin(boolean):void

@ inttialize(AppStateManager, Application ) void
@ update(fioat)void
@ cleanup()void

& buildGuil) void

-menuScreenController | 0.1

=«Java Class»=
(2 MenuScreenController
thesis.skyr jme.controllers

& Mainactivity()

@ onCreate(Bundle):void

© onStart().void

& onStop():void

@ onConnected(Bundle):void

@ onDisconnected():void

@ onConnectionFailed(ConnectionResult) void
@ servicesConnected():boolean

<<Java Class=»
(2 BLController

thesis.skyr jme.contrallers

& BLCantroller()

@ getScene(integer):Scene

@ getScenes():Collection=Scene=
@ callWS(String): String )
= generateRandomScene(): void

0.1 -sceneMapl 0.®

-bLController

<<Java Class>>
(® scene

thesis. skyr. jme sntities

o id: Integer

o name: String
o goal<: Float
o goalZ: Float

Oc Scene()

@ getid():integer

@ setid{Integer):void

@ getamel):String

@ setName(String):void

@ getGoalX() Float

@ setGoalX(Float).void

@ getGoalZ():Float

@ setGoalZ(Float).void

@ getSceneObjects(): Collection<SceneObject=

@ equals(Object):boolean
@ toString():String

Oc Scene(integer,String, Collection=Scene0bject=)

@ setSceneObjects(Collection=Scenelbject=):void

o nifty: Nifty

o screen: Screen

o app: SimpleApplication

o thisAppState: MenuAppState

OcmenuScreenCUntruIIer(SimpIeApplicatiun.BLCDntmIIer}
OcMenu‘ScreenCuntruIIerU.‘anuAppEtate‘S\mp\eﬁxppllcatmn.BLCUntru\Ier}
@ bind(Nifty,Screen):void

@ onStartScreen()void

@ onEndScreen():void

@ onLogin(}:void

@ onFindAll(yveid

@ onSelectScene():void

-8Cen eODjects\LU.."

<<Java Class>»
(® SceneObject

thesis.skyr jme entities

% sizav: float
a id: int

o x: float

a z: float

o sizeX: float
a sizeZ: float

OCSceneobject(\nt‘ﬂuat.ﬂuat.ﬂuat‘ﬂuat}
@ getld(}int

@ setid{int) void

@ getX():float

@ setX(fioat)void

@ getZ() float

@ setZ(float)void

@ getSizeX() float

@ setSizeX(float)void
@ getSizeZ() float

@ setSizeZ(float)void

=]

%F APPTAG: String

%f SHARED_PREFERENCES: String

%FKEY_UPDATES REQUESTED: String

%f CONNECTION_FAILURE_RESOLUTION_REQUEST int
%F MILLISECONDS_PER.SECOND: int

%F UPDATE_INTERVAL _IN_SECONDS: int

%FFAST CELING_IN_SECONDS: int

% UPDATE_INTERVAL_IN_MILLISECONDS: long

%F FAST_INTERVAL_CEILING_IN_WILLISECONDS: long
%FEMPTY_STRING: String

OCLDCSUDH Utils(}
GF getLatLngiLocation):String

«=Java Class>>
(2 GameAppState

thesis. skyr jme. states

o

app: SimpleApplication
bulletA ppState: BulletAppState
o cam: Camera

o

o rootNode: Node

o guiNode: Node

o assetManager: AssetManager
o inputManager: InputManager
o touchinput: Touchinput

o guiFont: BitmapFont

o camhode: Camerahode

o characterNode: Node
physicsCharacter: CharacterCentrol
walkDirection: Vector3f
viewDirection: Vector3f

a

o

leftStrafe: boolean
rightStrafe: boolean
forward: beolean
backward: boolean
leftRotate: boclean

BB B BB BB

rightRotate: boolean

o chaseCam: ChaseCamera
skySpatial: Spatial

o addsky: boolean

o wsText: String

o channell: AnimChannel

o

o channel2: AnimChannel

o igJumping: boclean

o animMames: String[]

o sceneld: Integer

o light: Light

o menudppState: MenuAppState
o gotomenu: beclean

DcGameAppState(lnteger.BLCuntruIIer.I.‘enuAppState}

@ removeSky():void

@ setAddsky(boolean):void

@ inttialize{AppStateManager Application):void

@ cleanup():void

@ update(float):void

= runAnimation(float): void

@ stopRunAnimation()-void

@ onAnimCycleDone(AnimControl AnimChannel, String):veid
@ onAnimChange(AnimControl AnimChannel String):void

@ collision{PhysicsColisionEvent):void

= setupKeys()void

@ setupTouch(}TouchListener

@ onAction(String boolean, float) void

@ setupLight(}:void

@ setupGui():void

@ createPhysicsTestWorld(Node Assetlanager,PhysicsSpace):void

= goToMenu():void
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O client pumnopei va ekteheotel kal o android aAAd kot oav java application yU' auto neplauBavel pla
TuTk Main kAdon aAAd kat éva MainActivity Ta omola xpnoLlomnolouvTal yLa Ty apxLkonoinon otnv
avtiotolyn mAatdpopua. H kAdon LocationUtils mpoodépel peBOS0UC OXETIKEG e TNV YEWYPADLKN
tonoBecia oto Android. H kAdon DataPass xpnollomnoleite yla tnv Hetadopd Twv yewypadikwy
Sebopévwy amno to Android KOUUATL OTO YEVIKO KOUUATL TNG edappoync. YIapxouv SU0 KOTAOTACELS
OTLG oTtoleg Umopel va Bpioketal n epoappoyn, oto pevou 1 otnv e€epelivnaon tou oknvikoU. Ma tig Suo
OLUTEG KOTOOTAOELS XpnolpomnolnOnkav dUo dladopetikég KAAoelg (MenuAppState, GameAppState) yia
™V Slaxwplon tng AoYLKNAG KAl TV eUKOAN LETABACN Ao TV pia atnv aAAn. Yridpxouv emniong Suo
controller kKAdoelg, pia yla tnv Staxeiplon Twv Asttoupylwv tou pevol (MenuScreenController) kat pia
ue peBoSoug mou mepLEXouv AoYLKA aveEAPTNTN Ao TNV ELdAvion Kol UopolV xpnotomnolnBouv ano
ornotadnmote AAAn KAdon. TEAOG UTIAPXEL N KAAON Scene TIoU avVIUTPOCWIEVEL TO OKNVLKO KOlL TO
XQPOKTNPLOTIKA TOU Kal N kKAdon SceneObject mou aviutpoowneVeL OMOLOSATIOTE OVTLKEIUEVO LECQ OTO
OKNVLKO.

4.8.Ilxpovciaot) TOV OAOKANPWUEVOV GUGTI|LATOG
3TN ouveyela mapouaotalovral EIKOVECG amo ta SUO0 UTTOCUOTHUATO TNG epapUoynS LE ypodLKO
TepLBAANOV, OTIWG £xouv EpLypodel mapanavw.

4.8.1. Editor

Username:

Password: *

Login Register

Z0vdeon ko eyypadn xpriotn: Na tnv eyypadr Sev anattouvial EMUTAEOV OTOLXELOL.

Find All

Scene: 3points v Edit

Create

0006vn enAoyng oKNVIKOU: EKTeAE(TE EUPECN TWV OKNVIKWY TOU XpAOTN UE TV dOpTwon thg 006vng ta
orola npootiBevtal otnv Alota Twv oknvikwv. Emthéyovtacg "Edit" o xpriotng umopei va enefepyaotei to
ETUAEYUEVO OKNVIKO Kal eTiAéyovtag "Create" pmopel va Snuloupynoet kavouplo. 2Tnv it 086vn
UTTAPXEL KOl KOUUTTL yLa Thv £€060 amo tnv epappoyn).
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Name: Longitude: Latitude:  |37.95291 | ‘ Location Picker

el

Left-Click: Add wall block, Right-Click Drag: Re-size, Middle-Click/Double-Click: Delete, Ctrl+Left-Click: Copy

Drag and Drop to move, Gold circle is the goal, Black boxis player startarea.

0006vn enefepyaciag oknvikoL: Napouatdlovtal 0dnyieg oto KATw HEPOC TNG 000VNC. Mpoadépovtal
emiong KouTLA yla atoBrkeuon Kot ETLoTpodr] Kot edia yia To OVOUa Kol TLG CUVTETAYHEVEG.

Longitude: |23.70596 | Latitude: ‘31,95291,, ‘ ‘ Location Picker 1

Latitude: 37.98494
Longitude: 23.72996

Select
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Ermtidoyn vewypadikig tonoBeoiag: Ermthéyovtog "Location Picker" avolyetl x&ptnc yia emiloyn
vewypadikng tonobeoiag. Me tnv emAoyr] GUUITANPWVOVTAL TO TIESIO TWV CUVTETAYUEVWV.

4.8.2.Client

Select Scene

Location: Wailing foriocation- =

0006vn enloyng oKNVIKOU: Z€ aUTAY TNV 080vn avaypddetal n tomobecia Tou xprotn Kat epdaviletal
pLo Alota pe Ta oKNVIKA 0TV oUyKeKpLUEVn ToroBeaia. EmAéyovrag "Find" Eavayivetal avalntnon Kot
enAéyovtag "Select" poptwvetal To EMIAEYUEVO OKNVIKO.

~wg JVIOTKEY CHGINE S0 I —

Frames per second: 19

Nepuiynon otov oknViko: O XpNoTNnG LETAKLVEITE Pe TV 000vVN adr¢ matwvtag mavw ota Stabgoiua
ewkovidla. EmAéyovrag "Menu" emiotpédel TNV EMAOYH OKNVIKOU OTIWE EMIONG KL OV OKOUUTTHOEL TOV
oTo)0 Tou amnetkoviletal wg kitpwvn odaipa.
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5.A£10TT0(1)01] TOV CLGTHLATOG ATO TPLTA GUGTI|UATA

Xapn oto oxeSLAoUO KAl TNV APXLTEKTOVIKA TOU CUCTAUATOC UIOPOUV TUAHATA Tou va aflonotnBolv
OO UTIAPXOUOEG N VEEG EPAPLOYEG TIOU TIAPEXOUV TIEPLEXOUEVO LLE BAon TNV TomoBecia Tou xprotn.
AKoAOUBOUV KATIOLEC TTEPUTTWOELS XPIONG KOL TIOLO TUAATA TOU CUCTHHATOC Ba pumopovaoay va
XPNOLLLOTIOLOOUV.

5.1 EvaAAlakTikog client yia Android

TNV nepimtwon mou untapxeL Nén pia epapuoyrn Android mou pmopel va mapouactdosl TpLdLdotato
TLEPLEXOEVO, Ba UmopoUoe va TpomomnolnBel wote va SEiXVEL TO EPLEXOUEVO TTOU KOTOOKEUALETAL ATIO
tov editor tn¢ epyaociag kat va AdapBavel umodn tnv tonobeoia Tou xprnotn. Ma va yivel auto pmnopel
OpXLKA VO XpNoLUoToLosL autouaoto Tov editor kat To back-end koppdtt. Ano tov client 6a pnmopovoe
ekpetalevtel TtV BLBAL0OAKN yLa TV ANPn tnhe tonoBeoiag, Tic KAAOELG Scene kot SceneObject, kaBwg
Kol THARpato tou BLController yia tnv KAfjon Twv web services Kat TV SnLoupyio TwY AVTIKELUEVWY
Scene kal SceneObject, ta omoia Ba xpnoLUomoLoEL yla TNV dnptoupyia Twv dikwv tou 3D
OVTLKELUEVWY OTO OKNVIKO.

5.2 Client yia GAAN TAXT@OpL

TNV neplntwaon Omou avantlooeTe Pl epoppoyr mou Sev xpnotpornolel Java kat Android tote Sev
umopel va xpnotuorotnBei £tolpog kwdikag ano tov Client, evw Kat AAL Ta KOPUATLO Tou editor Kat
back-end pmopouUv va xpnowuonoinBolv autouaola. € AuTnV Thv iepimtwon otov client Ba mpénel va
vpadtel kwdikag yla tnv ANPn tng yewypadlkng TomoBeaiag Tou Xpriotn Kal TV KANon Twv web
services. 2to web service yla tTnv AN Twv oknvikwv Ba TipEmel va Sivovtal ooy TapAapETpoL oL
CUVTETOYHEVEG TOU XPNOTHN KOl OTNV GUVEXELA va Yivetal parse to JSON mou emotpédel To web service
Kol TIEPAOUPBAVEL TOL OTOLXELD TOU OKNVLKOU.

5.3 TUOTHUA IOV TIAPEXEL SLAPOPETIKO TIEPLEXOUEVO UE BAGT) TNV TOTIOOEGIX
TUAUATO TOU cuoTAaTog Ba pmopoucay va XpnolonotnBoulyv Kal o€ e MTwaon Mo TO MEPLEXOUEVO
Sev adopd TpLdlactata okNVIKA aAAd Kammolo GAAo TieplexOpevo Le Baon thv tornoBecia. To KOPUATL
tou back-end Ba pnopoloe va xpnotpomnolnBel kat MAAL AUTOUGCLO. 2€ AUTAV TNV MEPLTTTWON 0 VEOC
editor 6tav Ba kaAel to web service yla tnv anoBrkevon, unopel divel avti yia éva JSON array ano
ovtikelpeva, pa ormoladnmote dour os popdn ketpévou. O client Ba mpémnel, epdoov kahéoel To web
service, va Kavel parse 1o JSON 1 XML reply kot amd autod va mapet 1o Kelpevo nou neplypddel To
Tieplexopevo mou BéAeL va mapouotdost. Epooov o client xpnowuormnolel Android propei maAL va
XPNOLUOTIOLAOEL TUROTA ToU client Tng epyaciog Onwg otnv nepintwon 5.1.

6.AZL0A0Y101) TOV GUGTIUATOC ATO XPNOTES

Yta mAaiola TG avantuéng to cuotnuo 800nke og emiheypéva ATopa yia SokLur). Ta oxoAla Twv
XPNOTWV NTAV YEVIKA OeTIKA, aAAA UTtHpXaV Kol oXOALa ylo SUCKOALEG Kal poPAraTaA TTOU
OVTLUETWTTLOAV. SUYKEKPLUEVO OXETIKA pe Tov editor ota Oetikd avadEpOnke OtL sival amAoc Kat
£UKOAOC OTNV XPrON EVW OTA aPVNTLKA OTL oL 08NYieC 0TO KATW HEPOC TNG 086vNG Sev Atav Eskabapeg,
yU' dUTO KAl EVNUEPWONKAV KAl OTL TO LAUPO TETPAYWVO TIou SelyVveL TO onpelo ekkivnong Tou maiytn
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elval oAU peyaAUTepo amod Tov XapaKTHPO TOU TIOXTN KAl Elval TOpATAQVNTIKO KOTA TOV OXESLACUO
TOU OKNVIKOU. IXETIKA LE Tov client avadEpBnke OtTL n emthoyn emlotpodng oto pevol dev eival MARpwC
gudavng oe KATOLEG AVAAUOELG KOL OTL TAL KOUUTTLA KivoNG TOU XOpOKTHPA lval OXETIKA ULIKPpA. ITa
Betika avadEpBnke n Kivnon Tou XapakTripo KoL OTL EVW O€ Lo TIAALA cUOKEUN o client Sev eixe
LKOVOTIOLNTLKN amodoaorn, OTwe ATaV avOUEVOREVO, UTIRPXE N Suvatotnta ektéAdeong tou client kal oe
desktop. evikoTepa OL XPrOTEG UTIOOTN PLEAY OTL £lval S10.oKeSAOTIKA N SNULOUPYLA OKNVLIKWY YL va
naifouv og autd Aol Ttaiyteg evw dev 600nkKe oLaltepn MPOCOXH OTO YEYOVOG OTL T OKNVIKA ATAV
Sl00€01a 08 GUYKEKPLUEVEG YEWYPADIKEG TIEPLOXEG KABWCE OL XpNOoTeG otnV MAsloPndia toug
Snuoupyoloav Kal EKTEAOUCAV TO TIEPLEXOUEVO oTNV (Sla eployn.

7. Katev0OvoeLg yia HEAAOVTIKT] avamTuin

YTapXouV apKeTEG AELTOUPYLEG OL oTtoleg Sev uAoToLBNKaY oTa TAALCL TNC CUYKEKPLUEVNG epyaaiag
oA\a Ba mpooédepav peyalutepn evxpnotia kot Ba epmAovtiav To guotnuo. Ol AslToupyieg QUTEC
avaAUovTal ToPaKATW.

7.1.Emioyn TAMETOCAPLAG YL TOUG TOLXOVG
H edappoyn tou editor Ba propolios va mpoodEpeL pia
ETUAOYN OO TIPOETILAEYUEVEG TATIETOAPLES KAL O XPrOTNG Vol
ETUALYEL L, amd Kamola Alota A éva avaduopevo mapabupo
pe Selypata, tpLv TonoBeTAoEL ToV Toixo otnv katoyn. Eniong
[ | Ba pmopoloE Kal 0 Toixog otnv KAtoyn va €XEL AUTHV TV
TAMETOAPLO AVTL YL TO XPWHA TIOU £XEL TWpPA. Mo va
petadepbei otov client autr) n mAnpodopia oto JSON array
TIOU TIEPLEXEL TA OVTLKELHEVA TOU OKNVIKOU B TIpETEL va ipooTeBEel i akOpa OTHAN EKTOC Ao TO
Héyebog kaL Tnv TomoBeoia mou va SnAwVeL TToLa Tametoapia xpnolonoionke. Asev Ba BéAaue va
aveBalel o xpAotng SIKEC TOU TAMEToAPIes ylatl adevog Ba kabBuotepolos onuavTika n ¢opTwaon Tou
oKknvikou otov client, kaBwcg Ba énpene va katefacel Tng Tanetoapieg péow SLadIKTUOU Kal EMTAEOV
Bo £TIpETE VO UTIAPXEL L0l UTIOSOWN OTOV server yLa tnv SLaxeiplon Twv ELKOVWV.

7.2.Emiloyn xapakThpoa xp1oTn

O XOpOKTHPAG TOU XpROoTn oTNV epyacia ival mavta o i8Log kat eTAEXONKe To LoviéAo NTav SlabéoLuo
Swpedyv Kal mepLeixe Ta amapaitnTa animation yla tnv Kivnon tou xapoktripa. Idavikd Oa Oghape o
XPNOTNG va eTUAEYEL QO £vav SLAPOPOUC XAPAKTAPES YL VA TOV avTloTolyloel oTov Aoyaplacpd tou. Ot
SUVATOTNTEG MPOOWTONOINGoNG evog Tayvidlol epfablvouv TNV EUITAOKK TOU XProTh OTO TalyVisL.

7.3.Mivakag Badporoyiag

H xpovouétpnon tou maixtn kabwg meptnysital 0to oknVikO PaxvovTag To TEPUO KOL OL AVOKOIVwan Tou
teAkoU xpovou og éva mivaka Oa mpoodepe AVTAYWVIOUO HETOED TwV TTaXTwV. Ma tnv uAomoinon
auTNG TNG Asttoupylag Ba énpemne va mpootebel €évag emuTAéov Tivakag otnv BAon, Ue CUCXETLON LLE TOV
Ttlvako Twv oKNVLKWYV, oTov omoio Ba kpatolvtal oL xpovol. ErutAéov Oa €npene va uhomownBolv web
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services yLa Tnv gyypadn Kal avayvwaon o€ 0UTOV ToV TiivaKka, KaBwg Kal To ypadLko meplBarlov
QAMELKOVLONG TOU Ttivaka otov client.

7.4.XApTNG UE MEPLOYEG IOV VTIAPXEL TIEPLEXOLEVO

TNV Twpvn €kdoon NG ebapUoyng o XpHotng Uopel povo va det ta Stabéaoia oknvika otnv
tomnoBecia rou Bploketal. Oa ATAV XproLUo AV otov client UTTHPXE LLO ATTEKOVLON XAPTH LE
ONUELWUEVEC TLG KOVTLVEG TIEPLOXEC OTOV XPHOTN OTLG OTOLEG UTTAPXEL SLOBETLO TIEPLEXOpEVO. H 0006V
autn Ba pmopoloe va epdavileTal pEow ULag emAoyng otnv 00ovn emiAoyng oknvikoU.

7.5. Yoot pin TOAA®WV TAUTOXPOVEOV TIXLYTOV

H edappoyn tou client Ba pnmopoloe va unmootnpilel TAUTOXPOVN CUVEPYAOLA TTOAAWV TTALXTWY YLa TNV
€UPECN TOU OTOXOU OE £Vl OKNVLKO. OEWPWVTAG EMIONG OTL OL Ttalixteg Ba Bplokovtol UTIOXPEWTIKA OTOV
1610 HUCLKO XWPO, WOTE va UItopo UV OAoL va £xouv ipdaBaacn oto i6lo aKNVLKO, Ba UTINPXE AUECN KOt
gUKOAN emKoWwvia HeTaf Toug yLa thv emiteuén evog Kool oTOXoU, Xwplg va Xpeldletal uhomoinong
£VOC CUOTHOTOC ETLKOWVWVIOC EVTOC TNG EdOpUOYNAC.

8.BiAoypagia

[1] «Construct 2,» Scirra, [HAektpoviko]. Available: https://www.scirra.com/construct2.
[2] «Unity Game Engine,» Unity Technologies, [HAektpoviko]. Available: http://unity3d.com.

[3] «Unity_(game_engine),» Wikipedia, [HAektpovikd]. Available:
http://en.wikipedia.org/wiki/Unity_(game_engine).

[4] «Tourality,» [HAektpovikd]. Available: http://www.tourality.com/what-is-tourality/.

[5] «coderunnergame,» [HAektpoviko]. Available: http://www.coderunnergame.com/what-is-
coderunner/.

[6] L.Barkhuus, M. Chalmers, P. Tennent, M. Hall, M. Bell, S. Sherwood kat B. Brown, «Picking Pockets
on the Lawn: The Development of Tactics and Strategies in a Mobile Game».

[7] S.Benford, D. Rowland, M. Flintham, R. Hull, J. Reid, J. Morrison, K. Facer kat B. Clayton,
«“Savannah”: Designing a Location-Based Game Simulating Lion Behaviour».

[8] A.Bowser, D. Hansen, J. Raphael, M. Reid, R. Gamett, Y. He, D. Rotman kat J. Preece, «Prototyping
in PLACE: A Scalable Approach to Developing Location-Based Apps and Games».

[9] C. Neustaedter, A. Tang kot T. K. Judge, «Creating scalable location-based games: lessons from
Geocaching».

25



[10] «Location,» Google, [HAektpovikd]. Available: http://developer.android.com/google/play-
services/location.html.

[11] «RESTful web services,» Oracle, [HAektpoviko]. Available:
http://docs.oracle.com/javaee/6/tutorial/doc/gijgy.html .

[12] «REST,» Wkipedia, [HAektpoviko]. Available:
http://en.wikipedia.org/wiki/Representational_state_transfer.

[13] «jMonkeyEngine3,» jMonkeyEngine, [HAektpoviko]. Available:
http://hub.jmonkeyengine.org/introduction.

[14] «Latitude and Longitude picker,» Staniscia, [HAektpoviko]. Available:
http://www.staniscia.net/repository/lat-lon-picker.

[15] «OpenLayers,» OpenLayers, [HAektpovikd]. Available: http://openlayers.org.

[16] «jQuery,» jQuery, [HAektpoviko]. Available: http://jquery.com.

9.MapapTipnata

[11.08nyiec Eykatdotaong
o To OTACLO TOU CUCTAMATOC amatteital pa MySQL Baon dedopévwy kal évag application server
ouppatog pe Java Enterprise Edition 6. Ztnv avamntuén xpnotwuonolitnke o Glassfish 3.1.2.

Ektéleon tou script Snuloupyiog tng Baong otov MySQL Server.
Anpoupyia datasource yla Tnv emkowvwvia pe tTnv Bacn dedopévwv.
Deploy tou war yia to back-end.

H edappoyn Ba eivat Stabéoun oto <host>:<port>/ThesisApplication

vk wnN e

Eykatdotacn tou apk otnv android cuokeun.

Eruonuaivete otL ta URLs yla katéBaopa tou apk kat tou jar Sev Ba Aettoupyolv eKTOC £QV
tpornomnotnBolv oe €ykupeg SleuBUVOELG.

[M12.Emovvantopeva Apxeia
To éyypado auto cuvodeletat amd CD pe Ta MOPOKATW MEPLEXOUEVAL

e 0bnyleg xprong tou cuotnpatog os popdrn Bivieo
o Tomapwv £yypodo og NAEKTPOVLKA Hopdn
e Hmnoapouciaon tng edpapuoyng os PowerPoint
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Sql script yia tnv dnuloupyia tng Baong dedopévwv

O kwdkag oe Java yla To back-end

O kwdikag o Java yla Tov client

o

o

o

o

To mpoamaltoUUEVO project yla tnv Asttoupyia twv Google Location Services
Ta assets NG epappOYAg

O kwdikag yia to jMonkeyEngine project

O emutAéov android kwdikag yla Tov client

Ot anapaitnteg BLPAL0ONKeG o€ jar

To project ywa to Construct 2

O kwdkag tou plug-in yia to Construct 2

To back-end cUotnua compiled og war apyeio.

To apk yta tnv android edappoyn Tou client.

To jar yla Tnv ektéAeon tou client os desktop.

Ta html, css kat javascript apxeia yla tov editor (ZupmeptAapBdavovtol Kol oto war).
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