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NMEPIAHWH

H mapolca OimmAwpuaTiky gpyacia €xel wg OKOTO Tn BewpnTikr UEAETN, Tnv oxediaon kai Tnv
uAotroinon evog TTaixvidiou TTod0C®aipou TTou atrapTieTal amd TTPAKTOPES Kal KAvouv SIAPOopPES
KIVI|O€IG OTOV XWPO.

ApxIKA yiveTal pia 1I0TopIKA avadpopr) aTnv QIAocogia Twv video TraixvidIiwyV Kal YEVIKOTEPQ
oTnv dnuioupyia Toug Kal TNV PEXPI Twpa €¢EMIEN Toug. H 16€a eival n oxediaon evog Traixvidiou
modoopaipou o€ Android Platform kai kaBwg uAoTToinon KATTOIWVY, KIVIJOEWY GTOV QYWVIOTIKO XWPO.
AkoAouBouv 6Aa ta oxediaypdupata pe UML waoTe va gival katavonTr axediaon tou Traixvidiou.
Emiong yivetal xpAion KATToiwy TEXVIKWYV Kal aAyopiBuwv kabwgkal evog User Interface(Ul) woTe va
EXEI TNV HOPYN KAVOVIKAG EQAPUOYNG.

Mo avaAuTika o xproTng cival o€ B€on va eAEEEL TV XWPA, KAl TNV OPdda TG apECKEING
Tou. O1 opddeg atraptifovTal aTrd €vieka TTaiXTeG OTO aPIOUS wadi e Ta CUCTAPATA TOUG. YTTAPXE! JIa
Bdaon dedopévwy oTToU ATTEIKOVICOVTAI APKETA OTOIKEIA-IBIOTNTEG VIO T TIPOCOVTA TOU KABE £va TTaixTn
ZexwploTd. 21O TAQICIO TNG PETATITUXIOKAS auTrAG SIATPIRNAG ival va ava@epBolv Kal va avaAubouv
KATTOIEG BEWPNTIKEG TEXVIKEG YIa TNV eu@uia (Artificialintelligent) Twv TTPaKTOpWV-TTAIXTWV TTAVW GTAV
TT0d00@alIpIKA AoyIkr. Na TTapddelyua n avayvwpion ToU avTitTtTaAou, KaBwe Kal To TToTE ival o€ B€on
va TTacdpel A coutapel évag TaixTng (k.a). TETola BEpaTta 6TTwG Ta TTpoavagepBbeioa, cival peifova
NTNUa yia TNV yovTeAOTToiNoN, TNV OXESIAON EVOG TETOIOU TTaIXVIDIOU.

000 ava@opd Toug TTAiXTEG KAl KAT' TTEKTACT TNV €EEAIEN TWV aAyopiBuwy yia Tnv Kivnon Kai
TNV BeATIOTOTTOINGN TOUG, OI TEXVIKEG TTOU Ba avagepBoulv ev ouvexeia €xouv va KAvouv pE TNV
atrodOTIKATNTA TOUG KAl TNV IKAVOTNTA TOUS Traipvouv atro@daocls. H évvola Tng acagng Aoyiknig (fuzzy
logic) eival pia TéTola TEXVIKA TTOU XPNOIUOTTOIEITAI O€ TETOIOU €idoug Traixvidla Kal evoeikvuTal o€
TETOIEG TTEPITITWOEIG, KABWG £TTiong Kal n TeXVIKA finite state machine (FSM) yia Tnv diaxegipion Twv
TTAIXTWV.

TéAog, To ev Adyo TraixvidratrapTi¢eTal 0TTwG TTpoava@épOnke ammo éva User Interface otou
0 XpHoTng Ba utropei va eTmAéEel TNV KOTAOTAON TTOU €MOUEI €iTE yIa éva vEO TTaIXVIDI €iTE yIa va
POPTWOEI TO ABN UTTAPXWYV EITE YIA VA TWOEI TO TTaIXVidI TOU.
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MpoéAoyog

H ayopd Tng TTpwTNG HOU KOVOOAa ATV yeEyovos, HaBnTAG Tou dNUOTIKOU TOTE KAl 1T’ 60a UTTOPW va
BuunBw amd Ta TAIOIKA POU XPOovia, n Xapd ATav peydAn. H kacéta TTou avrti va JTTeEl OTO
OTEPEOPWVIKO TNG ETTOXNAG, EUTTAIVE O€ IO «EIDIK» KOVOOAa, ot «Tagideue» oTov diodidoTaTto-
TETPAYWVIKO, TOTE aKOUA, KOOPO Tou BivieoTraixvidiou. To TpwTo Atari (av Bupdual KaAd), TTou OTTwG
Tpoavépepa, avti yia diokéTta, CD ) DVD, TommoBeToloeg KATI KAOETEG TTOU £Kavav pia "yAukid"
nxopuTTravon, Kard 1o Aeyopevo "@opTwpa” Tou Traixvidiou TNG ETTOXNG EKEIVNG, ATAV YEYOVOGS. APKETA
Xpovia Trépacav atmmd T0TE, TTOAEG KOVOOAEG dnuioupynBnkav kai opog "gaming” €xel e¢ehixOei oe
peyaAo Babud atmd 161e. Ao TnVv "ouykaTapBaTtikétnTa" Tou JUOAOU YaG va GUVAIVET GTO OTI N UTTAAa
TTOU QTTEIKOVIZETAI Eival OVTWG TETPAYWVN, TTEPACANE GTNV OTPOYYUAOTTOINCN TNG KOl JETETTEITA OTNV
TpIod1a0TaTN aTeEIKOVIon TNG. To pnTd «0 KUKAOS dev TeTpaywvilerar», NnAIKIOKA Kal ETTICTNPOVIKA O€
apnve Trayepd adid@opo, MTTPooTd oTtnv "diwa" cou yia Taielg éva véo €idog Traixvidiou,
TEXVOAOYIKAG KOTOAOKEUNG, TO Pivieottaixvidl. H o@odpr emBupia TnG OTIYUAG Madli pe Tnv
avuttopovnaia yia KATl vEo, TTOU TTEPIEXEI TOV OPO TOU «TTaIXVISIoOU», 0Ta BIK& oou PaTIa @avTade Hia
MEYAAn adiagopia yia Tnv aAnBivip TTapadoxr Twv QUOIKWY kavovwyv. H amodoxn autig Tng
yeudaiobnon poAig Eekivouoeg va Traifelg, o€ atroppoPouce TANPwG, Oev £BPIoKES Weyddl, dev
N&epeg T anuaivel N AéEN “bug” (dev o€ €volale AAAwaoTe AOyo_NAIKIag, GAAa Kal AGyo Twv eAAITTWLV
YVWOEWV) Kal OuvéXICeg va TTaifelg pe Tov "KUKAO TETPAYWVIOPEVO", va O€ €UXOPIOTE Kal va
TTwpWwveoal Ye auto 1o Béapa! ‘ETol Aoimmdv, Tépacav apkeTa-xpovia atrd TOTE Kal QTACAUE OTO ONUEIo
OTTOU N OoTPOYYUAR Béa OTnv ONUEPIVA €TTOXN €XEI ATTOKTACEI OAQ €KEIVA TA XAPOAKTNPIOTIKA WOTE
péoa atrd ekaToupUpIa pixel TEXVOAOYIKNAG EUKPIVEIQG, var @avTalel 600 Tov duvaTdv pealIoTIKOTEPN,
TToU TTA€0V O€ KAVEI va yiveaal auoTnpog KPITAG KAl TNG.TTIO PIKPNAS AeTTTouépeiag. Katd ouvETTela oTnyv
ONMEPIVA €TTOXN, Ta TTaIxVidla £xouv yivel pia Blounxavia TToAAWY dloekaToupupiwy doAapiwy TTou
ouvaywvicetal To XOAIyouvT o€ PéyeBog Kal ONUOTIKATNTA.

1. TI EINAI ENA NAIXNIAI

Evw o1 pnxavég taixvidiol (game-engines) dia@épouv o€ PeydAo BabBud oTig AETITOUEPEIEG TNG
QPXITEKTOVIKAG TOUG KAl OTNV €QAPUOYI/TOUG, T& avayvwpioiya onueia givar Ta TpdéTutta (patterns)
TTOU XPNOIKOTTOIOUVTAI €iTE e dNUOCIEG ADEIEG, €iTe e IBIOKTNTEG (in-house). ZxedOV OAEG Ol UNXAVEG
TTaIXvIOIoU TTEPIEXOUV KOIVA XOPOKTAPIOTIKA TOU TTUPAVA, CUUTTEPIAOUBAVOPEVNG TNG  UNXavA
amdédoong (Rendering), ouykpouong (Collision), @uoikfg (Physics), kaBwg kal Tou CUCTHPATOG
Animation, Tou cuoTtAuatog Axou (audio), Tng TeEXvNTH vonuoouvn (Artificial Intelligent) Tou
OUOTAUATOG, Kal oUTW KaBeEnG. Evidg kdBe éva atmmd autd Ta cuoTatikd, pia OXETIKA UIKP aplOuog
TWV NUI-TTPOTUTTO eVOAANAKTIKEG AUCEIg oxedlaouou gival, eTTiong, apxifouv va eugavi¢ovTal.

MNvwpifoupe TBAVWG Kal £XoUpE Aol pag pia TToAU KaAr diaio8nTikA avTiAnwn Tou TI gival £va
Traixvidl. O yevikog 6pog«Traixvidi» TrepIAauBavel emrpaméfia maixvidia, 6TTwg okaki kal Monopoly,
maixvidla kaprag 6TTwg 10 TTOKeP Kai blackjack, maiyvidia kadivo, 6TTwg n NAEKTPOVIKF POUAETA Kal
0l KOUAOXEPNOEG, OTPATIWTIKA TTOAEUIKA TTaixvidia, aTov UTTOAOYIOTH, KaBwg Kal didgpopa €idn Tou
TraIXvISIoU YETOEU TWV TTAIBIWV KAl O KATAAOYOG OUVEXICETAI. 2€ AKABNUAIKO ETTITTESO YEPIKEG POPEG
MINGpE yio «Bewpia Twv mTalyviwvy», OTTOU UTTAPXOUV TTOANATTAOI TTOPAYOVTEG YId VA ETTIAEyOUV
OTPATNYIKEG KOI TAKTIKEG TTPOKEINEVOU VA PEYIOTOTTOINBEI N aTTOdOTIKOTNTA, GTO TTAQICIO EVOG 0APWG -
KaBopiopévou aguvoAou Twv Kavovwy Tou TTaiXvidioU. OTav XPNOIPOTTOIEITal OTnNV KOVOOAQ | aTov
uttoAoyIoTH pe Bdon Tnv wuxaywyia. H AéEn «rmaiyvidr»y ouvnBwe @Epvel OTO VOu €IKOVEG aATTO €va
TPIGOIACTATO EIKOVIKO KOOUO TToU JI1aB£TEl £va avBpwTToeIdEéG nopwa, 1 (wo, N éva OxNua wg o
KUPIOG XOPOKTAPAG UTTO TOoV €AeyX0 €vog Traixtn. MNa ta TaAid geezers avauead Pag, iowg QEpVeEl
OTO VOU €IKOvVEG dUOo dlaoTaoewv KAaooikd 6TTwg To Pong, Pac-Man A Donkey Kong. O oplopdg Tng
AEENG «TTOUXVIDI» €ival pia BIadPACTIKN EUTTEIPIA TTOU TTAPEXEI OTOV TTAIKTNG MIA SIAPKET KAl OAoéva TTIO
ammaItnTIK akoAouBia, XpAoNG Tou XeIpIoPoU Kal TnNG oAAnAemidpaong mou autdg pabaivel Kai
e€eliooel, pe 1o ekdoToTe TTaIXVidl. O IoXUpIoPdG Tou Koster gival 611 o1 §pacTnpldTnTEG TG NABNOoNG
Kal Tou mastering (va gioar moAU kaAog xeipioTng Tou maixvidioU, va KATEXEIS TO TTaixvidn)
BpiokovTal 0TO €TTIKEVTPO QUTOU TTOU OVOUAZOUNE «BIAOKEDOON», OTTWG aKPIBWG OTav yiveTal éva
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aoTEIO aUTH TN OTIYUA KAl AéPE «TO ‘TMACEGY, avayvwpifovTag To TPOTTO PE TOV OTToi0 YiveTal TO
aoTeio.[1]

1.1 Bivreommaiyvidia ka1 n ®i1Aooco@ia Tng TEXvng

Mia 1Tpdxeipn poTid ota BivreoTraixvidla eyeipel apkeTd evolapépovta BEpaTa TTou Oev £Xouv AGRel
aKOuN Kapia e¢€taon otn @IAocoia TnG TEXVNG, OTTWG: gival Ta BivreoTraiyvidia Téxvn, Kal av vai, Ti
€idoug TEXVN amroteAolv; Eival 1o oTevd ouvdedepévn Ye To cinema, 1) ival TTOPOPOIO PE TEXVEG
emidoong, 6TTWG 0 Xopog; Towg va poiddouv TTEPICOOTEPO WE avTaywVvIoTIKE aBAfuaTa Kai Taixvidia,
OTTWG N KaTaduon Kai To oKAKI; MTTopoUpe akdun va opicoupe "Bivreotraiyvidl" r "maixvidl"; Aéue
ouxva o1l Ta Bivreotraiyvidia gival diadpaatikd, alAd T gival n 61adpacTiKOTNTA KAl TTOIEG €ival Ol
EMTITWOEIG TNG AV TTPOKANBOUV CUVaIoONUATIKEG QVTIOPATEIS OTTO TOUG TTAIKTEG;

Opiopévol Topeig Twv video games £xouv TTPOC@ATA YivEl AVTIKEINEVO TIPOCOXNAG: HEPIKA MFA
TIPOYPAUUATA UTTAPXOUV YIa VO EKTTAIOEUTOUV TOUG KOANITEXVEG OTNV TEXVOAOYIQ TTOU XPNOILOTIOIEITAl
o1o game development kai Ta Ph.D. TTpoypdpuaTa a@iepwuéva oTn.MEAETN TWV BIVTEOTTAIXVISIWY KAl
TwV d1IadPACTIKWY PECWV EVNUEPWONG, OTTWG To TTPOYpappa oto Georgia Tech, £€xouv apxioel va
gemmpoBaAdouv. Eviog Twv TeAeuTaiwv €Twv, eAdxioTa BiBAia €xouv dnuocieubei yia Tnv Bewpia
Bivreotraixvidiwv. Av Kal JEPIKOI GINOGO®OI €X0OUV EEKIVATEI VA YPAPOUV Yia BEpaTa TTOU aPopouV Ta
Bivreotraiyvidia, ol QINOCOQPOI TNG TEXVNG £XOUV ayVOROEl EVIEAWG TO BEua.

To KUpIo ZATNUA YIa TN QIAOGOQIKI) AIoBNTIKN €ival To KaTé TTOCOV opIouéva BIVTEOTTAIXVIOIX
Ba péTrel va BewpnBouv wg TEXVN. AauBdvovTag utToywn TTPOC@ATa TTapadeiyuaTa, ival TTPoPavES
o1 Ta BivreoTraiyvidia £xouv TTpoXwperaoel TTOAU TTépa. amod Tnv TTpwToyovn Kardatacn Ttou "Pong."
2AMEPQ, TTaixvidla 6TTwg 10 "Halo” kai To "Max Payne" dopouvTal yupw a1To TTEPITEXVEG APNYACEIS
TTOU UTTOPEi va TTdpel TTdvw atrd €ikoal WPES yia va OAokANpwBoUv. AkOun Kal av KATTolog dev £XEl
euTTEIpia MO TTPWTO XEPI Traifoviag €va TTalyVidl, ME MIO ypAyopn MHaTId avakoAUTITEl TNV
TTOAUTTAOKOTNTA TTOU Ba TTAPAKIVACE! KOl APKETEG TAIVIEG va yivouv OTTwG Ta BIvieoTraixvidia. Av Kal
KATTOI0G PTTOPEI Va TTEl OTI TTOAAG BivTeoTTaixvidla avTiueTwTriouv EAAEIWn KAAAITEXVIKAG agiag, To idlo
MTTOPEl va eImTwBei yia opiopéva TTpoidvTa KABe HopPRG TEXVNG, Xwpic va Béoel Tnv agia Tou dAou
eyxeipipaTog utrd appioBATNON. Towg va gival KaAUTEPA va TTPOCEYYICOUUE TNV TPEXOUOO KATAOTAC
WG TTaPOPOIa PE €KEIVN TOU KivnuaToypdgou ata TéEAn Tou 190U alwva: PTTOPOUNE va OOoUUE Mia
OUVEXEIQ aTTO TNV OXETIKG TTPWwTOyovn, Twv adeppwv Lumiére, Taivia "La Ciotat" (deiin tng
auadoaroiyiag) Je TNV TTAAPWGS CUVEIONTOTTOINKEVN UTTOOXEDT TNG HOPPAG TEXVNG TTOU Eival ENPAVEG
MOVO dekaeTieg apyodTEPA OTA £pya Tou Fritz Lang.

AuoTuxwg, dev utfpée oTOBEPS eTTIXEipNUA 0€ KABE TTAEUpd TWV BIVIEOTTAIXVISIWY WG
ougntnon Téxvng. Mia TTpwIPn. TTPOCTIABEIO VA UTTEPOCTTIOTE TV €VVOIO TWV TTAIXVIOIWV WG TEXVN
ptTopEi va Bpebei oto BiIBAio.Tou Chris Crawford “The art of computer game design”. MNapd 10 yeyovog
OTI o1 akadnuaikoi Oev guvéxioav Tn GulATNOn, To BEua £xel TTAPAUEIVEI EVEPYO OTIG DIKAOTIKEG
uttoBé0eIg TTou agopouv. Ta Bivreotraixvidia kal Tnv MpwTtn TpotroAoyia. MNa TTapddeiyua, oTo
American Amusement vs Kendrick, o Richard Posner utroatnpiel 611 oTta BIvieoTTaixvidia TTpETTel va
0006¢i A png TTpooTacia MpwTng TpotroAoyiag ev yEpel eTEIdA poipdlovTal Ta BEuaTa e TNV ITOpIa
NG AOYOTEXVIOG KAl gUXVvA TTPOCTTAB0UV va TTPOKAAEGOUV TTAPOUOIEG GUVAICOBNUATIKEG avTIOPACEIG
o010 KoIlvd Toug. MNapd 1O yeyovdg OTI UTTAPEaV €TTiONG APKETEG ONUOCIOYPAPIKEG ATTOTTEIPEG TTOU
B¢étouv Ta BivreoTTaixvidia £Ew atTd TN o@aipa TNG TEXVNG - Kal £va OUyKpPioIyo aplBud SIKAOTIKWY
UTTOBE0EWY O€ CUPQWVIa - Kaveig Bev €xel DIEUBETATEI TTPOCEKTIKA TO Bépa. KavovTag Ta TTpayparta
XEIPOTEPQ, TO DIAPETPNMA TNG OUCATNONG Eival APKETA XaUNAS: Ta TTEPICOOTEPA ETTIXEIPANATA EVAVTIA
TWV BIVIEOTTAIXVIBIWYV - KABWG N B€on TnNG TEXVNG eTTAVAAAUBAVEI ATTAWG KATTOIO HOP@N TNG TTPWIUNG
wuxaywyiag- d1akpiong TngG TEXVNG.

To 1o €g€xov XapakTnpIoTIKO TG culhTnong €ival n atmmoudia TnG O KOIVAG KPITIKAG TNG
MadIKAG TEXVNG - N TTaBNTIKN €mIBdpuvon. Asdopévng TnG d1IadpacTIKG @UONG TwV BIVIEOTTAIXVISIWY,
atrAd dev UTTAPXEl XWPOGS Yia TV emBdpuvon TnG TTadNTIKATNTAG. O1 TTAIKTEG TWV BIVTEOTTAIXVIDIWV
pTTOpE va gival diavonTikd ) TTveupaTtiké atrabnig katé mn didpkeia evog TUTTIKOU TTaixVIBIoU yiaTi, GTTwg
o Collingwood Ba ptropouce va 1o B¢0el, Ta BIvieoTTaixvidla cival iowg n TPWTN concreative,
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MNXaviKa avaTrapayouevn Joper téxvng: ival yadiké €pya téxvng diapgoppwuéva ammd 1o Koivo. H
01adpaCTIKOTNTA GNUATOdOTEN pia Kpioiun dIdkpion PETAEU, avau@IoBATNTA PN S1adPACTIKWY JAIKWV
MOpQWYV TEXVNG, OTTWG O KIVAUATOYPAPOG, Ta YUBIGTOPNMATA, N NXOYPAPNUEVN MOUCIKN KAl Ol VEEG
01adpACTIKEG HACIKEG HOPPES TEXVNG. AUCTUXWG, AUTA N ONUAVTIKA SIAKPIGN eV £XEI AKOUN €EETAOTEI
O€ IKaVOTTOINTIKO BaBuo.

Q¢ ek TOUTOU, IOWG TA TTIO EVOIOPEPOVTA KAI ONPAVTIKA EPWTANATA TTOU gyEipovTal gival 6T T
Bivreotraiyvidia  TrepIAapBavouv Tnv évvolia Tng dladpaaTikOTNTaG. 210 "The Language of New
Media", o Manovich utroaTtnpilel 611 n évvola Tng dIadpaacTIKOTNTAS Eival XWPEIG vONUa Kal, OUoiwg, ol
Wolf kai Perron atro@eUyouv guveidntd Tov 6po "d1adpacTiKOTNTA" TNV €I0aywyr Toug aTo BIRAio
"The Video Game Theory Reader". 10 "Hamlet on the Holodeck", o Murray Bpiokel Tov 6po TTOAU
aca@r, TTPOTINWVTAG aVT 'auTol Toug Opoug “dIadIKACTIKOS” KAl “CUNMETOXIKOG”. AvTiBeTa, o Ryan,
oTo "Narrative as Virtual Reality”, déxeTal pia e€aipeTikd eupeia €vvoia Tou TI onuaivel d1adpacTIKO,
TOOO ETTEKTATIKA TTOU PETPAEI aKOUN Kal N TNAESdpacn wg £va d1adpacTIKO Yéao. Q¢ apxIkn TIOpon,
n évvola NG aAAnAetTidpaong ptropei va opioBei pe peyaAuTepn akpieia va xaptoypa®nOei oAU pe
TN ouvnBiouévn xprion Tou 6pou. Oa £Aeya OTI yia va "aAANAeTIOpoUv. Pe" KATI TToU TTEPIAaUBAVE TN
OUMMETOXNA O€ JIa apoifaia avTatrokpIvOUEVn Hop®h dpacTnpIdTNTAg TTou Ogv gival oUTe EAEYXOUEVN,
oUTE evTEAWG TUXaia. Z€ Pia atd TIg TTI0 evdiagépouaes BEaeig eTTiTou B€uaTtog, o Ryan utrooTnpiel
Ot n S1adpacTIKATATA KAI N aPNyNUATIKA Epyacia dpouyv, n pia gvavriov TNG dAANG. H Baoipudtnta Tou
IOXUPIOUOU auTou €xel AdBer Aiyn TTpoooxr). Zapwg, UTTApXOoUV TTOAAG TTEPIOCOTEPA va TTOUME Yia
d1adpacTIKOTATA.

MNa va atravnBei 1o epwTnua Tou Katé Técov 1 6x1 opIcuEvVa BIVIEOTTAIXVIOIO Ba TTPETTEI va
Bewpouvtal Téxvn, Ba TTPETTEl va avaTiTUEOUE £vav TTIO. OUYKEKPIUEVO OPICKO Tou TI anpaivel video
game. YmApgav TTOAU Aiyeg TTpoaTTaBEIES yia TOV OpPIoPG Tou BivTeoTTaixvidioU, Kal Kapia atrd auTég
Oev Nrav metuxnuévn. O Salen kai o Zimmerman, oTo véo kal TToAU Xproiuo BiBAio Toug "Rules of
Play", TTapéxouv pia oxoAlaapévn BiBAloypagia Kai pia cultnon atrd eAGXIOTEG TTPOCTIABEIEG OTOV
kaBopioud Tou video game. Mia agloonueiwtn TpootdBeia Bpiokeral oto BiAio "The Medium of the
Video Game", é1mou o Mark Wolf rapoucidlei-£va ocUvoho TTpoUTToBécewy TTou Bewpei atrapaitnTa
yia Tov opiopd Tou video game: Kavoveg, Kal. OUYKPOUCOEIG, TA OTTOIa EKTIMWVTAI VIO TO ATTOTEAECHA
Kal TNV IKavoTnTa avatrapaywyngs. H avtiAnwn 611 Ta BivreoTraixvidla attaitolv Kavoveg €XeEl Yivel KATI
oav doyua otnv BiBAloypagia, aAAd @aiveTal 611 €va oAokAnpwuévo video game dgv PTTOPEl Va
TTapEXEl OWOTOUG Kavoveg. Ta Bivreotraiyvidia doulelouv "TTAvw" o€ pia unxavr] - €iTe TPOKEITAl O
éva pc ) o€ pia KovaoAa TTaixvISIwY, N €vvola AoITTov, EVOG Kavova TTou dev PTTopei ¢epaibei, gaivertal
aouvapTtntn. AAG Kail TTaAI, Kaveig Ogv €Bece TO ATNPA AUTO Kal TTAPAPEVEL £va aTTO Ta TTOAAG vEQ
dAuta TTpoBAfuara.

Mpokelpyévou va oploTei-To "BIVIEOTTAIXVIDI", KATTOIOG TTPETTEI VO AVTIMETWTTIOEI TO TTPORANUaA
TOou oplopou "traiyvidl". Ta.duo TTio onuavTika oluyxpova £pya ota Traixvidia eival Tou Huizinga
10 "Homo Ludens" kai Tou-Callois To "Man, Play and Games" . lNMapd 1o yeyovog 611 ToT€ 0 Callois
dev TTapEXEl Evav opIoKE. Tou “TTaixvidiou”, o SIaXwWPICKOG TOU YIa Ta TTalxVidia o€ TEaoEPIG TUTTOUG
(tuxepd maixvidia, rAiyyou, avraywviouou, Kai pipnong) €xel CalpeTikd YeydAn €mmipporn oTn
BiBAloypagia Tou video game. H gpyacia Tou Sutton-Smith yia Ta Traixvidia Tapéxel To KAAUTEPO
onueio ekkivnong yia yia eicaywyn ato Bépa. Kai dAl, o1 Salen kai Zimmerman TTpoo@épouy pid
XPAOIKN ETTICKOTINGN TWV TTPOCTTABEIWY Yia va Kabopioouv To Traixvidl. O opioudg Toug gival 611 "éva
Traiyvidl eival éva cUoTNPa OTO OTTOIO0 O TTAIKTEG CUMMETEXOUV O€ Ui TEXVNTH) GUYKPOUOH, TToU opieTal
amd TOUG KAVOVEG, TTOU 0dnyouv o€ éva TTooOTIKO atroTéAecpa." MoAAoi Bewpolv pia TéTold
KatdoTaon evog TETOIOU OpIoHOU, TIPORANUATIKY) AAAG BV €XOUV UTTAPEEI KOAUTEPEG TTPOTACEIG. AV O
KaBopIopdg Tou BIvTeoTTalxvIOIoU aTTaITE éva YEVIKO OPIoUS TwV TTaIXVIOIWVY, JTTopEi KAAAIOTA va gival
éva a1ré Ta SUOKOASTEPA TTPORAAUATA TTOU AVTIMETWTTICEI N PIA0COQia TNG TEXVNG.

Mapd 10 yeyovog 6T n aioBnmikA Tou Kantian 6£tel 10 Taixvidl wg éva amd Ta KEVTPIKA
XOPOKTNPIOTIKA TNG AIoONTIKAG PTTEIpiag, OXETIKG Aiya £X0UV YPO@TE yia TN oxéon PETAEU TNG TEXVNG
Kal Tou BivreoTraixvidiou. Q¢ atmmoTéAeoua, av ETTPOKEITO VA £CETACOUNE UEPIKA BIVIEOTTAIXVIDIO WG
TéXVN, OEV gival 0aQEG akpIBWG T €idog TEXVNG Ba cival. lowg, Ta TTaixvidla gival TTEPICCOTEPO oAV
TTOPACTATIKA £pya TEXVNG, OTTOU TO £PYO TEXVNG TTpoopileTal yia Toug performers. QoTtdoo, dedopévou
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OTI @INOCOQIK aIoONTIK ayvoei oxeddv TNV AIoONTIKN EUTTEIPIO TWV KAANITEXVWV KAl EPUNVEUTWV
Epywv TEXVNG, £vag TETOIOG XaPAKTNPIoUOG Ba pigel Aiyo Quwg.

Mavtwg, gival atuxég 1o yeyovog 0TI oI GINGGOPOI TNG TEXVNG £XOUV TTAPAPEANCEI QUTOV TOV
Topéa. ‘Eva peydAo pépog Tng Tpéxouoag epyaciag oxeTikd pe video games dnpioupyei TpoARuara
TTOU €XOUV KEVTPIKA onuacia yia tnv @lIAoco@ia TnG TEXVNG, OAAA N OUYKEKPIYEVN avaAuaon
aTroTuyXAvel va eTITUXEI TO ETTITTEDO TNG ETTIXEIPNUATOAOYIAG.[2]

1.2 Ai1adpaCTIKA CUCTHHATA TIPAYHOATIKOU XpOvVou

Ta TepioadTepa, U0 1 TpIWV dlacTadoewy, BivTeoTraixvidla gival TTapadeiyaTa GTToU Ol ETTIOTAUOVES
atrokaAoUlv, gAagpid 31adpaoTIKa CUCTANATA TTPAYMATIKOU XPOvou e BAan TNV TTPOCONOIWON
0€ NAEKTPOVIKO UTTOAOYIOTH. AG avaAUCOUME auTrh Tn @PACT, TTPOKEINEVOU VA KATAVONOOUUE TI
onuaivel. X1a TePIooOTEPA PIvTEOTTAIXVIOIA, KATTOIO UTTOOUVOAO TOU TTPAYMOTIKOU KOOUOU 1 €VOG
QAVTAOTIKOU KOOHUOU YOVTEAOTTOIEITAI HABNUATIKG £€TO1 WOTE VA ITTOPEI va ival dlaxwpiciyo atrd Evav
uttoAoyIoTA. To povTEAO gival pia TTPOOEyYIon Kal hia aTTAOUCTEUAN TNG TTPAYMATIKOTNTAG (aKOua Kal
av Eival pia @avTaoTIK TTPAyPATIKOTNTA), BIOTI €ival 0OoQwg avéPIKTO va TTepIAapPBavel KABe
AeTrTopépEla KATW aTTd £€va GUYKEKPIPEVO €TTITTESD. QG €K TOUTOU, TO YABNUATIKG POVTEAO gival pia
TIPOCOUOIWaN TOU TIPAYUATIKOU 1 @avTacoTIKoU KOCopou Tou  Traixvidiolu. H Tpocoéyyion Kai
amAotroinon eival dUo amd Ta IO 1IoXUP& epyaAcia yia Tnv avamtuén Taixvidiwv. Otav
xpnoigotrolgital n de€lotexvia, akéun Kai £éva oAU aTTAOTTOINUEVO MOVTEAO, UTTOPET MEPIKEG POPEC VO
cival oxedov duadidkpiTo atrd TNV TTPAYMATIKOTATA aAAG.TTOAU Mo diaokedaoTikd. Mia agent-based
TIPOCOUOIWaN €ival EKEIVN OTNV OTTOIA HIa GEIPA aTTO EEXWPIOTEG OVTOTNTEG YVWOTH WG "TTPAKTOPES"
AAANAeTTIOPOUV PETAEU Toug. AuTd TaIpIAlel TTOAU KAAQ WE TNV TTEQIYPAPN TWV TTEPICOOTEPWV TPIWV
OlaoTacEWV TTaIXVIOIWY, OTTOU Ol TIPAKTOPEG €ival OXAMATA, XAPAKTAPES, OPAipES, Kal oUTw KaBEeENG.
Aappavovtag uttéyn Tov agent-based xapakTApa Twv TTEPICTOTEPWV TTAIXVIDIWY, OEV Ba TTPETTEl va
TTPOKaAET EKTTANEN TO yEyovOg OTI Ta TTEPICOOTEPA TraiyVvidia orjuepa uAoTtroloUvTal o€ object-oriented
(avTikelyevooTpa®n), n TouAdxioTov ot object-based (Baciopéva oe avTIKEIPEVA), YAWOOEG
TTPOYPAUUATIOHOU.

OAa ta diadpaaTikd Traiyvidla gival d1axpovIKEG TTPOCONOIWCEIG, TIPAYUA TTOU onuaivel OTI TO
€IKoVIKO HOVTEAO €voG KOOWoU eival «duvapikdy. AuTo opilel 6Tl n KaTdoTaon Kal 0 KOGUOG Tou
Taixvidiou aAAAdel Tn OTIyUr TTOU TA YEYOVOTA Kal n IoTopia Tou Traixvidiou &edimAwvovtal. ‘Eva
TTaIXVvidl Bivieo TTPETTEI €TTIONG VO AVTOTTOKPIVOVTOI O€ ATTPOPRAETITEG EICPOEG ATTO TOV QvOPWITIVO
Tapayovta. Emiong ta mepioocoTepa BivreoTraixvidia TTapoucidfouy TIG I0TOPIEG TOUG Kal €TTIOUUOUV
va 000¢i yia amdvinon amd NV XProTn o€ TTPayuaTtikd xpovo, KabioTwvTtag Ta OladpaoTIKES
TIPOCOUOIWCEIG O€ TTPAYUATIKG Xpovo. Mia afloonueiwTn e€aipeon eivalr otnv Katnyopia Twv turn-
based TTaixvidia OTTWG TO PNXavoypa@IKG OKAKI 1) TA YN TTPayhaTikoU XpOvou TTaixvidla oTpaTnyIkAg.
AANG akdua Kal auTtd Ta €idn Twv TTAIXVIBIWY CUVABWG TTapEXOVTAl OTOV XPrOTN PE KATTOIO YOP®N
TIPAYUATIKOU Xpovou, ypagikA dietraer] (GUI). ‘ETal, Ba uttoBécoupe 0TI OAa Ta Traixvidia Bivreo éxouv
TOUAAXIOTOV KATTOIOUG TTEPIOPICUOUG TTPAYHATIKOU XPOVOU.

2710 €TTiKEVTPO KABE CUOTAPOTOG TTPAYUATIKOU XpAovou tival n évvola Tng mpobeoyiag. ‘Eva
Tpo@avég TTapddeiyua ota video games eival n amaitnon o611 n 080vn TTPETTEI v EVNUEPWVETAI
TOUAAXIOTOV 24 @opég TO BEUTEPOAETTTO, WOTE va TTapéxouv Tnv weudaiobnon g kivnong. (Ta
TEPICOOTEPOI TralyVidia kKaBioTolv Tnv 086vn e 30 i 60 frames (kapé) avd deuTepOAETTTO, dIOTI
auTog eival o pubudg avavéwaong evog NTSC 08dvng.) Puaikd, utrdpyxouv TTOAAG GAAa €idn Twv
TpoTUTTWV-TTPoBeouiwv OTa video games, KOBWG KAl PIO TTPOCOUOIWCN TNG QPUOIKNAG WTTOPED va
XpelaoTel va evnuepwvetal 120 @opég TO OEUTEPOAETITO, WOTE va Trapaueivel otabepry. ‘Evag
XOPOKTAPAG TeXVNTAG vonuoouvng (Artificial Intelligent) utropei va xpelooTei va «OKEQTETAI»
TOUAdxIOTOV pia @opd KABe SeuTePOAETITO PéXPI TNV gu@dvion Tng PAakeiag! Av éva «eAa@pu»
oUOoTnUa TTPAYUOTIKOU XPOVOU Eival EKEIVO TO OTTOI0 XATEI TIG TTPOBECiEg deV €ival KAl KATAGTPOPIKO.
Opwg 6Aa 1a BivreoTraixvidla gival «EAa@PIG» GUCTAPATA TTPAYMATIKOU XPOVou, TToU anuaivel 0TI N
avBpwTTivn TTAEUPA TOU TTAIXTN A TOU XEIPIOTA TOU TTaIXVIOIOU OEv GUOXETICETAI WE KATTOIO {WTIKO
Tpaupatioud! AvtiBeta ota «oKAnPed» cUCTNUA TTPAYUATIKOU XpOvou, Mia Xauévn TTpoBeopia Ba
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pTTOpoUcE va onpaivel coBapd TpauPaTioPo ) akoun Kail 1o Bdvato evog avBpwTrou. Ta nAekTpovikd
ouoTAuaTa g€ éva EANIKOTITEPO A TO GUCTNUA YEVIKO 0UOTNUA EAEYXOU O€ éva €PYOOTATIO TTUPNVIKIG
EVEPYEIOG €ival TTAPAdEIYHATA TWV «OKANPWYVYY» CUCTNUATWY TTPAYMATIKOU Xpdvou. Ta padnuartika
MovTéAa uTTOpEi va gival avaAuTik@ i apiBunTikd. MNa mapddeiypa, 1o avaAuTikd (KAEIOTAG Hop@ng)
MOBNUATIKO HOVTEAO €VOG OTEPEOU GWUATOG TTOU EUTTITITEI ATTd OTABEPN EMITAXUVON TNG BaputnTag
Kal TUTTIKA YPAPETAl WG AKOAOUBWG:

y(t)="%gt2+v0t+y0

‘Eva avaAuTIKd JOVTEAO UTTOPED va afloAoynBei yia OTTOIGOATTOTE TIUA TWV AvEEAPTNTWY PETABANTWV
NG, OTTWG 0 XpOvog t oTnv TTapatdvw e€iocwarn, divetal uévo TIG apxIkEG ouvOnkes vO kai yO kai Tn
ouvexnl g. Ta povréAa autd civalr TTOAU BoAiKG Otav ptmopoUv va uAotroinBolv. QoTdéc0o, TTOAAG
TTPORAARUATA OTA HABNUATIKG eV €x0UV AUONG KAEIOTAG Jop@nG. ZTa video games, OTTOU N GUUBOAN
Tou XpnoTn €ival ammpoBAETTTN, dev puTTopoUpEe va eATTiCoupe va SlapopPwael 0AOKANPO TO TTalyVidl
QAVAAUTIKG.

‘Eva apiBunTiké YovTENO TG idIag AKAUTITOU OWHaTog UuTrd BaputnTta Ba utropolace va gival

y(t+At)=F (y(t),y (t),y (), .)

AnAadr, T0 UPog TOU AKAUTITOU CWHATOG O€ KATTOIO HEAANOVTIKO Xpovo (t + At) ptropei va Bpebei wg
ouvapTNON Tou UWOoug Kal TO TTPWTN Kal SeUTEPO TTAPAYWYO TNG YIA TNV TPEXOUCO XPOVIK OTIYMN t.
O1 apIBunTIKEG TTPOCOMOIWOEIG TUTTIKG UAOTTOIOUVIGL. EKTEAWVTAG UTTOAOYICHOUG €TTaVEIANUUEVA,
TIPOKEIYEVOU VA KABOPIOTEN N KATAGTOON TOU GUCTAMATOG a€ KABE dlakpITd Xpovikd Brpa. Maiyvidia
epyadovtal e Tov idio TpoTTo. ‘Eva "game loop" Tpéxel KaT 'eravaAnyn kai Katd 1n O1dpKeia KABe
emavaAnyng Tou Bpodxou, Ta dIAPopa CUCTHANATA TTAIXVIBIWY OTTWG N TEXVNTH vonuoauvn, n AoyiKr
Tou TTaixVvIOIoU, TTPOCOUOIWCEIC PUOIKAG, Kal oUTw KaBeENG, divouv TNV gukaipia va UTTOAOYIOTEI i va
evnuepwOEi N KartdoTaon yia To €TTOPEVO OIOKPITO XPOVIKO Brua. Ta atmmoteAéoparta oTn Ouvéxela
"kaBioTavral"  amd TNV €UPAVION YPAPIKWYV, TOU Qv EKTTEUTTETAI AXOG, Kal, £VOEXOMEVWG, TNV
TTapaywyr GAAwv armmoteAeopdtwy, 6TTwg N .avadpaon duvaung oTo joypad.

2. MHXANH NAIXNIAIOY

O 6pog «unxavA Tou TTaixvIoIoU" TTpoékuye oTa Péoa Tng dekactiag Tou 1990 oe oxéon pe
first-person shooter (FPS) maixvidia 6TTwg 10 €&w@pevikd dnuogiAég Doom. To Doom eixe
APXITEKTOVIKA OAPKETA KAAG KOBOPIoPEVO BlaxwWPIoPO PETAEU TwWV €PYOAEiwv Tou AoyiopIKOU TOu
TTUpAva (OTTWG TO TPIoSIACTATO OUCTNUA ATTGdO0NG YPAPIKWY, TO UCTNUA AViXVEUONS GUYKPOUONG,
] TO oUCTNUA XOU) KaKLOTNV TEXVN TTEPIOUCIAKWY OTOIXEIWV TOU TTaIXVIBIOU, dNAAdK], TOUG KAVOVEG
TOU TTaIyVIBIOU TTOU ATTOTEAEITAI N EUTTEIPIa TTAIXVIBIOU TOU TTaikTn. H agia autou Tou diaxwpiopou £yive
EMQAVAG WG TTPOYPAPUATIOTEG ApXIoav ol adeloddTNOEIG aTA TTAIXVIdIA KAl TOV €K VEOU £COTTAIONO
TOUG O€ VEQ TTPOIOVTA, ONUIOUPYWVTAG VEOUG KOOUOUG, OTTAQ, XAPAKTAPES, OXNMATA, KABWG Kal TOUG
KavOveg Tou Traixvidiou pe poévo eNdxioTeg aAAayEG oTnv "unxavi-engine" tou Aoyiopikou. Auto
onpaTodoTnoE TN yévvnon TngG "mod community" pia opdda atmd YEPOVWUEVOUSG gamers, TWV JIKPWY
avegdpTnTwy OTOUVTIOE TTOU ONPIOUPYABNKE yia @TIaXTOUV vEQ TraiXvidla TPOTTOTTOIWVTAG Ta AdN
UTTApYoV Traixvidla, XpnoIhoTrolvTag Owpedv epyalcia TTou TTapéxovral amod Toug apyIKoug
TTpoypauuatioTég. Mpog 1o TéAog TNG dekasTiag Tou 1990, pepika Traixvidia 6Trwg 10 Quake Il Arena
kal To Unreal £€xouv oxedlaoTei Ye Tnv €Tavaxpnoigotroinon Kwalka kal Tnv "modding” o1o puaAd
Toug. O1 unxavég auTég yivovral IB1aiTEpa TTPocapudoIun Héow Tou scripting oe yAwooeg 0TTwg n C
Quake Tng id, ka1 TNG pnxavng adeloddTnong Kal dpxIoe va gival pia Biwoiuyn deutepeliouca Pon
€000WV YId TOUG TTPOYPANMATIOTEG TTOU ThV dNIoUPYNoav. ZAPEPA, Ol TIPOYPAUMATIOTEG TTAIXVISIWV
MTTOPOUV va xopnyrioouv Adeia O€ Mia pnxavr TraixvidioU Kal TTavayxpnoIWOTIOINCOUV CHUAVTIKA
TUAMOTA TV BACIKWY OTOIXEIWV TOU AOYIOUIKOU TOUG, TTPOKEIUEVOU VA OIKodopNnBoUv Ta Traixvidia. Av
KOl n TIPAKTIK QUTH O0QOpPa OKOUO ONUAVTIKEG €TTEVOUCEIG OTNV TIPOCAPHOCHEVN HUNXAVIKN
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AoyIiopIKOU, uTTopEi va gival TTOAU TTIO OIKOVOUIKA atrd TNV avaTttuén OAwv Twv Ta EapTnUATWY ThG
pNxavg Tou TTupriva in-house. H ypauun petagl evég traixvidiou Kal JIag PNXavAg gival ouxva BoAr.
Opliopéveg PNXAVEG KAVOUV HIa GpPKETA aagr OIAKpIan, evwd AAANEG Oev KAvouv OXeDOV Kauia
TTpooTTrddeIa va dlaxwpIoToUv auTég ol dUo.

Avaug@ioBitnta uia data-driven apxITEKTOVIKY €ival auTr] TTou OIOQOPOTIOIE HIa Unxavh
TTaIXVIOIWV aTrd £va KOPPATI TOU AoyIoHIKOU TTou gival éva TraixVvidl, aAAd dev eival pia pnxavA. Otav
éva mraiyvidl TepiExel hard-coded Aoyikr) 1] KAVOVEG, A OTTACXOAEI EIBIKEG TTEPITITWOEIS KWOIKA YIA VO
KOATAOTACEI GUYKEKPIPMEVOUG TUTTOUG QVTIKEIMEVWY TOU TTalxVIOIoU, kaBioTaTtal SUoKoAN A aduvarn n
ETTAVOXENOIYOTTOINCN auTOU TOU AOYICMIKOU yia va @TIOXTEN £va OIOQOPETIKO TTalXVidl. Oa TTPETTEl
MAGAAOV 0 6pOoG «unxavry Tou Traixvidlou» yia TO AOYIOUIKO va €ival €TTEKTACIUN Kal YTTOpoUV va
XPNOIMOTTOINBoUV WG BAon yia TTOAAG dlIaQopETIKA TTaIxVidla Xwpig onUAvTIKEG TpoTToTroinang. Oa
pTTopoUcE va avapwTtnBei K&toiog 611 yia pnxavr) maixvidiou Ba ytropoloe va gival KATI avaAoyo pe
Tnv Apple QuickTime rj Microsoft Windows Media Player 1] éva yevikii¢ Xpriong KOPPATI AOYIGHIKOU
IKavo va Traifel axeddv KABE TTEPIEXOPEVO TOU TTaIXVIOIOU TTOU PTTOPEi-va @avTaoTei kaveig. QoTdoo
autd Ba ATav KATI 1Idavikd AAAa Oev €xel akOun €mTeUxOei (kal, TIOTE dev eTTPOKeITO va yiver). Ol
TIEPICOOTEPEG UNXAVES TTAIXVIOIWY €ival TTPOCEKTIKA KATAOKEUOOWEVEG Kal €XOUV TEAEIOTTOINBEI £TOI
WOTE va PTTOPoUV "TpEEOUV" éva OUYKEKPIMEVO TTaIXVIOI yia HIa GUYKEKPIUEVN TTAaT@Opua. H éAeuon
Kal TTI0 YPAYOPOoU UAIKOU Tou UTTOAOYIOTH KaBwg Kal N €§EAIEN Twy £EEIOIKEUPEVWY KAPTWY YPOPIKWY,
padi ge Toug OAo Kai TTIo aTTodOoTIKOUG aAyopIiBuoug atrédoong Kal dopwv dedouévwy, apxilel va
eCopaAlvel TIG OlaQOpPEG METACU TwV MPNXOVWVY KAl TwV ypagikwy. Eivar duvatdév twpa va
xpnoigotroinoete Jia first-person shooter unxavr yia TAV. KOTAOKEUN €vOG TTpaAyuaTikol Xpovou
Traixvidlou oTpartnyikAg, yia TTapddeiyua. Qotoéco, 1o trade-off yeTagl Tng yevikdTnTag Kai BEATIOTN
eCakoAouBei va ugioTaral. ‘Eva mTaixvidl utropei TTAVIOTE va Yivel o evTuTTwalako atro 1o fine-tuning
NG MNXAVAG ME TIG CUYKEKPIPEVES ATTAITHOEIG KAl TTEPIOPITHOUG VI £V OUYKEKPIUEVO TTaIXVidl Kail / A
TNV TAaTPOpUa hardware.

2.1 Eidn ka1 oTtuA Maixvidiwyv

O1 pnxavég TTaixvIBIWV gival ouvnBwE CUYKEKPIMEVOU «OTUA». Mia pnxavh yia éva traixvidl duo
aTOpwv TTOU aywviovtal o€ éva pivyk Tou Ptrog Ba eival TTOAU BIAPOPETIKO aTrd pia pnxavr) yia
multiplayer online Traixvidi (MMOG) rj yia €va first-person shooter (FPS) kivntripa i evég traixvidiou
OTPATNYIKAG G€ TTPAyUaTIKO Xpovo (RTS). QoTéc0, uttdpyel €TTiong pia peydAn emkaAuwn. OAa Ta
3D Traixvidia, ave¢dptnTa ammd T10.£i00G, ATTAITOUV KATTOIAG HOPPRSG XAUNAOU ETTITTEDOU «EICAYWYEC-
inputs» atd TOoug XPAOTEG OTWG Yyia TTapddelyua, eite pia eloaywyri amd éva joypad, fj éva
TIANKTPOAGYIO 1) KaI a1t TO TTOVTIKI, €iTE KATTOIAG Hop@rg Tou 3D rendering 6TTwg, éva epéBioua (yia
TTOPABEIYUA AVOIYOKAEITEI TA'UATIO O TIPAKTOPAG), €iTE KATTOI0G HOP®HAG heads-up 086vn (HUD). ‘ETol,
evw n Unreal Engine, yia rapdadeiyua, £xel oxediaoTei yia first-person shooter raixvidia, n idia pnxavni
£XEI XPNOIYOTTOINBEI PE ETMITUXIA VIO TNV KATAOKEUN TTaIXVIOIWY O€ PIa o€ipd atmd dAAa €idn, kabwg,
oupTtrepIAapBavouévwv. Twy dnuogiAéoTaTtou, third-person shooter, Gears of War amd tnv Epic
Games, 10 Baoiopévo oTov XapakTApa (character-based) action-adventure traiyvidl Grimm, kail TO
Speed Star, £éva goutoupioTiKG TTaIyVidl aywvwy atréd Tn NoTia Kopéa. Ag pigoupe pia yatid o€ HEPIKA
atré Ta MO KOIVA €idn TTaIXvISIWV yia va diepeuvnBouv PeEPIKA TTapadeiypaTa ammd TIG ATTAITOEIS TNG
TEXVOAOYIOG €I18IKOTEPO YIa TO KaBEva.

2.1.1 First-Person Shooters (FPS) NMaixvidia

To first-person shooter (FPS) €idog xapaktnpietal amé Taixvidia o6mmwg 10 Quake, Unreal
Toupvoud, Half-Life, Counter-Strike, kai To Call of Duty. Autd Ta TTaixvidia 10TopIKd, EUTTAEKOVTAI
OXETIKA o€ pia apyr on-foot repImtAdvnon «xwpou» he Baon 1o k6opo. QoT6C0, OTIG OUYXPOVEG first-
person shooter unxavég ptropei va Toro8eTNB0UV pia eupeia TTOIKIAIA TWV EIKOVIKWY TTEPIBAASOVTWV
OTTWG €vag TEPACTIOS AVOIXTOG UTTAIBPIOG XWPOG Kal TTEPIOPICOVTAG TOUG £0WTEPIKOUG XWPOUG.
2uyxpovn FPS utmdpyouv unxaviopoi tou TteplihapfBdvouv Tnv on-foot kivnong, Treplopiouoi
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kareuBuvaong (rail-confined) 1 eAevBepr) TepiTAdvnon (free-roaming) 6TTwWG GpuaTa, XOBEPKPAQT,
okaen kar agpookden. Ta first-person taiyvidia TTapéxouv cuvABwWG pia TEXVOAOYIKA TTPOKANGN yia
TNV Kataokeur Toug. MiBavéTarta cuvaywvifovrtal ge TTOAUTTAOKOTNTA POvo ue third-person shooter
/dpdon / €€60ou Traiyvidia kai padikd multiplayer taiyvidia. Auté cupfaivel emreldn first-person
shooters wg oT6X0 TOUG €ival va TTAPEXEI OTOUG TTAIKTES TNV YeudaioBnan 61 eival Badiouévo o€ éva
AeTrTOPEP, UTTEP-PEANIOTIKO KOOWO. Aev aTTOTEAET EKTTANEN TO YEYOVOGS OTI TTOAAEG OTTO TIG JEYAAEG
TEXVOAOYIKA KOIVOTOMIEG, OTIG MEYAAEG Blopnyavieg TTaixvioioU, TTPOEKUWAY aTTd Ta TTalxVidla auTtd To
€idog.

First-person shooters cuvABwg eTIKEVTPWVOVTAI O€ TEXVOAOYiEG, OTTWG

QATTOTEAEOHATIKN TTAPOXA TwV PeYEAwV 3D €IKOVIKWY KOTUWYV,

pia d1adpaaTiKr KApePa EAEyXOU,

UYNAAG TTIOTOTNTAG animations Twv €IKOVIKWY OTTAWV-TOU TTAiKTN,

é€va eupl QAoUa TWV I0XUPWVY OTTAWV XEIPOG,

e JIa E€TMEIKAG Kivnaon Tou xapakTtripa-player n omoia ouxvd divel gTov XproTn Tnv
péouca aTudoQalpa Tou TraixvidloUu, KaBwWwG Kdi To JovTéAo olyKpouang.

e YwnAn moToTNTa animations Kai TeXvNT vonuooUvn YIa Th JUN-TTAIXTEG XOPAKTAPES
(exBpoUG Kal TOUG CUPPAXOUG TOU TTaiKTR),

e MIKPG KAipakag duvaTtdTtnTeg yia online multiplayer (ouvriBwg utrooTnpilel éwg 64
TAUTOXPOVOUG TTAIKTEG), Kal n TraviaxoUu mrapouca «aywvag Oavdrou np death
match» Asitoupyid avatrapaywyng Tou Traixvidiou.

H amdédoon Tng TeXvoAoyiag TTou. XpnaoiuoTrolEiTal atrd TéTolou €idoug, first-person shooter,
gival oxedovITavTa 101aiTEPA BEATIOTOTTOINUEVN KOl TTPOCEKTIKA GUVTOVIOUEVN ME TO OUYKEKPIMEVO
€idog Tou TTEPIBAAAOvTOG TTOU TTapéxovTal. [Na Tapddelyua, Ta eowTepik@ «dungeon crawl” Traiyvidia
ouxvd atraoyoAolv duadiko xwpo oTteyavotroinong (BSP) dévrpa rj portal cuoTtripata rendering.Ta
E¢wtepikd mraiyvidia (FPS) xpnoiyotroiolv GAAa €idn BeATioToTroinong amédoong, 01Twg occlusion
culling 4 1o offline sectorization’ Tou kKO6OUoU TIaAIXVIOI PE TO €yXEIPIOIO i QuUTOPATOTIOINMEVN
TTPOodIaypa®n TWV OTTOIWV OI TOUEIG-0TOXOI gival opaTd atd KABE TTnNyn Touéa.

duoikd, n «ePPUBICN» EVOG TTAIKTN OTOV UTTEP-PEAAICTIKO KOGHO TOU TTaIXVISIOU aTraITel TTOAU
TTEPICOOTEPO ATTO MIA ATTAG BEATIOTOTTOINWEVN UWPNANG TTOIOTNTAG TEXVOAOYIa ypagikwy. To animation
TOU XAPAKTAPA, 0 AXOG KAl N HOUCIKA, TO AKAUTITO CWHA TNG QUOIKNG, Kal JUPIAdEG GAAEG TEXVOAOYIES
aixuAg Tmou TrpéTTel varexel éva FPS maixvidl. ‘ETal, auTd 10 €id0g £x€l HEPIKEG ATTO TIG TTIO AUCTNPEG
Kal EUPEIEG ATTAITACEIG TAG TEXVOAOYIOG Tou KAGBOU.

2.1.2 Platformers kai GAAa Third-Person Naiyvidia

«MAat@oépuag» ) Arcade civar o 6pog TTou e@apudletal e Third-Person yapaktipa Traixvidia
dpaang, 61Tou To GApa atrd TTAATPOPPA O€ TTAATPOPUA Eival O TIPWTAPXIKOG UNXAVIGHOS AEITOUPYIAS
Tou TTaIVISIoU. Ta TUTTIKG Traiyvidia atré emoxig 2D ATav To Space Panic, Donkey Kong, PitfalllH 3D
emmox TepIAauBdvel  arcade 6mmwg 10 Super Mario 64, Crash Bandicoot, Rayman 2, Sonic the
Hedgehog, ka1 o pdéo@ara 1o Super Mario Galaxy. Ocov a@opd Ta TEXVIKA XOPAKTNPIOTIKA TOUG,
platformers pmopoUv ouvBwg va ouyxwveuBouv e third-person shooters kai third-person
action/adventure traiyvidia, 6wg 1o Ghost Recon, Gears of War kai To Uncharted: Drake’s Fortune.
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Ta tpiTou TTpoowTTou XapakTthpa (Third-person character-based) maiyvidia €xouv TTOAG KoIva
ME Tou TTpwTou-TripdowTrou okoTreuTéS (first-person shooters), aAAG TTOAU peyaAUTePn €ugacn
OiveTal oTOV KUPIO XAPOKTHPA, IKAVOTNTES Kal TPOTTOUG PeTakivnong. ETimTAéov, uwnAig moToTNTOG
animation g€ 6A0 TO GWUA TOU XAPAKTA PO TTOU ATTAITEITAI yIa TO Avatar Tou TTaikTn, o€ avTiBeon Pe To
KATTwg Alyétepo ammaitnTikd animation oe éva Tumkd FPS Traixvidl. Ze éva arcade, o KUpIog
XOPOAKTAPOG €ival ouxva KapTouv OTTWG Kal dev XPEIAleTal va gival 181aiTepa PEANIOTIKEG | UWNAAG
avéAuons. Qotéco, n Third-person shooters ouxva OlaBétouv €éva  eEaIpeTIKA  éva
«AVOPWTTOKEVTPIKOY» PEAAIOTIKO XOPAKTAPA. Z€ AUPOTEPES TIG TIEPITITWOEIG, O XAPOKTAPAS TTAIKTNG
éxel ouvABwg éva TTOAU TTAOUCI0 OUVOAO Twv dPATewV Kal animations. Mepikég atrd TIG TEXVOAOYiES
€I0IKWG ETTIKEVTPWONKE a1Td TA TTAIXVIOIA O auTd TO €id0G TTEPIAAPPBAVOUV.

e  KIVOUMEVEG TTAOTQPOPUEG, OKAAEG, OXOIVIA, TTEPYKOAEG, Kal AAAOUG evOIAQEPOVTEG TPOTTOUG
METOKivnong ,

o TTalA - 6TTWG TTEPIBAAAOVTIKG OTOIXEIQ,

e  2T0 TPITO-TIPOOWTTO «OKOAOUBEI N KAUEPO», N OTTOIO TTAPANEVEI EGTIOOPEVN GTO XAPAKTHPA
player kal TOu OTTOIOU N TTEPIOTPOPN EAEYXETAI TUTTIKA aTTd TO XprioTn péow Tou stick joypad
(o€ pia KovoOAQ) ) Eow Tou TTOVTIKIOU (0€ PC-ONUEIOTE OTI EVW UTTAPXOUV Hia ogipd atro
Third-person shooters o10 PC, Ta arcade utrdpxouv oxXe00V aTTOKAEIOTIKA OTIG KOVOOAEQ)

e ¢éva TOAUTTAOKO oUoTnua ouykpouong KAapepag Olac@alidel 611 10 view point
Oev Ba "TTEPIKOTIA" HEOW TNG YEWMETPIO BABOUG r*OUVANIKOU QVTIKEIYEVOU TTOU BPIiCKETAI OTO
TTPOOKAVIO.

2.1.3 Nayvidia NMNaAng

Ta Taixvidia aywveg "TAANG 1 povopaxiag atapTiCovial Kupiwg amd dUo Traixteg OTTou
arreikovifovral cuvABws wg avBpwTToeIdn PovTEAa-xapakTrpes. O XapaKTHPES auToi TEiVOuV va givai
NG id1ag 10X U0G Kal o1 aywveg TTAANG TTouaTTOTEAOUVTAI ATTO APKETOUG YUPOUG, TTOU AauBavouy Xwpa
o€ Jia apéva r o€ KATToIo QavTtaoTIKO TTEPIBAAAOV. To €idog xapakTnpiletal atrd TTaixvidia OTTwg 10
Soul Calibur kai Tekken.

Mapadooiakd TTaixvidia oTo €i00¢ YAXNG EXOUV EOTIACEI TIG TTPOCTTABEIEG TOUG YIa ThV TEXVOAOYia.
e ¢va TTAouaio oUvolo atrd animations,
e akKpIBN avixveuon XTutrUATWY,
e éva oUOoTNUa TTOAUTTAOKOTNTOG KOUMTTILOV TTOU EICAYEI O XPrOTNG KAl PTTOPE va aviXveUuoel
dla@bépoug cuvduaopoug Tou joystick
e TTAABN, aAAG KaTd T GAAO OXETIKA OTATIKO UTTORABPO.

Aegdopévou oTtov 3D kdopo auTd Ta Traixvidla gival pIkpd Kal n KAPEPQ ETTIKEVTPWVETAI
OXETIKA pe TN dpdon avd TTAoca OTIyn, ICTOPIKA auTd Ta Traixvidia eixav eAdxioTn i dev UTTAPXE!
avaykn yia world subdivision or occlusion culling. Ta state of the art Traixvidia pdyxng avénoav Ta
TEXVOAOYIKG YE XAPAKTNPIOTIKA PE TPOTTOTTOINCEIG OTTWG:

e UWNANAG eUKpivelag Ypagikd XapakTipa, CUUTTEPIAaUBavopévou Tou peaAICTIKOU OKiaong Tou
O£PUATOG KATW aTTO TNV £TMIQAVEID OKESAONG KAl TA EQPE GE XAPAKTNPIOTIKA OTTWG O 1I0pWTAG
K.Q,

e UYNAAG TOTOTNTAG KIVAOEIG TWV XAPAKTAPWY,

e Baoi{6uevo OTIG TTPOCOMPOIWCEIS PE XPAON QUOIKAG, yia Ta MOAAIG Kal TG pouxa Twv
XOAPOKTAPWY.

Eival onpavTtikd va onpueiwBei 611 opiopéva traixvidia udyxng 6mmwg 1o Heavenly Sword £xel AdBel
Xwpa oe pia peydAng kKAipokag eikoviké kéopo, degv gival Trepiopifovral otV apéva. XTnv
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TTpayuatikéTnTa, TTOAAOI AvBpwTrol Bewpolv 0TI auTd eival éEva EeXwpPIoTO UQOG, WEPIKEG POPES
ovouddeTal £vag KaByaTtlng. Auto TO €i00G KATATTOAEUNGN TTAIXVidI UTTOPET va £XEI TEXVIKEG ATTAITACEIG
MoIadel TTEPIOOOTEPO WE EKEIVES EVOG first-person shooter 1 o€ mpayuatiko xpovo Taixvidl oTpaTnyIKAS.

2.1.4 Aywveg TaXUTNTAG

To €idog aywvwv tepiAauBdver 6Aa Ta TTaixvidia KUpIo £€pyo Tou oOTToiou €ival n odriynon &vog
QAUTOKIVIATOU i GANOU oxAuaTOG 0€ KATTOIO €id0G TNG TPOXIAG. To €id0G £xel TTOAAEG UTTOKATNYOPIEG.
Mpooopoiwon eoTidleTal o€ TraiXvidia aywvwy TaxutnTag ("Sims") TTou €xouv wg aTOXO0 Va TTAPEXOUV
MIa euTTEIpia 00rynong TTou gival 600 To duvaTOVv PEAMIOTIKOTEPES (TT.X., Gran Turismo).[23]

Mia oxeTIKG véa uttokaTnyopia diEpEUVA TOUG aywveG dPOPoU e dIAPOoPa OXAUATA EUPEIDG
KukAo@opiag (11.X., Need for Speed, Juiced). To Kart Racing €ival pia utrokartnyopia otnv oTroia
onuoiAeic xapakTripeg atréd Ta platformer Traixvidia r} kivoupeva oxédia ava-dnuioupyolvtal wg ol
odnyoi (1.x., Mario Kart, Jak X, Freaky Flyers). Ta "Racing" maixvidia dev xpeliddetal Tavia va
TePIAaUBAvouV Tov XpOvo-aviaywvioud (6nAadn xpovouétpnon). Opiopéva kKapT Traixvidia, yia
TTaPABEIYUA, TIPOCPEPOUV OTOUG TTAIKTEG Kal AAAEG AEITOUPYIEG avaTTAPAYwWYRS Tou Traixvidlou (dAAo
gameplay mode) 6TTwg TTupoBoAolv o évag Tov GAAO, TN CUAAoYA Ad@upa, i va CUPPETAOXOUV O€
MIa TTOIKIAIG GAAWV XPOVOUETPNUEVWY Kal PN KaBnkOvTwy. Ta AywVIOTIKG TTaIXVidla ETTIKEVTPWVOUV
ouvnBwG BA0I TNV YPAPIKAG AETITOUEPEIA OTA PE TA OXAUATA, KOUMUATI, KOl TO APECO TTEPIBAAAOV.

Mepikég atrd TIG TEXVOAOYIKEG 1810TNTEG £VOG TUTTIKOU TTaIXVISIOU aywvwy TTEPIAAPBAVOUV TIG
aKOAOUBEG TEXVIKEG.

e Aldpopa "KOATTA" TTOU XPNOIYOTTOIOUVTAI /KOTA TNV atmmodoon Twv HOKPIVWY CTOIXEIWV
@ovTou(background),6TTwg XxpnoipoTToIwvTaG diodIdoTaTa QUAAC aTrd Ta dEvTpa, AOPOUG Kal
Bouva.

e H mioTa gival cuxvda avalletal o€ OXETIKA OTTAEG DICOIACTATEG TTEPIOXEG TTOU ovopadovTal
«TOMEIG». AUTEG o1 dopég dedouévwy. TTou XpnaolgotroiolvTal yia Tn BeATioTotmoinon tng
arrédoon Kal TNV aTToQacIoTIKOTNTA TNG TTPOoBOANG, yia va BonbAcouv oTnv TexvnT
vonuoouvn oTtnv eupean diadpourig(path finding) yia T a utréAoimma oxAuarta, KabBwg Kal yia
TNV €MAUCN TTOAAWY GAAWYV TEXVIKWV TTPORANUATWY.

2.1.5 Nayvidia orparnyikng (RTS)

Ta olyxpova Traixvidla oTpaTNyIKAG TTpayuatikou xpoévou (Real Time Strategy) o maixtng
avaTmTuooel povadeg paxng A €va oTpatnyikd oTTAoOTACIO € éva PHEYAAO XWPO Kal TTPOCTTaBEl va
ouvTpiyel Tov avtitaoAo. O KOOPOG Tou Traixvidlou auTou eu@avifeTal o€ pia TAdyia Kal atrd Tavw
TTPOG KATW Ywvid Béaong. H oikodounaon Tng duvaoTeiog Eekiva atrd 1992. Maiyvidia o€ autod 1o €id0g
eival To Warcraft, Command & Conquer, Age of Empires, kai Starcraft. O raiktng ota RTS ouvrBwg
gutrodideTal onUAvTIKG, atmd TNV aAAayr otnv ywvia B€éaong yia va utropei va PAETTEl o€ peydAeg
amooTdoelg. O TTEPIOPICPOG QUTOG ETTITPETTEI OTOUG TTPOYPAUUATIOTEG VO XPNOIJOTTOIOUV JIGPOPES
BeATioToTTOINOEIG OTNV PNYavh amodoong Twv ypa@ikwy Twv RTS maixvidiwyv. Xdyypova Traixvidia
RTS pepIKEG POPES XPNOTIPOTTOIOUV TIPOOTITIKAG TTPOROANG Kal évav aAnBivé 3D kd6ouo, aAAG uTTopei
va eEakoAouBouv va atragyoAolv €va cuaTtnua O1dtagn Tou BIKTUOU yia va €£ac@aAioTei OTI Ol
MOVAdEG Kal aToIXeia Tou @OvTou, OTTWG Ta KTipla, va euBuypaupiovtal To éva e To GAAO OwaTA.
AnpooiAég TTapddelypa, Command & Conquer 3.[24]

Mepikég AAAEG KOIVEG TTPAKTIKEG RTS TTauyvidia TrepIAauBAVOUV TIG TTAPAKATW TEXVIKEG.
e KdBe povada cival oxeTiké XapunAng avadiuong, €101 WOTE TO TTAIX VIOl UTTOPET va UTTOOTNPIEI
MeyaAo apiBud otnv 086vn Tautd)pova.

e Yyog-tediou Tou €dAQouUG gival ouvABwg 0 KauBAg TTavw OTOV OTTOI0 TO TTaIXVidl £XEl
oxedIaoTEl Kal TraigeTe TO TTaIX VIO,
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e O TaikTNG oUXVA EMITPETTETAI VA dnNUIOUPYNOEl VEEG BOPEG OTO £DAQOG, Kal TTPOOBETA va
avaTTuén TG OUVAEIG TOU.

e  OAANAeTTiOpacng Me Tv XprnoTn €ival ouvBwg PECW evog KAIK aTnv Treploxn pe Bdon Tnv
ETMAOYN TwV POVAdwv, KOBWG Kal YE Ta YEVOU 1) TIG YPOUUEG EPYOAEIWV TTOU TTEPIEXOUV
EVTOAEG, €EOTTAIOUO, €idNn povAdwy, €idn KTIpiwV, KATT.

2.1.6 Malixda diadikTuaka moAAamAwv-XxpnoTwv maixvidia (MMOG)

Ta Madikd diadiktua TTOANATTAWV-XpnoTwy Traixvidia (MMOG) eivalr éva  €idog  TTaixvIdIwV
xapaktnpietal atméd maiyvidia émmwg 1o Neverwinter Nights, EverQuest, To World of Warcraft, kai
MaAagiegc Wars. MMOG opicetal, KGBe TTaividl TTou utroaTnpilel TEpAaTIo apIBud atrd TAUTOXPOVOUG
TIAIKTEG (aTTO TOUG XIAIAOEG €WG £KATOVTADESG XINADEG), ouVBwG 6Aa TTaiouv o€ éva TTOAU PEYAAO,
€IKOVIKO KOaMO (dnAadH, évag KOGUOG TOU OTTOIOU TO ECWTEPIKA KATAaTaon eEakoAoubei va ugiaTtaTal
yia TTOAU peyAAO Xpoviké didoTnua. YTrokatnyopieg autd To €idog tepiAapBavouv MMO Traiyvidia
poAwv (MMORPG), MMO o¢ mrpayuaTikd xpoévo traixvidia atpatnyikis (MMORTS), kai MMO first-
person shooters (MMOFPS). Ta MMOGs d1a6£Touv TTOAU duvaTtoug.Euttnpetntég (Servers). AuToi ol
EUTTNPETNTES DIATNPOUV TNV AUBEVTIKI KATAOTACT TOU KOGHOU TTalxVIOIoU, dlaxeipion XpnoTwy PYéoa
Kal €€w atro 1o TTaIXVvidl, TTapéXOuV TN METAEU GuvopiAia Twv XproTwy, péow voice-over-1P (VolP)
UTTNPETIWYV, KATT.

2xed6v 6Aa Ta MMOGs atraitolv amd Toug XPRAOTEG va TTANPWOOUV KATTOIO €i00G TNG TOKTIKAG
ouvOpON yia va TTaifouv Kal va PTTopolv TTPOCPEPOUV. MIKPO-OUVAAAQYEG €VTOC TOU TTAIXVIOIOU 1)
€KTOG TTaixvidiou. Q¢ ek ToUTOU, ICWG TO TTO CNUAVTIKO POAO TOU KEVTPIKOU SIOKOUIOTA €ival va
XEIPIOTEI TNV TINOAGYNON KAl HIKPO-CUVAAAQYEG TTOU XPNOIMEUCOUV WG KUPIa TTNYH YIa TNV avaTTuén
TTaIXVISIWV Kal Twv €06dwv. H TT016TNTA Kal N TOoTOTATA TWV YPAPIKWY Eival Twv TTaixvidiwv MMOG
gival oxedov XapnAdTepa o€ axéon atmod Ta pn Padikd, wg aTToTEAECUA TOU TEPACTIOU PeyEBOUG Tou
KOOPOU Kal TOU €EAIPETIKA peydAou apiBuol xpnoTwv TTou utrooTnpifovral atmd autd Ta €idn Twv
TTQUXVIOIWV.

2.1.7 AAAa Eidn maixvidiwv

Ymrdpyxouv BERala TTOAG GAAa €idn TTaIXVIBILWV Ta oTToia dev €xouv KaAU@Bei o€ BaBog
edw. Mepikd TTapadeiypata givai:

e (OTIOP, JE UTTOKATNYOPIES YIO KABE anuavTikd aBAnua (TTodéo@aipo, UTTEICUTIOA, TO YKOA®,
KATT.),

e role-playing games (RPG),

e God TTaixvidia, 6mmwe 1o Populus kai Black & White,

o TrEPIBAANOVTIKG / KOIVWVIKA TTaIyVidia TTpocouoiwang, 0TTwg 1o SimCity A To The Sims,
e TTaCA TraiXvidia OTTwg TO Tetris,

e  UETATPOTTEG ATTO W NAEKTPOVIKG TTaIXVidIA, OTTWG TO OKAKI, TTAIXViOIa KAPTWYV, KATT.,

e web-based Taixvidia, 6TTWG auTd TToU TTPOCPEPovTal aTov I06TOTTo Pogo Tng Electronic Arts»
Kal 0 KATAAOYOG quvexiceTal.

Eidape o1 kKGOt €idog TTaIKvIOIOU £l TN DIKA TOU 1BIAITEPN TEXVOAOYIKK, ATTaITOEIS. AUTO €€nyei
yioTi o1 unyavég TTaixvIOIwV Exouv TTapadooiakd diEpepav apkeTd ammod €idog o€ €idog. QaTd00,
UTTAPXEI ETTIONG MIA PEYAAN TEXVOAOYIKN ETTIKAAUTITOVTAI PETAEU TwV €10WV, 10iwg OTO TTAQICIO PIAG
eviaiag TTAaT@SOpua UAIkoU. Me tnv éAeucn Tou 6Ao Kal TTIo 1Io0XupoU hardware, o1 dlaQopES avapeoa
oTa dIdpopa €idn TTou TTPoEKUYWaV AOyw Twv avnouxiwv BeATioToroinong apxifouv va e¢atuifovTal.
I 'autd yivetal 6Ao Kal TTI0 dUVATA N ETTAVAXPNCIPOTIOINCON TNG idla TEXvoAoyia Tou KivnTrpa akéua
Kal o€ avopola €idn, akoun Kal avapeoa o€ TTAATPOPUEG YE BIaPopPEeTIKO hardware.[25]
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2.2 APXITEKTOVIKNA HNXOVAS TTAIXVISIWV

Mia pnxavry TTaixvidloUu aTroTEAEITAl YEVIKA aTTO dIa OOouiTa €PYaAEiwv Kal epyaAcia xpovou
(runtime).©a egepeuvnBei TTPWTA N APXITEKTOVIKI] GTO KOUUATI XpOvou (runtime) kai oTn ouvéxeia Ba
avagpepBoUuv Kal Ta PYAAEia apxITEKTOVIKAG OTOV akOAouBo Touéa.

To oxAua (1) Tapouaialel 6Aa Ta onUAVTIKA GTOIXEIQ XPOVOU EKTEAEGNG TTOU OUVOETOUV HIa
Tumk 3D pnxavA Tou Taixvidiol. Omwg OAa Ta CUOTAPATA AOYIOWIKOU, €TC1 KOl O PNXOVEG
TTaIXVIOIWV €ival XTIOPEVN o€ aTpwuaTta. Kavovikd ta dvw oTpwuaTta eEapTwvTal atrd xaunAdtepa
oTpwuata, aAAG Oxi To avtioTpo@o. OTav éva KATw oTpwua e€apTdTal aTTd £€va uPnASTEPO OTPWHA,
auT6 TO OVONACOUNE PIa KUKAIKA €€APTNON KUKAIKA €£GpTNON TTPETTEI VO ATTOQEUYETAI O€ OTTOIOOATTOTE
OUOTAUATA AOYIOMIKOU, €TTEION 00NyoUv o€ avemmBUunTeG oUleugn PETAEU TwWV CUCTNUATWY, KAVouv
Aoyiopikd aoTaBEg, Kal avaaTEAAOUV £TTAvaXPNOINOTTOINON KWIKa. AuTd 10XUEl IBIaITEPA YIa HEYAANG
KAiuakag ouaTnua aav éva Traixvidl unxavrg.

GAME-SPECIFIC SUBSYSTEMS

Weapons Power-Ups Vehicles Puzzles etc.
Game-Specific Rendering Player Mechanics Game Cameras Al _
t State Machine & (~ Camera-Relative Fixed  Scripted/Animated Goals & Decision- Actions
Gl Animation Controls (HID Ciaeas Cameras Making (Engine Interface)
Terrain  Water Simulation Collision
i i Manifold Moverent Player -Follow Debug Fly- Terrain Water Simulation
Camera Through Cam Rendering & Rendering
Front End B Gameplay Foundations
Heads-Up Display Full-Motion Video "'Gam%g'g)em“ High-Level Game Flow System/FSH
(HUD) (FMV)
C Scripting System )
In-Game GUI  In-Game Menus ppers / Attract
Mode Static World Dynamic Game Real-Time Agent- Event/Messaging World Loading /
Elements Object Model Based Simulation System Streaming
Visual Effects Hierarctical
Light Mapping & Ghleca : : B @ : ~
ight Mapping HDR Lighting  HDR Lighting Skeletal Animation Online Multiplayer Audio
Dynamic Shadows e o
. Environment Animation State Inverse ame-Specific Match-Making & Game DSPiEffects
Pam;;g‘ﬂi“‘ Post Effects Mapping Tree & Layers  Kinematics(K) Post-Processing Management
Object Authori
Scene Graph / Culling O tlmlzanons S bk St “Potcy % o fudatios
p g Op Additive Blending Playback Animation e Audio PlayBack |
Spatial Subdivision (occlusion & PVS LOD System Animaﬂon Replication Management
(BSP Tree,kd Tree) 5 i
4 4
Skele!aIMesh RagdouPsysicsw
2 ™
Low-Level Render Profiling & Debugglng\ " A \ (Human Interface
S 2UyKpouan & D UaiKN Devices(HISD)
Materials & Static & Dynamic Camera Text & Fonts Playback
Shanders Lighting Forces & Ray/Shape
Constraints Casting(Queries) Game-Specific
Memory & Interface
Perfomance Stats . )
Primitive Viewport & Texture & T Rigid Bodies Phantoms ) _
Submission Virtual Screens Surface Mgmt St Psysical Device /0
Drawing(Lines etc.)
'WGag\e M*:ems Shapes/ Physics/Collision
N § or Consol Colidables World
Graphics Device Interface )/ L ) L
J
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Resource Manager(Game Assets)
3D Model Texture Material Font Skeleton Collision Physics Game =
Resource Resource Resource Resource Resource Resource Parameters World/Map
Resource Manager
Core System

Module Start-Up : : 7 Memory = Strings and Debug Printin and Localzation 3 Parsers (CSV,

and ShutDown /55emions UnitTesting .. on MaM LI chedStinglds  Logging Services  MOVIEPIRYET Tyl etc)
Profiling / Stats Engine Config  Random Number Curves & RTTI /Reflection ~ Object Handles/  Asynchronous  Memory Card /O

Gathering (NI files etc.) Generator  Surfaces Library & Serialzation Unique |ds File I/0 (Older Consoles)

@/

Platform Independence Layer
jon AtomicData Collectionsand Network Transport . Sl i Physics /Coll
Platform Detection et el File System Layer (UDPITCP) Hi-Res Timer Threading Library Graphics Wrapper Wrapper

37° Party SDKs

Granny,Havok

DirectX,OpenG Havok PhysX, s
ODE Animation B Bl

Lli Boost++ STUSTLPort Kynapse

NEITOUPYIKG CUOTNUO

o
C 0dnyoi
-

YAIKG unoAoyioT)(PC XBOX,PS3 K.TA)

UL U\ JA 4

Zyxnua 1 H ApXITEKTOVIKA HIag UNXavAg Traixvidiou, eravaocyediaon oxediaypdupartog amo [1].

2.2.1 ZTpwpa UAIKOU

To oTpwua Tou UAIKOU OTOXOU, TTOU @aiveTal oTo ZXAUA(3), avTITpoowTreUel TO aUOTNUA €VOG
NAEKTPOVIKOU UTTOAOYICTH 1} TNV KOVOOAQ.KATA TNV oTToia TO TTalyVidl Ba Tpégel. TUTTIKEG TTAATQOPUES
eival o1 €€r¢ Microsoft Windows kai 1o Linux-based PCs, 1o iPhone Tng Apple kai Macintosh, 1o
Microsoft 's Xbox kai To Xbox 360, PlayStation Tng Sony, PlayStation 2, PlayStation Portable (PSP),
kai To PlayStation 3 kai Nintendo DS; 1o traixvidi - Cube, kai To Wii.

( Yhkd umohoyiaTii{PC XBOX PS3 KTA) )

Tyxnua 2 YAIk6 utroAoyioTn, emavaoyediaon oxuarog amo [1].

2.2.2 0Odnyoi OUCKEUWYV

O1wg arreikovifeTal oTo oxXAUA(3), oI 0dnyoi CUCKEUWV Eival YaunAou eTTITTESOU OTOIXEId TOU
AoYIOMIKOU TTou TTapéXovTal ammd TO AEITOUpyIKO cUoTNPa A Tov TTpounBeut Tou UAIKoUu. Odnyoi
dlaxeipion UAIKOU TTOpwV TOUu AEITOUPYIKOU OUCTHPOTOG TTEPIEXOUV OTOIXEIQ ETTIKOIVWVIOG YIa Ta
AVWTEPA OTPWHATA TG PNXAVAG Yia K&OBe TTapalAayr TNG CUOKEURG Tou UAIKoU-hardware TTou givai
dlaBéaiun.

G )

ZxAua 3 Odnyoi cuockeuwy, eTTavaoxediaon oxAuarog amo [1].
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2.2.3 As1TOoUpyIKO CUOCTHHO

2e éva PC, 1o Acitoupyikd ouoTtnua (OS) 1Tou Tpéxel 6An TNV wpa. EvopxnoTpwvel Tnv ekTEAEON
TTOAAQTTAWY TTPOYPAUMATWY O€ £vav UTTOAOYIOTH, €va €K TWV OTTOIWV gival To TTaIxVidl cag. To oTpwua
OS oeiyveral ato axfua (4). Aeitoupyikd cuoTtruaTa 6TTwg Ta Windows tng Microsoft
xpnoigotroiodv time-sliced Tpocéyyion yia Tnv KoIlvil XPAoN Tou UAIKOU ME Ta TTOAAATTAG
TIPOYPAUUATa TTOU eKTEAOUVTAI, €ival yvwoTh w¢ TTPoANTITIKG multitasking. Autdé onuaivel 6T €va
TrauyVvidl UTTOAOYIOTH) TTOU OV PTTOPEI TTOTE va UTTOBECOUNE OTI £XEl TOV TTAAPN €AEyXO TOU UAIKOU-
hardware.

2 pia KovooOAa, To AeIToupyikd ouoTnua givalr guxva €va AeTté oTpwua BIBAIOBAKNG TTOU €XEl
"ouvraxBsi" yia Tnv ameubeiag ekTEAEON TOU TTaIXVIOIOU OAG. 2€ MIO KOVOOAQ, TO TrauxVidl TUTTIKG
"karéxer" 1o oUvoAo TNG unxavAg. QoTdo0, Pe TNV eicaywyr) Tou Xbox 360 kai To PlayStation 3, autd
Oev eival TTAéov auoTnpr uTTeBeon. To AeIToupyikd GUOTNUA O€ AUTEG TIG KOVOOAEG UTTOPEI va OIOKOYEI
TNV €KTEAECN TOU TTAIXVIOIOU 0OG, i va avaAdpel opICUEVOUG TTOPOUG TOU GUCTHHATOG, TTPOKEINEVOU
va egpavioTei o€ ameubeiag olvdeon unvuuara, A va emMTPEYPOUV. OTOV XProTn va dIaKOYWouv TO
maixvidl. ‘Etol, n dlapopd peTaflu Tng KovoOAag Kal Tou UTTOAOyIoTH oTadiakd KAeivel (TTpog To
KOAUTEPO A TTPOG TO XEIPOTEPO).

( Nemoupyikd ocoarnuct )

IxApa 4 AsiToupyikd oUOTNHA, eTTavaoxediaon oxAHarog amo [1].

O1 TepIoTAOTEPEG PNXAVES TTAIXVIOIWV £XOUV WG KIVNTHPIO HOXAS évav apiBud third-party kit's (SDK)
kar middleware yia tTnv avamTtugn Aoyiouikou, OTTwg @aivetal ato oxApa(s). H Asmoupyikn 1
classbased oietragr Trapéxetal amd éva SDK 1Tou cuyvd ovoudleTal EQapuoyr TTPoYPANMATIOUOU
dlacuvdeong (API).

37° Party SDKs
DirectX, OpenG Havok, Phy sk, Granny,Havok .
L ligem ODE Boost++ STUSTLPort Kynapse [t Euphoria etc

XyxAua 5 Third-party SDK Layer, emavaoxediaon oxquarog amo [1].

2.2.4 Aopég Aedopévwy kKai AAyopiBpuol

O1wg kGBe ouoTtnua Aoyiopikou, Ta Traixvidla e€apTwvTal o€ yeydho BaBud atrd Tn culloyr dopwv
dedopévwy kal atrd ahyopiBuoug Trou To dlaxelpifovtal . Edw eival pepikd Tapadeiypara atrd third-
party BIBAIOBAKEG TTOU TTAPEXOUV AUTA TA €N TWV UTTNPECIWV.
e STL.H C + + BiBAoBAKN TTapéxel €vav TTAoUTO Tou KWOIKA Kal aAyopiBuwy yia Tn diaxeipion
Twv dopwv dedopévwy, Kal stream-based |/ O.
e STLport. AuTé gival pia @opnTr, BeATiIoToTTOINUEVN EQapuoyr ThG STL.
e Boost. To Boost cival éva 1oxupr doun dedopévwy Kal Twv aAyopiBuwv Tng BIBAI0BAKNG,
oxedlaopévo ae oTIA TG STL.
e Loki.To Loki ival éva 1oxupo yeviké TTpoTuTIo BIBAIOBAKNG TTPOYPANPATIONOU, N oTToia €ival
e€alpeTIK& KaA OTO va KAVEI KAKO TO JUaAd oag!

O1 TTPoYPAPMATIOTEG TTAIXVIDIWY BIOTAVTAI OXETIKA PE TO EPWTNHA €AV TTPETTEI VA XPNOIUOTTOIOUV
10 TPOTUTTIO BIBAIOBNKWY, OTTWG N STL oTIg unxavég maixvidiwy Toug. Opiouévol maTelouv OTI N
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Katavour PvAung ota mpotutra 1ng STL, dev gival euvoikr| yia uwnAr amédoon TTPOYPANKATIONS Kal
€X€l TNV TAON va odnyroel 0 KATOKEPUATIONS TNG UVAMNG (BA. evotnTa 5.2.1.4), kdvovTtag Tnv STL
daxpnotn oe éva Ttaiyvidl. AAol Bewpolv 6T n OUvaun Kal n eukoAia Tng STL utreptepolv Ta
TTPORAAUATA TNG, KAl OTI TA TTEPICCOTEPA OATTO T TTPORANMATA TTOU PTTOPEI OTNV TTPAYUATIKOTNTA Va
EPYAOTEl YUPW oUTWG 1 AAAWG.

2.2.5

Fpagika

O1 TepIo0OTEPEG UNXAVEG aTTOdo0oNG Ypagikwy (rendering) Tou TraixvidloU eival XTIOPEVEG OTNV
Kopu@r piag BIBAI0BAKNG TNG diacuvdeong UAIKOU, OTTWG:

2.2.6

Glide eivai Ta 3D ypagikd SDK yia Ti¢ TTaAiEg kKApTeG Voodoo ypagikwy. autd SDK Atav
ONUOQIAEG TTPIV OTTO TNV ETTOXI TOU UAIKOU PETAOXNUATIONOU Kal Tou @wTiouoU (hardware T
& L), n omoia &ekivnoe pe 1o DirectX 8.

OpenGL cival éva eupéwg xpnoigotrololpevo @opntd 3D ypagikd SDK.

DirectX eivai Tng Microsoft 's yia 3D ypa@ikd SDK kai kUpia avritralog yia OpenGL.

libgcm egivar pia xaunAouU emitrédou dueon diacuvdeon ue RSX tou PLAYSTATION 3 ypagikd
UAIKO, TO OTTOi0 TTapéxeTal atrd TN Sony wg Wia 1o evaAAaKTIK popen Tou OpenGL.

Edge eival éva 1o0xupd Kai dkpwg atmmoteAecpaTiko rendering kol  animation tng pnxavAg,
Trapayetal amé Naughty Dog kai 1 Sony yia to PlayStation 3 kai xpnoigotroiotvral atmré yia
oelpd first kai third-party otouvtio TTaIXVIOIWV.

Zuykpouon kKai Puoikn

Avixveuon ouykpouaong Kal AKaPTITN OUVANIKA TOU CWHATOG (YVWaTH atmAd wg "euaoikn”
aTNV KOIVOTNTA AQVATITUENG TOU TTaIXVIOIOU) TTapéxovTal atd Tnv akdAouba yvwotd SDKs.

2.2.7

To Havok eival éva dnuo@iAég "epyaAeio” TnG QUOIKNAG Kal CUYKPOUONG TTOU TTAPEXEI OTOV
TIPOYPOAUMATIOTH va TTPOCOECEl TNV QUOIKOTNTA TWV KIVACEWY €VOG POVTEAOU PEOA OTO
PAVTAOTIKO KOGO.

PhysX eival éva dANo dnUO@IAES "epyaAeio” TNG QUOIKAG Kal oUykpouong, dIaBECIYo yia
dwpedv download atré Tnv NVIDIA.

Open Dynamics kivnmpa (ODE) cival éva 1TTOAU yvwoTO avoiktou @QuOIKAg TnyAg /
ouykpouong TTOKETO Evag. apilBudg  eUTTOPIKWV — TTOKETWY — animations  utrdpyouv,
oupTtrepIAapBavouévwy aAka aiyoupa dev TreplopifovTal oTa akdAouba.

Granny. Anuo@IAr) Granny Rad Game Tools «gpyaAelobrikn 1Tou TrepIAAPBAvEl  10KUPOUG
eCaywyeic 3D povréAwv kal animation yia 6Aa ta peydAa 3D modeling kar animation Twv
TakéTwv O0TTwg Maya, 3D Studio MAX, K.ATT., pia BIBAIOBRAKN XpOvou eKTEAEONG YIa avAyvwon
KOl TO XEIPIOPO TOU €EayOuevou HOvTéEAOU Kal Twv Oedouévwy Kivnong, Kal €va 10xXupo
ouoTtnua animation xpovou.

Havok Animation. H ypauun petagu Tng QUOIKAG Kal Tou animation yiveTalr oAoéva Kkai 1o
acoQn, €101 WOTE Ol  XAPAKTAPES yivovtal 6Ao Kal TTI0 PeAMIOTIKOI €TAIPEia TTOU KAVEI TO
onuogiAég Havok physics SDK atmogdaoioe va dnuioupynoel éva dwpedv animation SDK, n
otroia KaB10Td Th Ye@Upwon Tou physics animation TTOAU 1o €UKOAn atrd 6, TI UTTAPEE TTOTE.
Edge. H BiBAIoBrkn Edge mapdayovtai yia 1o PS3 amé tnv opdda ICE oto Naughty Dog, Ta
epyaAeia kai TNV TexvoAoyia opddag Tng Sony Computer Entertainment.

TexvnTn Nonpoouvn

Kynapse. Méxpl tmpéogarta, n T1exvnth vonuoouvn (Al) Atav o XEIPIOPOS o€ éva
TIPOCAPHPOCHEVO TPOTTO Yia KABe Traiyvidl. QoTéc0, pia eTaipeia Tou ovouddetar Kynogon
Tapriyaye éva middleware SDK ovoudletar Kynapse. Autd 10 SDK Ttrapéxel xaunAou
emmédou Al dopIkd oToixEia, 6TTwg path-finding, oTaTiKA Kol SUVAPIKA aTTOQUYR AVTIKEIUEVOU,
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TTPOCBIOPICUOG TWV TPWTWYV ONUEIWY HECa O€ £va XWPo (TT.X., £va avoixto TTapdBupo ato
TO OTT0i0 Ba pTTOPOUCE Va OTNBEI PIa evESPQ), KOBWG Kal JIa ApKETA KOAN dietTragr) petagu Al
Kai Tou animation.

2.2.8 EpBiopnyavikd HOVTEAQ XAPAKTHPWYV

o Evdopeivng kai eugopia. Autd gival TTakETa animation TTou TTapdyouyv Kivnon Tou XapaKTripad
ME TN XPAON TTPONYMEVWYV EUPRIOUNXAVIKWY MOVTEAWV yia TNV  PEAAIOTIKA Kivnon TOu
avBpwTrou. OTTWG avagépape TTapatrdvw, N YPauur HETagl animation xapaKThpa Kal NG
QUOIKAG €xel apxioel va BoAwvel. Makéta omwg Animation Havok TrpootraBouv va
TTAVIPEWPOUV TN QUOIKN KAl Ta animation pe Tapadociakd TPOTIO, YE TNV TTOIKIAIG Twv
aAvBPWTTIVWV KIVAGEWYV TTOU TTAPEXEN N TTAEIOWN@Ia TNG Kivnang HECa aTTd éva epyaAEio OTTWG
10 Maya aufdvovtag Tnv Kivnan Katd 1o Xpovo ekTéAeons. Ouwg, Tpdo@aTa, Jia eTalpeia
mmou ovopdletar Natural Motion E.NM.E. Ttapdyer éva  Trpoidv TTou €TIXEIPEI  va
ETTAVATTPOCOIOPICEI TOV TPOTTO KivnONG TOU XOPAKTHPA AVTIUETWTTICETAI JE TTaIXVIdIa KAl GAAEG

HOPPES WNPIOKWY PETWV.

2.2.9 Platform Independence Layer

O1 TTepIo0OTEPEG PNXaVEG TTaIXVIOIOU XpeldleTal va givar ae B€an va AsitoupyoUlv GE TTEPICOOTEPES
amd pia mAat@épueg UAIKoU. Etaipeieg 6Twg n Electronic Arts kai n Activision / Blizzard, yia
TTaPAdEIYUa, GTOXEUOUV TTAVTA TA TTAIXVIOIO TOUG O€ HIA UpEia TTOIKIAIG aTTO TTAATQOPUEG, OIOTI EKOETEI
Ta TTAIXVIOIA TOUG PE TNV PeyaAlTepn duvath [ayopd. 2uvhBwg, autég TToU Oev OTOXEUOUV OF
TOUAGXIOTOV BUO BIAQOPETIKEG TTAATQPOPUEG ava. Traixvidl gival Ta first-party otolvTio, 6TTwg Naughty
Dog ¢ Sony kai Insomniac agtouvtio. Q¢ ek ToUTOU, OI TTEPICOOTEPEG PNXAVES TTAIXVIDIWV Eival
APXITEKTOVIKA OXEDIAOUEVEG PE Eva OTPWUA aveEapTnoia TTAATEOPUAG, OTTWG TO £va @QAiveETAl OTO
oxAiua (...). Autd 10 OTPWUA PPICKETAI OTNV KOPUPA TOU UAIKOU, Twv 0dnNywv, TOU AEITOUPYIKOU
OUOTAUATOG, Kal Bwpakifel To UTTOAOITO TNG MNXOVAG atmd Tnv TTAEIOWPN®Ia TWV YVWOEWV NG
UTTOKEIPEVNG TTAATPOPUOG OTPWHA aveEapTnaia TTAATEOpUAg eEA0@aNICEl OTABEPT) CUNTTEPIPOPA OE
OAeg TG TTAaT@OpuEG hardware. Autd €ival atrapaitnTo £TTEIBN UTTAPXEI MIA KOAA Ccup@wvia Tng
METABOARG O€ OAEG TIG TTAATQOPUEG, AKOUN KAl JETAEU TWV «TUTTOTTOINUEVWV» BIBAI0BNKWY OTTWG Kal
n BiBAI0BAKknN C.

Platform Independence Layer
Platform Detection AtomicData  Collections and File System | 'oracr T@MPO j.poq Timer Threading Library Graphics Wrapper © ois 1o

Types Iterations Layer (UDP/TCF) rapper

xAua 6 Eravaoyxediaon oxediaypdupaTtog oxnuarog amo [1].

2.2.10 Core Systems

KaBe punxavn Tou traixvidiol, Kal TTpayuaTikG KAOe peydAn, TTOAUTTAOKN E@apuoyr) AOYIOUIKOU, ATTaITEI
XPAOoIJa BondnTikd TTpoypdupaTa  AoyiopikoU. @a KATnyopIOTTOINCOUME auTég Ta BondnTikd
TIPOYPAUMATA KATW atrd TNV €TIKETA "ouoTAuaTa TTuprva." ‘Eva TUTTIKO OTpWPG TOU TTUPAVA TWV
ouoTNUATWV QaiveTal 01O ZXAMA (...).

Edw cival pepikd TTapadeiypaTa Twy EYKATAOTACEWY TO OTPWHA TOU TTUPRAVA TTAPEXEI OUVHBWG.

e loxupiouoi (Assertion) eival ypoupuéG KWOIKA €AEYXOU OQAAUATWY TTOU €I0AYOVTAIl YIO vd
mAaocel Aoyikry AGOn kai TTopafIACElS TwWV apXIKWV UTTOBE0EwV Tou TTpoypapuatioTr]. Ol
EAeyxol 1IOXUPIOPWY OUVABWG agaipeital atmd To TEAIKN TTapaywyr KOTOOKEUNG Tou
Traiyvidiou.

AvaTrTugn AaT@oppag duo TaixTwy og Android TrepiBaAAov



MeTtatrTuxiakr AilaTpin Kapadiuag XproTog

o Aiaxeipion pviung (Memory Management). Zxedov KGBe pnxavr) Tou Traixvidlou eQpapuolel
TN OIKA TNG TTPOCAPHOCHEVO OUCTNUA KATAVOMNG MVAUNG (€G) via Tnv e€ac@AAion uwnAnig
TaxUTNTAG KATAVOMEG KAl AVOKATAVOUEG.

e Math BiBAioBrkn. Ta mraixvidia gival ard Tn @uon Toug 1Id1aiTeEpa padnuaTikng "évraong”. ‘Etol,
KABe pnyavr) Taixvid £xe1 TouhdioTov pia, av 61 TTEPIcTOTEPES, BIBAIOBNAKES pE HaBNUATIKA.
AuTég o1 BIBAIOBrKeG TTapExouv SIEUKOAUVOEIG yia dIavuouaTIKG padnuatikd, quaternion
rotation, TpIYWVONETPIA, YEWMNETPIKEG AEITOUPYIEG ME AKTIVEG YPAUMES, o@aipeg, frusta, KATT.,
apIBunTikA oAoKArpwan, €mAuon cuoTnUdTwyY €6I0WOEWY, Kal O, TI AANEG eyKATAOTACEIG
ATTAITOUV Ol TIPOYPAUMATIOTESG TTAIXVIOIWV.

e [Ipooapuoouévn douwv dedouévwy kai aAyopiBuwy. Mépa amd 10 av ol oxedIAOTEG TOU
KIvnTrpa atrogacioouv va BacioTolv €€ oAokAfpou o€ éva Third-party TTakéTo 61TWG STL,
MIa oouita pe epyaAgia yia Tn diaxeipion Twv BepeANILdwyY OoUwWY deSONEVWY (TUVOEDEUEVES
AigTeg, duvauikn ouaToixieg, duadika 0EvTpa, hash xapTeg, KATT) Kal aAyopiBuwv (avalitnon,
Tagivounan, K.ATT.) xpeldleTal cuvnowg.

Core System
Module Start-Up : . . Memory : Strings and Debug Printin and Localization : Parsers (CSV,
and Shut-Down Asadions LHE fesig Allocation Bt e Hashed String Ids Logging Services fode b XML, etc)
Profiling / Stats Engine Config  Random Number Curves & RTTI /Reflection ObjectHandles/ Asynchronous Memory Card I/O
Gathering (INI files etc.) Generator Surfaces Library & Serialization Unique Ids File 1/0 (Older Consoles)

xAua 7 Eravaoyxediaon oxediaypdpgaTtog oxnuartog amo [1].

2.2.11 Alaxeipion mopwyv

Mapdvteg o€ kK&ABe unyxavA Tou TTaIXVIOIOU O KATIOIO HOPYPN €ival 0 DIaXEIPIOTAG TTOPWYV TTOU TTAPEXEI
MIa gviaia dieTTa@r (i oouita Twv dIacUVOETEWV) yIa TNV TTPOGRacn o€ OAa Ta €idn KAl OTTOIA8TTOTE
TTEPIOUCIAKWY OTOIXEIWV TOU TTaIxVIOIoUu, GAAa kai OAa Ta dedopéva eiIgddou Tou KivnTrpa. OpIouéveg
MNXAaVEG KAVOUV aUTO HE £va CQIPETIKA OUYKEVTPWTIKI Kal ouveTt TpoTTo (11.X., Unreal 's TrakéTa,
OGRE 3D' s Resource Manager class). AAAoI kivnTApeg Traipvouv pia ad hoc Tpocéyyion, ouyvd
A@AVOVTAG TOV TTPOYPAUUATIOTH TTaIX VIOl va £Xel duean TTpdoBacn ata onuavTikd apxeia oto dioko
Nl ota ocupteopéva apxeia 6w PAK Tou Quake. ‘Eva Tutmiké dIaxeIpIoTAG TTOpWY OTpWHA
arreIkoviZeTal aTo oxfua (8).

Resource Manager(Game Assets)

3D Model Texture Material Font Skeleton Collision Physics Game

etc
Resource Resource Resource Resource Resource Resource Parameters World/Map

Resource Manager

IxAua 8 Alaxeipion mopwyv, Eravaoyxediaon oxediaypdpparog oxXfnuarog amo [1].

2.3 Mnyxavi anédoong ypa@ikwy

H pnxavr rendering gival éva atmmo Ta geyaAUTePa Kal o oUvOEeTa epyaAcia TNG KABE pnxavr) Tou
mraixvidiou. Or1 renderers ptropoUv va UAOTTOINBOUV aPXITEKTOVIKA PE TTOAAOUG Sla@OPETIKOUG
TPOTTOUG. EKeil dev UTTAPXEI Evag ATTOBEKTAG TPOTTOG YIa VA YiVel, av Kal, 6TTwg Ba doUupe, yia ouyxpovn
amdédoon pnxavwy poipdlovTal PHePIKOUG BepeMIdEIS QIAOCOPIEG oxedlaopuou, TTou opeilovTal o€
peyaAo Babud atrd Tov oxediaaud Tou 3D UAIKOU ypagikwv atrd To otroio e¢apTwvTal. Mia KoivA Kai
QATTOTEAEOUATIKI) TTPOCEYYION VIO TNV TTapox oXedlaouou Tou KIvnTHpa €ival va atmmacXoAolv pia
TIOAU-€TTITTEDN APXITEKTOVIKN WG £ENG.
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2.3.1 XaunAou -emimedou- amoédoon ypa@IKwyv

To xaunAo6 emitredo renderer, TToU OgiXVveTAl GTO ZXNMA(...), TTEPIKAEIEl TO GUVOAO TWV CNUAVTIKWY
YPOAPIKWY aTTOdO0NG KAl €yKATAOTACEIG TOU KIVATAPA. Z€ AUTO TO €TiTTedO, O OXEDIQOUOG
ETTIKEVTPWVETAI OTNV ATTOO00TN MIOG CUAAOYAG YEWMETPIKWY OTOIXEIWV OCO TTI0 YPAYopa Kal TTAoUaIa
gival duvatdv, Xwpig TTOAU PeYAAN yia T TUAMATA TNG OKNVAG TTOU JTTOPEI va pnv gival opatd. Auto
TO epyaAcia gival katavepnuéva o€ dIGPopa UTTO-EPYAAELId, TO OTTOI0 CUZNTOUVTAI TTAPAKATW.

( Skeletal Mesh
L Rendering
/ Low-Level Render

Materials & Static & Dynamic Camera Text & Fonts ]
Shanders Lighting
Primitive Viewport & Texture & Debu
Submission Virtual Screens Surface Mgmt Drawing(Ling setc)
\C Graphics Device Interface

ZxAua 9 XapunAoU —emitredou- aréd00n YPpaPIKWYV, ETTAVACTXESIaONOG oXeSiaypdppaTog oo [1].

2.3.2 Graphics Device Interface

pagikd Makéta SDK, é1rwg DirectX kai OpenGL, atraitodv éva e0Aoyo TT006 KWAIKA yia va
ypa@ToUV POVOo yia va yivel n atmapifunon Twyv dIaB£CIuWY CUOKEUWY YPAPIKWY, N TTPOETOINATIA
Toug, TTou £xel ouaTaBei em@daveieg Tou render (back-buffer, stencil buffer, KATT.), kal oUTw KABEENG.

2.3.3 AAAa ouOoTATIKA ATTOBOONG YPAPIKWV

AANa cuoTaTIKG TOU YaunAou emTTédou renderer, ouvepyAlovTal TTPOKEINEVOU VO CUAAECOUV
UTTOBOAEG TWV YEWMETPIKWYVY OTOIXEIWV (MEPIKEG QOPEG ovoudlovTal render TTakéTa), OTTWG meshes,
line lists, point lists, particles , terrain patches, text strings, kai 6, 11 AAA0 BéAeTe va oxedIACETE, KAl VA
kaBioTouv 600 TO duvaTtdv «ypnyopdTePd. To xaunAd etriredo renderer etriong, dlaxelpieTal TNV
kardoTtaon Tou hardware ypa@ikwyv kal shaders tou Taixvidiol p€ow UAIKOU OUCTAPATOG Kal
duvapIKoU OUCTAPOTOG@WTIoUOU. KABe TéToI0 GTOIXEIO TTOU UTTORAAAETAI, CUVOEETAI PE éva UAIKO Kal
etnpeddeTal atrd SUVANIKA GWTA. TO UAIKO TTEPIYPA®PEI TNV UPH (£G) TTOU XPNCIYOTIOIEITAI, KAl TTOI0
OUOKEeUN pUBUIoONG TNG KaTtdoTaong TPETTEl va gival o€ 1I0XU, Kal TToio vertex and pixel shader 6a
XPNoipgoTroinBei Katd TNV atrdédoon TWV YPAPIKWY. Ta ewTta kabBopifouv To TTOGO duvauikr Ba ivai ol
UTTOAOYICHOI @WTIOHOU TToU Ba e@apuoaTolv . O QwTIoPOS Kal okiaon gival éva TTePITTAoKO BEpa.

2.3.4 Scene Graph/Culling Optimizations

MNa oAU pIKpoUg KOO POoUG evog Traixvidiou, £va atrAd frustum cull (dnAadr], a@aIpwWVTAg AVTIKEIJEVO
OTI n KAuepa dev ptropei va "BAEtrel") eival mBavwg 1o pévo TTou atraiTeiTal. MNa peyaAuTEPOUG
KOOGUOUG TWPA, Wi TTIO TTPOoNYHEVN XWpPIKA uttodiaipean dourg (spatial subdivision) Twv dedouévwv
Ba ptropouaoe va xpnoigotroinBei yia va BeATiwon Tng amdédoong, EMTPETOVTAG ThV duvNTIKA opaTd
o€t - potentially visible set (PVS) Twv avTikeinévwy TTOU TTPETTEI va TTPOCdIoPIZeTal TTOAU YpAYOPQ.
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O1 XwplikéG uTtrodialpéoelg PTTopolv va TTAPOoUV TTOAAEG HOPQPEG, OTTwG Mia duadikn
oTeEyavoTToinon XWwpou - binary space partitioning (BSP) evég dévtpou, evdg quadtree, evog Octree,
éva kd-tree.

Mia XwpIKr UTTOdIAIpETN HEPIKES POPES OVOUAZETAI WG YPAPOGS, AV Kal TEXVIKA gival éva 1IB1aiTEPO €id0g
Twv O0UNAG dedouévwy Kal OV UTTOTACGOUV TNV TTponyouuevn. Portals ) occlusion culling peBddoug
Ba ytTopoucayv TTiONG va £QAPPOCTOUV O€ AUTO TO ETTITTEO0 TNG ATTOS0OCNG TOU PUNXAVNG.

Scene Graph / Culling Optimizations

Spatial Subdivision Occlusion & PVS LOD System
(BSP Tree kd Tree)

TyxAua 10 ZknvA MNpagikwv kai Culling Optimizations, emavaoxediaopog oxnUarog amo [2].

2.3.5 Visual Effects

ZUYXPOVEG WUNXAVES TTAIXVIOIWY UTTOOTNPIEEl £va eupU QACUO TWV OTITIKWY EQE, OTTWG QAiveTal OTO
ZxAua (11), ouptrepidapBavopévng Tng
e guoTthuara cwuarndiwv (particles systems) (yia Tov kKamvo, ewTIAg, TTGIAICUa Tou vepoU,
KATT.),
e ouoThuara xaAkouaviag (decal system) (TpUTTEG ATIO OQAIPES, ATTOTUTTWHATA TTATTOUTOIWY,
KATT.),
e xaproypdenon QwreivoTnTas Kai xaproypdenon rou mepiBdAiovrog,
o OUVAUIKES OKIEG.

Eival koivd yia pia pynxavr maixvidiol yia va €xel éva EPYOAEI0 OCUOTAPOTOG TwV £QE TTOU VO
dlaxeIpiCeTal TIG £CEIDIKEUPEVEG QVAYKEG ATTOd00T Twv cwaTdiwy (particles), xaAkopavieg (decal),
Kal GAAEG OTITIKEG €TTIOPACEIS. Ta ouoThpaTa owuaTIdiwy (particles) kai ol xaAkouavieg (decal) €xouv
ouvNBwG SIOPOPETIKEG TUVICTWOEG aTTOd00NG KAl AEITOUPYOUV WG €i00d0I OTO XAUNAS eTTiTredo
renderer. AvTIBETWG, TO QWG XapToypd@non, xaptoypdenon Tou TTePIBAAAOVTOG, Kal Ol OKIEG,
ouvnBwg n dlayeipion Toug YiveTal ECWTEPIKO TG UNXAVAG.

Visual Effects
Light Mapping & L _—
Dynamic Shadows HDR Lighting HDR Lighting
Pansn;lztg‘"iecal Post Effeds Ervironment Mapping

IxAua 11 Omrmika E@é, emavaoyxediaopog oxnuarog amo [1].

2.3.6 Front End

Ta epIocoTEPQ TTAIXVIOIA XPNOIMOTTOIOUV KATTOIO €i00¢ Twv 2D ypagikd yia va emkaAuyouv 1o 3D
OKNVIKO yia didgpopoug okotroug. Autd TrepIAapBdavouy

e Ta heads-up Tng 086vn (HUD),

e To pevou Tou TTaIXVvIdIoU, o€ pia KovaoAa, i / kal o dAa gpyaAcia avdTTuéng, Ta oTroia
pTTopEi va, gival ) dev uTTopei 010 TEAIKS TTPOIdY,

e [liBavétata éva in-game ypagikn dierapn xpriorn (GUI), emTpémoviag oTov TaikTn va
SIaXEIPIOTA TOV XAPOKTAPA , KAl va dIONOPOWON TNG MOVADEG yIa MIa Jaxn, i va eKTEAEOE!
dAAa TTOAUTTAOKO KaBriKovTa.

Auté 1O oTpwpa OeixveTal oTo OoXNPA(12). AUo-8l100TACEWY YPAPIKY, OTTWG auTd egival ocuviBwg
uloTrolgital ye TNV KatdpTion textured quads ({euyn Tpiywvwyv) Ye yia opBoypa@Ikr) TTPOBOANR.

Ta Taixvidia gival CUCTAPATA TTPAYUATIKOU XPOVOU Kal, WG K TOUTOU, Ol INXAVIKOI TTaIXVIOIWV
ouxva xpeidfovtal éva TTPO@IA TTPOKEINEVOU va BEATIOTOTTOINGOUY TNV aTTGd00N TOUG.
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epyaleia avdAuong. To profiling kai To oTpwpa debugging, @aivetal 010 ZXANA(13), TepIAauBdvel
autd Ta epyaleia kai TepIAauBdavel emmiong epyaleia debugging, 6TTwg debug oxédio, €va in-game
MEVOU CUCTAUATOG 1] KOVOOAQG, KAl TNV IKAVOTATA TNG EYYPOAPNS KAl TG avaTTapaywyr gameplay yia
OokIuég kal debugging okotroug. YTdpyxouv TTOAAG KaAG epyaAgia yevikou okotrou yia profiling
O1a0éaiua, cupTTEPIAaPBavVOUEVOU

e VTune 1n¢ Intel,

e Tn¢ IBM lNoooTikotroinon kai Tov kabapiopd (uEpog Tou PurifyPlus couita epyalgiwv),

e Compuware Tou Bounds Checker.

QoT600, 01 TTEPICOOTEPEG UNXAVEG TTAIXVIOIWY TTEPIAaUBAvoUV pia oglpd atmd custom profiling kai
epyoAeia evIOTIONOU o@aApdTwy. MNa Tapddeiypa, Ptropei va eplAaudavouy éva | TTepioadTepa
a1ré T0 ak6Aouba:
e £VOG MNXAVIOWOG yia T XElpokivntn instrumenting Tou KWOIKA, £T01 WOTE £T01 WOTE
OUYKEKPIMEVA TUAHATA TOU KWOIKOU UTTOPEI VO TTPOYPAKHATIOTOUY,
e UIA EYKATACOTOON YIO TNV EUPAVION TWV XOPOKTNPIOTIKWY TWY OTATIOTIKWY OTOIXEIWV TTOU
eM@avifovTal aTnv 006V, v TO TTaIXVidl TPEXEI,
e JIO EYKATACTAON VIO TNV €vATTIOOE0N OTATIOTIKA OTOIXEIOL TWV ETIOOCEWV OE £va OpPXEIO
Keipevou | o€ Excel,
e UIa €YKATACTAON YA TOV TTPOCBIOPIOUO TTOCN PVAUN XPNOIMOTIoIEITAlI ATTd TNV PNXavh, Kai
atd KABe utTTooUCTNHA, GUUTTEPIAGUBAVOUEVWY TWV dlaPOpwyV TTi TNG 006vNG,
e Tn duvaTOTNTA VA ATTOPPITITOUV TN XPron TNG WvAPNG, high-water mark, KaBwg kai oTaTIOTIKA
oToixeia diappong otav 1o TTaiXvidl TEAEIVEI 1] KaTd Th SIGPKEIa TOU TTaIXVISIoU.

Front End

Heads-Up Digplay Full-Motion Video ( In-Game Cinematics (IGC)

(HUD) (FMV)
Wrappers / Attract
In-Game GUI In-Game Menus i J

ZxAua 12 Front End , eravaoxediaopog oxnuarog amo [1].

/" Profiling & Debugging )

Recording &
Playback

Memory &
Perfomance Stats

In-Game Menus

k or Console /

IxAua 13 Profiling & Debugging, eravaoyediaopog oxuarog amod [1].

2.3.7 Ziyxkpouon ka1 Puoikn

Av Kal ava@épBnke Kail o TTévw, € AUTH TNV EVOTNTA YIA Yivel EKTEVEOTEPN avagopd. H avixveuon
ouykpouaong gival onuavTiko yia KaBe traiyvidl. Xwpig autd, Ta avTikeipeva Ba diatrepvouyv 1o £va To
dAAo kal Ba ATav aduvaTto va aAANAETTIOPOUV E TOV EIKOVIKO KOTHO € OTTOIOVONTTOTE EUAOYO TPOTTO.
Mepikd TTaixvidia repIAauBévouy pia peaAIoTIKE 1 NPI-PEAAIOTIKA OUVAUIKA TTPOCOUOoIwan.
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AuTo Aéyetal "ouoTtnua @uOIKAS" OTOoV KAGDO Twv TTaixVvISIwv. Av Kal 0 6pog "dkaurrn
OuvauIkn" TOU CWMPATOG €ival TTPAYUATIKA o KATtGAANAog, yiati cuvBwg Povo e TNV Kivnon
(KIvNUATIKA) TwV OTEPEWV CWHATWY KAl TWV OUVAUEWY Kal TwV POTTWV (QUVAMIKHA) TTOU TTPOKAAOUV
QuTA TNV Kivnorn, va cuppei. Autd To OTpWwHa aTreikovideTal oto XAUa(...). 2Uykpouan Kai n QuUaIKn
givar ouvnBwg TTOAU aTevd ouvOedepéveg. AuTé oupPaivel €TTeidf] OTAV O OUYKPOUTEIG £XOUV
EVTOTTIOTEI, €ival oxedOV TTAvTa €TTIAUOVTAI WG MEPOG TNG OAOKANPWONG TG QUOIKNAG. ZHKEPA, TTOAU
Aiveg eTaipeieg Traixvidiwy ypdwyouv Tng dIKAG Tou GUYKPOUaNG / QUOIKAG TNG MNXavng Toug. AvTiBeTa,
ota thirdparty SDK givail TUTTIKG eVOWUATWUEVA GTOV KIVNTAPA.

e Havok ¢ivai to xpuod mpétummo otn Biounxavia onuepa. Eivar tmAololo o€
XOPOAKTNPIOTIKA Kal atTodidel ApKETA KAAG.

e PhysX amd tnv NVIDIA civalr pia GAAn €€aipeTikd TTPOTUTIO OUYKPOUGNS Kal TS
ouvauikng Tou kKivntApa. ‘Htav evowpatwBei Unreal Engine 3 kai gival etmiong
O1a0£a1u0 yia dwpedy, OTTWG Eva AUTOVOUO TTPOIGV yia TNV avatTuen traixvidiwyv PC.
PhysX Atav apxik& oxedlaoTei wg dleTTa@n véo TOITT emiTaxuvti Ageia NG QUOIKAG.
To SDK TtrAéov avikel kai Olavépetal amd tnv NVIDIA, kai n etaipeia eival
Tpoaappoyr NG PhysX kai Tpéxel yia Tig TeAeutaie¢ GPUs Tng.

e AvoikToU TTnyaiou Kwdika iowg 1o Mo yvwaTo gival Open Dynamics Engine (ODE).

[ Ragdoll Psysicsw
J

N

( 2 Uykpouan & ® uaikn
Forces & Ray/Shape
Constraints Casting(Queries)
Rigid Bodies Phantoms
Shapes / Physics/Collision
Colidables World

ZxAua 14 TO0ykpouon Kal QUOIKH, ETAVAOXESIaONOG oxXApaTog atro [1].

2.3.8 Animation

Kd&Be TTaixvidl TTou €xel opyavikoUg i NUI-0pyavikoug XapakTApeS (avBpwTtToug, {wa, YEAOIOYPaPieEs
,XOPOKTAPEG, j QKON Kal POPTTOT), OTTOTE XpelddeTal €va ouoTnua animation. YTapyxouv TTévTe
Baoikoi TOTTOI animation TTOU XPENOCIYOTTOIOUVTAI OTA TTAIXVidIA:

sprite / texture animation,

rigid body hierarchy animation,
skeletal animation,

vertex animation,

morph targets.

SKEAETIKWYV animation emimpéTTel pia Aetrropepn 3D mesh XxapakTipa Kal XpNOIUOTIOIE Eva OXETIKA
amAd cluoTnua Twv ooTwv. KaBwg n KivouvTtal Ta KOKKaAa, o Kopupég Tou 3D mAEypartog (mesh)
peTakivouvtal padi Toug. Mapd o yeyovdg 6T morph targets kai Ta vertex animation xpnoigotroiouvral
o€ KATTOIEG PNXAVEG, OKEAETIKN Kivnon €ival n o diadedouévn péBodog animation ota Traiyvidia

onuepa.
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@a TTapaTnpAoETe 0TO OXAMA (...) OTI 01 oKeAeTIKOI Rendering Mesh gival éva cuaTaTikd TTou
YeEQUPWVElI TOo Xdopa peTagu Tou renderer KAl TOU CUOTAPOTOG animation. YTTAPXEl pIO OQIXTH
ouvepyaaia, ahAa To interface gival TTOAU KaAd kaBopigpévo. To auoTnua animation mapdyel "méla”
yia K&GBe 00TO TOU OKEAETOU, Kal TOTE QUTEG TIG "TTOLEG" TTOU €XOUV TTEPATEI TIG BETEI GTOV KIVNTHPA
amédoong o€ pia TaAéta Tvakwy. O renderer PeTATPETTEl KABE KOPUQN ATTO TOV TTIVAKA Il TOUG
TVAKEG OTNV TTOAETA, TTPOKEIMEVOU va OnUIoUpPYNOEl TO TEAIKO OTOIXEIO aTNV KATAAANAN B€an. Auth n
dladikaoia gival yvwoTh wg Skinning.

YTrapxel €TTioNG MIa oQIXTA oUleun HETALU TOu animation Kal Twv GUCTNUATWY QUOIKAG, OTAV
xpnoigotrolouvtal rag dolls Travives. Mia rag doll €ival o€ €KTAKTEG TTEPITITWOEIS (CUXVA VEKPA)
KIVOUNEVOG XAPOKTAPA, TOU OTTOIOU N CWHATIKY Kivnon TTPOCOUOIWVETAI JE TO OUCTAUA QUOIKAG. To
oloTnua GUOIKAG KaBopilel TIG BECEIC Kal TTPOCAVATOAITUOUG TWV SIAPOPWY TUNHATWY TOU CWHATOG
TTou Ba avTIUETWTTICOVTAl WG Eva TTEPIOPICUEVO OUOTNUA OTEPEWY CWHATWY. To auoTnua animation
utToAOYiCel TNV TTAAETA TWV TTIVAKWY TTOU aTTaITOUVTAl ATTO T UNXAVR yida TO rendering yia va GUVTAEEI

TOV XAPAKTAPG aTNnv 006vn.
Hierarchical
- - Object Attachment
Skeletal Animation ‘.- ]

Animation State Inverse Game-Specific
Tree & Layers  Kinematics (IK)  PostProcessing

LERP and Animation Sub-skeletal
Additive Blending Playback Animaticn
Animation
Decompression

Tyxnua 15 O okeAeTOg £VOG Animation, eTravaocXediaouog oxfparog amé [1].

2.3.9 Zuokeuég drlacuvdeong xpnorn (HID)

Kd&Be Traixvidl TpETTel va eTTe€epyaaTei oToIXEid aTTd TOV TTAIKTN, TTOU TTPOEPYOVTal aTTd OIAPOPES
ouokeuég interface (HIDs), ouptrepIAauBavopEVwV Twy

e  TO TTANKTPOAQYIO KQI TO TTOVTIKI,

e ¢vajoypad, i

e GAAOUG ECEIBIKEUPEVOUG ENEYKTEG TTAIXVIBIWV, OTTWG TO TIUOVI, KAAAGUIA WaAPEPATOG ,HagIAdpIa
xopou, To Wiimote, KATT.

Mepikég @opég yivovTal KAROEIG auTwyv Twv interface, dI6TI YTTOpOUV va TTapéXouv ££000 TTPOG TOV
TraikTn, péow NG HID, 6TTwg avadpaong oTo joypad ) Tov nXNTIKG PAVUUA TToU TTapdyeTal atmod T
Wiimote. ‘Eva tutniké HID oTpwpa degixvetal oto oxnua (15).

To epyaAeio autd Tou kivnTApa HID gival HePIKEG QOPEG APXITEKTOVIKA OXEDIAOUEVO YIa va dlIaXWPICEl
TO XOUNAG €TTITTED0 AETTTOUEPEIWV TOU EAEYKTH (€G) TTAIXVIOIWYV, GE WIA GUYKEKPIPEVN TTAATQOPUA
UAIKOU, a1Td TIG UYNnAOU €TTITTEdOU €AEYXOUG TOU TTaIxVIOIoU. Ta dedopéva TToU TTPOEPXOVTAl ATTO TO
hardware, glocdyovtag pia vekpr) wvn yupw atrd To KEVIPIKO anueio Tou K&Oe joypad, eiocdyovtag
"KAIKG" a1rd TO TTATNPA TWV KOUUTTIWYV, Kal yiveTal avixveuon yia S1Gd@opa events Twv KOUPTTIWV.
ZUXVA TTAPEXETAI EVA UNXAVIOUOG ETTITPETTOVTAG OTOV TTAIKTN VA TTPOCAPUOCEl TNV AVTIOTOIXIoN JETAEU
TWV QUOIKWVY EAEYXWYV KAl TWV AOYIKWV AEITOUPYIWV Tou TTaIxVISIoU. MepikéG @opég TrepIAauBavel
€Tmiong éva ocUOTNUA YIO TNV avixveuon ouvduaopuwy (TTOAAG KouuTTid TTaTiolvTal Tautdxpova), yia
TNV aviyveuon akoAouBiwv (TTATATE TA KOUUTTIA UE TN OEIpd EVTOG OpIouEVNG TTPOBECHIOG), Kal yia TV
avixveuan XEIPOVouIwY (akoAouBieg Twv elopowyv aTrd KouuTnd, sticks, accelerometers, K.ATT.).
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Devices(HISD)

Game-Specific
Interface

Psysical Device 1/10
>

Tyxnua 16 O okeAeTog EVOG Animation, eTravaocXediaouog oxfparog amo [1].

2.3.10 Hxog

O nxog eival e§icou onuavTikKOG OTTWG TA YPAPIKA o€ KABE pnyavi Tou Traixvidiou. AuoTuxwg, fXoU
ouxva Traipvel Aiyétepn TTpoooxr] atrd Tnv amodoor, Tn QUOIKH), To animation, Al, kal To gameplay. H
TIPOYPAMPMATIOTEG OUXVA avaTTigouv Tov KwOIKO TOUuG ME TOUG NAXO aTrevepyoTroinuévo! (Ztnv
TIPAYMATIKOTNTA, UTTAPXOUV QAPKETOI TTPOYPAUMATIOTEG TTAIXVIOIWY TToU Ogv £XOUV aKOun nxeia n
QKOUOTIKG). Map '0Aa auTd, dev UTTAPXEI MEYAAO TTaIXVidl XWPEIG va UTTAPXE! IO EKTTANKTIKN PnxavA
fIXou.

210 gUyxpova TraIxvidla 0 AX0G, €XEl AUECN TUOXETION PE TOV QAVTAOTIKO KOGHO AauBavel xwpa
TO0 Traiyvidl. Eival "mrpokpouoTtng” mlavwy KataoTdoewv pEéca otnv €EENIEN Tou TTauyvidiou! To
OKOUQOTIKO OTPWHA ATTEIKOVICETAI OTO ZXAMa (16). O1 unxavég rixou TroikiAAouv o€ peydAo Babud otnv
emTAdEUON TOUG. € KAOe TTaIXVidI aTTaITEl OKAREr dnuioupyia TG avaTtuéng Tou fxou, Kabwg Kal
01O £py0 OAOKAPwWONG, BEATIOTOTTOIACEIG, KOI TNV TTPOCTIABEIa OTn AETITOUEPEIA, TTPOKEINEVOU VA
TrapaxOei uPnARg TTOIBTNTAG AXOU OTO TEAIKO TTPOIOV.

(" Audio )

DSP/Effects

3D Audio Model

Audio PlayBack /
Management

. y

IxAua 17 Z0oTnua AXou, Emavaoxediaouog oxnuarog amo [1].

2.3.11 Online Multiplayer/Networking

MoAAG Traixvidia emTPETTOUV TTOANATTAEG QVOPWTTIVEG TTAIKTEG va TTAIEOUV OE €va €vIaio EIKOVIKO
KOopo. Multiplayer Traixvidia €pxovTtal g€ TOUAGXIOTOV TEOTEPIG BACIKEG KATNYOPIEG.

e Single-screen multiplayer. AUo 1| TTEPIOOOTEPEG TUOKEUEG DIETTAPNG (joypads, TTANKTPOASYIA,
TTOVTiKIQ, KATT.) ouvdéovTal pe éva povadiké pnxdvnua arcade, PC, i o€ kovadAa. MNoANaTTAEG
XOPOKTAPEG TTAIKTWY KATOIKOUV O€ €va €IKOVIKO KOOUO, KOl UIa EVIAia @WTOYPAQIKA unxavn
Kpatd 6AOUG TOUG XOPAKTHPEG TOU TTAIKTNG OTO TTAdicIo TauTdxpova. MNapadeiypata amd autd
TO UQOog Tou TraixvidioU multiplayer TrepiAaufdvouv Smash Brothers, Lego Star Wars, kai 10
Gauntlet.
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e Split-screen multiplayer. NMoAAATTAOI XOPAKTAPES TTAIKTWY KATOIKOUV O€ £va €IKOVIKO KOGO,
pe TToAAaTTAEG HIDs, cuvdéovTal g€ pia atmAf unxavn Taixvidiou, aAAd kaBéva pe Tn OIKN Tou
Kauepa, n obBdévn dlaipeitTal o€ TUAPOTA, €TOI WOTE KABe TTaIKTNG va UTTOPEi va Ogl Tov
XOAPOKTHPA TOU.

e Networked multiplayer. Aiktuo atmd TTOAAOUG UTTOAOYIOTEG ) KOVOOAEG padi, pe KAEOe
pNxavnua va @iAogevei Evav atrd Toug TTaIKTEG.

e  Madika multiplayer online maiyvidia (MMOG). KupIlOAEKTIKA £KATOVTAOEG XIANIAOEG XPAOTEG
MTTOpoUV va Traifouv TauTdxpova PECO O€ €va YIYAVTIQoO €IKOVIKO KOOWO, Ot aTTeuBeiag
ouvdean, TTou QIAogeveiTal atrd £va TTavioXupoug KEVTPIKOUG servers.

To otpwpua dIKTUWoNG multiplayer deixvetal oto oxnua 1.28.Ta Multiplayer mraixvidia gival apketd
TTapopola e TToAAoUG TpOTTOUG yia va single-player. QoTtéoo, n uTTooTAPIEN Yia TTOAAOUG TTAIKTES
MTTOPOUV va £XOUV QVTIKTUTTO OTOV OXEOIOONO OPICHEVWY CUGTATIKWY OTN MNXavh Tou Traixvidiod. O
KOOPOG TOU TraiXvidloU w¢ POVTEAO QVTIKEIYEVOU, N aTTOdoOn, TA CUCTAUATA CUCKEUNG €10650U,
OUOKEUN avaTrapaywyrg Tou GUOTAUATOG €AEYXOU, KAl Ta ouoTAPaTa-animation emrnpedfovrtal OAa.
MavTtwg eival kaAuTepa va oxedidoel éva Traixvidl TTOAAWY XpNoTwy atrd TNV TTPWTN MEPA, av UTTAPXEI
QUTAV TNV TTOAUTEAEIQ.

/Online Multiplayer
Match-Making & Game
Management

Object Authority
Policy

Game State
Replication

Q 4

ZxAua 18 AlaSIKTUOKO TTaiXVidl TTOANATTAWY XpNOoTWV, ETAVAOXESIOONOG oXHaTOoG atro [1].

2.3.12 Gameplay Foundation Systems

O 6pog «avatrapaywyr Traixvidiou» ava@épetal atn dpdon Tou AapBAavel xwpa aTo TraixVvidl, ol
KavOVeEG TTOU SIETTOUV TOV €IKOVIKG. KOGHO GTOV OTT0io TO Traixvidl AauBdver xwpa, TIG IKAavOTNTEG TOU
XOPOKTAPAG TTAIKTNG (€G) (YVWATH KAl WG TTAIKTNG PNXAVIKH) Kal a1Td TOUG AAAOUG XOPAKTAPES Kal TA
QVTIKEINEVA OTOV KOO0, KABWGE KAl TOUG GTOX0UG Tou TTaikTn (€G). To gameplay auvrBwg uhoTroigital
€iTe 0TN PNTPIKA YAWOOO GTNV OTToia TO UTTOAOITTO TOU KIVATAPA €ival yPaUUEVO G€ UYPNAO €TTITTESO
scripting yAwooa 1 pepIKEG POpPEG Kal Ta dUo. MNa va yepupwBei To xaopa PeTAEU TOU KWAIKA TOU
gameplay kal Tou xodnAou eTTiTredou KIvnTHpA CUCTHAPATA TTOU €XOUME OUlNTACEI PEXPI TWPA, Ol
TTEPIOOOTEPEG PNXAVEG TTaIXVidI eiI0@youv €va oTpwyua TTou Ba Aéyetal gameplay foundations layer
(y1a Tnv éAAEIYn evog TuTToTTOINUEVOU Ovopa). Paivetal oTo oxrpa (18), To oTPWHA auTo TTOPEXE! HIa
oelpd a1Td BACIKEG EYKATAOTACEIG.

Gameplay Foundations
C High-Level Game Flow SystenVFSM

( Scripting System )

Static World Dynamic Game Real-Time Agent- Event/Messaging World Loading /
Elements Object Model Based Simulation System Streaming

ZxAua 19 H avatrapaywyr Tou aixvidiou, emavacXediaopdg oxnuarog amé [1].
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3. H APXH THZ AZAO®EIAZ

H apxn Tng acdageiag dnAwvel 6T Ta Tavra eival ¢ATnua Babuou. EdWw Ba e€eTaoTei n apxn NG
A0AQEING OXETIKA PE TOV AvBpwWTTO, TTWG dNAAdK dIATToTiel TOV KOGHO KAl TIG ATTOYEIC JAg YI' auTov.
EipaoTe aiyoupol yI' auTh, yiaTi TNV cuvavtaue OTTOU Kal AV KOITAOUE.

Mepika TTpdyuata dev eival acagr amd 600 KOVTA Kal av Ta ££eTafoupe. AuTd aviKouv OTOV
KOOPO Twv padnuatikwy. Edw o oxedlaoThg, dvBpwTtrog 1 Oedg, €xel e€aleiyel Tnv acdageia. OAol
OUP@WVOUNE 611 N TTpdéTacn 2+2=4 gival 100% aAnBAg. Av dpwg peTakivnBoupue €§w atro Tov TexvnTo
KOO0 TWV JOBNUATIKWY, N acdgeia KuplapXei. @oAwvel Ta aUvopa Kai TIG SIaXWPICTIKEG YPAUUEG AEC
Kal Ta AGyIa Jag KOBouV To ZUUTTAV UE OTOPWUEVO Hayaipl.

To etrionuo €maTnUoOVIKG dvouda TG acAPelag sival TToAU-TIgia A TTAgloTigia. To avtiBeTo gival
n dimpia, duo TPOTTOI ATTAVTNONG O€ KABE pwyTnoN: aAnBEg | weudég, 1 1) 0. Acdgeia onuaivel TTOAU-
Tigia ) TAcioTigia. Eival TpEIG 1) TTEPICTOTEPES YVWHEG, IOWG AKOPA KAl MI ATTEIPIA YVWHWY, avTi yia
duo akpaieg. Eival n avaloyia avri Tng duadikdTnTag, OI ATTEIPEG ATTOXPWOEIS TOU YKpiou avaueoa
OTO ACTIPO Kal To paupo. Eivar 6Aa 6ca o diknyépog 1 o dIKAOTAG o€ Mia dikn TTpoaTrabei va
atrokAgioel Aéyovtag: «ATTavTAoTe PE éva val A €va Oxi». Aoa@eic AOyIKEG TTPOTACEIG, OTTWG «TO
ypacidl gival TTpdcivox f «ol SIKnyopol dIEuBETOUV dIEVEEEIGY, TTOPOUV VA TTAPOUV OTTOIAdATTOTE TIUN
aAnBeiag n Babuod N kAdopa avdaueoa oto 0 Kal 010 1 ,~0TTOI00ATTOTE TTOOOCTO avapeca oto 0%
aAnBég kar 100% aAnBég.

Ag doupe Tnv TTIvakida KukAo@opiag ota autokivnTa NG KaAipdpviag, 6TTou utrdpxel n epdon
«EptmioTetoou pe». MTTopEi va euTTIoTEUOPAOTE i OXI TOV 0ONYO 1 VO TOV EUTTIOTEUOUACTE O€ KATTOIO
BaBuo. Ag uttoBécoupe OUWG, OTI CUVAVTAWE £va AUTOKivNTO TTou Aéel «Mn pe eutmioTelecal». 2’ auTh
TNV TTEPITITWON EUTTIOTEVOUOOTE A OxI Tov 00NYO; Av val, TOTE, TTAA CUPQWVA PE TNV TTIvakida dev Tov
EUTTIOTEUOPOOTE. TAUTOXpova AOITTOV TOV EUTTIOTEUOUOOTE KOl OEV TOV EUTTIOTEUOUACTE - MIG UN
apIoTOTENIKA KaTdoTaon TrpayuaTwy. ‘Eva“aAAo trapddeiypa €ival evog KoupEéa O OTToiog €ixe
QAvapTACE! JIa ETTIYPAQH TToU Aéel : «=upifw OAoUG 6001 SEv UTTOPOUV va EUPICTOUV JOVOI TOUG». [o1og
gupiCel duwg Tov Koupéa ; Av upifeTal OVOG TOu, TOTE, GUUPWVA PE TNV ETTIYPAPHA TOU, OEV UTTOPEI
va EuploTei. Av Opwg Oev EupileTal pOVOg Tou, TOTE, TTAAI CUUPWVA JE TNV ETTIYPOQT], EUpIfeTal JOVOG
Tou. ‘ETo1 @aivetal Twg Tautoxpova EupileTal kal dev EupieTal udvog Tou.

H epunveia Tng acdeeiag Bewpei Tov Koupéa, Tov 0dnyd wg pecaia @airvopeva. Or TTpoTAoElg
TTOU Ta TTEPIYPAPOUV gival KUPIOAEKTIKG PIcEG aAABeleg. Eival ahnbeig katd 50% , 6x1 katd 100% n
0%. Av emiyeivoupe o€ €va 100% Eupiopa ) ae 100% eutmoToouvn, Ba kataAAgouue ae TTapddolo.
AuTé @aivetal kaBapd atmd 10 pITOAdEI0 -pIcoyePdTo TToTAPI. To vepd cival katd 50% aTo TTOTHPI.
AuTi gival gia TTpAypaTikig KATaoTaon Tou KOopou. Agv evvooUpe 0TI n MOavoeTnTa Va €ival YEUGTO TO
mothpl €ival 50%. Evvoolue OTI TO TTOTAPI €ival PICOYEPATO. AV yia KATTOIOV TTOMITIOUIKG Adyo
Treplopifoupe auTd TTOUAEPE O€ dUO BITINEG ETTIAOYEG TOU OAQ A TITTOTA, TOU aAnBoUg Kai Tou weudoug,
TOU valI Kal Tou Oxl, TOTE TTPOPAVWG TTANPWVOUHE TO TINUA KAl £XOUNE MIG TTPAYUATIKA avTigaon.[3]

3.1 Eu@ung ¢AgyXo¢ - EUPUN CUCTHHATA

MNa TNV avTIHETWTTION TWV TTPORANUATWY, TTOU AVOKUTITOUV KATA TNV POVTEAOTTOINGN ATTAWYV Kal
TTOAUTTAOKWV GUCTNUATWY KAl TNV avATITUEN KATAAANAWY EUKAUTITWY TEXVIKWY, TTOU XPNOIUOTTOIOUV
pEBBGOOUG TNG avBPWTTIVNG EUPUIag, £xouv TTPOTABEN VEEG TEXVIKEG Kal Bewpieg, TTOAAEG aTTO TIG OTTOIEG
BagiCovral oTIG apx€G TNG UTTOAOYICTIKAG vonuoouUvng, TToU O€ CUVOUAOHO E OTOIXEIQ TNG Bewpiag
eAéyxou, odriynoav oTnv avamtuén Tou cupuoug eAéyxou (Antsaklis, 1993), (Medsker, 1995). O
EUQUNG €Aeyxog €OIWKEI va BeATIWOEl TIG CUMPBATIKEG PEBODOAOYIEC EAEYXOU, TTPOKEIPNEVOU va
emAUoel o e€ednTnuéva TTPORAAUATA EAEYXOU Kal PE TTIO IKAVOTTOINTIKA aTtroTeAéopata. Eival pia
aTTaiTNon TTOU AVOKUTITEL, VIO VO QVTIMETWTTIOTOUV Ta TTPORAAUATA €AEYXOU, TTOU CUVAVTWVTAI OTA
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oulyxpova TTOAUTTAOKO GUCTHUATA Kal &gV UTTopoUV va JeAETNBOoUV Kal va AuBolv oTa TTAdicia Twv
ATTAWV PABNUATIKWY PNETWYV, HE XPAON OIAPOPIKWY TEXVIKWV EAEYXOU.

210V eguQun éAeyxo, ouviBwg &ev UTTAPXEl PIa oa@rig OIAkpIon PETAEU TOu e€AeyXOUEVOU
OUOTAUATOG Kal Tou AeYKTH. O gu@UNG EAEYXOG Kal Ol avTioToIXEG PEBODOI EAEyXOU ATTOTEAOUV TURUA
Tou eAeyxopevou ouoTANAToG. AauBdvovtag uttdwn autd TO XOPOKTNPIOTIKO TOU EUQUOUG EAEYXOU,
peTaBaAAovTal onpavTikd ol peBodoloyieg oxedIAOUOU TOU €AEYKTH O€ OXEON ME TIG KAAOCIKEG
ouppatikég TakTikéG (Tsukamoto, 1979).0 opIiOPOG TOu €UPUOUG CUCTAPATOG Ba TTPETTEl va
avaEpPETal aTIG IBIOTNTEG KA TO XAPAKTNPIOTIKA, TTou Ba TTpéTrel va d1abéTel To auoTnua. ‘Eva ouotnua
XOPOKTNPICETaI EUPUEG OTAV OI AVTIOTOIXOI EAEYKTEG, TTOU TO KaBodnyouv, dlaBéTouv Ta akdAouBa
XOPOKTNPICTIKG :

e £XOuv TNV IBIGTNTA VO avayvwpifouv yeyovoTa Kal KATAOTACEIG KAl VO TTapoudidlouy Tnv
yvwon Pe €va OAOKANPWHEVO POVTEAO, UTTOPOUV va XPNOIUOTIOIOUV ThV UTTApXoucd
yvwon Kal gUTTEIpia Yo VA TTAipvouv atmo@QAacelg, va oXedIAlouv Kal va UAOTTOIOUV
MEAAOVTIKEG TTPALEIG.

e  uTTOPOUV Va agioAoyouv, va avayvwpilouv To TTEPIBAAAQY Kal va evepyoUv KaTAAANAa Kal
aKOUN va PTTopoUV va avreteEéABouv o€ aBéBaleg KATaOTACEIG KAl O éva AyVWOTO
mePIBaAAov.

e £xOouv Tnv IKavOeTnTa va Trpocapudlovral o1o TIEPIBAAAOV Kal va pabaivouv, akoun
MTTopoUv va aflotrolodv TNV yvwon ammd Tnv. TapaTiApnon Tng OUVOUIKAG TOUug
OUMTTEPIPOPAG Kal JTTOPOUV VA OPYAVWOOUV TNV YVWaN auTh.

H avaykn yia tnv avamruén Tmponyuévwy ouaTnudtwy eAéyxou, TTou Ba pmropolv va
XOPOKTNPIOTOUV €uQur] Kal Ba €xouv ag€ anUAvTIKOBABUO XapakTnEIOTIKA TTou Ba uTToKABIoTOUV
KATTOIEG aTTO TIG EVEPYEIEG TOU avBpwTTOU XEipIoTn, gival diaxpovikr|. EimAéov, Ta cuoTApaTa autd
Ba mpétrel va BonBolv Tov AvBpwTTO GUVTOVICTH, TTOU PPICKETAI OTO avwTaTo €TTTEd0, OTN AQYN
aTToPAcEewY, va EXOUv dUVATOTNTEG ETTEURACNG OE KPICIMES KATAOTATEIG, TTOU iCWG dlAa@eUyouUV TNG
TIPOCOXNAG TOUu atTAoU CUCTAMUATOG TOU KATWTEPOU €TITTESOU, VA PTTOPOUV va AEIToupyoulv o€ éva
OUVaUIKG peTaBaAAOuevo, aBéBalo TrepIBAAAOV, aATTAITWVTAG TNV EAGXIOTN duvaTr aAAnAETTIOpacn Kal
kaBodriynon atd Tov avBpwtro. 'Eva dAXNo.onuavTikd aToixeio Ba TTpETTEl va gival n IKavoTnTa TOUg,
va atroBnkelouv TTANPOPOPIES VIO TN CUUTIEPIPOPA TOU CUCTANATOG OE BIAPOPES KATACTACEIG KAl VA
paBaivouv aTrdé TN SUVAUIKK) CUPTTEPIPOPA TWV CUCTANATWY, ATTOKWAIKOTTOIWVTAG TNV, £€TO1 WOTE Vad
eCeAiooeTal 10 010 TO CUOTNUA EAEYXOU, OTTWG KAl TO EAEYXOPEVO oUOTNA.[4]

3.2 TexXvnTn vonuoouvn

H rexvnt vonuooUvn gival pia amo Tig vedTepeg emoTANES. H gofapr douAeid dpxioe va yivetar Aiyo
META TO OeUTEPO Maykdapio MoéAeyo, kal o idlIog 0 6pog euaviotnke 10 1956. ZAueEpa, n TEXVNTH
vonuoaouvn auvouddel pia TEPAOTIA TTOIKIAIG ETTIUEPOUG TTEDiWYV, T OTTOIO KAAUTITOUV €va @ACHUA TTOU
gekiva atd yevikoUg TOUEIG, OTTwG N PABnon kai n avtiAnwn, Kal @TAVEl 0 APKETA TTaIXVidIa OTTWG IO
TTAOPAdEIYUA TO OKAKI, 0€ atrodeifelg pabnuatikwy BewpnudTtwy, ot didyvwon acBeveiwv k.a. H
TEXVNTH VONUOOUVN CUCTNUATOTTOIEI KOI QUTOUATOTTOIET TIG BIAVONTIKEG EPYATIES, YI' AUTO Kal PTTOPET
va £X€l EQAPUOYA O€ OTTOIAdATTOTE OPAipa TNG avBPWTTIVNG diavonTIKAG dpacTnpidTnTag. Me auth Tnv
évvola, gival TTPAYHATIKA £VO OIKOUMEVIKO TTEDIO.

3.2.1 H Nepinmrwon Tou Alan Turing

>1a yéoa Tou 200U aiwva, dnuioupyndnKav oI TTPWTOI YNQPIGKOI UTTOAOYIOTEG Kal padi e auToug Kal
TO PEYAAO EPWTNUA «UTTOPOUV APAYE Ol INXAVEG VO OKEPTOUVY; To XOAIyoUVT avTaTTOKPIiONKE dueca
emvowvTag Tnv dekaeTia Tou 60 Tov PoBepd HAL oto 2001:08000¢ia Tou AIROTAPATOG KAl OTNV
OekaeTia Tou 70 Ta cuptradnTiké R2-D2 kai C3P0 atov NMéAepo Twv AcTpwv. Mpiv akéua apyioel To
EPWTNHO VO ATTACXOAEI TNV KOIVR YVWMN Kal @avTacia, TTpiv KaAd KaAd dnuioupynbolv Ta TTpwTad
MoVTEAQ NAEKTPOVIKWYV uttoAoyioTwy, Tov OkTwRpio Tou 1950 oto Mind: A Quarterly Review of
Psychology and Philosophy Bpetavog pabnuatikég Alan Turing, £€8e0€ TO epwTNPA Yia TTPWTN GOPd
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oav coBapd BewpnTiKO {ATNHA. ZTO EPWTNHA AV Ol UNXAVEG ITTOPOUV va OKEPTOVTAI, TO APBPO Tou
Alan Turing atraviouoe BeTikd Kai TTpdTEIVE £va TTOAU ATTAG OAAG ATTOTEAEOMATIKO TEOT TTou Ba
MTTOPOUCE VA ATTAVTAEI OTO EPWTNUA AV MIO CUYKEKPIPEVN INXAVA ATAV Hid OKETTTOPEVN UNXavA 1 OXI.
Ovéuaoe 10 10T AUTO «To lMaixvidl TNg Mipnong». 'ETol yevvidnke n Texvnti Nonuoaouvn (Artificial
Intelligence), évag kaivoupyiog KAGOOG BewpnTIKAG avalATNong, MIG KAIVOTOUOG TTPOCEYYION O€ £va
amd Ta apXaIOTEPA EPWTANATA TNG AVOPWITIVNG IOTOPIAG: «TI €ival 0 avBpwITIvog voug»? AUTA N
Kaivoupyla TTpocéyyian, BETel Kal TTaAEUEl Je vEa epwTrPaTa OTTwG " A €ival Ta 6pla YeTagu Tou
"avBpwTmivou" kai Tng "TexvoAoyiag" r eTagl Tou "QuaikoU" kal Tou "TexvnTol”; Ta epwTAuaTa autd
£XOUV ETTNPEACEI TO TTWG KATAAABAIVOUPE ORPEPA TIG £VVOIEG «AVOPWTTOGY, «PUOIKO», KTEXVNTO» Kal
BéBaia To «@UAOY».[5]

3.2.2 To Naixvid1 Tng Mipynong

O Turing, &ekivnoe va TNV TTPOCTTABEIO KOTAOKEUNG MIag KOBOAIKA G unxavig Turing pe Tig SuvatoTnTeg
Kal TNV TaxuTnTa TToU TTPOCEPEPE N NAEKTPOVIKN TexvoAoyia. Mia unxavh 1Tou Ba ptropoloe va
avaAdpel oTToIadATTOTE TTPOYPAUUATICUEVN £pyacia, Kal n oTToia ouTe Aiyo oUTe TTOAU Ba ptTopoloe
Va OTTOKTHOE€l KOl VO TTAPOUCIACEl IKAvOTNTEG Tou avBpwTTivou vou. To 1944 o Turing €Aeye OT
KaTaokeuadel évav avBpwivo vou: «building a brainy! Zkavdaho otnv AyyAia. Tov OkTwRpn Tou
1950 o Turing €kdidel T0 ApBpo YTToAoyioTikG MnxaviuaTa kal Nonuoouvn (Computing Machinery
and Intelligence) otnv ematnuovikr €mBewpnon Mind: A Quarterly Review of Psychology and
Philosophy. To apBpo &ekivael pe 1o ke@aAaio «To Maixvidl Tng Mipnong» (The Imitation Game) Tou
¢KTOTE €ival yvwaoTd wg «the Turing Test».

>KkeQTeiTe, Aéel o Turing, évav avipa (A) kai pig'yuvaika (B) o€ éva OwUATIO TTOU ETTIKOIVWVOUV
MEOw «TnAeTUTTOU» pE €vav avBpwTro (I) TTou K&BeTal o€ £€va AAAO dWPATIO. TOX0G TOU TTaIXVIDIoU
gival o avBpwTrog auTtog (M), adlEUKPIVIOTOU QUAQU; UE EPWTHAHATA TTOU BETEI JE TOV TNAETUTTO OTOUG
(A) kai (B), va pavtéwel atmod TIG ATTAVTIAOEIG TOUG TTOI0G €ival 0 AvTpag Kai Trola €ival n yuvaika. H
yuvaika (B) Tou atmravtd mmpootrabwvTag va Tov Bondroel Kal va Tov Teioel 0TI OVIWG gival yuvaika,
evw o avrpag (A) TpooTrabei va Tov TrTapatrAavroel 0TI auTég gival TTPAYUATIKA N yuvaika Kal 0x1 N
(B). Kai o1 duo dnAadr) mraixteg (A) kai (B) TTpootrabouv va Tov Treioouv 0T gival yuvaikeg kai o ()
TIPETTEI va KATAAGREl TTo10G Aéel TNV aARBeIa kal TTolog weudeTtal. Ti Ba yivoTav Twpa, pwtdel EaQVIKA
o Turing, av o€ autd 1o TTaIXvidl oTnv./B£an (A), avTIKaTaoTAoouuE Tov avTpa pe pia pnxavh; O (1)
TTOU TTPOCTTABEl va PavTéWEl TToI0G gival TTol0g, Ba €xel To iBlo TTo000TO ATTOTUXIOG O€ aUTH TNV
TTEPITITWON, 600 €iXe KAl GTAV TO TTAIX VIOl TTAICOTAV E TOV AVTPA KAI TNV YUVAIKQ;

To 1950, 10 peyaAutepo TPOBANUA TTou avTiyeTwTi{av atov Topéa TnG Texvntg Nonuoauvng
(Al), To id10 TTOU AVTINETWTTICOUNE KOI OAUEPQ, ATAV KAl €ival TO OTI OEV UTTOPOUE VA CUUNPWVACOUNE
OTOV OPICHOG TNG vonpoauvng Kal To 0TI OV EEPOUNE TI aKPIBWGS gival auTd TTOU OGS KAVEI VORUOVEG,
ouveldnToug, Aoyikd OvtasAv yvwpifape TOV YEVIKO UNXaAvioPo TTou TTApAyel «vonon», TOTE TO
EPWTNUA «UTTAPXOUV UNXAVEG TTOU OKEPTOVTAI» Ba YTTOPOUCE va atravTnBei eUkoAa. Oa Koltouoape
TO UNXAVIOPO KATTOIOU. unXavANATOG Kal Ba Kpivaue av ATav autd 1o unxdvnua vorjuov A éx1, av
dnAadn eixe Tov pnyxaviopd tmou Tou TTPocédide vonuoouvn. Mia kal dev €xoupe autol Tou €idoug
Aoittév Tnv yvwon, o Turing TpoTeive va doUue Ta TTPAyHOTA atrd GAAN OKOTTIA, va OpPiCOUME TNV
vonuoouvn S1a@opeTikA. Ag pnv aoxoAnBolue pe 1o TI cupfaivel yéoa OTO pnyxAvnua, €ime, og
TTAPATNPACOUNE ATTAWG TNV EEWTEPIKA TOU GUUTTEPIPOPA.

Av auTh N €EWTEPIKA CUPTTEPIPOPA PIag unxavig Ogv dla@Epel atrd TNV CWTEPIKK CUPTTEPIPOPT
EVOG OKETTTOUEVOU avBpwTTou, TOTE Ba opicoupe Tn pNxXavr] okeTTouevn. Eitre Aoimrév o Turing 10
1950 TtrioTeue 611 0 50 Xpdvia Ba gixe KATAOKEUAOTEI Evag WNPIOKOG NAEKTPOVIKOG UTTOAOYIOTHG (a
digital electronic computer) pye duvardéTnTa va atroBnkevoel Eva TTpdypauua Tou Ba Traidel To MNaiyvidl
™G Mipnong 1600 KaAd, WOTE 0 HECOG OPOG EVOS AVOPWTTOU «EEETACTA» va PNV £xel TTavw atmo 70%
mOaveTNTA VA ATTaVTACEl CWOTA YETA aTTd 5 AeTTTA epwTaTToKpigewv! MaoTelw, €itre o Turing, 6TI 0TO
TEAOG Tou 200U aiva o1 AEEEIS Kal N ekTTaidsuon Twv avBpwTwy Ba €xouv TG00 TTOAU aAAGEEl TTOU
Ba ptTopouv &vBpwTToI VA PIAOUV YIa OKEPTOPEVEG UNXAVES XWPIG va avTIKpouovTal aTrd Kaveva. [5]
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3.3 Aocapng Aoyiki

Aca@ng AoyikA gival éva utTEPaUvVoAO TNG TUPBATIKAG AOYIKAG TTOU £XEI ETTEKTABEI yIa va XEIPIOTEN TNV
€vvola TNG MEPIKNG aANBeIag avaueoa o€ TIWEG TOU aAnBEC Kal Tou WeudEG. Aca@rg Aoyikh auviBwg
AauBavel Tn pop@r £vOG aca@ous GUATHATOG GUAAOYIOTIKNG KOl TO CUCTATIKA TOU €ival O ACAQEig
METABANTEG, aoAPEIC KAVOVES KAl PIO INYXavH aoa@oUg oupTTEPAopaTos. MNa mapddeiyua, n avioxn
EVOG TTaiXTN o€ £va Traiyvidl utropei va xwpiletal low, medium, high, 6Twg @aiveral ato oxnua (20).
Aca@eig kavoveg uTTopouv va dnuioupynBolv XpnoIoTToIWVTaG TIG KaBopliouéveg fuzzy petaBAnTég
Kal Toug auvoAa. O1 kavoveg auTtoi gival ouvABwg Pe poper, TTapopoia pe TRy boolean Aoyikn.
Kavoéveg kaBopifouv Tnv agia Twv peTaBAnTwyY £§600uU, dedopévng TNG TpEXOUOQ adia TwV HETARANTWV
€l0660ou 6Twg N AND, OR kai NOT divovtag éva vonua otnv aca@r Aoyikf. MOAIG n kavoveg TTou
éxouv OnuioupynBei, pia pnxavry aoca@ous CUUTTEPACUATOS XPNOIUOTIOIEITal yia va efayxBolv
OUNTTEPACHUATA OTTO TIG TPEXOUCEG TIMEG TWV PETABANTWV Kal TWV KAVOVWY TTou OIETTOUV TO gUGTNA.
O1 peTaBAntég €€6d0u divouv pia acaer) agia. Mia diadikaaia TTou ovopaletal defuzzification ptropei
va TTpayhaToTToINGEi, JETATPETTOVTAG TNV £€000 TNG ACA@OUS KIVNTAPA OE MIa OUCIaaTIKA agia.

Acagnig Bewpia Twv cuvolwv eionxOn 1o 1965 amod Lotfi A."Zadeh otov akadnuaikd Topéa
TEXVNTAG vonuoouvng , aAAd ol 16€eg Tou Ogv €ixav QVTIKTUTTO ‘WEXPI TTOU o1 [&TTwveg epeuvnTég
amédeIfav n TIPAKTIKA XPAON TwV ACAQWY CUCTNPATWY €AEYXOU. ZMUEPQ, TTOAAOI €AEYKTEG
Xpnoigotrololv aca@ry Aoyikr, atmmd TAuvTApia TATWY, NAEKTPIKN OIOKOTITEG MEXP! KOl YIa vd
alwpouvTal eEAIKOTITEPA. ACAQrG AOYIKA XPNOIMOTIOIEITAI PE EYAAN ETTITUXIO OTOV TOUED TOU EAEYXOU
TwV ouoTNUATWwY AOyw Tng opoIdTNTAG TOU YIa TNV .OvOpWTTIVN AOYIKA, ETTITPETTOVIAG OTOUG
EMTTEIPOYVWHOVEG TOU Topéd, OXI ATTOPAITNTA OTOUG /TTPOYPOUMATIOTEG, va AAGBouv PEPOG OTN
dladikaoia oxedlaouou. ACAaPOUG AOYIKNG XPNOIUOTIOIEITAI ETTIONG 0& CUVOUAOUO HE AAANEG TEXVIKEG
Al, 6TTwg €EEAIKTIKWV aAYOPIBUWY KAl VEUPWVIKWYV JIKTUWY, pddnon kai Tnv Tagivéunon.[7]

ZxAua 20 ATreikOVION TNG AVTOXK £VOG TTaiXTN HE TNV évvolda TNG Aod@EIAg, SIa@opPoTToinon OXAMATOG
oo [6].

3.3.1 ocapng Aoyikn oTa maiXvidia

O1rwg o€ TTOAAEG GAAeg akadnuaikég TexvikEG Artificial Intelligent, n acaeng Aoyikng £xel dokIJaoTEi
o¢ videogames TTou €MSILKOUV TNV avalATnon yia pia aTTAfy oxedioon o€ ouvduaoud PE EUQUEIG
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TPAKTOPES. Aoa®g AoyIKh TTANPOI auTéG TIG aTTaITAoEIg dedopévou OTI ival WAAAov aTTAn, "Taipialer
ME TNV YAWood TnNG eUaONG, JE ATTOTEAEOUA va UTTAPXEI £vag YPAYOPOG Kal BOAIKOG oXeDIAOUOG OTNV
peBodoAoyia. Aoagnic Aoyikn £xel eioaxBei eTionua atnv avaTTugn maixvidiwy 1o 1996 oTo TEPIODIKO
Game Developer amé Tov Larry O'Brien éxel amréd 161€ dlgpeuvnBei Kal va BeATIwOEI TTEpaITéEpw aTTd
aAoug ouyypageic. ACapAg AOYIKA ava@EPETal WG MIa aTTd TNG TTIO XPNOIYEG TEXVIKEG YA TO
oxedlaouo evog Traixvidiou Al. BifAia yia avamTtuén Al maixvidlol €xouv a@lepwoel OAOKAnpa
KEQAAaIa e TTOAAG TTapadeiyuara, v TTOAAG avTiKEigeva PTTOPoUV va BpeBolv wg Hia €I0aywyn
oTnV €Qappoyn aca@ols AoyIkrg oTa Traixvidia. H acgagng Aoyikr TTAéov, Bpiokel To dpOPO TNG
oxedov o€ KGOe TTaIyVidL[7]

3.3.2 Ta o@£An TnG aca@oug Aoyikng

Aca@ng Aoyikr ptropei va gival Xprioiun yia tnv Al taixvidl e did@opeg TTTuxég. Metagu diapdpwv
XPAoEwy, Ptropei va xpnoigotroindei yia 1n Aqun amopdocwv NPC_(Non-Player Character) otnv
€TMAOYN €vOG OTTAOU, yia TOV €AEyXO TwV PovAdwWY Kivnong, TTapouolo. e autd TTou cuuBaivel he Ta
oucoTAMATa EAEYXOU, YIO TNV EVEPYOTTOINON €vOG AVTITIAAOU Yia TNV agloAdynaon Twv aTTEIAWY Kal YIa
TNV Tagivounan. Ag TTApoUPE OPWG Yia TTAPAdEIYHA, TNV KATACTAGN TwY TTOO0CQPAIPICTWY UE BAan
TNV KoUpaaon f TNV avioxAg TOUG HE TN XPNon aoa@wyv HETARANTWY, OTTWG auTég OeixvovTal aTo
TTaPATTAVW OXHMA.

H Acagng Aoyikr] @épvel TTOAAG o@éAn aTo oxedlagud evog taixvidiol. O1 Bdoeig TG
aca@oUg AoyIKNG €ival atTAEG Kal OEV UTTAPXOUV TTPOUTTOBECEIS GE aUTO, EKTOG aTTO TIG BACIKES TNG
Boolean Aoyikng, kATl TTou KABe oxediaoTAG Al aiyoupa Ba €xel yvwpilel, KAvovTag pia KaAr acdageia
AOYIKAG o€ €va TTaIXVidl Je OXETIKA WIKPR TTpooTidbeia. Q¢ Pmévous, TwV aca@uwV CUVOPTACEWY
OUMMETOXNAG, MTTOPEI VO OPIOTEI XPNOIUOTTOIWVTAG TIG iBIEG KAUTTUAEG ATTOKPIONG, OTI XPNCIKOTTIOIEITAl
ouvABwG yia TN pUBUICH ATTAOUCTEPWY CUNTTEPIQOPWY OTa BIvTEOTTaIXVIOIA.[22]

AOyWw TOU YAWOOIKOU XOPAKTAPA TNG-a0a@oug AoyikAg, n dIaTUTTWON TwV KAvOovwy Tou
MTTOPEI va Yivel ATTO TOUG EUTTEIPOYVWHOVEG GTOV TOPEQ TOUG KOl TO A0AQEG CUCTANATA MTTOPOUV OTN
OUVEXEID VA XPNOIPoTToINBoUv yia va PinBouv Tn GUAAOYIOTIKI TOU EUTTEIPOYVWHOVWY. AUTO €ival
éva peyaAo TTAEOVEKTNUO O axéon PE GAAEG peEBOOOUG TTou aTTaiTolv yvwon Tng idilag pebddou va
gival ouvToviIouEVOl. ZTOV TOPE TNG avATITUENG Ta videogame, n 1IB16TNTA QUTH €ival XProIun, KaBwg
Ol aoaPEeig KAVOVEG UTTOpoUV va dnuioupynBouv atrd Toug axXeSIOOTEG TTAIXVIBIWV XWPEIG TNV avaykn
yIa €EVOG TTPOYPANMATIOTH va Toug BonBnael, TTapduola cupfaivel Kal 0Tov KAGSO Twv TTaiXvidIwy,
otav xpnoigotroinBouv scripting yAWoOeg yia va oxedlagTouv ol  akoAoubBieg yia To gameplay.
Mapadoaoiakd n Afyn amo@Acewy, OTAV XPNOIUOTTOIEITAI TO JOVTEAO CUUTTEPIPOPAS TTapdyovTa,
MTTOpPEI va 0dnyroel o€ aQUOIKn {aPVIKEG EVOAAQYEG aTTO Pia atmé@aacn g€ Pia GAAN f atrd 10 pia
KaTtaoTaon o€ pia GAAn o€ éva FSM (Finite State Machine).

MepioodTepeg oTAdIOKEG AAAQYEG UTTOPOUV Va TTITEUXOEI e TN XPrON aca@oug Aoyikng. MNa
TTapadeyua, éva Al eEAEyXOUEVO aUTOKIVATO XWPIG TN XPAON aca@oUg AOYIKNG UTTOPET va PPevApEl N
EMTAXUVEL, AAAG JE aca@A AOYIKN UTTOPEI ETTIONG VO OTTOPACITEl TTOGO Va QPEVAPEI KAl TTOGO TTPETTEI
va emITayUVel, ETTITUYXAVOVTAG MIa TTIO QUOIKA CUUTTEPIQPOPA. 'Exel emonuavOei 6T TéToia oTAdIOKN
£€€0dog utropei va eival "over-kill" yia Ta TepicooTEpa onuePIva Traixvidia, aAAG TTap '6Aa auTd autd
gival éva TTAEOVEKTNUA TNG aoa@oug AoyIKNG. AuTh n oTadiakr) aAAayr TNG CUUTTEPIPOPAS YiveTal, OE
MEPIKA TTaIXVidIO XWPIG va KATa@eUyouv o€ aca®n AOYIKN, av Kal aca®rg Aoyikr divel éva KaAUTEPO
TTAQICI0 YIO TNV £pyacia YE CUVEXEIG TIMEG.

Aca@Eig TEXVIKEG ETTITPETTOUV TN OXE0n €10600u-e€600U va BaaifeTal oTn yvwan Tou "eidikou”,
XWPIG TNV avAyKn evOEXOUEVWG TTOAUTTAOKOU HaBnuaTikoU JOVTEAO TTOU PTTOPED Va €ival KOUPAOTIKO
1l adUvaTo va avtAnBei. Adyw TnG EAeUBEPIaG OXETIKA PE TA OXNMATA TWV GUVAPTACEWY CUUHUETOXNG,
auTh ox€on €10000U-£€600U PTTOPEI va gival oxXeSIOTUEVN VIO VA €ival PUN-YPAMMIKE, ETTITPETTOVTOG
OUCIOOTIKA YN YPAUMIKEG CUUTTEPIPOPES OTO TTaIXVIdI Kal augdvovtag £101 To atTpOBAeTTTO Twv NPCs.
‘Eva GAAo TTAeoVEKTNUA KATE TO OXESIOONO OTOV KAVOVA YIa Eva aoa@EéG aUoTnUA EYKEITAI OTH N
d1adoyIK TTPOCEyyIon TG TTapadooIaknG aca@eic Aoyikng. Asdouévou 6Tl O KAVOVEG UTTOpoUV va
EMAUBOUV e oTTolodATTOTE OEIPd, €ival TTOAU TTI0 €UKOAO yia TNV a@aipeon f TNV TTPOCBNAKN vEwv
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Kavovwy o€ £va aoa@ég auaTnua ato 6, Ti Ba ftav o€ éva TUTTIKO if-then-else pwAiacuévo PTTAok.
Aca@ng AoyIkr utTopei va xpnoigotroindei yia 10 HOVTEAO TTOAUTTAOKNG GUUTTEPIPOPAS PE XAUNAS
UTTOAOYIOTIKG KOOTOG. AdYyw TwV XaUNAWYV SI0BETINWY TTOPWYV OTOUG TTPOYPANMATIOTES TTaIXVIOIWY Al
KAl OTOUG TTEPIOPICHOUG TTPAYMATIKOU XPOVOU gival OUXVA UTTOXPEWMEVOI VA CUPHOPQUVOVTAI HE
auTd.To 6@eAog £xel HEYAAn onuacia Kai gival €vag atmo Toug AOyoug TnNG acagpous AOYIKAG €ival TTou
EUVOEI TOV KAGOO TWV TUXEPWYV TTaIXVIOIWV. Q¢ TeAeuTaio OQEAOG, aCA@PA CUCTHMATA €ival KaAoi
UTTOWRQIOI VIO VA TTOU XPNOCIUOTTOIOUVTAl OTNV EKTTAIOEUCT, OTTWG QaAiveTal aTTO TA TTAPADEIYUATA TOU
apBpou.[7]

3.3.3 MNayid&g TnGg acawoig AoyikAg

QaoTtb00, Ta acaPr cuoTAPATa TTapouaialouv Ta OIKA Toug TTpoRARPaTa. Adyw Tou OTI BacileTal oTh
yvwon TnG uong, n aca@Ag Aoyikr ataitei éva owoTo opioud atmd PETARANTEG £10000U Kal 660U
KaBwg kal TIg ox£oelg Toug. Edv évag eutreipoyvwpovag Tou trediou dev uTropei va Tig oxedidaoel, Ba
gival dUoKoAO va KaTaANEOUE O€ KATTOIOUG KAVOVES Kal Ba UTTapyEl avAayKn yIa oUVeEXEIG EEENIEN, WE
ATTOTEAEOHA TO AUENUEVO XPOvVOo avatrTuéng. Qg éva AAAO PEIOVEKTNUA, N AvATITUEN €vOG aca@oUs
OUCTAMATOG YIo €va TTauVvidl Je TTOAAG eAeyxopeva péoa atrd UTTOAOYIOTH, av Oev oxedIAoTEI
TIPOCEKTIKA, UTTOPEI VO 00NYATEl 0 EKATOVTADEG KAVOVEG TTOU TIPETTEI va EAeyXBoUV o€ KABE XpovIKO
BAua, a@aipwvTtag GUVOAIKA Ta O@EAN Tou XapnAoU UTTOAOYIOTIKOU KOGTOUG TWV HENOVWHEVWV
eAéyxwv. AvagEpoupe wg Auoeig singlestate e€600ug yia va atTo@elyovTal oI GGKOTTOI UTTOAOYIGOI,
IEPAPXIKEG CUPTTEPIPOPEG YIA TNV ETTIAUCT TWV OPAdWY TWV KAVOVWY TAUTOXPova Kal TTapaAAnAa Kai
avegdpTnTa €TTITTEdO TUUTTEPIPOPAS HE DIAPOPETIKEG GUXVOTNTEG agloAdynong. MNa Tnv TTepaItépw
avaTTuén maixvidiwy BoRdeiag aTnv e@apuoyr] TOugaTo pia ypriyopn atrdédoon acagEg aUaTnua, T0
Free Fuzzy Logic Library (FFLL) £xe1 dnuioupynBei Kau n xprion Tou TrpoteiveTal atnv BiAloypagia.

‘Eva dAAO peiovEKTNUA atmd TOuG TTOAAOUG-KAVOVEG aCa@AG AOYIKAG OVOUAZETal guvOUAaTIKN
ékpnén (combinatorial explosion). Ze éva TuTTiké videogame, UTTOpPEi va UTTAPXOUV TTOAAEG JETARBANTEG
€1I0600U YIQ PIO CUPTTEPIPOPA O€ £vav TTPAKTOPA, N KABEUIO hE PIa OEIpd aca@wy ouvoAwy. Q¢ éva
TTapAdelypa, Pia ouyKeXUPEVN ouoTnua Ye Aeiroupyia Nv = 5 petaBAnTég ei0600u, To KaBéva PE ns =
5 ueAwv ouvoha, Ba atraitodoe Ny = 3.125 kavéveg. Autd Ba Kavel To aoa@EC oUGTNHA TTAPA TTOAU
Bapu yia TpayuaTikd Xpovo uttoAoyiopou. Ol TTPOYPaUUATIOTEG TTaIXVIDIWY TEXVNTAG vonuoouvng
TTpoTeivouve va uloBeTnBei n péBodog Combs TTOU ETTITPETTEI GE PIA YPOPHIKA QVATITUEN TWV KAVOVWY
oe oxéon Je Tov apIBUs. ZNPEIWOTE, WOTOCO0, OTI TO TTPOKUTITOV cUCTNUA Ba gival pia TTpooéyyion NG
apyIkig, divovtag eha@pd dIa@OPETIKA attoTeAéopaTa yia TIG idleg TINEG e100dou. EmimTAéov, pia
uTTdpYouca aoa®rg Bdon kavévwy dev Putropei eUKoAa va petatpatrei o€ éva Combs, aAAd, avTiBeTa,
0l Kavoveg Ba TTPETTEI va PTIOXTOUV OTTO TO PNdEv.

3.3.4 Fuzzy State Machines (FuSMs)

Aca@ng Aoyikn ep@aviCeTal ouxva o€ TTaiyvidia Ut To TTPOaXNUA TG A0aPOoUG KATACTACN INXAVWY
(FuSMs), uia texvikn éxel avagepBei ammd apKeToUg auyypa@eic. H eicaywyr Twv FUSMs eméTpeye
TIPOYPAUMATIOTEG TTAIXVIOIWV VA ETTEKTEIVOUV TN OIKF TOug PEBO0SO £TTIAOYNG. MNXaVES TTETTEPACUEVWV
KaraoTdoewy, P Ta 0EAN TNG acagoug Aoyikng. Ta FSMs (Finite State Machines) eival yvwoTé givai
Aiyo TepitrAoka, OTTwG eival ol TTepIoadTePeg KataoTdoelg. Ta FUSMs emitpémmouv Tnv dnuioupyia
euQuiag, Alyotepn TTPORAEWIUNG CUNTTEPIPOPAG ME AIYOTEPEG KATAOTAOEIG KOl ETTOPEVWG AlyOTEPN
TTOAUTTAOKOTNTA aTmd T Baoikd FSMs. To atmotéAeopa eival 0TI TTPOYPAUUATIOTEG PTTOPOUV Va
XPNOIYOTTIOIRCOUV Tn yvwaTr dopr state machine, pye Tnv omAdTNTO TNG €£QAPPOYNAG Kal TNV
KATOOKEUAOTIKA dUvaun TTou TTapéEXOouV, 0€ ouvOUAOUO PE TO ATTPOPRAETITO KAl TO SUVANIOUS TTOU
opiCel n acaenig Aoyikn. O1 upioTaueveg FSMs ptropei eUkoAa va petatpatrouv o FUSMs kai autéd
onuaivel 6Tl 0 XpOvog avaTtuéng dev "uttoQEépEr” aTTd TNV PETATPOTTT QUTH, éva OQEAOG GTO OTTOIO Ol
TIPOYPAUMATIOTEG TTAIXVIDIWY €ival aTNV €UXAPIOTN BECN VA AVTIMETWTTICOUV.

Ymdpxouv dUo0 KuUpleg péBodol yia Tn petatpoty éva FSM oe FuSM. H mpwtn péBodog
XpnolgoTrolei acageic yetaBaoelg, peTapdoelg TTou TTPOKARONKav ammd aca@r aiTiohoyia, Kal givai
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eUKoAo va e@appocTolv. H deltepn pEBOBOG XPNOIUOTTOIEl ACAPEIC KATAOTACEIG, TTPAYHA TTOU
onuaivelr 0T évag TrapdyovTtag Utropei va gival o€ SIaQOPETIKEG KATAOTACEIG TNV idla OTIYUA ME
OIA@OPETIKO BaBUO Tou PEAOUG. Z€ QUTA N TEAEUTaia TTEPITITWAN, ACOQEIG YeETaRAOEIS YeETARAAAOUV
Tov BaBud Twv YeAwv yia K&Be kaTdoTaon Tou TTpdkTopa. H uéBodog auTh PTTopEi va gival XpAaoiun
yIO POVTEAO TNG OUVAIOOBNUATIKAG KATAOTAONG TOU TTAPAYOvVTd, O OTI0I0G UTTOPEl va eival o€ pia
kardoTtaon Bupou, BAIYNg i TNV euTuxia o€ OlAPOPETIKOUG Babuols. Mia TeAeutaia TTOAU OTTAN
MEBODOG yia va TTpooBéaeTe acagoug AoyikAg o€ éva FSM, ouvioTatal oTnv TTPoaBAKN WIag vEQg
KatdoTaong TToU XPNOIMOTIoIEl aca@n AOYIKA yIO VO OTTOQOCIiCETE O€ TTola GAAnN Katdotaon Ba
MeTaKIVNBEiTE, XWpig va aAAdlel To uttdAoitmo FSM.

3.3.5 Finite State Machines (FSM)

O Mo atrAdg TUTTOG UTTOAOYIOTIKA NXavr) TTou agilel va e€eTaoTel OVOUAZETAI « UNXaVvh TTETTEPATUEVWV
KataoTdoewv». H pnxav TEMEPACUEVWY KATAOTACEWY €ival €TTioONG PIa XproIun TTPooEyyion o€
TTOAA TTPOBAAUATA OTNV  APXITEKTOVIKI] TOU AOYIOMIKOU, MOVO "OTnv TEPITITwon auth  Ogv
OIKOOOMNAOOUME €va UTTOPEITE va TO MIUNBei. OUoIaoTIKA HIa TTETTEPOACHEVN KATAOTOGN MNXAVAG
armroteAgital amod évav apiBud kataotdoewy. MNa Tapddelyua étav éva ocUuBoAo, | €vag XapakTAPag
atrd KAtolo aAQapnTo, eI0ayeTal oTNV PnXavr], aAAAZEl KATAOTAGN KATA TETOIO TPOTIO WOTE N ETTOUEVN
kardoTaon e€apTdTal uévo atrd TNV TPEXOUCA KATAoTACT Kal To 0UUBOAO £10600U. ZNPEIWATE OTI QUTH
gival 1o TTOAUTTAOKN aTTo 6, TI UTTOPEITE VA OKEQTEITE, ETTEION €I0AYOVTAG TO i010 GUUBOAO dev TTapdyel
TTAvTa TNV id1a cUPTTEPIPOPA 1) aTTOTEAEGHA, AOYyw TNG aAAayRAS TNG KaTdoTaong. [26]

21NV amAouoTepn HOPPN TOUG, Ol KTTETTEPACUEVES UNXavEG kaTtaoTdoewvy» i FSM atroteAouv évav
Observer pattern (lpdrumro-aparnpnty) pe 2 TIPEG TTOU TTAPAKOAOUBOUV ECWTEPIKA: TNV OVTIOTNTA
Kal TNV Tpéxouoa karaoraorn. Kabe popd TTou KATT0I0G, KATTOU OAAGEEI TNV EOWTEPIKA KATACGTACH, N
aAAaynf auTh yivetal avTIANTITA atrod TIG PNXAVES KATAOTATEWYV, OAAGLEl Kal N EWTEPIKN KATAOTAOT.

O1 upnAoU emiTTédOU TUAMATA gival Ta €EAG:

¢ Ta otroia Ba Trepiéxouv / kaBopifouv T CUPTTEPIPOPA YIA TNV OVTIOTNTA.

o MetaBdoeig TTou epavifovral'dtayv yia KataoTaon aANdlel og pia GAAn.

o Kavodveg ol otroiol KaBopifouv TTolEG KATAOTACEIG UTTOPOUV VA AAAAEOUV O€ OUYKEKPIUEVES
GAAEG KATAOTAOEIG.

e Ta yeyovoTta TTOU €ival EOWTEPIKA i EWTEPIKA atmoaTéAAovTal, HECW €vOg trigger state
transitions

Katd tn dnuioupyia Twv «JNXavwyv KataoTAoEwV», YVWPICOUPE GUVABWG OAEG TIG KOTOOTACEIG €K
TWV TIPOTEPWV KAl WG €K TOUTOU, €XOUNE TN AEEN «TTeTTEpacuévoy . Eite pia AioTta o€ xapTi | o€ €va
d1dypapua poAg ME pIa oeIpd aTrd oxAuata pe BeAdKIa TTou ONAWVOUV TTPOG Ta TTOU  UTTOPEITE va
TaTe. OpIoPEVEG KATAOTACEIS UTTOPOUV VA £XOUV OXECEIS TTaTépag-TTaidiou (parent-child). Mtropei va
UTTAPXEl MIO TTOIKIAIG TwV. Kavovwy TTou eTTPETTOUV / €UTTOdI(OUV OPICHEVEG KATAOTACEIG, TTOU
pTTOpOUV va TTpokaAolyv peTaBdoelg, va aAAagouv o AAAeG. YTTdpxouv 3 TTEPITITWOEIG XPoNG, TWV
pnxavwyv karaoTtdoewyv. Autég gival n Texvnt Nonuooulvn, Ol TTPOCOUOIWCEIG PHOVTEAWY, Kal €va
refactoring povoTTdT yia TIG OVTOTNTEG TOU TTaIXVISIOU.

MNa Tov Tpoypappatiopd Tng Texvntig Nonuoouvng, £XETE TNV dUVATOTNTA TNG VTETEPUIVIOTIKAG N
KN VTETEPUIVIOTIKAG €TTIAOYNAG. Ta TTEPICOOTEPA BiVTED TTAIXVIDIA £XOUV QITIOKPATIKA £vvOIa, YVWwpPIileTe
WG ol exBpoi Ba avmidpdoouv pe Baon OIAPOPETIKEG €10000UG. Av dev Toug BAETTETE Ba oag
TEPITTOAOUY, av Toug BAETETE, Ba cag emTeBoUv. EQv kpupBeite kai va TrepiyéveTe, TeAIkG Ba Trave
oW OTNV KATAoTOON «TTEPITTOAIAG» . MTTopoUv va Tpocopolwvouy fuzzy logic pe Tn Xprion Tuxaiwy
apliBuwv yia va aAAdgel katdoTtaon oe KATI Tuxaio. MNa Tapddelypa, PEPIKEG POPEC O £xBPOS Ba
pTTOpOoUCE va XpnolPoTTolfoel pia xeipofouRida avti evég TupoBoAou dtTAou, 1 va oag emTeBolv
APECWG avTi va TTPOEIBOTTOINCOUV i KOUA KAl Va TPEEEI JOKPIA YIa va TTAPEl eVIOXUOEIG. H TuxaiotnTa
KAVEl Pl pnXavA KATAOTACEWY PN-VTETEPUIVIOTIKH, TTOU onuaivel 6Tl yvwpilete OAa TIG KATAOTAOEIG,
aAAG Bev yVwpPIleTe akpIBWG OAEG TIG BIOOPOUEG JETAEU TWV KOTAOTACEWV.[27]
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o TIG TTPOCONOINCEIG HOVTEAWY, €ITE TTOAUTTAOKOI UNXAVIOWOI, i KOTAOTACEIG, TUXVA £X0OUV £vav
TTOAU peydAo apIBuo Twv KIVOUUEVWYV HEPWV. To evdia@épov eaTidleTal oTIG TOavEG aAANAeTIOpdoEIg
oTav opiouéva TTPAyUOTA Eival O€ OPIOTPEVES KATAOTACEIS. MePIKEG POPEC BEAETE QUTEG O KATAOTACEIG
va gival eTTavaAnWIPEeS. MNa TTapddeyua, yia TNV TTPOCON0IWoN TOU UAIKOU TWV PHEYAAWY UNXavAUGTWY
TTapaywyrng XGAuBa yia ekTTaldeuTIKOUG OKOTTOUG, BEAETE va pubuiceTe TO PnXAvnua, €ite o€ pia
OUYKEKPIPEVN KaTAoTaon, €iTe yia va didaxTei éva véo ATOPO TTWG va XEIPIoTEl KATTOIO apvnTIKA
katdoTtaon o€ éva ao@aAég TrepIBAAAov. MTropeite va ekivrioeTe éva TTpoKaBopIoUEVO GUVOAO
OpAoEWV HEXPI va TTAPEl TO PNXAvnNUa TNV KATaoTaon OTTou KATI KaKO TTPOKEITal va ouufei, Kal To
paBNTEUOPEVO ATOPO TTPETTEI VA PABEI TTWG VA TTIECEI TA CWOTA KOUUTTIA 1) va TTATACEI TIG KATAAANAEG
AaBEG yia va oTapaTtioEl o€ TTEPITITWON TTOU Ta TTPAYMATA  TTRyaivouv aoxnua. Mmopeite va kavete
TO iBI0 O€ YAKPOOIKOVOUIKOG £TTITTEDO YIA TNV TTPOCOUOIWAN YeyovoTwY. AUTOG gival Kal 0 Adyog, 6T Ol
MNXAaVEG KOTAOTAGEWY QOKIPWV €ival VTETEPUIVIOTIKEG KA €ival APKETA EUKOAEG, av Kal Bev gival TOGO
O100KEDAOTIKEG OTTWG N KN-VTETEPUIVIOTIKEG, £TTEIDN Yvwpifoupe OAa TA POVOTTIATIA PUTTPOCTA ATTO TO
XPOVO Kal TIG TNIBaVEG AAANAETTIOPACEIG. XPNOIMOTIOIWVTAG AOITTOV TNG UNXAVEG KATAOTACEWY KABIOTA
TOV KWAIKA 0ag TTI0 €UXPNOTO KABWGS YEYAAWVEI, TTIO OPYAVWHEVO KAl TTIO EUKOAO YIO TOV EVTOTTIONO
OQAAUATWY. ZTO TTAPOKATW OXNUa ateikoveldeTal éva FSM TTou oxeTICeTal PJE TNV KATAOTAON TWV
TTAIXTWV.
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Passing from teammate

Relaxing Steeling

Has Ball

Run With Ball Dribbling

Shooting

No Ball
Dribble

Loose Ball

IyxAua 21 Mia avatrapdoraon evog Finite State Machine yia Tnv aAAdyn Twv KOTOOTACEWV TWV
AVTIKEIJEVWV—TTaIXTWV. MnyRA oo [17]

3.3.6 Aocapng Aoyikf oTn Biounxavia Bivreomaiyvidiwv

AauBavovTtag uttdyn 10 YeYovog 6Tl N a@Bovia TG AoyoTexViag £XEl yPOQPTEI OXETIKA YE TNV XPAON TNG
aca@oUg AoyIKNG, aTa Traiyvidia Ogv gival EKTTANEN TO yeyovog OTI N JIKPr avagopd utropei va Bpebei
OXETIKA JE TA TTPAYMATIKA EUTTOPIKA TTaiXvidia 1Tou Tnv e@apuoéfouv. Eidikd, cival SUokoAo va Bpebei
pveia oTo o TTpoo@ata Traixvidia. MaoTtevoupe 6T N agagng Aoyikr, Adyw TnG aTTAnG @Opua TTou
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egavigetal ota Al BivreoTraixvidia kal Adyw Tou uwnAoU evOIAQEPOVTOG OE TTIO ECWTIKEG TEXVIKEG, OEV
Bewpeital &&la ma yia TupTTavoKpouaoieg, Otav e@appoleTal. Map '6Aa autd, pepikd Aiydtepo
TTPOCEPATA TTaPAdEiyHATA UTTOPOUV va Bpeboulv.

Mia TARPNG AioTa Twv TTaIXVIOIWV HPE evdlagépouaeg TeXVIKEG Al utropei va BpeBei oTo
Unreal5 €ivail éva ammé ta 1o didonua shooter mpwrtou poowtou (first-person) otnv loTopia Twv
videogames kai €xel ava@epBei va xpnoigotrololv FUSMs yia Tov éAeyxo TNG CUUTTEPIPOPAS TWV
exBpou - Aliens. To Traixvidl £xel e€fpe KaTd TNV atreAeuBEpwor] Tou yia ToTeuTd Al Tou. BattleCruiser:
3000ADG6 cival £va TTaividl S1Ia0TNPIKAG OTPATNYIKAG, HE AU@IAEYOUEVN 1I0TOPIA TG AVATITUENG, TTOU
uTToTiBeTAI OTI Ba XPNOIMOTTOINCETE A0APOUG AOYIKAG Hadi JE VEUPWVIKA OIKTUQ YIa TOV EAEYXO TNG N
eAEYXOUEVOUG aTTO TTAIKTEG XOAPAKTPEG aTO TraIyvidl. SW.A.T. 27, cival éva TTaixvidl TTpayuaTikou
XPOVOU TOKTIKAG TTOU €XEl ava@ePBei va KAVOUV EKTETAMEVN XProON TNG acagoug AoyiKAG yia va
KataoTei duvarr N un eAeyXOPEVOI aTTO TOUG TTAIKTEG XAPOKTAPES KAl VO GUUTTEPIQPEPOVTAI auBdpunTa
Baoel kabBopiopévwy IKavoTATwy Kal TTpocwtmikoTATWY. Civilization:[31] 'Eva turn-based Traiyvidl
OTPATNYIKAG auTd eival éva spin-off Tou éva TOAU yvwoTo franchise, xpnoipotroiei FUSMs yia va
TEBOUV TTPOTEPAIOTNTEG YIa Tn oTpatnyikr Al eTmiTedou, €mMTPEMOVIAG OTNV TTPOCWTTIKOTNTA
XOPOKTNPIOTIKA va TTPETTEI va KaBopioTouv yia TIG SIAQOopES NyETeG TOUu TTOAITIOUOU. KAgivovTag 10
Combat 9 kair sequel Close Combat 210 xpnoipgotroiouv FuSM o6tou 1a Bdpn ekaTovTtadwv
MeTaBANTWY péow TTOAAWV TUTTWV TTpoadiopidouv TNV TTBavOTNTA va AABEl PIO OUYKEKPIYEVN
evépyela. Enemy xapaktnpioTiké Nations11 Al eAeyxouevn £x8poug TTou atmacXoAoUV TTETTEPACUEVO
Kal aoa@A CUCTAUATA TNG KATAOTACEIG KAl Jia BAan O£00UEVWY TwY OTOXWV Kal TWV KaBnKovTwy.

To mraykéouio top-selling aixvidiot H Sims12 xpnoiyotrolei FUSMs yia va 1TpoodiopiceTe
TTOIO QVTIKEIPEVA €vOG Sim XapakTripa PTTOPEi va aAAnAemmdpdael e Baon TiG 1IB1IGTNTEG TOUG KAl TA
XOPOKTNPIOTIKA TG TTPOCWTTIKATATAG TOu Sim, o€ guvBUaoud pe TNV £EUTTVn Pnxavh €6A@oug TTou
dnuioupynBnke ato Tov didonuo oxediaoth) Will Wright. To Xpoviké Tng Jaruu Tenk13 atraoyoAei A-
Life TexvoAoyieg TTapdAAnAa pe Tn Bapid xpnon-Twv KAIJoOKwTWY fuzzy KpaTikég pnxavég yia va
TTaPEXOUV GUUTTEPIPOPA TTAAoUaTa TNG. ATTé TIG TTapeXOUEVEG TTapadeiypaTta, BAETTouue Ot fuzzy
Aoyikn Traixvidla €xel XpNOIMOTTIOINBEI ETTITUXWG OTN BIoUNXavia, av TTPOYPAPMATIOTEG £XOUV TNV TAoN
va Pnv el mépa atrd amAég unxavég ouuTrepacou B FUSMs.

3.4 EZeAikmikoi AAyopiBpuoi

216)0G TNG PBeATIOTOTTOINONG €ival N €0PECN EKEIVWV TWV TINWV TWV TTAPAPETPWY axedIaTUOU, Ol
otroieg divouv Tn BEATIOTN AUon ato TPORANUa TTou peAeTdTal. Me Tov 6po BEATIOTN AUon voeital n
KaAUTepN AUGN TTou pTTropei va Bpedei kal auTr) eival ouvABwg n eAAXIOTN 1 N PEYICTN TIWK TTOU PTTOPEI
va TTApel N ammokpIon TOU CUOTHAPOTOG A, GAMIWG, TO OTTOTEAECUA TNG CUVAPTNONG GTOXOU TTPOG
BeAtioToTroinon.[29]

MNa 1o okotrd autd éxouv avatrTuyBei duo péBodol BeATIOTOTTOINONG, KABE pIa PE TA BIKA TNG
TIAEOVEKTAUATA KAl PEIOVEKTAPATA. AUTEG €ival OI QITIOKPATIKEG KAl O GTOXAOTIKEG, YEBODOI 01 OTTOIES
£xouv ToV id10 aTOX0 AAAG Tov avalnTouv Pe SIoQopEeTIKG TPOTTO.

O1 aimiokpaTikég péBodol Baaifovral 0TV €UPECN TNG TTAPAYWYOU TG CUVAPTNONG, YE TNV
otroia kaBopileTal n katelBuvon TnG avaliTnong Tou eAayioTou. H TeAeuTtaia yiveral pe auotnpd
KaBopIopévo TPOTTO, GAAG ETTITUYXAVETAI PE OXETIKA ypriyopo pubud. Qotdoo yia Tn XpAon Tng
pEBGOOU QUTAG aTTaPaITNTOG Eival, OTTWG €ival TIPOPAVEG, O AVAAUTIKOG UTTOAOYIGHOG TNG TTApAyWYOouU,
Tpdyua di6Aou atrAd 181aiTepa g€ TTOAUTTAOKEG ouvapTroElg. EmimmAéov, oTTwg diagaivetal atrd Tn
paBnuaTikr Toug BepeAiwan, N e0pean evog eAayioTou dev gival aTodEIKVUEI TNV EUPETN KAI TOU OAIKOU
ehayioTou. lMNa 10 Adyo auTd, KpiveTal avaykaia n eravaAnyn Tng peBGdou pe dIaQOPETIKA APXIKN
TIUA.[30]

AvTiBeTa, o1 oTOXOOTIKEG PEBODOI, £XOVTAG UN HaBnuaTikd uTTéRabpo Kal TAUTdX pPova £XOVTAG
TNV IKAVOTNTA va TTpocappolovTal e KABe véo TTPORANKa Bprikav ypriyopn Kal eupeia epapuoyr otn
BeAmioToTroinon. XeipiCovral TTANBUGHOUG AUCEWV Kal OxI PIa JEOVWwHEVN AUCH, Kal 0 OUVOUAOUO
ME TNV TUXAIOTNTA TTOU CAPWVOUV TIG AUCEIG UTTOpoUV va odnyroouv oTnv eUpecn Tou KaBoAikou
ehayioTou | peyioTou, xwpic va eykAwBifovtal ae TOTTIKA akpoTaTa. MeydAo TTAEOVEKTNUA TOUg gival
0TI n xpnon Toug ¢€ival yevikd Apeon, xwpic aAyopiBuikég TTrapeuBdoceig otn  diadikagia
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BeATioTOTTOINONG TTOU ATTAITOUV Ol QITIOKPATIKEG PEBODOI, apKel va UTTAPXElI AOYIOHIKO agloAdynong
KGBe utrown@iag Along. MNapoAa autd, BACIKO MPEIOVEKTNUA TWV OTOXOOTIKWV UEBOdWV eival o
MEYAAOG apIBu6G agloAoyRoewV Kal KOT ETTEKTACT O XPOVOG aTov oTToio Ba Bpebei n BEATIOTN AUON.
BéBaia, n yvwan Tou TpoBAAUATOGS Kail N XPran TTANPOQOPIWY aTTé auTd HECW EIDIKWYV TEAETTWV €ival
ouvartd va emTayxuvel To pubud olyKAIoNG.

O1 E&ehikTikoi AAyopiBuol (EA) eival pia otoxaoTiky péBodog BeATioToTroinong, n otroia
dlaxeipiCeTal To TTAABOG Twv uTToWN@IWY AUCEwv Paciopévn OTIG apxEG €EEAIENG Twv €10WV.
JUYKEKPIYEVA, KABE ATopO-uTTOWn@Ia AUCN Tou TTANBUCHOU €xel KATTOIO XAPAKTNPIOTIKA, Ta OTToia
€ival ouCIaoTIKA KATTOIEG TIMEG TWV TTAPAPETPWY TOU TTPORARAMATOS. AUTa Ta AToUa, agloAoyouvTal Kal
avéAoya PE TO ATTOTEAEOUA TNG AVTIKEIMEVIKAG uvAPTNONG TTou divouv, ETTIAEYOVTAl WG KATAAANAEG
TTPOG ETTIRIWON Kal avaTtrapaywyr] f 6xl. ZTa ATOUA TTOU XAPAKTNPIOTNKAV wg KATAAANAa (yoveig) Toug
Oivetal peydAn molavétnTa va avarrapaxBouv, avtifeta atmmd Ta pn KATtdAANAa, pe OkKoTrd va
dlatnpnBouv aToug aTToyOVOUG TOUG T «KOAG XOPAKTNPIOTIKA» TWV YOoVEWV. O P0G «avaTTapaywyn»
XPnolgoTrolEiTal yia va dnAwBei n aAyopiBuIKr dIadIKaaia Je TNV OTToia dnuioupyEiTal £éva vEo GToO-
A0on otov TTANBUoPO (aTTOYOVOG) PE XOPOKTNPIOTIKA-TIAPAUETPOUG TTOU £XOuv An@Bei atmod €va n
TTEPIOTOTEPA ATOPA-AUTEIG TOU TTPOUTTAPXOVTOG TTANBUCOU (yoveic).-Me Tov TpoTTo auTd, amod yevid
O€ YEVIA TA XAPAKTNPIOTIKA Twv TTANBUoUwV BeATiLovovTal £wg 6Tou Bpedei n BEATIOTN AUoT, dnAadn
€wg OTOU PpeDei ekeivo TO ATOMO TOU TTANBUCHOU e Ta KAAUTEPA XAPAKTNPIOTIKA.

Ymrdpxouv did@opeg katnyopieg EA 6TTwg ol 'eveTikoi AAyopiBuol, ol EEEAIKTIKES ZTpaTnyIKEG,
0 EEeAIkTIKOG MpoypappaTiopdg Kai o MeveTIkog Mpoypapuanauds. Qotéao n aAyopiOuIkn dour| evog
EA ouvBwg dev Taivoueital o€ KATTOIO ATTO QUTEG TIG KATRYOPIES, KI auTtd yiati o EA daveiovrtal
aToixeia atrd OAeG TIG KATNyopieg, avaloya pe 1o TTPORANUa TTou avTiyeTwileTal. 21N YéBodo TTou
avaTTuxonke, n BeATioToTroinGn UAOTTOINONKE WE, AVATTITUYMEVO OTO EOZ, Aoyiouikd EEeAIKTIKOU
AAyopiBuou (Easy v2.0) utrootnpi¢opevo atrd ‘Off-line perampotutmo (TNA), wg «egpyaAeion
agiohdéynong. Ev ouvtopia, 1o mpoavagepBév Aoyiopikd Ba cuuBoAideTar ye EAM_Off. Katd tn
BeATioTOTTOINGN, TO YETATTPOTUTTO XPNCIYOTIOIEITAN YIG TNV afloAdYNon OAWV TwV UTTOWPRPIWY AUGEWV
TTOU TTPOKUTITOUV aTTO TNV £EEAIKTIKY O1a0IKATIa €V N EKTTAIOEUCT TOU YiveTal TTAVTA TIPIV TNV évapen
NG BeATIOTOTTOINONG.

3.4.1 XapaxktnpioTika E¢eAIkTiIkwyv AAyop1Opwv

‘Evag aAyopiBuog BeATIOTOTTOINONG UTTOPEI VO XOPAKTNPIOTEI WG £EEAIKTIKOG, dTAV UTTOPOUV Va
d1aKkpIBoUV Ta akOAoUBa XaPOKTNPIOTIKA:

¢ Na xpnoipoTtroloUvTal TTANBuouoi atéuwy, TTou eEeAicoovTal TaUTOXPOVA.

¢ Na xpnoiyoTtrolgital TIuf KAataAANAGTNTAG A TIMF KOGTOUG, avaAoya PE To av 1o TTPORANPa
gival geyioToTToinong f EAaxIOTOTTOINONG avTioTOoIXA, OTa AToNa KABE yevIAg, Ue BAaan
KATAAANAN avTIKEIYEVIKA ouvdpTnon.

e g KGOt véa yevid va dnuioupyoUvTal Kal va eEagavifovTtal atoua pe Baon tnv TiuA
KataAAnASTNTAG/KGOTOUG TOUG.

e XTIG VEEG YEVIEG, TA XAPAKTNPIOTIKA TWV OTTOYOVWY va TTPOKUTITOUV TOGO WG
«KANPOVOUIKA» XOpaKTNPIOTIKA atrd TOUG «YOVEIG», 600 Kal WG aTTOTEAECHA OTOXAOTIKAG
EMPAVIONG TOUG GTOV TTANBUGHO.

O1 e€ehikTIKOi aAyOpIBuol, GvTag Baciouévol oTnv TUXaIdTNTA, N oTToia £ival OuWS KaBodnyouuevn
OTTWG €xel NON avagepBei, amo@euyouv Tov eyKAWPRIONS o€ TOTIKA okpdTaTa, aAAd autd dev
e€ao@alilel, BewpnTIKA TOUAAXIOTOV, KAl TOV EVTOTTIONG TOU OAIKOU aKpATATOU O OUVTOUO XPOVIKO
didoTtnua. H augnon, BéBaia, Tou apiBuol Twv agioAoynoewy, Kal dpa Kal Tou XpOvou GUYKAIoNG TOU
aAyopiBuou, peyoAwvel Tnv mOaveTnTa €0pecng Tou KaBoAIKOU akpoTaTou. EmmimmAéov, dev BéTouv
Kavévav TTEPIOPIOUO OTNV QVTIKEIMEVIKA ouvdapTNOon, OTTWG yia TTapddelyua ouvexela i AsidTnTa,
TTPAYUa BETIKO 6GOV apopd ToV TTAOUPOAITHOS TWV dIa@OpwWV XAPAKTNPIOTIKWY TWV aTOUWV-AUCEWY,
aAAG kal apvnTikG OTNV TTEPITITWON aduvapiag TTPAcdoong TINAG OTNV AVTIKEIPEVIKI) OUVAPTNOT).

MNvwpliopd Toug eival OTI PTTOpOUV €UKOAO va TIPOCOPUOOCTOUV KAl OTNV  QVTIMETWTTION
TTPORANUATWY TTOAWYV OTOXWYV, APKEI va UTTAPXEl TO AoyIOPIKO agloAdynong Twv AUCEwv Kal n
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pEBODOG TTOU va TTPoadidel TIA KATAAANAGTNTAG/KOGTOUG O€ KABE dTopo Tou TTANBuouoU. To TexvNTo
VEUPWVIKO OIKTUO TTOU XPNOIYOTTOINONKE OTn BEATIOTOTTOINGN WG AOYIOUIKO agloAdynong, PTTOPE,
XWPIG Kapia TTpoypapKaTIOTIKA TTapéuBaan, va TTpPOCapUOaTE 0€ TETOIOU €idoug TTpoBAruaTa. To idio
10X UEl Kal yIa Tov KWAIKa TTiAuang TG pong (MSES), o oTroiog, atraiteital aTnv «UPnARG moToTNTAGY
agloAéynaon Twv deIYUATWY EKTTAIOEUCNG TOU VEUPWVIKOU OIKTUOU. OTTWG €ival AOYIKO, YIa va UTTOPETE!
va TTpoBAEWel TO BikTUO OUO ATTOKPITEIG, Ba TTPETTEI va €XEl EKTTAIOEUTEI avAaAoya.

3.5 ZxediaoTika MporTuma

Ta mpoBAjuara Tou avTIHETWTTICEl évag TIPOYPAPUATIOTAG Katd Tn Oidpkela oxediaong Kai
uAoTToinoNG €vOG CUOTHAPATOG AOYIOMIKOU, TTOAU OTTavia gpgavifovTal yia TpwTn @opd pyévo oTo
OUYKEKPIPEVO £pY0. ZUVABWG TTPOKEITAI YIa TIPORBARUATA TTOU £XOUV TTAPOUCIACTE KAl AVTIMETWTTIOOEI
EMTUXWG € TTponyouueva £pya AOYIOMIKOU aTrd AAAoug TTpoypauuaTioTég. QoTtdéoo, n uon Tou
AoyiopikoU divel Tnv aioBnan 611 KaBe TTPORANUA €xel Ta OIKA TOU IBICITEPO XAPAKTNPIOTIKA Kl KATA
OUVETTEIN Ol AUCEIG TTOU aTTaiTouvTal Ba eival Sla@opeTIKES. Ev pépel, N drrown auTth €ival cwoTh KaBwg
Ol OUYKEKPIUEVEG EVTOAEC Kal Ta OEQOMEVA TTOU TTPETTEI KABE Qopd va XpnaipoTroinBolv diagEpouy.
Qaoté00, n oTPATNYIKA €TTIAUCNG TTOAAWY TTPORANUATWY, €10IKG &€ OTAV QUTA ATTOTUTTWVETAI OTN
oTaTikf douA VOGS AVTIKEINEVOOTPOPOUG CUCTHATOG AOYIOMIKOU, €ival KOIVA 1 TTapOuoIa 0€ TTOAAEG
TTEPITITWOEIG.

O ot16x0o¢ Twv TpoTUTTWV OXediaong (design patterns) €ivar va ouoTnUATOTTOINCOUV
ouvnBiopéveg Auoeig oe ocuvnBiopéva TTpofAfuaTa “AoyiopikoU. KdBe tpotutto oxediaong
KATOVOMACZEl TN CUYKEKPIUEVN AUCH, TTAPEXE! PIO TTEPIYPA@H] TOU TTPOBAARUATOG GTO OTTOIO PTTOPEI va
epappoaTei, kal TTpodiaypd@el TN AUon, cuvABwG g€ emiTredo apXITEKTOVIKAG oxediaong. To dvopa
KGBe TpoTUTTOU OIEUKOAUVEI TNV ETTIKOIVWVIO PETAEU TTPOYPANMATIOTWY KABWG Kal TNV €UKOAN
avagopd g€ Koiva €idn TTpoBANPGTWY. To TTPORARUG o€ KABE TTPOTUTTO TTPOCOIoPICEl Eva YEVIKOTEPO
TTAQiCI10 OTTOU UTTO KAVOVIKH QVTIHETWITION (XWPIG TN Xpron TTPoTUTTwY) Ba TTPOEKUTITAV AVETTIOUUNTEG
OUVETTEIEG QVOQOPIKA PE TNV AIToupyia, Tov EAEYXO Kal TN cuvTriipnon Tou AoyiopikoU. T€Aog, n Auon
TTEPIYPAQPEI T OTOIXEIQ ATTO TA OTTOIA TTPETTERVA CUYKPOTEITAI TO OXEDIO, TIG JETAEU TOUG OXETEIG, TIG
1I010TNTES KAl TIG APHUOBIOTNTEG AUTWV.

Opiouéva atod Ta TpoTUTIa aXediaong ival Trpo@avr) A atroteAoUV Tnv €€’ opIoPoU €TTIAOYH €VOG
oxedlaoTt AoyiopikoU. AAMAa TTpoTUTIO OTTOTEAOUV AiyéTEPO TTpOQavEiG AUCEIG Kal ATTaITEITAI
TTPOCTTIABEIa yia TNV KaTavonon Tou TTPORANKATOG TTOU €TTIAUOUV OG0 Kal TOU TPOTTOU UAOTTOINCNAG
Toug. MNa mapddeiyua, Eva TPORANUa TTou gu@avifeTal o€ apPKETA CUATAPATA €ival N avaykaidtnTa
TTOAATTAG avTiKEigeva Tou 16iou FUTTOU va aAANAETTIOPACOUV yia va OAoKANpwOei KATTola epyaaia.
‘Eva KAOOGIKO TTOPAdEIYUA VIO QUTH TNV TTEPITITWON €ival pIa o€Ipd aTTo aAEEITTTWTIOTEG TTOU €ival
€Tolyol va TTpaydatoTroijoouv. TITwon. O KEBe aAeCITTTWTIOTAG eVNUEPWVEI AUTOV TTOU OTEKETAI
EMTTPOG TOU, Kal HOAIG auTOG TTNBNAEEL, TTNOA Kal 0 iB10G. ATTO TTAEUPAG AVTIKEIUEVOOTPAPOUG JOVTEAOU,
KGO aAEGITTTWTIOTAG UTTOPEI VA avaATTOPACTABEI WG VA AVTIKEINEVO PE JOVADIKY AEITOUPYIKOTNTA TV
TTPAyUATOTTOINGN AAYATOG aPOoU evnUEPWOET 0 £TTOUEVOG OTN OEIpd Kal agoU auTog TTnoREl. Katd
OUVETTEIQ, N EVEPYOTTOINGN TWV GAPATWY TTPAYHUATOTIOIEITAI e TNV €160TTOINCON TOU TEAEUTAIOU POVO
OAECITTTWTIOTH, avTi OAwv oTn oeipd. Mapakdtw avadEpovtal KATOoLN XOPOKTNPLOTIKA TpoOTUTa

oxeblaonc.

3.5.1 Movadiaiou (Singleton)

To mpétutto oxediaong "Movadiaio” (Singleton) efao@alifel 6T pia kKAdon Ba €xel poévo éva
OTIYMIOTUTTO KOl TTaPEXEl €va KABOoAIKG onueio Tpdofacng o€ autd. ZuvnBwg PETaEU KAGOEWVY Kal
OTIYMIOTUTTWV TOUG UTTAPXEI MIa aXEan €va-TTPog-TToOAAG. Katd Tn diadikacia avaAuong, n Ummapén
TTOAWV OTIVUISTUTTWY TNG i810G évvolag 0To aUoTNPA UTTOONAWVEI TV avaykaidTnTa piog kKAdong. Ta
QVTIKEIMEVA dNPIOUPYOUVTAl BECUEUOVTAG XWPO TN PVIAUN OTTOTE KPIVETAI OKOTTIMO Kail dlaypd@ovTal
artrd TN gvAun otav TEPUATIOTE N Xprion Toug. Oplopéveg OUWGS QopEG, atTalTeiTal N UTTapén KAAoEwvY
amd TIG oTroieg TTapdAyeTal €va pévo avrikeipevo. MoAU ouxvd, To avTIKEIUEVO autd OuvhRBwg
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onuioupyeital katd Tnv €vapén TG €@apuoyng kai diaypdeetal pe 10 TEPAG TG. O pdhog Tou
HovadIkoU auToU QVTIKEIYEVOU gival N dlaxEipIon TwV UTTOAOITTWY AVTIKEINEVWVY TNG EQAPUOYAG Kal yia
T0 AOYO auTd, aTToTEAEI AOYIKO GPAAPa va dnuioupynBolv TTEPICOOTEPA TOU €VOG TETOLN, OVTIKEILEVA-
Swyeprotég (managers 1 controllers). Y€ pia TETOIA TTEPITITWON, N €QApPUOYA Ba £XEl TTEPICOOTEPA TOU
€VOG Oonueia ekkivnong, Kal 0 UTTOBETIKOG XPrjoTng, avaAoya Pe TO Onueio ekkivnong, PTTOPEi va
KaTaAngel va XpnolgoTrolei éva UTTOOUVOAO TWV QVTIKEIUEVWY TOU OUCTHAPOTOG. EmmimTAéov, av
UTTAPXOUV TTEPICTOTEPOI TOU €VOG OIAXEIPIOTEG, EVW O ETMOUPNTOG OTOXOG €ival n akoAouBiakr)
ekTéAEOn OpaocTnploThTwy, TOAAEG OpacTnpidTnTeg Ba  ekTeAoUvtal TTapPAAANAa. To TpAoTUTTO
oxediaong "Movadiaio”, eEac@alilel Tn dnuioupyia evog Kal OVO avTIKEINEVOU, TTEPIAAUBAVOVTAG HIa
€10IK) NEBOBO KATAOKEUAG OTIYUIOTUTTWV:

o Ortav kaAeital auTtr n HEB0BOG, EAEyXEl av KATTOIO AVTIKEIYEVO £xEl ON dnuioupynBei. Av vai,
N HMEBOOOG eMIOTPEPEI ATTAWG Evav OEIKTN TTPOG TO UTTAPXOV AVTIKEIUEVO. Av OXI, N HEB0dOG
OnuIoupyei éva VEO QVTIKEIPEVO Kal ETTIOTPEPEI OEIKTN TTPOG QUTO.

e [0 va e€aoc@alioBei OTI auTdg €ival 0 HOVadIKOG TPOTTOG dNMIOUPYIAG AVTIKEINEVWY ATTO AUTH
TNV KAAON, 0 KOTAOKEUAOTNG TNG KAGong dnAwvetal wg TrpooTateupévog (protected) R
1IDIWTIKOG (private). Me Tov TpéTTO QUTO, OtV gival duvaTdv.va dnuioupynBei Eva avTiKEiuEVO
TTAPAKAPTITOVTOG TNV TTapaTTavw €18IKN péBodo.

Singleton

-singleton:Singleton

-Singletont
+getinstance) : Singleton

xAua 22 Movadiaio Mpotutro. ETravaoyediaon amo [7].

3.5.2 Mpoocappoysa (Adapter)

To mpéTuTro oxediaong "lMpoocapuoyéag” (Adapter) €xel wg OTOXO TN PETATPOTIA TNG dIaCUVOEDNS
MIOG KAGONG o€ pia GAAN TTOU. avapével To TTPOypaupa TTeEAATNG. O TTPOCaPUOYEQG ETTITPETTEI TN
ouvepyagia KAGoewv, n OToia o€ JIOQPOPETIKN TEPITTwon Ba ATav aduvarn Adyw acuufatwy
dlaouvOETEwV.
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Client =<ifterface==
______ T Target

+reguesti

FAN

: Adapter Adaptes
adaptee specificKegueast

____________ 3.}

+reguest +specificRequest)

ZxApa 23 NMpooappoyéag Mpotutro. ETavaoyediaon amé [7].

3.5.3 l<e@upa (Bridge Pattern)

To rpoTuTio oXediaong "TE€pupa” (Bridge Pattern) €xel wg a1dxo TNV amoouvdeon piag agaipeong
atrd TNV UAOTTOINGT| ThG, WOTE va PTTopoly va petaBdAAovtal aveédptnta. OTtav pia agaipeon PTTopei
va €xel TEPICCOTEPEG aTTO pia UAOTIOINOEIG, O auvnBNng TPOTTOG opydvwaong eival YE TN XPRon
KAnpovouikétntag. Me Tov 6po agaipeon voeital pia agnpnuévn KAdon trou opicel pia dlacuvdeon
(éva ogUvoAo uTTOYPa@WYV), VW UAOTTOINCEIG €ival OI TUYKEKPIUEVEG TTAPAYWYES KAAOEIS OI OTTOiEG
uAoTTolouv TIG PEBOBOUG TG apnpEnuEvNg KAGoeIS. H TTpooyyion auTr] woTdo0, GUVOEE PE UOVIKO
TPOTTO TNV a@aipean Kal TIS UAOTTOINOEIG, KOBIOTWVTAG SUCKOAN TNV €TTEKTOON, TPOTTOTTOINON Kal
ETTAVAXPNOIUOTTOINGN APAIPETEWV KOl UNOTTOINCEWV aveEdpTnTa. To TTpdTUuTro "TéQupa” gival OXETIKA
OUOKOAO OTnV KaTaAvONGH TOU. XPNOIUOTIOIEITAI WOTOCO 0€¢ TANBWPA TTEPITITWOEWY OTTOU
evroTi¢ovTai:

e MeTtaBoAég oTnv. agaipeon PIag £€vvoiag
e MeTtaBoAég aTov TPOTTO UAOTTOINGNG TNG £VVOIAG QUTHG

H egupa avrikemal atn auvridn 1aon XEIPICKOoU avTioTOIXWV KATAGTACEWY JOVO e KANPOVOUIKOTATA.
IkavoTTolgi OpwG dUO aTTd Toug BACIKOUG KAVOVEG TNG AVTIKEINEVOOTPEPOUG KOIVOTNTAG: "EVTOTTiOTE
auTtd TToU METARAGAAETQI KAl EVOWMATWOTE TO", KAl "TTPOTIMACTE T oUVOEON QVTIKEIMEVWY ATTO TNV
KANPOVOUIKOTNTA KAGCEWV".

AvaTrTugn AaT@oppag duo TaixTwy og Android TrepiBaAAov



MeTtatrTuxiakr AilaTpin Kapadiuag XproTog

==ahstract==
Abstraction

==jnterface==

Target
+operations +requesty
g A A
RefinedAbstraction
Concrete lmplementar Concrete lmplementar
+operationg

+requestd +specificReguestd

IxAua 24 Mé@upa MpoéTutro. ETTavaoyediaon amé [7].

3.5.4 Naparnpnting (Observer)

To mpoTuTio oxediaong "MaparnpnTig" (Observer) cival emiong yvwoTd wg TPoTUTIO "Anuocicuon
EvypaoR" (Publish-Subscribe). Opilel pyia oxéon €€dpTnong éva-TTpog-TToANG peTagU avTIKEINEVWV
€101 WOTE OTAV PETABAAAETAI N KATAOTAON £vOG AVTIKEINEVOU, OAA TA £CAPTWHEVA QVTIKEINEVA va
EVNUEPWVOVTAI KQI TPOTTOTTOIOUVTAI QuTOpaTa. Kabwg o aTdX0G TNG AVTIKEIUEVOOTPAPOUG aXediaong
gival n dnuIoupyia evog cuvOAoU GANNAETTIOPWVTWY QVTIKEIMEVWY, éva OTTO TO OUXVG TTPOBAAuaTa
gival n avaykaidtnta ouvepyaaiag Petagl KAdoewy, yeyovog TTou odnyei o€ uwnAn ouleuén.

Opiopéva atrd Ta TTPOTUTTA OXEdIaONG, HE XOPAKTNPIOTIKOTEPO TO TTPATUTTO "lMapatnpntig",
€MOIWKOUV VA HEIWOOUV Tn 0Uleuén PETAEU TWV AVTIKEIMEVWY, TTAPEXOVTAG augnuévn duvaTtdTnTa
ETTAVAXPNOIUOTTOINONG KAI TPOTTOTTOINCNG TOU GUCTAUATOG. TO OUYKEKPIUEVO TTPOTUTTO, ETTITPETTEI TNV
auTtéuarn 1601ToiNON KAl EVNPEPWON EVOG OUVOAOU QVTIKEINEVWY TA OTTOIA "avapévouv" éva yeyovog,
TToU €KONAWVETAI WG AAAAYR OTNV KATAOTACN £VOG avTiKEInévou. O oTOX0G gival n atmd-oufeuén Twv
TTOPATNPNTWY aTTO TO TTOPAKOAOUBOUUEVO QVTIKEIMEVO (UTTOKEIUEVO), €TOI WOTE KABE @Qopd TTOU
TTpooTiBeTal £vag vEog TTapaTnPNTAG (UE BIAQOPETIKA dIAoUVOEDN EVOEXONEVWG), VO YNV atrairouvTal
aAAay€G OTO TTAPAKOAOUBOUHEVO AVTIKEIUEVO.

To ouyKekpIPEVO TTPOTUTTO €ival aTTO Ta TTAEOV EUPEWG XPNOIKMOTTOIOUUEVA KAl UAOTTOIEITAI PE
OXETIKI] €UKOAIa 0€ 1dQOopeS YAWOOEG TTPOYPAPUATIONOU. H epapuoyr Tou TTPOTUTTOU TTPOUTTOBETEI
TOV EVTOTTIONO TWV €€AG OUO TUNUATWYV: €VOG UTTOKEINEVOU Kal TOU Trapatnpnth. MeTtagu Twv duo
UQIioTaTAI PIO GUOXETION £VA-TTPOG-TTOAAG.

To utrokeipyevo Bewpeital 611 diaTnPEi TO HOVTEAO TwV OedOPEVWYV KaI N AEITOUPYIKOTNTA TTOU
agopd oTNV TTAPATAPNON TwV OEDOPEVWV KATAVEUETAI O€ OIOKPITA avTIKEiueva-mrapatnpentég. Ol
TTAPATNPNTES KATOXWPEOUVTAI GTO UTTOKEIPEVO KATA TN dnuioupyia Toug. OTTOTESHTTOTE TO UTTOKEIPEVO
aAAACel, "avakoIvWVel" TTPOG OAOUG TOUG KATAXWPNHEVOUG TTOPATNPNTEG TO YEYOVOS TNG AAAAYNG, Kal
KABe TTapaTNENTAG EPWTA TO UTTOKEIMEVO YIA TO UTTOOUVOAO ThG KATAOTAONG TOU UTTOKEINEVOU TTOU TO
eVOIaQEPEL.
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210 avWTEPW TTPWTOKOAAO eTTIKOIVWVIOG N TTAnpo@opia "avTAgital”, avTi va ammooTEAAETA
oToug TrapaTnenTég. To mpoTutro "Mapatnpntig” e@apudletal yia Xpovia OoTnV €UPEWS YVWOTAH
apxitektovikry MovtéAou-Oyng-EAgykTr (Model-View-Controller).

Subject Dhsemer
ohservers 0.*
addListenerd
removelistenerd update()
notifyListenerd)

FAN FAN

Concrete Subject

subject Concrete Observer

listenerListeners 1

AddListener
Femovelistener( Update)
hotifiListenerd

ZyxApa 25 Maparnpntig MNpoétutro. ETavaoyediaon amé [7].

4. NOAOZPAIPIKH-AOIIKH TOY MNMAIXNIAIOY

O oxedlaoudg evog opadikou abBAuartog Al, kal 1Biaitepa evog Traiyvidl TToddc@aipou, dev ival
eUkoAog. Ta va OnuioupyAoouuE TTAPAYOVTEG IKAvoUG yia €va Traixvidl KAt gav  Toug
ETTAYYEAUATIKOUG avBpWTTIVOUG OUJOAGYoUG Traipvel £va 1Ioxupd TTood OKANPAG OOUAEIAG. TToAAEG
0ouadeg uWPnANG TexvoAoyiag atd afloonueiwTa TTAVETTIOTAUIG 0 OAO TOV KOGHO avTaywvifovtal o€
éva pouTroTikd Toupvoud Todoc@aipou, Robocup, atéd Tig apxEG TNG OEKAETIAG TOU evevrvTa. Av Kal
0 QINGO0EOG aTOXOG TOU TOUpVOoUud gival va TTapdayel POPTIOT IKavda va kepdioouv 1o lMaykdopio
KOtreAAo péxpr 10 €10¢ 2050 (dev aoTeicUoual), UTTAPXEl ETTIONG €va TTPOCOUOIWHEVO TOUPVOU
TTodoo@aipou TTou Asitoupyei TTAPAAANAQ PE TO POPTTOTIKG, OTTOU Ol OUADEG TWV TTPOCOUOIWHPEVWV
TTOS00QPAIPIOTWY  avTaywvifovtal Tov €IKOVIKO XAooTdtrnTtd. [MoAAéG atmd autég TIG  opddeg
XpnoligoTtrolouv TexvoAoyia aixung Al, peydAo pé€pog Tng oTroiag avamTuxdnke €IOIKA yia TO
Toddo@aipo. Edv empdkelto va TrapakoAouBrioete €va Toupvoud, Ba akouyarte, avdueoa OTIG
{nTwkpauyég Kal Ta BoyknTd, 0TI o opddeg culnTouv Ta TTAEovekTAPATA TNG padnong fuzzy-Q, Tov
OXe0IAOUO TWV TTOAUTTPAKTOPIKWY YPAPNUATWY CUVTOVIOWOU, Kal TNV KAatdoTaon Baciouévn atnv
oTpaTtnyikn TomodéTnan.[7]
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EuTuxWwg, wg TTpOYPaPUaTIOTEG TTAIXVIDIWY, OEV €XOUUE VA A0XOANBOUUE PE OAEG TIG AETITOUEPEIEG
EVOG 0waTh TTpocgopoIwpévou TTEPIBAAAOVTOG TTOdOC@aipou. 2TOX0G Hag Oev gival va KEpOIOOUE TO
Maykoouio KutreAAo, aAAd va TTapayoupe TTapAyovTEG IKAVOUG va TTaifouv TTodOC@aIPO APKETA KOAG
yIa va TTAPEXOUV Jia S100KEDAOTIKA TTPOKANGCT yIa TOV TTAIKTN. Z€ AUTO TO KEQAAQIO TNG DITTAWMATIKAG
O1atpIBRg Ba d0BoUv KATToIEG BewpPNTIKEG TTPOTACEIC yIa TNV dnuioupyia TTapayoviwy Traixvidiol
IKOVOUG va TTaifouv pia atrAoTroinuévn €kdoon Tou TTod0CQaipOU. 2TO TTAPAKATW OXAMO EVOEIKTIKA
OcEiXVETE TTWG VO OXEOIAOETE KAl va €QAPUOOETE Hia  aBANTIKr oudda Al oe €va TTAqigio Ikavo va
oTnpigel TIG yevikoTePeS 10€eG. Me auTtd Katd vou, TTOPAKATW TTapouaidadeTal To TTEPIBAAAOV Tou
TraixvISIoU Kal TOUG KAVOVEG yia éva atTAG TTo800@aipo.[7]

Zyxnua 26 Apxikl Movtehotroinon evog traixvidiol rodoo@aipou. ETravaoyediaon amé [8].
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4.1 NMepiBallov.kal Kavoveg

Ze auTth TNV TN £VOTNTA TIEPIYPAPETAI PIA YEVIKA £VVOIQ TWV KavOvwy Tou Traixvidiou. O1 kavoveg Tou
Traixvidlou eival oxeTiIkd aTTAoi, KaravonToi akoéun kai amd TIg yuvaikeg (ektdg atrd 1o offside)!l!
Ymrdpyxouv mravra dUo opddeg 0To aywvIoTIKO XWpo. KaBe opdda repihapBavel dEKa TTAIKTEG Kal £va
TEPUATOQUAGKA. XTO oOxedldypaupa UML arreikovifetal 1o yevikd TTepIBAAAov. O oT1dyxog TOU
Traixvidlou €ival va OKOPAPOUV Ol TTaiXTeG 600 TO duvatdv TTEPIcoOTEPA TEPUATA-YKOA. Ta va
EMTEUXOET £va YKOA apKei 0 TTPAKTOPAG-TTAIXTNG VO KAWTCHOEI TRV PTTAAA KAl QUTH va TTEPATEl TV
ypouunR Tou TépUOTOG TNG avTtimaAng oupddag. H ulotroinon evog oAokAnpwpévou Traixvidiou
TT0d00QPaAipoU aTTaITEl TTAPA TTOAU PeYAAN PEAETN Kal TTOAU KOAR yvwan TTpoypappaTioyou. Edw Ba
avagepBbouv kaToieg BOOIKEG TEXVIKEG yia Tnv povTeAoTToinon kol Tnv oxediaon pia atmAAg
TTOO00PAIPIKNG TTpocopoiwaong. Kabe oToixeio ouvoyiletalr wg €va avTikeipevo. Mimopeite va deite
TTWG ouvdEovTal OAa PHETAEU TOUG JEAETWVTAG TO ATTAOTTOINMEVO BIAYPaPpa TNG KaTnyopiag UML 1Tou
ey@aviCeTal oto oxAua (24).

O1 T1aikTEG KOl O TEPUATOQUAOKES gival TTAPOUOIOl TTOPAYOVTEG TOU TTaIxXVIOIoU, aAAd pe
JIaPOPETIKOUG POAOUG TTOU Ba TTEPIYPAPOUV TTAPAKATW WE AETITOUEPEIA, AAAG TTpwTA Ba avaAubei To
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yNmedo TodocPaipou, Ta TEPPATA, KAl N UTTGAa TTOS0C@AipoU TTOU £QAapUOlovTal, £TO1 WOTE VA BWOEI
MIa 18€a yIa TO XWpPo TTou KaTaAauBdvouv ol Traixteg. To yAtredo modoopaipou sival Evag opBoywviog
XWpog Traixvidiou otoU PéCa OTa TTAQICIO TwV TECOAPWY VONTWV Ypauuwy diadpauartifovral
TTOO00QPAIPIKA yeyovoTa.[33] Ze KABe pia atrd TIG MIKPEG AKPEG TOUu ynTTEdOU, UTTApXEl £éva Tépua. O
MIKPOG KUKAOG OTO KEVTPO TOU QYWVIOTIKOU XWPEOU QVOQEPETAlI WG onueio kévipou. H pmmdAa
TOTTOBETEITAI OTO KEVTPO AKPIBWG TTPIV aTTd TNV évapén Tou aywva. Otav ptrel éva yKoA Kail ol 800
OMAOEG EYKATOAEITTOUV TOV EAEYXO TNG MTTAACG N OTTOIa ETTAVATOTTIOBETEITAI GTO KEVTPO TOU yNTTEDOU.
Ta o6pia Tou ynmédou oTo TrEPIBAANOV Tou ammAoU TTod0C0@aipou avTITTpooWTTEUovVTal ATTO
TTPOYPAPMATIOTIKG a1rd Vectors. [8]

IxAua 27 Atreikovion Sidragng ouoTAparog 4-4-2 Tng opddag Tng Arsenal.

> yevikOTEPN avaAuon o1 TTAIKTEG TTPETTEI va EEPOUV Kal va yvwpifouv TToU BpiokovTal péoa
OTOV AYWVIOTIKO XWPEO Kal TTApOAO TTOU O GUVTETAYHEVEG X Kal Y Oivouv HIa TTOAU GUyKeKpIuEvn BEan.
‘ET01 Aortrév gival Xproigo va xwpiooupe 1o YATTESO avd TrepIoxEG (SpatialGrid) £101 WOTE 01 TTATKTEG
va PTTopoUV va £QapuOCOOouV TIG OTPATNYIKEG TOUG. O dIaXwPIoUOS TWV TTEPIOXWY AUTWV YIVETAI PE
YEWMETPIKOUG aAyopiBuoug TTou Troikidouv pe Bdon tTnv uAotroinon Toug. ‘Evag o aAyopiBuog trou
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XPnolIgoTToleiTal eupEwg gival o Voronoi Kai Slaxwpilel Tov Xwpo PE TNV XPron €101KWV TTOAUYWVWV.
Mo ouykekpipéva, kABe anueio TTou TTEPIBAAAETAI ATTO éva JOVADIKO KUPTO TTOAUYWVO, £TCI WOTE OAa
Ta onueiac oTto  TTOAUYywvo  €vOG  oOnueiou  va  givar 1Mo Kovid o€ autd  TO
onueio amd 6, Tl o€ 6Aa Ta GAAa. Xpron TéTolwv aAyopiBuwy éyive atmmd Tnv EA SPORTS oto FIFA
2003 kai ouveyiCete va e€cAicoovTal. ZTO TTAPAKATW OXNMG QAivETAl O OIAXWPICTHOG TWV TTEPIOXWV
auTwy yivetal e Baon Twv aAyoépiBuo Voronoi Kal AeIToupyel TTOAU TTIO OTTOTEAECOHATIKG ATTd TOUG
KOIVOUG YEWMETPIKOUG aAyopiBuoug. Na kaBe TraixTn avTioToixei Kal éva TToAUywvo.[15]
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IxAHa 28 ATTEIKOVION TWV THNHATWV-TTEPIOXWVHE Bdon Tov aAyopiOuo Voronoi. NMnyR amo[16]

21NV TITUXIOKA €pyacia yivetal xprRon. ammAou yewldeTpIKoU aAyopiBuou dlaxwpiouol Twv
TTEPIOXWV.TTI0O CUYKEKPIPEVA O AYWVIOTIKOG XWPOG XWPEICETAI OE MIKPOTEPA TUNUOTA, HUIKPOTEPWY
OlaoTacewv.ETol Aoittov  kABe TTAIKTNG QVTIGTOIXEI G€ PIa TTEPIOXN N oTToia gival n tepiox Tou.O
dlaxwplopdg €xel yivel yia 30 pikpod - eploxés. Auth dnAadr| Ba gival n TTeploXA TTou Ba eTTavépxeTal
META atrd KATToI0 YKOA 1] éTav Ba £xel OAOKANPWOEl KATTOIA EVEPYEIA UE TV PTTAAA. H TTEPIOXR £VOG
TIQIKTN PTTOPEI va TTOIKIAAEI KaTd Tn dIGPKEI EVOG TTaIXVISIOU, avAaAoya Pe Th OTPATNYIKI TNG OPAdAG.
MNa mapddeiyua, 6tav pia opdda emTiOeTal , CUPPEPOV UIOG OUadag eival va AaRel BEagigc 660 Tov
duvaTdv O KOVTA OTO OeUTEPO MICOG TOu ynTTédou, yia TTaPAdelyua O TTaiXTng PeE To vouuepo 3
(Sagna) Ba ptropei étav n opada Tou cival oe Attack-mode va @TACEl PEXPI KAl TO TETPAYWVO
VOUUEPO 4,avaloya PE TNV OTPATNYIKY TG OPAdAG Kal TNG 0dnyieg TTou PTTopei va €xel o KABe TTaixTng,
otav Opwg apuvertal kai gival oe Defence-Mode Ba TTpéTmel va KiveitTal TouAdyioTov avapeoa oTo 19-
29.To Attack kai Defence mode ulotroloUvtal pe FSM’s kai KAANIOTA PTTOPEIC va BWOEIG
TTEPIOPIGPOUG KIVAOEWY O€ éva TraixTn. Anudadn 1o apiotepd back Me 1o volpepo 28 (Gibbs) dev
MTTOPED va KIvNBei oTnv TTEPIoXn 24 Kal gival TTPOQAVES aUTO YIA TNV PEGAIOTIKOTNTA TOU TTaIXVIBIOU.
BeBaia 6An auth ol kavévag atralitouv apKEeTO TTPOYPANPATIONO Kal TTépa TTOAU KAAr] yvwaon TeXVITNG
vonuoouvng. Av Kal @aiveTal apKeTA KATavonTo n uAoTroinon Tou gival apKeTd TTOAUTTAOKN!
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IxAHa 29 ATTEIKOVION TWV THNHATWV-TTEPIOX WV TToU diaxwpideTal To yATTES0. OTTWG Qaiveral
TapATTavw uTrdpxouv 30 TepPIoXEG.

To téppa oe éva Tpayuatiké yAtredo modoo@aipou opiletal atmmd éva Oe€i kal Eva aploTepd
dokdpl. 'Eva yKoA oKOpapeTe OTAV N UTTAAQ TTEPATEI TNV YPAUMT TEPUATOG - TNV YPAWUI] TTOU GUVOEEI
Ta dokdpia. Mia opBoywvia TTEpIoYT] MTTPOCTA atrd KABE TEpUa UTTAPXEI OTO XPWHA TNG AVTIOTOIXNG
oMadag yia va exwpiael o eUKoAa Tnv TTAEUpd TnG KABe ouddag. H ypauur Tou TEpUATOS gival n
YPOUMA TTOU TTEPIYPAPEl TO TTIOW PEPOG auToU TOU TTAQICiou. EAv utTel éva yKOA, OTn GUVEXEIQ, Ol
TIQIKTEG KAl N UTTAAQ ETTIOTPEPOUV OTIG BETEIG EKKivNoNg, £TOIUOI yia evapKTpio AdkTiopa (Kick-off).
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AUTA N TIPA TTPAYUATOTTOIEITAL, AV O TEPUATOPUAOKAG KABE opddag £xel Tnv puTTaAa. O1 TTaikTeg
pTTopoUv va dlgpguvolv auTh Tnv TIYR Tou Ba Toug PonbAocel va emmAéEouv TNV KATAAANAN
oupTTEPIQPOPA. MNa TTapddeiypa, €dv évag TEPUATOPUAOKAG €XEI OTNV KOTOXN TOU TNV WTTAAQ, €vag
KOVTIVOG QvTIiTIaAOG dev Ba TTIXEIPNTEI VA TNV KAWTONOEI, KTOG av dIaXwEICOUNE TNV KATAoTaon Tou
Kal KAVOUME KaTavonTo, €AV O TEPUOTOPUAQKAG £XEI TNV KATOXN TOU TNV PTTAAA PE T XEPIA 1 META
TodIA. Av €XEl TNV KATOXN TNG UTTAAGG PE Ta XEPIa TOTE OTI KOVTIVOG QVTITTAAOG Oev Ba ETTIXEIPATEI va
TNV KAWTOACEL, €8V OUwWG dlaTnpei Tov EAgyX0 TNG UTTAAOG HE Ta TTOBIa TOTE O AVTITTAAOG gival o€ BEan
va OIekOIKACEI TNV PTTAAA. 'ETo1 AoItTdv, ptTopei va yivel atrd ammAfl uAotroinon, éxP! KATI TTOAU TTI0
PEAAIOTIKO Kal QUOIKO BACN TWV KavOvwy Tou TTaixVIidIou.

Twpa, yia yrédAa Todoo@aipou gival Aiyo 1o evdlagépouaa. Ta dedouéva Kal ol pEBodol
TTOU EVOWMNOTWVOUV JIa UTTAAa TT0000@aipou KwOIKOTToIoUVTal oTnv Katnyopia Ball. Mia ptrdAa
TT0d00Qaipou £xel £TTiIoNG O£dOUEVA YIa TNV KATAYpa@r TNG B£0NG TNG TTOU eVNUEPWONKE TNV TEAEUTaIA
@opa (update), KaBWG Kai TIg HeBAGOOUG TNG YIAa TO AAKTIOUA TNG MTTAAAG, TOV EAEYXO YIa OUYKPOUCTEIG
(collision), kai Tov uttoAoyIopd TNG PeEANOVTIKAG B€ang TNG PUTTAAaG. OTav KAWTOGUE pIa TTPAYUOTIKN
MTTGAa TTOd0C@aipoU aTTaAd UTTApxEl €TIRBPAduvan, AOyw Tng TpIRG TG OTO £30¢POg Kal TNG
QavTIOTOONG TOU AEPA TTOU EVEPYE TTAVW TNG. YTTApYouv, H€B0BOI TTOU XpNOIPOTToIoUVTal GUXVE aTTd
TOUuG TTaiKTEG yia va TTpoBAéyouy, TTou Ba Bpioketal n PTTAAa Kammoia oTiyuy oto YéAAOV i va
TpoBAEWouv TTéon wpa Ba Tépel yia va KataAngel n uTrdAa o€ pia B€on. va kataAngel n ymmaAa oe
Mia Béon. Otav oxedidlete 10 Al yia éva abAnTiké Traixvidl  Trpooopoiwong Ba Tpémel va
XPNOIMOTIOINCETE QPKETA TIG YVWOEIC 0OG OTA PHABNUATIKA KAI OTNV QUOIKA.

Aaupavovtag uttdywn éva Xpovikd SIAoTNHO WG TTAPAUETPO, N HEANOVTIKA B£on uttoAoyicel
Tou Ba BpiokeTal n PTTAAa ekeivn TN aTIyPr oTo PEANQV - uTTO TNV TTPOUTTOBE0N OTI N TTopEia TnNg
TPOXIAG Tou ouvexiCeTal Xwpig diakoTrr). Mnv {exvaTe 611 N UTTAAa Biwvel pia duvaun TPIBAG KE TO
£€da@og, n omoia TTpéTTel va An@Oei uttdwn. H duvaun 1pIBNAG ek@paleTal wg pia oTabepr) emTaYXUVON
TTOU €vepyEi avTiBeta amd TRV @opd TG pTmaAag-(empBpdduvan, e GAAa Adyia). H otabepd autn
opiCetal oTo WG TpIRA.

MNa va Tpoadiopicoupe TNV Béon Pt Tng PTTaAag o€ xpovo t, Ba TTPETTEl va UTTOAOYiCOUUE
TTOON WPA KIVEITAI HEOW TNG £€iowang:

Ax = ul + Y2 alAiZ

o6trou X gival n atréaTacn 1Tou diavulnke, U gival n TaxutnTa NG NTTAAAg OTav TNV KAWTOAWE, Kal o
cival n empBpdduvon TTou o@eiAeTal oTRV TPIPN.

Ortav n amméoTaon mou dlavuBnke utroAoyioTei, EEpoupe TTOOO va TTpocBEécoupe oTnv B€on
NG MTTAAAg, aAAd Ox1 o€ TTola_KaTeuBuvon. QoTéo0, yvwpioupe OTI N PUTTAAA KIVEITAI TTPOG TNV
KateuBuvaon Tou dlavuopatog TnG TaxuTnTag Tng. ETTopévwg, av opyalotroifooupe 1o didvuoua g
TaxUTNTAG TNG MTTAAAG KAl TO.TTOAAATTAOCIACOUNE YE TN dlavudpevn amdoTacT, KATAARYOUUE O€ évav
@opéa TTou pag divel TNV arréoTaon Kal TNV KateuBuvorn. Av autd 1o didvuopua TTpooTiBeTal oTn B€on
NG MTTAAAG, To atToTéAeapa gival n TTpoBAeTTéuevn BEan.

"‘Exovtag duo Béaeig, A kai B, kaBuwg kai Tnv dUvaun TnG KAOTOIAG, N HEB0SOG aUTH ETTICTPEQEI
double d¢gixvovrag o600 Kaipd Ba diavucel n PTTdAa  PeTagy Twv dUo. duoikd, Adyw Tng PEYAANG
amdéoTaonG PE PIa PIKPF KAOTOIA, OV gival dSuvaTtdv yia TNV PTTAAa va KaAUwel Ty atréoTacn o€ Kapia
TEPITITWON. TNV TTEPITITWON AUTH, N PEBOBOG ETTICTPEPEI PI APVNTIKA TIUA.

AuTA TN @opd n e€iocwan TTou xpnaiyoTToIEiTal €ival n €ENG:
V = u+al

H avadidraén Twv petaBAntwv divel Tnv e€icwaon yia Tov atmaimroupevo Xpovo:

A: = v-u/a
IMNvwpiCoupe 011 a= 1pIPN, €101 TTPETTEl va Bpoulpe 1o V kal To U, 6TTou Vv = TaxUTnTa OTO OnuEio
B, ka1 T0 u Ba eivar n TaxluTnTa TNG WTTAAAG apéowg WETA To AdkTiopa. O1 Ttaxutnteg Ogv eival
ouoowpeupéveg. H ptrdAa utrotiBetan o1 £xe1 TAvTA pia PNdevIKA TaxUTNTA AUETWG TTPIV aTTO HIa
KAWTOIA. Av Kail TEXVIKA auTo Oev gival peaAIOTIKO- av n UTTAAA €€l JOAIG TTEpAOEI OTOV TTAIKTN TTOU
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TNV KAwTodel, dev Ba €xel undevikr TaxuTnTa-oTNV TIPAEN, auTr) n PEBOOOG £xel WG ATTOTEAECUA
EUKOAOTEPOUG UTTOAOYIOUOUG, vy £EakoAOUBOUV va @aivovTal peaNIOTIKOI yia Tov TTapatnpnth. Me
auTd KATA VOU, TO U gival i00 YE TN OTIYMIAIa ETTITAXUVON TTOU £QAPUOZETAl OTNV PTTAAA PE TN duvaun
NG KAWTOIGG. ETTOpEVWG:
U=a=F/m
Twpa TTOU TO U Kal TO a £XOUV UTTOAOYIOTE], €XOUNE JOVO va UTTOAOYIOOUME TO V, KAl OI TPEIG

TINEG UTTOPOUV VO UTTAPEOUV TNV e€iowan yia va AUoel Tnv t. [Na va mpoadlopicoupe Tnv Vv (n TaxutnTa
oT1o aonueio B), xpnoiyotroigital n akéAoubn egicwon :

V2 = u2 + 2alx
AauBavovTag TNV TETPAYWVIKA pifa Twv dU0 TTAEUPWYV £XOULE:
Mnv Eexvdre OTI TO X €ival N améaTacn PeTagu A kail B. Av 0 6pog u2 + 2ax gival apvnTikog,
n TaxutnTa dev gival £vag TTPayuaTikog apiBuog (dev UTTOPEITE va UTTOAOYIOETE TNV TETPAYWVIKY pila
€VOG apvnTIKoU apiBuou. ' autd dPwg uTTapYouV oI Piyadikoi apiBuoi. Auté anuaivel 0TI n UTTaAa dev
MTTOPEI VO KOAUWEI TNV aTTOGTACH OTT6 TO Oonueio A aTo anueio B. Av 0 6pog eival BETIKOG, TOTE EXOUNE
Bper 10 V Kkai givar attAd va BaAoupe OAeG TIG TINEG O€ £€iowan yia TNV Auon Tou t.

Ymrdpxouv dUO TUTTOI TTAIKTWY O€ Yia opdda: ol TTaIKTEG Kal oI TEpuato@uUAakes. Kai o1 dUo
atd auToug Toug TUTTOUG TTPOKUTITOUV atrd Tnyv idla Baon karnyopiag, PlayerBase. Kai o1 00 kdvouv
xpnon uiag cut-down ékdoang Tou SteeringBehaviors.

O1 TrTapatmdvw avaAUoelg KaBwe Kal Ta TTapaKATw TTapadeiypata, divouv pia KaAR 10€a Tou
oxedlaopoUu. H mAcioynegia Twv peBddwv mou Traparibevral yia PlayerBase kai SoccerTeam
ouvigToUV Tn 8IaoUVOEDN KATAOTACEWY TNG UNXAVHG VOGS TTAIKTN TTOU XpNaIPoTroIEi yia Tn Al Aoyikn.
> autn TNV evoTnTa atreikovideTal €€ oOAoKAApOU wia BewpnTiKA avaAuan Piag TTPOCouoiwang atmAou
Todoo@aipou. MNMapatnproTe TTWG PIa opada KaTEXE TTioNG pia Statemachine, divovrag o€ pia opdda
TNV IKAvOTNTA va GAAGEEI TN CUPTTEPIPOPA TNG.avaAoya Pe TNV TpExouoa KataoTaon .E@apudlovrag
TNV Al aT10 €TTiTTed0 TNG OPABAG EKTOG ATTO TOETTITTEDO TOU TTAIKTN SNUIOUPYEI AUTS TTOU €ival YyVwWaOTH
w¢ KAipakwT Al. Auté T0 €idog TNG Al XpnoipoTroigitTal o€ OAa Ta €idN TWV NAEKTPOVIKWV TTAIXVISIWV.
Oa Bpeite cuxvd KAipakwTr Al o€ TTpayuaTikd xpovo traiyvidia oTpatnyikns (RTS), 61mou o exBpdg Al
ouvNBwG e@apudletal o€ TTOANG eTTiTTeda, ag TToUE, TN MOVAdO OTPOTEUPATWY, Kal Ta ETTITTEdA
dl10iKnNonG. ZNUEIWOTE £TTIONG TTWG Ol TTAIKTEG Kal oI OAdEG Toug £Xouv Tn duvaTdTNTA VA OTEIAOUV
pnvouaTa.[8]

AvaTrTugn AaT@oppag duo TaixTwy og Android TrepiBaAAov



MeTtatrTuxiakr AilaTpin Kapadiuag XproTog

Soccer:hoving Entity

Soccer FieldPlayer Soccer:Goalkesper

Updatel

Render) Rendar
_________ FRancleiesesmpiEle =i : Bl : Boeleamn HandleMessageitalegram : String) | Eoolean

o !

Soccer:SoccerTeam

Updatag

1

i 1
i 1
i 1
I i
: Update) :
i Renderd !
1 .- : "

H SRR HandleiMessagedtelearam : String) : Boalean !
1 m_hall :Ball s :
H m_pitch:SaccarPitch |
! m_playerPlayerBase \:/
i Calculated Soccer:FPlayverBase Soccer:MessageDispatcher
, Arrive O -

1

' gg::sg:g CanFPassForwardd

: SeakOfD CanFassBackWardQ s
: WithinShootingRanae H
' |
I I
I I
i A‘{f T I
I 1
1

1

1

1

1

1

1

1

Soccer:Statemachine - Updated
canShootd

UpdateStatetachine
ChangeStateachinel : StateMachine)

ZyxApa 30 AvtaAAay pNVUMATWY YIO TNV ETTIKOIVWViA TwV TTaiXTwv. ETTavaoyediaon ato [8].

Ta pynvopata evoéxeTal va TTEPACOUV ATTO TTAIKTN OE TTAIKTN (CUUTTEPIAOUBAVOUEVWY TWV
TEPUATOQUAAKWY) A a1T6 TNV TT0d0a@AIPIKT] opdda oTov TTaikTn. OAa Ta ynvipara TTou atrooTéAAovTal
OTOUG TTAIKTEG ] GTOUG TEPUATOPUAAKEG SIOKIVOUVTAI HECW TWV AVTIOTOIXWV KABOAIKWY KATAOTACEWV
KG0B¢e katnyopiag. MpoypappatiaTiké Ta pnvopata aviaAAdooovTal pe €vav handler kai Tnv dnpioupyia
€vog Thread otroU yiveTal n diaxeipior) Toug.

4.1.1 Znpaoioloyika Feyovora

Z& auTr TN JITAWPATIKA SIaTPIRN Pag evlapépouy KATToIa TTPOCBETa TTPAYUATA TTEPA ATTO TNV Kivnon
TWV TTPAKTOpWV. MNMapakdtw Ba ava@epBouv BewpnTikd KaTTOI0 ATTé AUTA, KABWG £TTioNg Ba doBoUuv
KAtoleg  BewpnTIKEG TEXVIKEG yia TNV UAoTroinon Toug. "Eva Traixvidl Tod00@aipou ouciaoTIKa
artroteAeiTal atTéd pIa o€Ipd SPACEWV-EVEPYEIWV TWV TTAIKTWYV, TNV UTTAAA 1 TIG AAANAETTIOPACEIG HETALU
TWV TTAIKTWY. OPICPEVEG aTTO AUTEG TIG EVEPYEIEG 1 TIGC AAANAETIOPACEIG OTN Ouvéxela odnyolv o€
OPIOUEVEG OUVETTEIEG, TT.X., £VO YKOA 1] PIa KiTpIVR KAPTA, OTTWG TTPOodIopifeTal atrd TOUG KAVOVEG
TTOd00QPAIPOoU. Z& YEVIKEG YPAUMPEG, OpIOPEVOI TUTTOI EVEPYEIWV i AAANAETIOPACEWY PTTOPOUV VA
BewpnBoUlV WG oNUACIOAOYIKA ONUAVTIKOI KATA TNV £€vvoia Tou TTaIxVvIdIou, TT.X., corner-kick, evu dAAol
pTTOpPEl va BewpnBolv wg atmAf cwpuatikf Kivnon, 1.xX. Tp€giyo. MNa Adyoug sukoAiag, o auth Thv
epyaaia, Oa ammokaAoUue TIG GNUACIOAOYIKA CNUAVTIKEG OPACTEIG KAl OUVETTEIEG WG TUUBAVTA Kal TIG
atrAG QUOIKEG KIVIOEIG WG evépyeleg. ‘Exoupe d1a@opoTToInael TTEPAITEPW TA YEYOVOTA, OTTWG AUTA
TTapaTnpouvTal Kal eppnvevovTal. ‘Eva cupfav mmou Trapartnpeital ival éva aveEdpTnTo Cuppav mmou
MTTOpPEI €UKOAQ va TTapatnenBei, T.X., Mia KAWToIAd A éva yKoA. ‘Eva epunveupévo oupBav givar £vag
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OXOANIOONOG auTOU TTOU TTAPATNPEITAI, TT.X., £Va OTIYMIOTUTTO — £vOG YKOA PTTOPEI va €ival ouCIaoTIKA
Mo KAWTOIG pe okOTTO va okopdpel.[10]

4.1.2 Modoo@aipiKkd YEYOVOTa Kal SpdacEig

O kaT@Aoyog TwV TTapaxwpnBéviwy yeyovoTwy TTodoa@aipou TrepiAaufaver: ball-out-of bounds,
corner-kick, dead-ball-by-ref, deflection, dropball, free-kick, foul, goal, goal-kick, hand-ball,
TpaupaTiouod, kick-from-penalty-mark, kickoff, offside, penalty-kick, hand-ball, kékkivn-kapta,
KAéwipo, aNAayég(substitution), throw-in, turnover kai KiTpivn KapTa.

O kaTt@Aoyog Twv ETTEENYNMATIKWY YEYOVOTWY TTod0C0@aipou TTepIAaufBavel: assist, block,
header, interception, save, and shot-on-goal.

O katdAoyog Twv evepyeiv oTo TTod6c@aipo TTepIAauBdver: collapse, defender movement
(tackle), deflection, dive, dribbling, drop-ball, fall, getting-up, hand-motions, holding-the-ball, hug,
kick, jumping, lying-on-the-ground, place-ball-on-the ground, posture, reception, rolling, running,
standing, sliding, stopping (halting), throw and walking.[10]

4.1.3 ZInuaocioAoyiké MovTtéAo FeyovoTwy

ZUyowva Pe évav aAyopiBuo yia va  aviXveUOOUME TOUG AYWVESG TTOOO0Qaipou Kal TIG OIAPOPES
EVEPVYEIEG, OPIOPEVEG €K TWV OTIOIWV OE OUYKEKPIUEVOUG TOUEIG yvwong TIpETTEl va  eival
OIAUOPPWHEVEG Kal ETTIKTNTEG XPNOIUOTTOIOUME €va IEPAPXIKO HOVTEAO OXEONG Qopéa yia va
OUAAGBOUPE TO XWPO-XPOVIKA XOPAKTNPIOTIKA OAWV/TWV aywvwy TTod0C@aipou Kal Tn PJETAEU TOUG
oxéon. NpwTov, To HOVTENO €ival KOTOOKEUOOPEVO EVVOIOAOYIKA KOl EKQPAZETAI XPNOIUOTTOIIVTAG VO
IEPAPXIKO BIAYPAPUO OVIOTNTAG-OXEONG PACIOUEVO O) GTOUG VOUOUG TTOU BIETTOUV OAOUG TOUG OYWIVEG
modoo@aipou, B) oTnv Katavonon Tou TTWG e€eAicoeTal £€vag aywvag Kal y) o€ 0Aa Ta mlavda
OUMBAVTa TTOU PTTOPEI va TTpoKUYWOoUV KaTd Tn OIGPKEIa evog aywva. [Na va aTTelkovioOUUE TI ATTOTEAEI
auTO TO MOVTEAO KaTA Kavova, OTTWG YIa TTapAdEIyua TTAPAKATW OTo oxua (31) n otroia TTapouciddel
TOV POAO TOU HOVTEAOU TTEPIYPAPOVTAG £Va-GUUBAV yia TNV €TTITEUEN £VOG TEPUATOG Kal TN OXEGN TOU
ME Ta GAAa cupBdvTta Kal avTikeipeva.[10]
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IxAMa 31 AvraAAayn HNVURATWY yid Tﬁv €TMIKOIVWYVia TwV TraiXTwyv. ETavaoyediaon amoé [10].

TNV TITUXIAKN £pyacia KPiveTe OKOTTIMO va Yivel KaTavonTd TO TTWG PTTOPOUV dIAPOPEG EVEPYEIEG VO
Kataypa@ouv £T01 WOTE va UTTAPXEI N PEAAICTIKOTNTA 0€ OAa Ta €TTITTEdO £VOG aywva TTOOGTPaIPOU.
‘ET01 AOITTOV TA GNPACIOAOYIKA YEYOVOTA KPivovTal aTTapaitnTa va avagepBouv Kal va atmodoBoulv. 2
auté 1O OXAMa aTtreikovieTal neTriteugn evog goal kai TTPETTEl va Kataypd@ouv ol TUTTol TwV
yeyovotwy. MNa Tapadeiyua 0Tav. GNUEIWVETAI Eva TEpUA, TO TIPWTO TIPAYHUA TTOU UTTOPEI VO pWTATEI
KATTOIOG €ival TTOI0G TTaiXTNG TO TTETUXE; H €TOuEvVn epwTnon €ival Pe TI TPOTTO TO TTETUXE (KEQPAAIQ,
AAKTIOPO, €EAEUBEPO AGKTIONO K.T.A), ETTIONG N EPWTNCN C€ TTOIQ XPOVIKN SIdPKEIQ onUEIWBNKe gival
e€ioou anuavtikn. MPooBETa peydAn onuacia €xel, yia Ta OTOTIOTIKA TwWV TTOIXTWV Kol av 066nke
Kdtrola TTacd(Assist) /ﬂplv TNV €Titeuén Tou TépuaTtog. OAa Ta TTOPATTGVW CUVIGTOUV WIO TTOAU
ONMAVTIKA Kataypaen yia Tnv dnuioupyia evog TTOAU KGAou Traixvidiou Troddéo@aipou. [32,33]

4.2 Opadomoinon Empépoug Tpoxiwv (Sutrajectory Clustering)

O1 1exvikég TTou TrpoTeivovTal amd Toug Buchin, Buchin, Gudmundsson, Loffler ka1 Luo (2008),
atroteAolv Tn BAon yia Ta epyaAgia pag. Z1n ouvéxela, Ba eEETACOUNE €V GUVTOUIA TIG TEXVIKES KAl
£TTEITA, OTNV £vOTNTA 4.2, Ba £CeTACOUNE TA TTEIPAMUATIKA aTTOTEAEOUATA.

2€ auTr TNV evoTnTa Ba ava@epBoUV KATTOIEG BEWPNTIKEG TEXVIKES YIA TNV KATAYPAPH TNG TPOXIAG £VOG
TTaiXTNG, dNAAdK G€ TTOIOUG XWPEOUG KIVEITAI KATA TNV OIAPKEIa VOGS TTOS0TQAIPIKOU TraiXVvidIoU.

H opoiotnTa petay dUo TpoXIWV JTTOPEl va OpIoTEl PE BIAPOPETIKOUG TPOTTOUG, Vid
TTapAadelypa, Xpnoigotroiwvrag tn MeyaAuTtepn Koivip AAnAouxia povtédou [11], évav ouvduaouo
TTapAAANANG amdéoTaong, KABeTNG Kal ywviaknig [12] kar Tnv péon EukAcideia amdéoTaon PeTagu Twv
diadpopwv [13]. Ze autd To TTapddeiypa Ba xpnaoiyotroinBei n ammréatacn Fréchet, n otroia gival yéTpo
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amdOTACNG CUVEXOUEVWY OXNHATWY OTTWG KAUTTUAEG KAl ETTIQAVEIEG, KAl OpifeTal XPNOIUOTTOIWVTAG
ETTAVATIOPAUETPOTTIOINON TWV OXNUATWY. Aaufdvoviag umtoyn Tnv OUVEXEID TWV OXNUATWY,
Bewpeital yevikd wg 1o KAtGAAnNAo To PéTpo amdoTaong atrd Tnv amoécTtacn Hausdorff yia Tig
KQUTTUAEG [14].

H améoTaon Fréchet ptmopei va e€nynBei d1aioBnTiké pe Tov akdAouBo TpoTTo: PavtaoTeiTe £va ATOUO
va Byddel Tov oKUAO Tou BOATa pe éva Aoupi (BAETTE oxrua 29). To dtopo Ba akoAouBroel Pia opIouEV
TpoxI4 n TTopeia Tp, evw 0 okUAOG akoAouBei pia diagopeTikn TTopeia Td. H amméoTaon Fréchet petagu
Tp ka1 Td gival 10 pIKPOTEPO PAKOG €VOG AouploU TTou ETITPETTEI OTO ATOPO KAl GTOV OKUAO va
TIEPTTATACOUV OTIG TTOPEIEG TOUG, OTTOU TO ATOUO KAl 0 OKUAOG PTTopoUV va aAAdEouv Tnv TaxuTnTd
TOUG A KON Kal va OTAPOTACOUV, aAAG OEV TOUG ETTITPETTETAI VO OTTICO0XWPRTOUV.

H améotaon Fréchet mapouaidaderal pe 0o TpOTTOUG: GUVEXNG Kail SIoKPITOG. AlaioBnTIKA, OTn ouvexn
¢kdoan, To ATOPO Kal 0 OKUAOG TTEPTTATAVE OTIG TTOPEIEG TOUG O OUVEXH Kivnan, eV OTnV SIOKPITA
¢kdoan, "Tndave" ato T pia Kopu@r] TNG SI0dPOUNG OTNV ETTOPEVN. ZNUEIWOTE OTI N CUVEXNG £€KO0ON
MTTOPEI va TTpooeyyIoTE atrd Tn dIAKPITH, XPNOIMOTTOIWVTAG OIOOPOMEG HE TTOAAEG KOPUYEG, dnAadn
éxovtag dedopéva e uwnAn avaiuon.

IxApa 32 Atreikovigel To uRKog AouploU peTagl EvOg aTOPOU Kal TOU OKUUAOU TOUG ME TA TTOSI0 KATA
HAKOG TNG TpoXId Toug. ETravaoyediaon amod [15].

Katd tn didpkeia evog aywva, £vag TTaikTnG YTTopEl va KivnBei TTOAEG QOpPEG KATA PNAKOG
opIopévwy dladpouwy. Kartd cuvérreia, otav divetalr n Tpoxid T auToU TOU TIQIKTN, OPICHEVEG
eMUEPOUG ouddeg TNG T Ba pTTopoucav va OXNUATioouV pia opdda emmiuEPOUs TPOXIWV (BAETTE ZXAUa
32). AkoAouBoUue TOoug BUCHIN, BUCHIN, Gudmundsson, Loffler kai Luo (2008), o1 otroiol
KaBopifouv éva oUUTTAEYUO ETTINEPOUG TPOXIWYV TTOU £EQPTATAI ATTO TPEIG TTAPAPETPOUG: m, £ kai d.
MrtropoUpe va TToupe OTI éva GUUTTAEYUa ETTINEPOUG TPOXIWV ATTOTEAEITAI ATTO ETTIUEPOUG TPOXIEG M
pN emkaAuTITépEveEG T1, ..., Tm Tou T. TouAdyxioToVv pia eTIPEPOUG TPOXIA £XEI KOG £, Kal N atTéoTach
METAEU TWV ETTINEPOUG TPOXIWV Eival TO TTOAU d.
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ZxApa 33 ‘Eva subtrajectory ouptrAeypa Tng Tpoxidg. EtTravaoyediaon amé [15].

O uTtroAoyIop6Gg TwV OpGdwV UTTO TPOXIG aTTodeIKvUETal OTIEival Eéva dUoKoAo TTpoRAnua. (H
amoé@acn av pia TpoXIa T TTepIExEl pia opdda ETTINEPOUG TPOXIWY HE OUYKEKPIPMEVES TTAPANETPOUG M,
{ kai d eivar NP-hard. To mpéBAnua yia TNV PEYIGTOTTOINGN TOU apiBuoU Twv ETTIMEPOUG TPOXIWYV 1 yia
TNV MEYIOTOTIOINGN TOU PAKOUG TOUG (v €XOUV KABOPIoTEl oI GAAEG TTapauETpol), gival etriong NP-
hard, akéua Kai Katd TOv UTTOAOYICHO HIa TTPOcEyyion. O0TTou m A £ Tpooeyyifovial yéoa amod
opIopévoug TTapayovTeg Kail d TTpooeyyiletal péoa atrd < 2. (AiodnTikd, yia éva TpopAnua NP-hard,
Oev UTTApxEl KavEVAG YVWOTOG Kal OTTOTEAECUATIKOG OAYOpIBUOG yia va 10 AUooupe.) T 'autd
eCeT@doupe alyopiBuoug TTpocyyiong 01Tou d TTpoceyyileTal Eoa aTTd £vav OUVTEAEOTR >= 2.

To Baoiké amoréAeoua atd Toug [12],[13] TTou Ba  xpnoipotToloUue eival To akéAoubo:
AapBavovtag utroyn pia Tpoxia T, uttdpxel £vag aAyopiBuog va uttoAoyiocoupe, GUP@WVA PE TN
dlakpITIKA ammoéoTacn Fréchet, pia opdda empEPOUG TPOXIWV PEYIOTOU PAKOUG, 6TToU N atréoTacn d
TTpooeyyideTal pe ouvteAeoTh 2 (ONAAd A@AVOUNE TIG UTTO-TPOXIEG va £xouv atroaTacn OITAdoia,
OTTWwG opiCetal amd Tnv TTapdueTpo d). Autdég o aAyopiBuog Tpéxel o xpovo O (n2 + nm £) kai
xpnoipotrolei xwpo O (n £), 61Tou To N uTTodNAwvEl Tov apIBusd Twv Kopuewv TNG T, 1o £ uTTOdNAWVEI
TOV PEYIOTO apIBUG KOPUPWV Hiog ETTINEPOUG TPOXIAG OTNV Oudda ETTINEPOUG TPOXIWV, KOl TO m
UTTOBNAWVEI TOV APIBUS TWV ETTINEPOUG TPOXIWY OE AUTH) TNV OPAdA.

To €eQapPUOCUPEVO TTPWTOTUTIO UTTOPEI va PUBUICTE £T01 WOTE va ava@épel HOVO OPAdES
EMUEPOUG TPOXIWV CUPQWVA ME TIG aKOAOUBEG TTapapéTpoug: amoéaTacn (auTtr €ival n PEyIoTn
emTPETONEVN aTréoTaon Fréchet petaly Twv empépoug TPoxIwy), €AAXIOTO péyeBog ToU
OUMTTAEYHATOG, BIGPKEIO KAl WIKOG (QUTA €ival Ta KATWTATA OPIA YIA VA ATTOQUYOUNE VA QVAQPEPOUE
TTOAU pIKpd Kal avouoia CUPTTAEYuaTa).

4.3 AQYEeI§ ATTOPACTEWYV EVOG TIPAKTOPA OE TTOBOOCPUIPIKO TTaIXVidI.

Ymrdpyxouv dUo TUTTOI CUCTANATWY ANWEWV aTToOPAcEwV: atopikwy (indivisual) kal TTOAU-TTpSoWTTO
(multi-person). ZTnv TeAeuTaia TTEPITITWON, £vag TTPAKTOPAG Oev ival povog Tou, aAAd aAAnAemdpd
ME GAAoug TrapdyovTeg OTToTe gival avaykaio. O aplBudg Twv mlavwy dpdocwv 0 KABE KUKAO
TTPooouoiwaNg ,e€apTaTal ATTO TTOAAEG TTAPAUETPOUG, OTTWG avavéwan Twv TTANpogopiwy, dpdan
granularity yevidg, o apiBuédg Twv CUPTTAIKTWY, apIiBuog Twv avTITTAAWY aTnNV TTEPIOXH, Kal av BEAoupE
va TTPOCOWOOUNE TTEPIOCOTEPN TTOAUTTAOKOTNTA, OTTWG, N GUVOAIK OTPATNYIKN TNG OPAdAG Kal Ol
00nyieg Tou TTpoTToVNTH. £T0 OXAMA (34) deixvel 6T N UTTAAa EAEyXETAI ATTO TOV TTPAKTOPA KAl €XEI MIO
TTOIKIAia atrd €TTIAOYEG yia TNV €TTOUEVN Kivnon Tou. Oa TpéTrel va avaAloel TNV KaTdoTaon Kal va
kaBopioel TNV KaAUTepn duvaTr dpdon TnG. H KaAUTepn evépyela-dpdon gival n TTpog pia kateuBuvon
TTou BonBd Tnv TTPAKTOPA O€ ATTOAUTN £TTITUXIO. H ETTIAEYHEVN TTPOCOTTABEIO TTPETTEI VO ETTIQEPEI TTIOAVA
BeTikd atmoTeAéopaTa o€ KABE KUKAO TTPOCOUOIWONG, WOTE VO CUPPWVEI PE TOV OPIOUO EVOGS IBAVIKOU
TIPAKTOPA AOYIKNAG.
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ZxApa 34 H emAoyég evog TaiXTn yia TNV €MOpEVN Kivnon Tou. Ena@aoxsalaopég atoé [16].

KdaBe mrpdkTopag éxel va avaAuoel dIAQopeG GUVONKEG,«KABWG Kal XEIPIOTEN TIG TTANPOPOpPIES
TToU AapBavel. 'Evag euQuAG TTPAKTOPAG Ba TTPETTEI va XPNOIUOTIOIEI TO TTIPOC@aATa AARE TTANPOPOPIES
ME TOV KaAUTEPO duvatd TpoTTo. Eival duvatdv o1 TuAPATA TWV TTANPO@OPIWY TTou AauBdvel attd Tov
TEPIBAAAOVTA XOPO PTTOPEI va PNV €XOUV Kauia XxpnolnotTnTa 1 Yikpr onpacia. MNa mapddeiyua, yia
TNV agloAdynon Tng emopevng TBAVAG €VEPYEIG TOU, Ol TTANPOQOPIEG TTou oOpifouv av €vag
TIPAKTOPAG Eival KOVTA OTNV TTEPIOXH OTTOU Bpiom:myﬁ' prréAa gival o TToAUTIUN aTTé TIG TTANPOYOPIES
OXETIKA WE TIG POAKPIVEG aTrooTACElG. O OTOXOG AvaQEPETAl OTNV TIEPIOXH OTNV OTToia n PTTAAA
ouveyiCel va kiveital, evw n dpdon civalr oe e€ENIEN. AauBdvovtag uttéwn TIG TTAPAUETPOUG aTTO TIG
Tpeig mMBavég evépyeieg-0pdoeis (oour (shooting), TpiumAa (dribbling) kar mdoa (passing), ol
TANpo@opiesg TTou AauBdavovtal atrd Tn yUpw TIEPIOXN KAl TIG UTTAPXOV OUVONKEG ITTOPEI va XWPIoTOUV
g OUo pépn: O1 TTANpoQopiEG TTOU OXETICOVTAI JE Pia JOVO TUYKEKPIPEVN dpdan Kai TIG TTANPOPOPIES
TTOU €ival KoIVA PETAEU TwV TPIWV dpdcewV. Ol GUYKEKPIPEVN TTAPAPETPOI KABE dpaong pTTopolv va
XPNoIuoTToINBolv WG éva PETPO agIOAGYNONG JIOPOPETIKWYV EPIKTWYV EVEPYEILV VIO VO PABETE TTOIO
gival n BEATIOTN €TmAoyn evépyelo-Opaone. H evépyela-Opaan Bewpeital OTI gival EQIKTA, €av, KaT
'‘apxag Ptropei va emmTeuxBei atmd Tov TTPAKTOPA Kal, dEUTEPOV, N UTTAAQ VO PNV PTTOPEI VA aVOKOTTE]
atrd Tov avTitTtaho Katd Tn SIAPKEIA. TAG EKTEAEONG ThG dpdong.

Koivég mapduetpor ummopolv va xpenoigotroinBouv yia Tnv agioAdynaon Kai IEpApxnon Twy
TPIWV TUTTWV dpAcewyv. ATTO TO TTIO ONUAVTIKOUG KOIVOUG TTAPAPETPOUG YIa TIG TPEIG OPAOTEIS gival n
TTUKVOTNTA TWV TTOIKTWYV TOU_QVTITTAAOU OTNnV TTEPIOXA, N mMOavoeTnTa "KAEWiyoTog" TNG PTTAAag ammod
TOUG TTAIKTEG AVTITTAAOU KaL'@TTo TNV avavéwaon Tng TAnpogopiag Tou AapBavel KABe XPOVIKA OTIYUA
évag TPAKTopag. H TTukveTnTa Twv avTiTTaAwv o€ pia Trepioxr Ocixvel To BaBud Tng IkaveTnTag
eKTENEONG dpAONG chn')\"/J ev - AOyw TrEpIOXR. Eival oTeva ouvdedepévn pe To mMOaAvOTNTA OTI OI TTAIKTEG
Tou avTimaAou va eival oe Béon ) Oy va kéwouv Tnv ptrdAa. O mivakag (oxApa 35) deixvel TIg
emMOPACTEIS TWV BIAPOPWV TTOPAUETPWV VIO TIG TPEIG EVEPYEIEG, OOUT, VIPIUTTAQ Kal TTdod. EVOEIKTIKA
avapépovTal KATToIol TTapaueTPol KaBwg uttdpxel n duvaTtdTnTa va OpIoTOUV Kal GAAOI €101 WOTE TO
va a1rod0Bei peyaAltepn @avragia Kai peaAIoTIKOTNTA oTo TTaixVvidl. BeBaia kAT TETOIO €€l APKETO
TIPOYPAUUATIOTIKO KOOTOG KABWG PEYAAWVEI N TTOAUTTAOKOTNTA TWV OAYOPIiBUwV.
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Kwdkog Napdpstpog Evépysia
P1 H Antdotoon armo 1o onueio Tou MEVAATL Naoca
P2 O AplBUOC TwV avTimaAwy Mo TWV MNaoa
P4 H Andotaon ywa maca MNaoa
S1 H Tayvtnta tou Aakticpatog (Shoot) AdKTIopa
S2 H EmBetikotnta Adktiopa
S3 H Améotaon yla AGKTLopa AdKTIopa
D1 O AplBudc Twv avtimakwy mayTwy NtplmAa
D2 H Artdotaon amo tnv ypauun tou Offside NtplmAa
D3 H Avtoxr tou Naiytn Ntplimia
C1 MNBavotnta Kheipartog Oha
C2 H MukvoTHTa TWV OU UMAIKTWY OThV TEpLoXn O\a

ZxApa 35 O1 emIdPACEIG TWV TTAPAMETPWYV Yia TRV-ARYN HIOG ATTOQAONG.

MNa va agilohoynBouv moOavég dpdaeig, diapopes PEBodAl Exouv TTpoTabei . AauBdavovtag utréyn
T OUYKEKPIYEVA MPETPA KABWG Kal autd, TTou Trpoava@épbnkav, uttdpyxouv U0 TPOTIOI yia va
agiohoynBei kaBe mOavA dpdon: H mpwrn-pdon (First-Phase) ka1 deurepn-pdon (Second Phase)
TWV UNXAVIOUWY AQYNG aTToQAacEwV.

4.3.1 MNpwTtn-@don pnxaviocpou AnYng amo@daocewv (First-Phase)

¢ aut) TNV @don n péBodog afloAdynang, XPNOIMOTIOIE £va OUYKEKPINEVO “Bdpouc” yia KABe
TTOPAPETPO TTOU €TTNPEACEl HIa eVEPYEIALAIANECO OOKIHWY KAl AVOAUCEWV TWV ATTOTEAEOUATWY,
€XOUME TTEIPAUATIKG TO KATAAANAO Bdapog yia autég TiG TTapapéTpous. H avdAuon auth atmookoTrei
oToV eVTOTTIONS TwV aduvapiwy TG opddag uag Kal TTpooTrabouv va TTpocapudéoouy Ta BApn yia TNV
BeATiwon TNG IKAVATNTA TOU CUCTAUATOG. KABe Bapog uTTopei va givai gite pia "avrapoiBh” A "riywpia”
TOU OTroiou To dBpoicua yia K&Be pia atd TIG oI MOavEG evépyeleg PTTOPEl va odnyroel o€
TTPOTEPAIGTNTA TTOU KOBIOTA TNV £VEPYEIQ TTIO €UAOYN. [Na TNV a1rdKTNON Tou BAPOUG, EEKIVAUE PE PIa
APXIKA TIMA yia KEBe BAPOG. ZTn CUVEXEID, O TIPAKTOPAG YiveTal va ap@IoBnTrioel TTOAAEG POPES Kal
META atro KABe diaywviouod, 1a.Bdpn avatrpooapudlovral. INa Tapadeiyua, otnv agioAdynon Twv d0o
auTtwy dpdoswv AT kar A2, uttoBeTovTtag 611 A1 gival KaAUTepn atmd Tnv A2, av n evoTtnTa agioAdynong
utroAoyioel pia uwnAdTEPN TTROTEPAIOTNTA YIA TNV A2, Ta BApn TTpocapudlovTal atrd Tnv algnon Tou
Bdpoug auTwy TWV TTOPAPETPWYV TTOU £X0UV TTIO BETIKA £TTiIdpacn oTnv A1 KAl HEIWVOVTAG EKEIVES TTOU
€xouv 10 BeTIKA eTTidpacn yia A2 (TreploadTepo apvnTikA emidpacn otnv A1). Auth n diadikacia gival
Tapopola pe TV "emiBAsTéuevn uadbnon”. Ta Bapn Ba TTpocapuooTolv OTadIAKA O€ Jia oTabepn
TIUA. KaBe TTapdueTpog UTTOPES va £XEI DIOPOPETIKEG TIUEG YIa SIAQOPETIKEG KATAOTACEIG.

MNa TNV agloAdynon Tng TTPOTEPAIOTNTAG Yia KABE pia atrd TIg TOavEG dPATEIS, XPNTIUOTTOIOUVTal
QU0 OUYKEKPIUEVEG Kal KOIVEG PETPROEIG. H uwnAdTEPN TTPOTEPAIOTNTA UTTOAOYICEI TNV TTPOTIMWUEVN
dpdan, kaBe dpdon cival eQIKT) va UTTOAOYICETAl WG TO ABPOIoUA OAWV TWV OXETIKWV PETPHOEWV. H
opdon pe TNV uWnASGTEPN TTPOTEPAIOTNTA avayvwpileTal. 1o TTapaptiua (1.7) ameikovideTal n
TTpooTTadela dnuIoupylag Tou aAydpiBuou (O€ java) Je TOV OTTOI0 ETTIAEYETAI PIO EVEPYEIQ.

AuTEG o1 TTapduETpol PTTOpoUV va pubuioTolv €Tl waoTe n dladikagia ARywn atTo@Acewv
akoAouBei pia Aoyikr] aAAnAouxia evepyelwy yia TTEPIOPIOUEVO aplBud kaTtaoTdoewyv. Aedouévou Ot
UTTApxel €vag aTTePIOPIoTOG aplBud  BIAQOPETIKWYV  KATAOTAOEwyY, ©Oev  gival  duvatév  va
TTPocapuooToUlV Ta Bdpn £T01 WOTE N dladikacia va Asitoupyei KAAUTEPA OAEG TIG @opég. AT TNV GAAN
TIAEUPd, Ol TTAPAUETPOI TTOU ETTNPEACOUV TIG DIAPOPETIKEG DPATEIS DIAPEPOUV. ZTA TTEIPANATA Pag,
ouveldnTotoioaue o1 av n diadikacia Ajyng atroedoswv péBodog xwpiletal oe duo QAoEIg, O
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ApPIBUOG TWV TTOPAPETPWY YIA TNV QVTIUETWITTION MEIWVETAI Kal n diadikaoia eival KaAUuTepn
dlaxeipioin.

4.3.2 AeUTEPN Qaon - ynxaviopou ARYng ammo@daocewv (Second-Phase)

MNa va kaBopicel TNV KaAUTepn OpAcn METALU OAWV TwV TTIBAVWYV EVEPYEIWV YIA HIa OedOMEVN
katdoTaon, Ba TTPETTEl TTPWTA VA avayvwpiCouue TNV KAAUTEPO aTTé KGBe dpdan, dSNAadr], TO KAAUTEPO
OouT, N KaAUTePN VTPIUTTAQ, Kai To KaAUTEPA TTdoa, avefdpTtnTa. Eival cagég 611, étav n emAEyeTal TO
KaAUTEPO TTIBavVS GOUT Ol TTAPAPETPOI TOU OOUT ETTNPEAGCOVTAI WOTE va gvepyoTroinBei n dpdan yia 10
oourt. MNMapdpuoia diadikacia akoAouBeiTal Kai yia Tnv VIpiuTTAa Kai Tnv TTdoa.

2TNV €mouevn @don, emAEyouue Tn KaAUTepry dpdon, dnAadr, 10 cUoTnUa ETTIAEYEl ThV
KaAuTepn Opdon avdpeoa atrd TIg Tpeig KAAUTEPEG OPATEIG, OOUT, VIPIMTTAQ, Kal TTdoa. AuTh n ¢Aaon,
XPNOIYOTIOIEITaI YIa TNV aAfIOAOYyNon Twv Opdoewy. XT0 TrapapTnHa(...) &cixvel Tnv dUo oTadiwv
MEBODO alloAdynong oTnv OTToIa N TTPWTN QAo BPiokel TO KAAUTEPO duvaTd GOUT, TNV KAAUTEPN TTACA
Kal TNV KaAUTepn vipimmAa. Katd tn deutepn @Aaon, €mAEyel TRV TTPayMaTiky dpdon yia va Tnv
diektrepaiwon. MNa Tov TPoadIopICPO TNG TTPOTEPAIOTNTAG OTO OEUTEPO OTADIO, O UTTOAOYI(OUEVEG
TTIPOTEPAIGTNTEG OTO TTPWTO Bripa dev Aappdavovtal uttéwn.Etmiong o1o oxnua (36) atreikovkleTal £va
fuzzy set yia oAeg TIG MOAveS KaTaoTaoelg, dNAadn BewpnOnKe OKOTIUO (av Kal OV €ival CwWaOTO) va
pnv @TiaxTouv dlagopeTika fuzzy set yia kdBe kataotaon Kai opioTnke éva yia 6Aa. Or Mbaveg
KOTOOTOOEIG QAIVOTAI OTO TTPONYOUUEVO oxnua (35).

H péBodog (A) katavaAwvel TTOAU TTEPICTOTEPO XPOVO £TTECEPYATiag aTro Tn uEBodog (B). Qg
€Kk ToUTOU, OEV aPAvouv Kavéva XpOvo yia T TTPOCOMOIWCN YIa va auénoEl TTEPAITEPW TNV aKPiBeia
Kal Tnv auénon Tng vonuoouvn. Edv o apiBuog Twy eVAAAOKTIKWY AUCEWV TTPOG GUYKPIoN YiveTal
MEYAAOG, 0 TTPAKTOPAG UTTOPEI va unv gival o€ B€on va oAokAnpwaoel Tn diadikacia agloAdynong o€
éva KUKAO TTpooopoiwong. ZnueiwaoTe 611 ol dU0 avapepBeioeg péBodol egnyndrikav xwpig va AneBei
uTTOWN N OTPATNYIKA TNG CUVOAIKAG OPAdAg Kai. N kaBodrynon Tou trpotrovnTA. MNa tnv agloAdynon
Twv O0pdoewyv, AauBAavovtag utréywn TN oTPATNYIKN TNG oudadag Kal TNV KaBodAynan Tou TTPOTToVNTH,
TIPETTEl va TTpO0TEBOUV OTOV KATAAOYO, TWV TTAPAPETPWY TTou eTTnpedlouv Tn Oladikagia Tng
aglohéynong.

AvaTrTugn AaT@oppag duo TaixTwy og Android TrepiBaAAov



MeTtatrTuxiakr AilaTpin Kapadiuag XproTog

ZxAua 36 'Eva fuzzy set yia oAeg TG KataoTdoeig.[20]

4.3.3 Aca@ng Baocn otov Kavova

‘Eva 0eUTEPO BrNa 0TO OXEDIACUO £VOG Aoa®OUG GUCTAMATOC gival n dnuioupyia Yiag acagous Bacn
TOu Kavova AOYIKAG TTOU TTAPEXEI TN YVWAON TOU GUCTANATOG. Acagr cuoTraTa dev gival euaiodnra
o€ TTANPOTNTA TNG BACNG TOU KAvAVa AOYIKNG, KAl MEPIKEG POPEG AKOMN KOl AQAIPWVTAG TO AHICU TWV
Kavovwy atrod €va AEIToupyiko ouoTnpa n ammédoaon dev utroabuiceTal. [Na Tnv KaTtaokeur) TG Baong
TOu Kavova, Ba TTpéTTel va avaBewprael To TTpOTUTTo HEBGdoU. Mia aca@rg Kavovag AOyYIKNG gival Eva
if-then kavéva. To if yépog cival éva aca@nig Katnyodpnua TTou opileTal atd TIG YAWCCIKEG TIMEG Kal
Toug aoaQng eopeig Intersection (t-norm) and Union (s-norm). O 161¢ p€Pog kKaAeital n ouvakdAoubo.
YTapxouv TTOANEG EQAPUOYEG TNG ATAPOUG £VONG Kal TOUAG.

[a mapddeiyua, n uwnAn mpoTepaIoTNTa KAVOVveC uErononc via tnv. mowin eaaon gival ta eENC:

IF P1is Short AND P2 is High AND P4 is Low AND C1 is High AND C2 is High THEN Pass priority
is High
IF S1 is Medium AND S2 is High AND S3 is Short AND S4 is High AND C1 is Low AND C2 is High
THEN Shoot priority is High

IF D1is Low AND D2 is Short AND D3 is High AND €1 is Low AND C2 is High THEN Dribble
priority is High

H vwnAni mporepaidtnTa Kavovec uérononc yia tnv deutepn @aaon gival ta eENC:

IF C1is Low AND C2 is High AND C3'is High THEN selected action priority is High.

5. ZXEAIAZMOZ KAl YAOINOIHZH

O oxedlaopdg Kai n uAoTToinon £VOG TETOIOU TTAIXVIBIOU ATTAITEI éva EYXEIPNUA, OTTWG TTPOAVAPEPBNKE,
yIQ TO OTTOIO Ol TIPOYPANMATIOTEG Ba TTPETTEl va AdBouv TTOAAG TTpdyaTa UTTOWN TOUG TTPIV apXioouv
va T0  UAOTTOI0UV. APXITEKTOVIKI OXEDIOOMOU, aAyopiBuol, ypapikd TTepIBGAAov, TTEPIBGAAOV TOU
XpnoTh, game play, civalr {ntrpaTa TTou TiBevtal €1 TATINTOG €€ ApPXNAG KAl €XOUv PEYAAN GUUBOAN
otnv emTuxia evog maixvidiou. H uAotroinon tou Rendering Kal TnG YEVIKOTEPNG ATTEIKOVNONG TWV
YPAPIKWYV gyIve e uhotroinon OpenGL.

5.1 Aiemapn Xprorn (User Interface)

2710 TTACiOI0 AuTOU TOU Ke@aAaiou gival va dnxBei éva uEPog TNG uAotroinong Tou Traixvidiou Kabwg
Kal va yivel katavonTd 10 KOUUATH KWOIKa yia K&Be kKAdGon 1ou Aaufdver pépog. ApxIKa OTTwG
TTPOPEPONKE Kal aTov TTpOAoyo, uTTdpxel Eva (user Interface) Trou divel 0To XprioTn TNV aicbnan TnNg
01adpaCTIKOTNTAG Kal TNG dlaxEipiong Tou apxikoU menu.To apxiké Menu atreikovietal 0To KATwOEeV

oxAua(37) kai uTTApYXoUV TEGOEPIG ETTIAOYEG YIO TOV XPROTH OTTWG PAiVETAI TTOPOAKATW.
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ZxAua 37 To apXIké menu 6TTou atreikovi{ovTal ol TEOOEPIG ETTIAOYEG.

‘Emreima o xpriotng £xel TNV duvatoTnTa va TTIAEEEI pia aTro TIG €81 XWPES KAl va SIOAEEE! pIa ouada TNG
QPEOKEIQ TOU. € KABE ouada UTTAPXE! N ETHIAOYK €iTE TOU GUCTAUATOG, €ITE N ETTIAOYA TNG EUPAVIONG
TWV TTAIXTWV TTou €xel n opdda padi fe Ta OTATIOTIKA TOUg, €iTe n duvardTnTa E£TMAOYNAG TNG
OUYKEKPIPEVNG OPAdAG. ZTa TTAPAKATW, OXAPATA atrelkovifovral 6Aa 6ca TTpoavagEpbnkay.
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Select Count

Team Selection

| rer
B 4 Engl& 4

A . Germany

Fran\eO #
/ - N LS
: 4 _
Spain F @ ’

Back

ZxAMa 38 ZTNV ApIoTEPN EIKOVA TTOPOUCIAZOVTAl Ol £§1 XWPEG, EVW OTNV Se§IA EIKOVA BAETTOUME META
TNV €mMAOYRA TNG AyyAiag wg Xwpag eAOYNG, Epavifovral ol S100é01uEG OPASES.

210 TapdpTnua (1.2) atreikovifeTal 0 KWOIKAG TTOU avTITTpoowTrelel Ta duo oxfiuara (39).X1o
TTapdpTtnua (1.1) BAETToupe 6T Ta pové evepyoTroinuéva KOUPTTIA gival To New Game kai 1o Exit.210
akpIBwg atd Katw oxnua mapouaidletal To UML oxedidypauua padl Je TNG CUCXETIOEIG VIO TNV
arrotiTrwon Tng Back-End uAotroiong Twv opddwv Kai Twv TTaixTwy. [18]
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- implements . SoccerManagerDatabase

+dbHelperg

==realize==

- =

!

ZxAua 39 ATTEIKOVNON OXESI0OTIKOU TTPOTUTTOU TTOU ﬁepl)\quqval TNG OMOSEG KAl TOUG TTAIXTEG KaBwWG
SeIXTeTAI KAI N ATTEIkovon Pe TG Bdaong Aedopévwy peow tng Siragng Data Access Object (DAO).

5.2 AioTeg maixtwv

\
Mapakdtw Ba deite Ta oXApATA OTTOU OTTEIKOVICOVTAl O€ PIa AioTa OAoI o1 TTaiXTEG TNG KABE opadag.

MaTtwvTag Aoirév 1o kouuTri View Squad, oTnv ouykekpiyévn epimTwon emAECape Tnv Arsenal wg
ouada €tmAoyNg, eupavideTal pia AioTa-TToU TTEPIEXEI OAOUG TOU TTAIXTEG TTOU £XEI N OPAdA MPE TA
XapaKTNPIOTIKG Toug. ZxNua (40) (ApioTepn) €IkOva). ETTITTALOV €TTIAEYOVTAG € OTTOIOVONTTOTE TTaiXTN
€P@aviovtal Ta GTATIOTIKA TOU OUYKEKPIYEVOU TTaiXTN ETTIAOYAG, OTTWG QaiveTal oTnv deId eiIkdva.
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Mannone i ’ '
Jumping
e
Defender g 1.85m 20
_

Left Defender

Thomas
Vermaelen

Center Defender

ZyxAua 40 Amreikovion AioTag TTaIXTWV KAl OTATIOTIKWY CTOIXEIWV Yia TOV KaBéva {eXwpIoTd.

210 TTApdpTNUa (1.4) ateikovideTal HEPOG TOU KWAIKA TTOU AVTITIPOCWTTEUEl TO OoXNHa (40). YTTapxel
pia Bdon dedopévwv OTToU €xXOuV .KaTaypagei OAol ol TTaixTeg dAwv Twv opddwv. Mia dieTraen
(Interface) ecival aut TToU «TTaipvel» TO Ovopa TNG opddag TTou €xel €TMIAECEl O XPrOTNG Kal
TTaPOUCIAlel Toug TTaiXTeG TG £kGoToTe opadag. H xprion tTng kAdong DdHelper emTpémelr Tnv
POPTWAON TWV TTAIKTWY ATTO TO APXEI0 XMl 0TTOU UTTAPYOUV N TTANBWEA TWV TTAIXTWV TNG KABE Ouadag.
AkoAouBouv or Trivakeg, aTo.arapdptnua (1.4) Kabwg Kal o1 KATaxwpRoelg oTo TTapdptnua (1.5) Twv
TTAIXTWV MOVO yia TNV opdda TNG Arsenal yia Tnv SIEKTTEPAiWON TNG TITUXIAKNG d1IaTpIBAG, yia Adyoug
guvTopiag.

5.3 Baon Aedopévwyv

210 TTEPICOOTEPA TTaIXVIdIA KOBWG Kal o€ TTdpa TTOAAEG e@apuoyég ol Bdoelg dedopévwy eival o
«KIVATAPIOG HOXAOG» Blaxeipiong Tng TTAnpogopiag. Ta dedopéva AoIrév PuTTopolv va opioTouV wg
TPOTTOI  AVATTAPACTACNG EVVOIWV KAl YEYOVOTWY Trou QUvavTal va UTTOOTOUV Jlaxeipion Kai
emeepyaaia. Ztnv diaTpIfr} auth oxedidoTnke pia Bacon dedouévwy yia Tnv avarmapdoTacn Twv
TTAIXTWYV (XOPAKTNPIGTIKWY KAl GTATIOTIKWY TOUG) Yia KABE opdda. MNapakdtw 010 oxnua (41) utrdpxel
n UML avamapdoTaon Twv TIVAKWY Jadi PE TIG GUOYXETIOEIG TOUG Kal Ta TTpwTelovTa KAEI0Id. OTTwg
TTAPATNPEITE O TEPUATOPUAAKAG HPE TOUG UTTOAOITTOUG TTOOOCQPAIPIOTEG DIAPEPOUV OTA OTATIOTIKA
OTOIXEIG TOUG, yia auTo yivetalr GAAou xprion mivaka POvo yia OAOUG TOUG TEPUATOPUAOKEG TWV
ouddwyv.

O1wg cidaue ato oxAua (40) To avrikeiuevo mpooBaong dsdouévwy (DAO) cival Eva
QVTIKEIMEVO TTOU TTAPEXEI pHia dieTTagn g€ KATolo €idog TNG Bdong dedopévwy. Ta DAOs trapéxouv
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KATTOIEG OUYKEKPIPEVEG EVEPYEIEG XWPIG va Ta ekBETOVTAI OTOIXEIO TNG PAoNg dedopévwy. Xwpilel Ta
dedopéva TTou TTPOCTTEAAUVEI TIG AVAYKES EQAPHOYTG, OO0V APOPA OUYKEKPIUEVOUG TOUEIG AVTIKEINEVO
Kal TUTTOUG Oedopévwy (N dnuoaia dietragr] Tou DAO), Kal TTWG aUTEG Ol avAYKEG PTTOPOoUV va
KaAu@Bouv éva ouykekpigévo DBMS, oxAua Bdong dedopévwy [19].2€ pia yevikétepn évvola Data
Access Object Pattern or DAO pattern 4 DAO xpnaoiygoTtroiouvTai yia va diaXwpeioouv Ta XapnAou
emmiredou dedopéva TTou Exouv TTpéoBacn oto API (Application Programming Interface) fj yia tnv
dlaxeipnon uywnAou emitredou uTtnpeaiwy (Services). 10 TTapdpTNHa (...) avaypda@eTal 0 KWOIKAG UE
TNV apXIKOTTOIiNGN TWV TVAKWY Kal TwV KATAypa@wy yia dia ogdda (Tng Apoeval), KabBwg Kal n

digioupyia TNG KAaoong Twv Traixtwy (Players).

==tables=
DataBase:Teams

=«Plk== teamMame VARCHAR(25);
country WARCHAR(30);

Opddn a1

“Evwi wpog Mol

Maiyreg

1.*

=<table== |

DataBase:Flayers

“Bvi Tpog Eva

0.1

Kapadiuag XproTog

==table==
DataBase:PlayersStats

==PK==name YARCHAR (20);

==P K== sumame VARCHAR{ZO),

==Fl=> teamname YARCHAR{25), REFERENCES Teams
_id integer nat null;

numherT integer not null;

weight integer not null;

height integer not null;

position YARCHAR(20),

Maiytng  Zrangmikd

‘Evi TTpog Eva

0.1 1

==Pk=> name YARCHAR(30), ==<Fl>== REFEREMCES Plavers
=«Plk== surnameTs YARCHAR(30), ==Fk>== REFERENCES Flayers
dribble integer not null;

shooting integer not null;

passing integer nat null;

long Pass integer not null;

heading integer nat null;

defence integer nat null;

attack integer not null;

pace integer not null;

power integer not null;

teamiork : Integer

form : Integer

fithess integer not null;

==tahle==
DataBase:FlayerStats GK

age int not null;
nationallity VARCHAR{20);

TeplaTogiiaKog

ETgnioTikd

==PK== name YARCHAR(30), ==FK== REFERENCES Players
==PK== name YARCHAR(30), ==FK== REFERENCES Players
goalkeeping integer not null;

positiong integer not null;

jumping integer not null;

passing integer nat null;

shooting integer not null;

pace integer not null;

power integer not null;

teamwaork integer not null;

fithess integer not null;

form integer not null;

xAua 41 H UML avamrapdoTtaon Tng BAong Sedopévwv TToU XpNOIUOTIOIEiTAI Jadi ME TIG CUCXETIOEIG

TOUG.
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5.4 Takmikég-ZuoTnpara

2€ AQUTA TNV €vOTNTA TTOPATIBEVTAI TO CUCTANATA TWV OMAdWY, GTNV CUYKEKPIPEVN TTEPITITWON TNG
Arsenal, kKaBwg kal ol evaAAayég TNG dIATAENG TwWV TTAIXTWY avAaAoya JE TO EKACTOTE oUCTNUA TTOU
ETTIAEYETAI.

IxAua 42 ATTEIKOVION CUCTNMATWY Kal S1ATagng Twv TTaIXTWV CTO AYyWVICTIKO XWPO.

210 Tapdptnua (1.4) TapatiBeTar o KWAIKAg UAOTTOINONG yia To cUoThua 4-3-3, av Kal n uAoTroinon
Tou €ival Aiyo 1m0 TTOAUTTAOKN yiaTi €xel oxedlaoTel €101 WOTE KABE opdda va €xel T0 OIKO NG
TACTIC_GROUP T1ou avrkel. OI OUOYETIOEIG QvAUESO OTO CUCTAPATO KOl OTIG OUAdES
avatapioTwvTal o€ oXAua (43) UML TTapakdTw £T01 WOTE VA YivOUV KOTAVONTEG Ol CUCXETIOEIG. KaBe
opada €xel Tpia dloBéqIua CUCTAUATA, OTNV TTPOKEIPEVN TTEPITITWON N APOEVOA XPNOIUOTTOIEl Ta
ouaThuata 4-3-3, 4-2-3-1, 4-4-2 kal avikel o€ éva ouykekpipévo TACTIC_GROUP. Emiong 10
TACTIC_GROUP TT0U XpnoiyoTroiel N ApoevaA UTTOPEI va TO XpNOIWoTToIEl Kal GAAN ouada.
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Teams
==realiza==
_______________________________ |
newOperation( |
|
|
|
1.* I
|
3 Vi
Tactics 1= 1 Tactics_Graup
-
4-3-3 4-4-2 4-2-31

Ixnpa 43 Edw atmrokoveietal n UML avatrapaocTtaon vog amd 1a 5 Tactic_Groups.

5.5 Ailavuoupara

Ta diavuoparta gival oUvola pe ouvTeTaypéveg TToikiAwv didoTacswyv. KaBe ouvteTayuévn oe €va
didvuopua avrirpoowTrelel KATTola amoAutn Béon otnv ev Adyw karteuBuvaon Tou xwpou. To
TTAEOVEKTNUA aTTO TN XPrion SIavuoudTwv gival 0TI avTITIPOCOWTTEUOUV TAKTOTTOINUEVA TA TTPAYHOTA,
OTTWG N KaTewBbuvon kal B€an , Kal £XOUV €TTIONG TTOAAEG HABNUATIKEG TTPAEEIG TTOU OPICOVTal O€ QUTEG
TTou KAvouv Tn Cwr pag 1o €UkoAn.Ta dlavuopara eival autd TTou pag PonBave kupiwg ot 4
TPAYMOTA.

2TNV TaAXUTATA
21nv kareubuvon
2TnV atrooTacn
2Tnv Beon

Ta diavuaparta UTTopei va €Xouv TTOAU TTEPICTOTEPEG EPUNVEIES, WOTOTO AUTEG Ol TEOTEPIG BATIKEG
eppnveieg pag apkouv [34]. o OCUKPEKPIPEVA PETA BIAVUCUOTA WTTOPOUME VA ETTITUXOUME ,TNV
TTPOCONKN Kal apaipecn TOUug,TO TTOAAATTAOCIOONO Toug pE éva BaBuwTo dlavuoua, TO PINKOG va
BpoupE TO PNKOG TOU dIAVUCHATOG, TNV KAVOVIKOTIOINGN TOU IaVUCHATOG, KAl TNV TTEPIGTPOPN TOU.[35]
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(x,y) (60cos(73) , 60sin(73)) (17,57)
60 -9 60 -? 60

x |2 f19) fr3)

X 17

Step 1 Step 2

Use SOHCAHTOA Cross Multiply & Solve
y y > si y
. - sin(73) =
value 8in(73) hypotenuse (73) 60
60 sin(73)= Yy
57= y
_ X
X cos(73) = = cos(73) = &5
hypotenuse =
value 60 cos(73)= X
17= X

& 2006 www.mathwarehouse.com

Iyxnua 44 NMapadeiypa Alavuopdtwyv.lnyn amrod [36].

5.6 Anpioupyia AVTIKEIHEVWV KAl AVIXVEUOT GUYKPOUOEWV.

H evotnTa autr £xel va KAvel e TNV dNUIoupyia TOV QVTIKEIPEVWY, YIa TTAPAdEIyUa TNG UTTAAAG, TWV
TTAIXTWV TToU AdpBdavouv xwpa oTo TraixVvidl. 1o TTapdptnua (1.6) deixveTal 0 KWAIKAG yIa Evav €K
TWV €ikooI-6uo (22) TTaIXTWV TTOU PBPioKovTal OTOV aywvioTIKO Xwpo. K&Be Béon evog TaixTng
avTioToIxei o€ pia KAGon kar autd dI6TI PTTopoune oTo PEAAOV va UAOTTOINOOUME OIOPOPETIKES
pEBGOOUG, pe OTOXO n KABe BEon Tou TraiXTn va dlA@opoTIolEiTal 0 oX€on Pe pia GAAn. Ma
TTapdadelypua &AAn kivnon TTpéTrel va kAvel o apioTepOg ommaBo@uAakag (Left back) kar dAAn o
Kevtpikdg apuvTikog (Stopper).

H avixveuon ouykpouong (collision detection) kaBwg¢ kai n amdékpion oe auth (collision
response) ival atd Ta TTAEOV OUCIAOTIKA oUOTATIKA VOGS TTAIXVIBIOU KABWG ETTITPETTEI OTO TTAIKTN va
aAANAemIdpdaoel Pe TOV KOOHO TO TTauxVvIdloU. ETITTAéov KAvel éva TTaixVvidl TTEpIcoOTEPO aAnBogavr)
MN ETTITPETTOVTAG VIO TTAPAdEIYUA VA XAPAKT PO VA TTEPATEl éoa aTTd £va Toixo i avaykalovTag Tov
va «TTaTdE» TTAVW o€ PIa TTAAT@Opua.[28]
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H avixveuon ouykpouoewv ptropei va gival TTOAU atrAf ) TTOAU TrepIiTTAOKN avdAoya PE TO
Traiyvidl. Z1a Taixvidia he TpIdIAoTATa YPAPIKA N avixveuon oUykKpouong eival ouvRBwg I1EpapXIKN
gekivwvTag amd amAolaoTepa oxnuata (KUBog, a@aipa) TTou TTepIKAgiouv Ta TPIOIAOTATA POVTEAQ
(bounding boxes) kal @TAVOVTAG PEXP! ETTITTEOO TTOAUYWVOU AV XPEIAOTE. TNV OIKN YOG TTEPITITWAN
TO TTQIXVIdI UTTOOTNPICEI HOVO sprites Kal n avixveuon PTTopEi va yivel o€ 2 emitreda, €ite o€ emiTTedO
rectangle €ite o€ emiTedo pixel. ZTNv TTPWTN TTEPITITWON APKEI va diaTTiIoTwooue av To Rectangle
KA&trolou sprite €mMKOAUTITEl KATTOIOU GAAOU, HIa aTTAR Kal ypriyopn Oladikacia. Ztnv OeUTepn
TTEPITITWON Ba TTPETTEI VA ATTOKTACOUNE TTPOCRaacn aTta pixels vog sprite Kal va SIATTIOTWOOUUE Qv
UTTAPxEl ETTIKAAUWN PeTagl 2 sprites eAéyxovtag Ta avrioToixa pixel. H mpwrtn mepimtwon eivai
ypriyopn otnv ekTéAeon aAAd uTropei va pnv €TMOTPEWPEl TTAVTA CWOTO ATTOTEAECUA (TTYX MTTOPED Ta 2
rectangles va emKaAUTITOVTOI O€ KATTOIO ONUEIO AAAG TO onueio autd va avTIoTOIXEl O KEVO, va unv
éxel eikéva sprite dnAadn). H dedtepn TTpoo@épel peydAn akpifeia piag Kai uropei va Bpel eTTakpiBuwg
TNV €MKAAUWN aAAd gival o apyr] oTnv ekTéAean, 1IB1aiTepa av TTPETTEl va eAéyEoupe KABe sprite
evavTia o€ KABe GAAo (enemies, TTaikTn Kal bullets) xwpic va XpnoigoTroinoouue ITTAEOV KATTOIA
pEBOBO BeATioToTrOINONG (OTTWG AviXveEUOon opartdTNTAG, AViXVEUON ATTOOTACNG KATT). EpEig yia 1o
OUYKEKPIPEVO TTaIXVidl Ba XpNoIUOTTOICOoUUE TNV aTTAR avixveuanueTa rectangles. MapeummTTOVIWG
o1 2 yéBodol uTTopouv va cuvduaaTolv, KAVOVTaG £va ypriyopo TTEPACHA Yia avixveuan olyKpouong
pe rectangles kai oTnv ouvéxela va KAvouue avixveuon o€ emimedo pixel yia 6oca sprites
dlaTmoTWOooupE Tavh olykpouan.

5.7 H Kivnon tng uymdAag Kal Tou maiXTn

Ze autAv TNV evOTNTA YiVETOI PIO PIKPR UAOTTOINON TWV KIVACEWY Tou TTaixTn. Av Kal 8a yrropoucape
va giXape TEPICTOTEPEG UAOTTOINCEIG YIa TIG KIVAOEIG TOU TTaiXTn aAAd autd ritav Aiyo dUokoAo yiari
amraitei Tapa oAU KWOIKA, yia auTd Ba apKeGTOUME va OEIEOUPE JOVO HIa TUTTIKN Kivon Tou TTaixXTn
Kal TNG YTTAAaG. 210 TTapdpTnua (1.7) atreikoveieTal o KWIKAg UAOTTOINONG TNG Kivnong.
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IxAMa 45 ATTEIKOVION £VOG TTAiIXTN JE TNV JTTAAQ OTA «TTOdIAY.
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6 Zupmepaopara

6.1 Amoripnon

H mpootyyion Tng TTapouoag TITUXIOKAG EPYOTiag €iXe va KAVEI UE TNV TTPOCTTABEIN YIA TNV KATAOKEUT)
EVOG TTO000@AIPIKOU TTAIXVIBIOU, TTAPABETOVTAG APKETEG BEWPNTIKEG TEXVIKEG YIA TNV UAOTTOINGN TOU.
Av kal 0TTwg TpoavagipBnke To development eival éva apkeTtd OUOKOAO KOUUATI yia TOUG
TIPOYPAUMATIOTEG, OTNV METATITUXIOKY SIATPIRN £YIVE PIa TTPOCTTIABEIa yIa va Yivouv KaTavonTta KATTola
TIPAYUATA TTOU £XOUV VA KAVOUV E TIG YEVIKOTEPEG EVVOIEG TWV KAVOVWYV TOU TTaIXVIOIoU KaBwg Kal
TIPOYPAUUATIOTIKG WE TNV UAoTroinon Toug. 'ETol Aormmdv, autdé TTou TrapatnenRdnke eival 6T n
KATOOKEUN €VOG TETOIOU EYXEIPAMOTOG, XPEIAZETAI va UTTAPXEI OPKETH EUTTEIPIO KAl TTOAU KOAR
TTPOYPAUMATIOTIKA YVWan TNG EKACTOTE YAWOOAG TTpoypappaTiopou. H xprion Texvikwy Finite State
Machine (FSM) kai Fuzzy Logic kaBwg Kai Twv aAyopiBuwy TTou a@opouyv TNy TEXVIKA vonuoouvn
Tou Traixvidlou, n dnuioupyia Kal n ameikévion Twv YPAQIKWY Tou! TTaixvidiol, n dnuioupyia Kai
d1adpaaTIKOTNTA TTOU £XEI €vag XpAOoTNG We Tnv Bondeia evog user interface, cuvBETouv pia apxiki
TTPOUTTOBEON yIa TNV dNnUIoUPYia Tou eVOg TETOIOU TTaiXVvidioU. BéBaia 600 n Texvoloyia avatmTUoOETE,
eCeNiooeTal ouvexwg Kal 6Aog 0 kKAGdog Tou development, pe amOTEAEGUA va UTTAPXOUV TTAPA TTOAANEG
TEXVIKNG UAOTTOINONG £T01 WOTE, TA TTAIXVIOIO YEVIKOTEPQ, VA TTIPOCPEPOUV VEEG DBUVATOTNTEG KOl
TIPWTOTTOPIOKEG TEXVIKEG YIa KABE aTraiTnTIKO XPNOoTH.

ZTnv TTapouca TITuXIakn 1aTpIBn €yive Pia TTPOaTTaBEId CUAAOYNG OPKETWY TTANPOPOPIWY
€701 WOTE va dwBel aTOV avayvwan Pia TTANENG Kal KATavonTn €IKova yia To TI gival TTaiyxvidl, TTwg
vAotroigiTal €va Traixvidl, TToon TTOAUTTAOKOTNTA €&XEL. TTaIXVIOl ,TT0Ia Ta OQEAN €vog TTaIXVISIOU,
TIPOTUTTO TTPOYPAMMKOTIONOU UAOTIOINCNG KOl OXEBIAOUOU KOBWG KAl QPKETEG OTTEIKOVIOEIG TNG
QAPXITEKTOVIKNG TWV TTaIXVIOIWV PE diaypappaTa Kal eikoveg. O1 Kavoveg TTou atrapTi{ouv KABe €100G
TTaIXVvISIou €xouv Tnv 1IBIITEPOTNTA ToUug.OTToTE KGBE €160¢ TTaIXVIOI akoAouBel kal GAAN Aoyikn Kai
OIOQOPETIKEG TEXVIKEG yia Tnv uAotroinon Tou. H Xpnon Twv TTpoavo@epBeviwy TEXVIKWY Kal
aAyopiBuwy atrd TTaIxvIol o€ Traix VIOl dIaPePEl AICONTA OTTWG YIO TTAPADEIYUA OE Eva TTOO0CPAIPIKO
TTaIXVIOI TTOU JETEXOUV TTPOKTOPEG Ol OTT0I0-OEV EAEVXOVTOI ATTO KOTTOIO XPNOTN O OXEDQIACNOG TOU
kavova Tou offside utropel va uAotmoinBer atmé Tnv xpenon Tou aAyopiBuou A o OTTOI0G Eival Evag
EUPIOTIKOG aAYOPIBUOG Kal PTTopEl va Bpel av o TraixXTng eival o€ Beon onside i 6x1.ETal Aoitrov, n
XPNOoN TWV €KOOTOTE AAYOPIOUWY Kal TwV UTTOAOITTIWV TEXVIKWV ATTOTEAOUV TNV Aoyikn Bacn Twv
KAVOVWYV TOU EKACTOTE TTAIXVIDIOU.

Mo ocuykekpipgeva n Tmapouca dITTAWMATIKA, OTO BewpnTIKG TNG PEPOG €iXE WG OTOXO TNV
avamTuén piag 6co 1o duvaTo yivetal KATATOTTIOTIKAG BIBAIOYPA@IKAG £pguvag oTa TTAQicIa Tou £pyou
MIOG YETATITUXIOKAG EPYACIAG. ZTO TIPAKTIKO KOMMATI, TTOU TTAVTA £ival OpKETA ETTWOUVO, Tav £XEIG va
KAVEIG YeVIKOTEPA ME avaTtrtuén (develop), okOTTOG nTavV va @TIOXOUV Ol gvreka (11) TTaIxTeG, va
QTTEIKOVIOTEI N d1aTAgN TWV. TTAIXTWY GTO AYWVIOTIKO XWPO KABWG Kal V& KAVOUV KATTOIEG KIVNOEIG GTO
AYWVIOTIKO XWpo. ZTQ' TTpakTIKo pepog Al (Artificial Inteligent) dev xpioiyoTtTolelonke aAAa €ival Kar
TTOU PTTOPEI VA YIVEI OQV TIPOEKTACT auTng TNG d1aTpIBNnG.MNMPocBeTa OTO TTPAKTIKO KOPMATI OXEDIOOTIKE
Kal @TIoXTIKE éva user interface pe 10 011010 dIveTal N dUVATOTNTA O XPNOTNG va €TTIAEEEl TRV opada
TNG APECKEING TOU.

6.2 MeAAovTikég MPoeKTATEIG

O1wg TTpoavagepbnke oTo KEQAAAIO (6.1) N CUYKEKPIPEVN TITUXIOKN SIATPIRN PTTOPEI VO ETTEKTOBEI PE
eva Tutmiko Al. Eva Ttetolo Al ptropel va uAotroinBel yia kai yia Toug evreka (11) kar Ba ptropouce
KaAAIoTa va gival pia meavn TTaca otoug 10 oupTraixTeg. Eva dAAo Al ptropel va gival To «KAEWIUO»
pIag meavng TTaoca Kal TTOANEG AANEG AEITOUPYIEG - EVEPYEIEG TTOU PUTTOPOUV VO KOVOUV TO TTPOKTOPd
MO «EUQUN». Oa PTTOPOUV VA £QAPUOCTOUV Kal GAAEG peBOBOUG OTOUG TTPAKTOPEG ETOI WWOTE VO
SIaTTPAgOUV HECA OTOV AYWVIOTIKO XWPO AKOPA KOl OAOKANPEG OUOOIKEG TAKTIKEG KOl KIVNOEIG.
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Tehog, OTTwG emonudvOnke kal oTov TTPOAOYo n Biopnxavia TTaixvidiwy €xel @TAcEl TTAéOV va
ouvaywviCetal To Hollywood o€ pé€yebog kal dnuUOTIKOTNTA yia aAutd €dw KOl OPKETA XPovia
€TTEVOUOVTAI OPKETA PEYAAQ TTOOE Yia TNV avamTuen (developing) Twv Traixvidiwy, KaBWg Kal yia TNV
EPEUVNTIKA PEAETN O€ TTOAAEG ETTIOTAPES OTTWG TNG WUXIATPIKAG, TNG WUXOAOYIKAG, TNG IATPIKAG K.
KAgivovtag emonuaivetal o1, Je TNV Taxeia avamTuén tng TexvoAoyiag Tta TeAeutaia 20 xpovia, n
dnuioupyia evog TTaixvidiou gival OTI TTI0 KEPOOPOPO UTTAPXEI AUTA TNV OTIYUNA, VIO TIG HEYAAEG ETAIPIEG,
01611 dev €xouv TTpwTN UAN! ETmevduouv pev peydAa mood, aAAa dev «ayopdlouv» TTpwTn UAN Kal
autd eival OTI TTIO onuUAvTikG yia TNV TTapdywyn €vOog TTPOIOVTOG yia TNV PEYAAUTEpn duvath
Kepdoopia!
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NMAPAPTHMA 1

Mapdaprnua 1.1: Anuioupyia TOu APXIKOU HEVOU.

public class SoccerManager extends Activity {

[** Called when the activity is first created. */

@Override

public void onCreate(Bundle savedinstanceState) {
super.onCreate(savedinstanceState);
setContentView(R.layout.newgame);
Button NewGame= (Button) findViewByld(R.id.new_game_button);
Button Exit= (Button) findViewByld(R.id.exit_button);

NewGame.setOnClickListener(new OnClickListener() {

@Override
public void onClick(View v){

startActivity(new Intent("com.soccer.manager.MAINMENU"));

b

Exit.setOnClickListener(new OnClickListener() {

@Override
public void onClick(View v){

startActivity(new-Intent(SoccerManager.this, TestGame.class));

h;

MNapaprnua 1.2: Anuiouvpyia XML yia TO apXIKO HEVOU.

<?xml version="1.0" encoding="utf-8"?>
<RelativeLayout xmIns:android="http://schemas.android.com/apk/res/android"
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android:layout_width="match_parent"
android:layout_height="match_parent"
android:background="@drawable/soccer_blackboard"
android:gravity="center_horizontal"
android:orientation="vertical" >

<RelativeLayout
android:id="@+id/topLogo"
android:layout_width="fill_parent"
android:layout_height="110dp"
android:layout_alignParentTop="true"
android:layout_centerHorizontal="false" >

<ImageView
android:layout_width="fill_parent"
android:layout_height="fill_parent"
android:paddingTop="15dip"
android:src="@drawable/logol1" />
</RelativeLayout>

<RelativeLayout
android:id="@-+id/centerMenu"
android:layout_width="wrap_content'
android:layout_height="wrap_content"
android:layout_above="@+id/bottomlogo"
android:layout_below="@+id/topLogo" >

<Button
android:id="@+id/how_to play button"
android:layout_width="wrap_content"
android:layout sheight="wrap_content"
android:layout_alignParentLeft="true"
android:layout_centerVertical="true"
android:background="@drawable/loadgame" />

<Button
android:id="@+id/about_button"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_alignParentRight="true"

android:layout_centerVertical="true"
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android:background="@drawable/aboutgame" />

<Button
android:id="@+id/new_game_button"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_alignTop="@+id/centerMenu"
android:layout_centerHorizontal="true"
android:background="@drawable/newgame" />

<Button

android:id="@-+id/exit_button"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_alignLeft="@+id/new_game_button
android:layout_alignParentBottom="true"
android:background="@drawable/exitgame" />

</RelativeLayout>

<RelativeLayout
android:id="@+id/bottomlogo"
android:layout_width="fill_parent"
android:layout_height="110dp"
android:layout_alignParentBottom="true" >

<ImageView
android:layout_width="fill_parent"
android:layout_height="fill_parent"
android:paddingTop="15dip"
android:src="@drawable/logo2" />
</RelativeLayout>
</RelativeLayout>

NapdapTnua 1.3: Anuioupyia emAoyn¢ oyadac (yia tnv AyylAia).

package com.soccer.countries;
import java.util. ArrayList;

import android.app.Activity;

import android.app.AlertDialog;

import android.content.Context;

import android.content.DialogInterface;
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import android.content.Intent;

import android.graphics.Color;

import android.graphics.Typeface;

import android.os.Bundle;

import android.view.View;

import android.view.View.OnClickListener;
import android.widget.Button;

import android.widget.RelativeLayout;
import android.widget. TextView;

import com.soccer.manager.Menu;

import com.soccer.manager.R;

import com.soccer.manager.Teams;
import com.soccer.manager.TeamsName;
import com.soccer.manager.ViewSquad,;
import com.soccer.opengl.GLTactics;

public class England extends Activity implements TeamsName{

private String Team;
final Context context=this;

@Override

public void onCreate(Bundle England) {

super.onCreate(England);

setContentView(R.layout.england);

Team=getintent().getStringExtra("ChooseCountry");

Typeface tf = Typeface.createFromAsset(getAssets(), "ITCKrist.ttf");

TextView Team_Selection = (TextView) findViewByld(R.id. Team_Selection);

Team_Selection.setTextColor(Color. WHITE);
Team_Selection.setTextSize(16);
Team_Selection.setText("Team Selection");
Team_Selection.setTypeface(tf);

[* Apxikotroinon piag Aiotag pe Ta kouutid (Squad) yia kaBe ouddag */

ArrayList<Button> squadButtonList = new ArrayList<Button>();
squadButtonList.add((Button) findViewByld(R.id.arsenal_squad));
squadButtonList.add((Button) findViewByld(R.id.chelsea_squad));
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squadButtonList.add((Button) findViewByld(R.id.liverpool_squad));
squadButtonList.add((Button) findViewByld(R.id.manchesterunited_squad));
squadButtonList.add((Button) findViewByld(R.id.backbutton));

Button BackButton = squadButtonList.get(4);
BackButton.setTextColor(Color. WHITE);
BackButton.setTextSize(12);
BackButton.setText("Back");
BackButton.setTypeface(tf);

[* AloTpExeTal n AioTa he Ta KOUPTTIA KAl avTIOTOIXICETOI KABE KOUNTTi 0TNV oudGda*/

for (inti = 0; i < squadButtonList.size(); i++) {
final Button teamButton = squadButtonList.get(i);
if (i==0)({
teamButton.setOnClickListener(new-OnClickListener() {

[* Mg éva KAk Event, divetal atmd pia SIETTa@r) To OVOUa TnG ouddag Kal KaAgital n KAGon
ViewSquad yia Tnv egeavion tng NioTag Twv TTaXTwv.*/

@Override
public void onClick(View v) {
name("Arsenal”);
Intent intent = new Intent(England.this,ViewSquad.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);

b;

if (i==1){
teamButton.setOnClickListener(new OnClickListener() {

@Override
public void onClick(View v) {
name("Chelsea");
Intent intent = new Intent(England.this,
ViewSquad.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
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i
}
if (i==2){
teamButton.setOnClickListener(new OnClickListener() {
@Override
public void onClick(View v) {
name("Liverpool);
Intent intent = new Intent(England.this,
ViewSquad.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
}
b
}
if (i==3){
teamButton.setOnClickListener(new OnClickListener() {
@OQyerride
public void onClick(View v) {
name("Manchester United");
Intent intent = new Intent(England.this,
ViewSquad.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
}
b
}
[* ApxikoTroinon Tou KouuTriou Back */
if(i == 4){
teamButton.setOnClickListener(new OnClickListener() {
@Override
public void onClick(View v){
finish();
}
b
}

AvaTrTugn AaT@oppag duo TaixTwy og Android TrepiBaAAov




MeTtatrTuxiakr AilaTpin

Kapadiuag XproTog

[* ApxikoTtroinon piag Aiotag pe Ta KoupTrid (Select) yia kG8e opddag */

ArrayList<Button> selectButtonList = new ArrayList<Button>();
selectButtonList.add((Button) findViewByld(R.id.arsenal_select));
selectButtonList.add((Button) findViewByld(R.id.chelsea_select));
selectButtonList.add((Button) findViewByld(R.id.liverpool_select));
selectButtonList.add((Button) findViewByld(R.id.manchesterunited_select));

for(int i=0; i < selectButtonList.size(); i++){
final Button teamButton = selectButtonList.get(i);

if(i==0){

teamButton.setOnClickListener(new OnClickListener() {

[* Mg éva KAIK Event, divetal atré pia SIETTa@n 1o OVOPA TNG OpAdas Kal EPpavifeTal Eva Jrvuua yia
TNV a1T0d0XM TNG ETTIAOYNG TG CUYKEKPIUEVNG OUGd0G.*/

@Override
public void onClick(View v) {

AlertDialog.Builder(context);

DialogInterface.OnClickListener() {

Menu.class);

/I Do something when the button is clicked

name("Arsenal");
AlertDialog.Builder alertDialogBuilder = new

Il set title
alertDialogBuilder.setTitle(Team);

/I set dialog message

alertDialogBuilder

.setMessage("Are you sure to choose Arsenal Team?")
.setCancelable(false)

.setPositiveButton("Yes",new

@Override

public void onClick(Dialoglnterface dialog,int id) {
/1 if this button is clicked, close
/Il current activity
Intent intent = new Intent(England.this,

startActivityForResult(intent, 0);

)
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DialogInterface.OnClickListener() {

s
}
if(i==1){

.setNegativeButton("No",new

@Override

public void onClick(DialogInterface dialog,int id) {
/I if this button is clicked, just close
/I the dialog box and do nothing
dialog.cancel();

b

/I create alert dialog
AlertDialog alertDialog = alertDialogBuilder.create();

/I show it
alertDialog.show();

teamButton.setOnClickListener(new OnClickListener() {

@Override
public vaid onClick(View v) {

AlertDialog.Builder(context);

DialogInterface.OnClickListener() {

[F'Do something when the button is clicked

name("Chelsea");
AlertDialog.Builder alertDialogBuilder = new

Il set title
alertDialogBuilder.setTitle(Team);

/I set dialog message

alertDialogBuilder

.setMessage("Are you sure to choose Chelsea Team?")
.setCancelable(false)

.setPositiveButton("Yes",new

@Override

public void onClick(DialogInterface dialog,int id) {
/1 if this button is clicked, close
I current activity
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Menu.class);

DialogInterface.OnClickListener() {

s
}
if(i==2){

Intent intent = new Intent(England.this,

startActivityForResult(intent, 0);

)

.setNegativeButton("No",new

@Override

public void onClick(Dialoginterface dialog,int id) {
/I if this button is clicked, just close
/I the dialog box and do nothing
dialog.cancel();

s

/Il create alert dialog
AlertDialog alertDialog = alertDialogBuilder.create();

/I show it
alertDialog.show();

teamButton.setOnClickListener(new OnClickListener() {

@0Override
public void onClick(View v) {

AlertDialog.Builder(context);

// Do something when the button is clicked

name("Liverpool");
AlertDialog.Builder alertDialogBuilder = new

Il set title
alertDialogBuilder.setTitle(Team);

Il set dialog message

alertDialogBuilder

.setMessage("Are you sure to choose Liverpool Team?")
.setCancelable(false)
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DialogInterface.OnClickListener() {

Menu.class);

DialogInterface.OnClickListener() {

s
}
if(i==3){

.setPositiveButton("Yes",new

@Override

public void onClick(DialogInterface dialog,int id) {
/1'if this button is clicked, close
Il current activity
Intent intent = new Intent(England.this,

startActivityForResult(intent, 0);

)

.setNegativeButton("No";new

@Override

public void onClick(Dialoglnterface dialog,int id) {
/I if this button is clicked, just close
/I'the dialog box and do nothing
dialog.cancel();

s

/Il create alert dialog
AlertDialog alertDialog = alertDialogBuilder.create();

[/ show it
alertDialog.show();

teamButton.setOnClickListener(new OnClickListener() {

@Override
public void onClick(View v) {

AlertDialog.Builder(context);

// Do something when the button is clicked

name("Manchester United");
AlertDialog.Builder alertDialogBuilder = new

/I set title
alertDialogBuilder.setTitle(Team);
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Team?")

DialogInterface.OnClickListener() {

Menu.class);

DialogInterface.OnClickListener() {

Ds

}

Il set dialog message
alertDialogBuilder
.setMessage("Are you sure to choose Manchester United

.setCancelable(false)
.setPositiveButton("Yes",new

@Override

public void onClick(Dialoginterface dialog,int id) {
/1 if this button is clicked, close
Il current activity
Intent intent = new Intent(England.this,

startActivityForResult(intent, 0);

)

.setNegativeButton("No",new

@Override

public void onClick(Dialoginterface dialog,int id) {
/I if this button is clicked, just close
/I the dialog box and do nothing
dialog.cancel();

s

/Il create alert dialog
AlertDialog alertDialog = alertDialogBuilder.create();

/I show it
alertDialog.show();

[* Apxikotroinon piag Aiotag pe Ta koupTid (Tactics) yia Ka6e oudda */

ArrayList<Button> tacticsButtonList = new ArrayList<Button>();
tacticsButtonList.add((Button) findViewByld(R.id.arsenal_tactics));
tacticsButtonList.add((Button) findViewByld(R.id.chelsea_tactics));
tacticsButtonList.add((Button) findViewByld(R.id.liverpool_tactics));
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tacticsButtonList.add((Button) findViewByld(R.id.manchesterunited_tactics));

for(int i=0; i < tacticsButtonList.size(); i++){
final Button teamButton = tacticsButtonList.get(i);
if(i==0){

I* Me éva KAk Event, divetal atrd pia SIETTaPn To Ovopa TG OPAdAG Kal KAAEITal N KAGoN yia TNV
EMQAVION TNG TOKTIKAG YIa KABE oudda.*/

teamButton.setOnClickListener(new OnClickListener() {

@Override

public void onClick(View v){
name("Arsenal");
Intent intent = new Intent(England.this, GLTactics.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);

}
b
}
if(i==1){
teamButton.setOnClickListener(new OnClickListener() {
@Override
public void onClick(View v){
name("Chelsea");
Intent intent = new Intent(England.this, GLTactics.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
}
b
}
if(i==2){

teamButton.setOnClickListener(new OnClickListener() {

@Override

public void onClick(View v){
name("Liverpool");
Intent intent = new Intent(England.this, GLTactics.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
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}
b
}
if(i==3){
teamButton.setOnClickListener(new OnClickListener() {
@Override
public void onClick(View v){
name("Manchester United");
Intent intent = new Intent(England.this, GLTactics.class);
intent.putExtra("ChooseTeam", Team);
startActivityForResult(intent, 0);
}
b
}
}
}
@Override

public String name(String Teamname){
this. Team=Teamname;
return Teamname;

NapdapTnua 1.4: Apyxikommoinon AioTa¢ mMaIXTWV Kal HEB0d0o¢ via TV
OnuIoupyvia AioTac.

[* H NioTa Twv TTaixtwv padi JeTd OAa Ta XaApPaKTNEIOTIKA TOUG */

public ArrayList<Players> PlayersTeams() {

ArrayList<Players> Array = new ArrayList<Players>();

db = (new dbHelper(context)).getWritableDatabase();

cursor = db.rawQuery("SELECT _id, NumberT, Name, Surname FROM
players WHERE Teamname="'+ teamName + """, null);

cursor.moveToFirst();

if (cursor.moveToFirst()) {

do {

Players team = new Players(id, number, name, surname);
team.setid(Integer.parselnt(cursor.getString(0)));
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team.setNumber(cursor.getString(1));
team.setName(cursor.getString(2));
team.setSurname(cursor.getString(3));
Array.add(team);
} while (cursor.moveToNext());
db.close();
}

return Array;

Mapdaprnua 1.5: AnUIoupyia MVAKWY KAl £E1I0AYWYN KATAXWPNTEWYV.

[* O1 mrivakeg o SQLite android epiBaAAoOvV KaBwg Kal o1 KATaXwPHoEig OAWY TwWV XaPaKTNPIOTIKWY
KAl TWV OTATIOTIKWY TWV TTAIXTWV. */

<sql>

<statement>CREATE TABLE IF NOT EXISTS Teams (TeamName varchar(30),Country
varchar(30),primary key(TeamName)) </statement>

<statement>CREATE TABLE IF NOT EXISTS Players (_id int, NumberT int,Name
varchar(20),Surname varchar(30),Teamname varchar(25),Weight varchar(10) ,Height
varchar(10),Position varchar(30),Age integer not null,Nationality varchar(20),primary
key(Name,Surname),foreign key(Teamname) REFERENCES Teams(TeamName))</statement>

<statement>CREATE TABLE IF NOT EXISTS PlayersStatsTS (NameTS varchar(20),SurnameTS
varchar(30),Dribble integer not null,Shooting integer not null,Passing int not null,LongPass int not
null,Heading int not null,Defence int not null,Attack int not null,Pace int not null,Power int not

null, Teamwork int not null,Fitness int not null,Form int not null,primary
key(NameTS,SurnameTS),foreign - key(NameTS,SurnameTS) REFERENCES
Players(Name,Surname))</statement>

<statement>CREATE TABLE IF NOT EXISTS PlayersStatsGK (NameGK varchar(20),SurnameGK
varchar(30),Goalkeeping-int not null,Positioning int not null,Jumping int not null,Passing int not
null,Shooting int not null,Pace int not null,Power int not null, Teamwork int not null,Fitness int not
null,Form int not null,primary key(NameGK,SurnameGK),foreign key(NameGK,SurnameGK)
REFERENCES Players(Name,Surname))</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(1,13,'Wojciech’,'Szczesny','Arsenal’,'84kg','1.95m','Goalkeeper’,22,'Poland’)
</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(2,24,'Vito','Mannone','Arsenal’,'73kg','1.94m’','Goalkeeper',24, 'ltaly’)</statement>
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<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(3,21,'Lukasz','Fabianski','Arsenal’,'84kg','1.90m’','Goalkeeper’,27,'Poland’) </statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(4,25,'Carl','Jenkinson’,'Arsenal’,'79kg’,'1.85m','Left/Right Defender’,20,'England’)</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(5,3,'Bacary’,'Sagna’,'Arsenal','72kg','1.73m','Left/Right Defender',29,'France’)</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height, Position,Age,Nationality) values
(6,6,'Laurent','Koscielny','Arsenal’,'75kg’','1.86m’','Center Defender',26,'France’)</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(7,4,'Per','Mertesacker','Arsenal’,'90kg','1.98m','Center Defender',27,'Germany')</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(8,11,'Andre','Dos Santos','Arsenal','76kg','1.79m’,'Left Defender',28,'Brazil')</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(9,5, Thomas','Vermaelen','Arsenal’,"75kg’,'1.82m’,'Left/Center Defender’,26,'Belgium’)</statement>

<statement>INSERT INTO Players
(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(10,18,'Sebastien’,'Squillaci’,'Arsenal’,"76kg’,'1.84m’,'Center Defender’,26,' France')</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(11,28,'Kieran','Gibbs','Arsenal’','70kg','1.80m’,'Left Defender',27,'England’)</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(12,49,'Ignasi','Miquel','Arsenal','85kg",'1.93m",'Center Defender',19,'Spain")</statement>
<statement>INSERT INTO Players
(_id,NumberT,Name,Surname,Teamname,Weight,Height,Position,Age,Nationality) values
(13,20,'Johan’,'Djourou’,'Arsenal’,'83kg','1.91m’,'Center Defender',25,'Switzerland')</statement>
<statement>INSERT INTO Players
(_id,NumberT,Name,Surname,Teamname,Weight,Height,Position,Age,Nationality) values
(14,40,'Craig','Eastmond','Arsenal’,'75kg','1.83m’,'Left/Right Defender',21,'England’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(15,56,'Nico','Gennaris','Arsenal’,'65kg','1.70m','Right Defender',18,'England’)</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(16,2,'Abou’,'Diaby','Arsenal’,'75kg','1.88m','Midfielder/Defensive
Midfielder',25,'France')</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(17,19,'Jack’,'Wilshere','Arsenal’,'65kg’,'1.70m’,'Defensive
Midfielder/Midfielder',20,'England’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(18,8,'Mikel','Arteta’,'Arsenal','74kg','1.76m','Midfielder/Attacking Midfielder',30,'Spain')</statement>
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<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(19,7, Tomas','Rosicky','Arsenal','67kg’,'1.78m’,'Center/Right Attacking Midfielder',32,'Czech
Republic’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(20,16,'Aaron’,'Ramsey','Arsenal’,'76kg','1.78m','Center/Left Midfielder',21,'Wales")</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(21,19,'Santi','Carzola’,'Arsenal’,'69kg','1.68m','Center/Right Attacking
Midfielder',27,'Spain’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(22,9,'Lucas','Podolksi','Arsenal','76kg’,'"1.79m’,'Center/Left Forward',27,'Germany")</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(23,26,'Emmanuel’,'Frimpong’,'Arsenal’,'83kg’,'1.83m’,'Defensive
Midfieder',19,'England’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height;Position,Age,Nationality) values
(24,39,'Francis','Coquelin','Arsenal','73kg','1.78m",'Left/Right Midfieder',21,'France')</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(25,34,'Chuks','/Aneke’,'Arsenal’,'83kg','1.91m','Defensive Midfielder',21,'England’)</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(26,56,'Alex Oxlade','Chamberlain’,'Arsenal’,'70kg’,'1.80m’,'Left/Right
Midfieder',18,'England’)</statement>

<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(27,12,'Oliver','Giroud','Arsenal’,'84kg’,'1.92m’,'Striker',28,'France’)</statement>
<statement>INSERT INTO Players
(_id,NumberT,Name,Surname,Teamname,Weight,Height,Position,Age,Nationality) values
(28,29,'Marouane','Chamakh’,'Arsenal’,'70kg’,'1.85m','Left/Right Forward',18,'Marroco’)</statement>
<statement>INSERT INTO-Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(29,14, Theo','Walcott';'Arsenal','68kg','1.75m','Right Forward',23,'England’)</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values (30,27,
''Gervinho','Arsenal','68kg','1.79m','Left/Right/Center Forward',24,'Ivory Coast')</statement>
<statement>INSERT INTO Players

(_id,NumberT,Name,Surname, Teamname,Weight,Height,Position,Age,Nationality) values
(31,33,'Benik’,'Afobe’,'Arsenal’','70kg','1.79m’','Right Forward',18,'England’)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
('Wojciech','Szczesny',79,82,82,80,85,67,79,79,68,6)</statement>
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<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values ('Vito','Mannone',75,75,81,76,66,79,50,70,65,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fithess,Form) values
('Lukasz','Fabianski',79,82,77,77,72,79,76,70,68,4)</statement>

<statement>INSERT INTO

PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (' *,'Hilario’,81,80,83,82,78,80,70,65,68,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values ('Ross','Turnbull',83,85,80,79,55,82,69,52,60,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Petr','Cech',94,96,83,89,65,88,85,75,73,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('‘Brad','Jones',83,83,80,82,77,65,80,79,65,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Pasitioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Jose
Manuel','Reina’,88,86,83,82,80,70,83,75,68,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values (' ','Doni",87,85,79,80,80,68,73,80,78,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values (‘David','De Gea',88,86,84,80,82,71,59,82,70,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Anders','Lindegaard',72,74,78,75,77,59,70,79,69,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness;Form) values
('Nicolas','Douchez',83,82,85,82,70,69,72,77,66,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Alphonse','Areola’,86,87,85,79,85,68,70,82,68,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Salvatore','Sirigu’,75,75,81,76,79,69,70,80,69,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values ('Mario','Gorgelin',81,83,84,80,70,80,32,77,66,6)</statement>
<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
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ower,Teamwork,Fitness,Form) values
('Remy','Vercoutre',86,87,85,79,85,82,59,82,70,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values
(‘Anthony','Lopes',75,75,81,76,79,79,50,80,70,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fithess,Form) values ('"Manuel','Neuer',93,96,82,86,75,65,90,90,73,8)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values ('Lukas','Raeder',85,87,85,79,85,82,59,82,66,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘'Tom’','Sharke',75,75,81,76,79,79,50,80,69,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
('Maximilian','Riedmuller',72,74,78,75,77,75,70,79,65,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Pasitioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
('Roman','Weidenfeller',82,83,80,82,80,68,83,68,70,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
('Mitchell','Langerak’,80,80,77,79,80,62,76,72,65,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,;GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘'Zlatan','Alomerovic',75,75,81,76,79,69,50,80,82,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form).values
(‘Balazs','Megyeri',79,77,83,77,78,67,78,85,65,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Roy','Carroll’,80,80,77,74,72,74,80,60,65,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
(‘Andreas','Gianniotis',73,75,77,78,80,77,82,75,68,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Stefanos','Kotsolis',76,78,77,77,80,76,77,71,82,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Stefanos','Kapino',84,82,83,79,80,65,82,90,70,5)</statement>
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<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values
('Sotiris','Karnezis',83,82,82,79,80,65,75,79,70,7)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Sanz','Jacobo',77,81,77,75,78,61,84,57,60,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values
(‘Asterios','Giakoumis',82,84,81,79,82,69,82,82,64,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Panagiotis','Glykos',75,75,81,76,79,68,70,80,59,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Marco’,’Amelia’',83,84,78,75,77,62,78,69,68,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values (' ','Gabriel',82,82,85,82,70,60,80,77,68,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
(‘Christian','Abbiati',86,87,79,79,75,65,82,68,68,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
('Samir','Handanovic',87,96,84,82,77,70,83,85,71,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Vid','Belec',82,82,80,80,76,80,62,77,64,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
('Luca','Castellazzi',86,85,80,79,75,60,79,72,60,2)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Matteo','Cincilla’,75,75,81,76,79,59,72,80,65,2)</statement>
<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Gianluigi','Buffon’,94,98,83,80,82,63,83,88,63,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Alex','Branescu’,83,82,85,82,80,55,82,77,62,2)</statement>
<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Marco','Storari',86,87,85,79,75,62,79,72,69,3)</statement>
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<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Victor','Valdes',90,90,86,82,83,71,80,83,70,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Jose
Manuel','Pinto’,86,88,84,75,77,65,78,73,65,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Oier','Olazabal',83,82,85,82,73,62,75,77,68,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('lker','Casillas',96,98,88,84,85,72,80,89,71,7)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values (‘Antonio','Adan',87,87,78,82,82,65,77,79,64,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
("Jesus','Fernandez',83,82,85,82,75,60,72,77,56,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values ('Sergio','Asenjo',85,88,85,83,83,72,80,79,71,4)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Thibut','Courtois',86,87,78,82,82,65,77,79,64,6)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK;GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower,Teamwork,Fitness,Form) values (‘Joel','Ferndez',83,82,85,82,75,60,72,77,56,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
('Ralf','Fahrmann’,85,88,85,83,83,72,80,79,71,5)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fitness,Form) values
(‘Timo','Hildebrand',86,87,78,82,82,65,77,79,64,3)</statement>

<statement>INSERT INTO
PlayersStatsGK(NameGK,SurnameGK,GoalKeeping,Positioning,Jumping,Passing,Shooting,Pace,P
ower, Teamwork,Fithess,Form) values
(‘Lars','Unnerstall',86,86,86,82,75,60,72,77,56,3)</statement>

</sql>

MapdapTnua 1.6: AnUIOUPYIA KOUUTIIOU TAKTIKNG.

package com.soccer.tactics;
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import android.content.Context;

import android.graphics.Color;

import android.graphics.Typeface;

import android.view.MotionEvent;

import android.view.View;

import android.view.View.OnTouchListener;

import android.widget.Button;

import android.widget.RelativeLayout;

import android.widget.RelativeLayout.LayoutParams;

import com.soccer.manager.R;

import com.soccer.manager.TeamsName;

import com.soccer.opengl.GLTactics;

import com.soccer.tactics_groups.TacticGroup_5;

[* KA&on yia tTnv dnuioupyia Kal TNV Tou KOUuuTTiou 4-3-3 */
public class GLTactic_4 3 3 extends GLTactics implements TeamsName{
public static Button Tactic 4 3 3;
protected Context context;
protected GLTactics GLTactics;
protected TacticGroup_5 TacticGroup_5;
protected GLTactic 4 4 2 GLTactic 4 4 2;
protected GLTactic 4 2 3 1 GLTactic 4 2 3 1,
public RelativeLayout Buttons;
public GLTactic_4_.3_3 (Context context,String Teamname){
this.context=context;
this. TeamSelected=Teamname;
this.GLTactics=new GLTactics();
this.Buttons=new RelativeLayout(context);
this.TacticGroup_5=new TacticGroup_5(context,TeamSelected);
public Button Tactic_4 3 3 ()}

Typeface tf = Typeface.createFromAsset(context.getAssets(),"ITCKrist.ttf");

[* Anuioupyia Kal TTOPAPETPOTTIOINGN TOU KOUMTTIOU 4-3-3 */
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Tactic_4_ 3 3=new Button(context);
Tactic_4 3 3.setText("3-4-3");
Tactic_4 3 3.setTextColor(Color.BLACK);
Tactic_4 3 3.setTextSize(12);
Tactic_4 3 3.setTypeface(tf);
Tactic_4 3 3.setld(6);
Tactic_4 3 3.setPadding(0, 0, 0, 0);

Tactic_4_3 3.setBackgroundResource(R.drawable.tbutton);

RelativeLayout.LayoutParams Tactic_6 = new

LayoutParams(android.view.ViewGroup.LayoutParams.WRAP_CONTENT,android.view.ViewGroup

.LayoutParams.WRAP_CONTENT);

Tactic_6.height=42;
Tactic_6.width=80;
Tactic_6.leftMargin=180;

Tactic_6.addRule(RelativeLayout:ALIGN_PARENT_LEFT,
RelativeLayout. TRUE);

Tactic_6.addRule(RelativeLayout. ALIGN_PARENT_TOP,
RelativeLayout. TRUE);

Tactic_4_3 3.setLayoutRarams(Tactic_6);

[*ANayn diatagng ue éva click Event.Zrnv TTpoKopevn TTEPITITWON Ta Ol GAAEG duo dIaBETIUES
KaraoTaong €ivai 10 4-4-2 kai 1o 4-2-3-1.%/

Tactic_4_3_3.setOnTouchListener(new OnTouchListener() {
@Override
public boolean onTouch(View v, MotionEvent event) {
Tactic_4_3 3.setBackgroundColor(Color.GRAY);

GLTactic_4 4 2.Tactic_ 4 4 2.setBackgroundResource(R.drawable.tbutton);

GLTactic_ 4 2 3 1.Tactic_4 2 3 1.setBackgroundResource(R.drawable.tbutton);

String Tact="4_3 3",

TacticGroup_5 glr=new TacticGroup_5(context,TeamSelected);
TacticGroup_5.Tacticl = Tact;
return true;

}
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return Tactic 4 3_3;

Mapdaprnua 1.6: AnUIoupyida apXIKRS AITEIKOVNONS TWYV OVTIKEINEVWYVY UE
OpenGL.

package com.soccer.game;

import javax.microedition.khronos.egl. EGLConfig;
import javax.microedition.khronos.opengles.GL10;

import com.soccer.opengl.GLPitch;
import com.soccer.opengl.Ball;
import com.soccer.opengl.Midfielder;
import com.soccer.opengl.Vector2;

import android.content.Context;
import android.opengl.GLSurfaceView.Renderer;

[* YAoTroinon Kal eVvEPYOTToiNan AVTIKEIMEVWW ¥/

public class SoccerRender implements. Renderer{

private Ball Ball;
private GLPitch GLPitch;
private Midfielder Midfielder;

private Context context;
private longdoopStart=0;
private long loopEnd = 0;
private long loopRunTime =0 ;

public float x,y;
public static int Moving=1;

public Vector2 position=new Vector2();

public SoccerRender(Context context){
this.context=context;

[* ApxIKr) B€on Tou TTaiXTN OTOV AYWVIOTIKO XWPEO */
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this.position=new Vector2(290.f,280.0f);

[* ApxIkr) Béon TNG UTTGAQ OTOV AYWVICTIKO XWPO */
this.Ball=new Ball(289.0f,387.0f);
this.GLPitch=new GLPitch();
this.Midfielder=new Midfielder("Arsenal");

[* ApXIKOTTOINON TOU QyWVIOTIKOU XWpEOou */
public void Pitch(GL10 gl) {
GLPitch.Field_Cordiantion();

gl.gIMatrixMode(GL10.GL_MODELVIEW);
gl.glLoadldentity();
gl.gIPushMatrix();
gl.glTranslatef(0.0f, 0.0f, 0.0f);
gl.gIMatrixMode(GL10.GL_TEXTURE);
gl.glLoadldentity();

Il gl.glDepthMask(true);

GLPitch.draw(gl);

gl.glPopMatrix();
gl.glLoadldentity();

[* Apxikotroinon Tng UTréAag */
public void Ball(GL10 gl) {

gl.gIMatrixMode(GL10.GL_MODELVIEW);
gl.glLoadldentity();
gl.glPushMatrix();

/* TTotro0£TNON TNG UTTAAAG OTIG CUVTETAYUEVEG X,y TTOU €Xel 0 Constractor */

gl.glTranslatef(Ball.x, Ball.y, 0.0f);
gl.gIMatrixMode(GL10.GL_TEXTURE);
gl.glLoadldentity();

Ball.draw(gl);
gl.glPopMatrix();
gl.glLoadldentity();

public void Midfielder(GL10 gl) {
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Midfielder.setPosition(position);
Midfielder.x=Midfielder.getPosition().x;
Midfielder.y=Midfielder.getPosition().y;

if (Midfielder.y > 350) {
if (Midfielder.x == 510) {

Moving =2;

}

if (Midfielder.x == 100) {
Moving = 3;

}

gl.gIMatrixMode(GL10.GL_MODELVIEW);
gl.glLoadldentity();
gl.glPushMatrix();
gl.glTranslatef(Midfielder.x,Midfielder.y, 0.0f);
[* TIEPITITWOEIG yIA TNV Kivnon TOU TTaiXTn avaAoya UE TIG CUVTETAYMEVEG X,y TTOU BpiokeTal */
switch (Moving){

case 1§

if(Midfielder.getPosition().x <= (GLPitch.Right_Line.x -

Midfielder.getWidth())){
Midfielder.MovingEntityDown();
gl.glTranslatef(0.0f,0.0f,0.0f);
gl.gIMatrixMode(GL10.GL_TEXTURE);
gl.glLoadldentity();
}
break;
}
case 2§
if(Midfielder.y <= (GLPitch.Up_Line.y -
Midfielder.getHeight())){

Midfielder.y += SoccerGame.velocity;
gl.glTranslatef(0.0f,0.0f, 0.0f);
gl.glMatrixMode(GL10.GL_TEXTURE);
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gl.glLoadldentity();
}

break;
}
case 3]
if(Midfielder.x >= GLPitch.Up_Line.x){
Midfielder.MovingEntityUp();
gl.glTranslatef(0.0f,0.0f, 0.0f);
gl.glMatrixMode(GL10.GL_TEXTURE);
gl.glLoadldentity();

}

break;
}
case 44
if(Midfielder.y <=.GLPitch.Up_Line.y){
Midfielder.y += SoccerGame.Move_Player;
glglTranslatef(0.0f,0.0f, 0.0f);
gl.gIMatrixMode(GL10.GL_TEXTURE);
gl.glLoadldentity();

}
hreak;
}
}
Midfielder.draw(gl);

gl.glPopMatrix();
gl.glLoadldentity();

@Override
public void onSurfaceChanged(GL10 gl, int width, int height) {
gl.glViewport(0, 0, width,height);
gl.gIMatrixMode(GL10.GL_PROJECTION);
gl.glLoadldentity();
gl.glOrthof(600.0f, 0.0f, 800.0f, 0.0f, -1.0f, 1.0f);
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@Override

public void onSurfaceCreated(GL10 gl, EGLConfig config) {
gl.glEnable(GL10.GL_TEXTURE_2D);
gl.glClearDepthf(1.0f);
gl.glEnable(GL10.GL_DEPTH_TEST);
gl.glDepthFunc(GL10.GL_LEQUAL);
gl.glEnable(GL10.GL_BLEND);
gl.glBlendFunc(GL10.GL_ONE, GL10.GL_ONE);

GLPitch.loadGLTexture(gl, this.context);
Midfielder.loadGLTexture(gl, this.context);
Ball.loadGLTexture(gl, this.context);

/I Frame independent movement

@Override
public void onDrawFrame(GL10 gl) {

/[Start Threading

loopStart = System.currentTimeMillis();
try {
if loopRunTime < SoccerGame.GAME_THREAD_FPS_SLEEP)

Thread.sleep(SoccerGame.GAME_THREAD_FPS_SLEEP -
loopRunTime);

}

} catch (InterruptedException e) {

e.printStackTrace();

}
gl.gIClear(GL10.GL_COLOR_BUFFER_BIT | GL10.GL_DEPTH_BUFFER_BIT);

Pitch(gl);
Midfielder(gl);
Ball(gl);

update(loopRunTime); // Avavewan Tou XpOVOU VIO TNG VEEG
OUVTETOYMEVEG.

gl.glEnable(GL10.GL_BLEND);
gl.giBlendFunc(GL10.GL_ONE, GL10.GL_ONE_MINUS_SRC_ALPHA);
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loopEnd = System.currentTimeMillis();
loopRunTime = ((loopEnd - loopStart));

NapdpTnua 1.7: AnUioupyia AVTIKEINEVOU

package com.soccer.opengl;
import java.nio.ByteBuffer;
import java.nio.ByteOrder;
import java.nio.FloatBuffer;
import java.util. ArrayList;

import javax.microedition.khronos.opengles.GL10;

import android.content.Context;

import android.graphics.Bitmap;

import android.graphics.Canvas;

import android.graphics.Color;

import android.graphics.Paint;

import android.graphics.Paint.Align;

import android.graphics.Typeface;

import android.graphics.drawable.Drawable;
import android.opengl.GLUtils;

import com.soccer.manager.ListPlayers;
import com.soccer.manager.TShirts;
import com.soccer.manager.Teams;

public class AttackingMidfielder extends Teams{
private int[] textures = new int[1];

private FloatBuffer textureBuffer;

private ByteBuffer indexBuffer;

private String AttackingMidfielderNumber;
private Paint textNumber;

protected Context context;

private int CenterNumberY;
private int CenterNumberX;

private FloatBuffer vertexBuffer; // buffer holding the vertices
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private int BitmapX;
private int BitmapY;
private int id;

private String Teamname;

protected String number;
protected String name;
protected String surname;

private float vertices[] = {
0.0f, 0.0f, 0.0f,
32.0f, 0.0f, 0.0f,
32.0f, 30.0f, 0.0f,
0.0f, 32.0f, 0.0f,
h

private float texture[] = {
/I Mapping coordinates for the vertices
0.0f, 1.0f,
1.0f, 1.0f,
1.0f, 0.0f,
0.0f, 0.0f,
h
private byte indices|[] = {
0,1,2,2,3,0
3

public AttackingMidfielder(String Teamname) {
super(Teamname);
this.Teamname=Teamname;

ByteBuffer byteBuffer = ByteBuffer.allocateDirect(vertices.length * 4);
byteBuffer.order(ByteOrder.nativeOrder());

vertexBuffer = byteBuffer.asFloatBuffer();

vertexBuffer.put(vertices);

vertexBuffer.position(0);

byteBuffer = ByteBuffer.allocateDirect(texture.length * 4);
byteBuffer.order(ByteOrder.nativeOrder());
textureBuffer = byteBuffer.asFloatBuffer();
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textureBuffer.put(texture);
textureBuffer.position(0);

indexBuffer = ByteBuffer.allocateDirect(indices.length);
indexBuffer.put(indices);
indexBuffer.position(0);

/I MeBodog yia Tng €tmAoyn TNG KATaAANANG @aveAAg Kal yia TO VOUPEPO TTOU AVTIOTOIXEl OTOV
TTaIXTn.

public void loadGLTexture(GL10 gl,Context context) {
Players TeamPlayers = new Players(Teamname, context, db, cursor);
ArrayList<Players> players = TeamPlayers.PlayersTeams ();
Players list_Players = new Players(id, number, surname);
players.add(list_Players);

[*Anuioupyia Factory yia tnv €mmAoyn TnG ouddag */

if(Teamname.equals("Arsenal")) {
textNumber = new Paint(); //
textNumber.setColor(Color.rgb(0, 0, 0));

AttackingMidfielderNumber = players.get(20).getNumber(); /* Traipvel 10
VOUMEPO aTTd TNV Bacn dedopswy */

}

if(Teamname.equals("Chelsea")) {
textNumber = new Paint();
textNumber.setColor(Color.rghb(85, 85, 85));
AttackingMidfielderNumber = players.get(12).getNumber();

}

if(Teamname.equals("Liverpool)) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(255, 255, 255));
AttackingMidfielderNumber = players.get(13).getNumber();

if(Teamname.equals("Manchester United")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 0, 0));
AttackingMidfielderNumber = players.get(21).getNumber();

if(Teamname.equals("Lyon")) {
textNumber = new Paint();
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textNumber.setColor(Color.rgb(255, 255, 255));
AttackingMidfielderNumber = players.get(18).getNumber();

if(Teamname.equals("Paris Saint Germain")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 0, 0));
AttackingMidfielderNumber = players.get(18).getNumber();
}
if(Teamname.equals("Bayern Munchen™)) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(145, 111, 1));
AttackingMidfielderNumber = players.get(18).getNumber();
}
if(Teamname.equals("Borussia Dortmund™)) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(255, 255, 255));
AttackingMidfielderNumber = players.get(17).getNumber();

if(Teamname.equals("FC Schalke 04")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 0, 0));
AttackingMidfielderNumber = players.get(15).getNumber();
}
if(Teamname.equals("Olympiakos")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 0, 0));
AttackingMidfielderNumber = players.get(17).getNumber();
}
if(Teamname.equals("Panathinaikos™)) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 0, 0));
AttackingMidfielderNumber = players.get(17).getNumber();
}
if(Teamname.equals("Paok")) {
textNumber = new Paint();
textNumber.setColor(Color.rgh(65, 65, 65));
AttackingMidfielderNumber = players.get(14).getNumber();
}
if(Teamname.equals("AC Milan™) {
textNumber = new Paint();
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textNumber.setColor(Color.rgb(255, 255, 255));
AttackingMidfielderNumber = players.get(22).getNumber();
}
if(Teamname.equals("InterMilan™)) {
textNumber = new Paint();
textNumber.setColor(Color.rgh(255, 255, 255));
AttackingMidfielderNumber = players.get(21).getNumber();
}
if(Teamname.equals("Juventus")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(175, 75, 75));
AttackingMidfielderNumber = players.get(18).getNumber();
}
if(Teamname.equals("Atletico Madrid")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(0, 10,.100));
AttackingMidfielderNumber = players.get(19).getNumber();
}
if(Teamname.equals("Barcelona™)){
textNumber = new Paint();
textNumber.setColor(Color.rgh(243, 225, 5));
AttackingMidfielderNumber = players.get(18).getNumber();
}
if(Teamname.equals("Real Madrid")) {
textNumber = new Paint();
textNumber.setColor(Color.rgb(55, 65, 105));
AttackingMidfielderNumber = players.get(19).getNumber();
}
/I loading texture
Bitmap bitmap = Bitmap.createBitmap(32, 32, Bitmap.Config.ARGB_8888);
BitmapX.= bitmap.getWidth();
BitmapY = bitmap.getHeight();

/I get a canvas to paint over the bitmap
Canvas canvas = new Canvas(bitmap);
bitmap.eraseColor(0);

TShirts Tshirts = new TShirts();

Drawable background = Tshirts. TeamTShirtsSelect(context, Teamname);
background.setBounds(0, 0, 32, 32);

background.setAlpha(255);

background.draw(canvas); // draw the background to our bitmap
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/I Draw the text
Typeface tf = Typeface.create("Helvetica", Typeface.BOLD);

textNumber.setTextSize(14);
textNumber.setAntiAlias(true);
textNumber.setTypeface(tf);
textNumber.setTextAlign(Align.CENTER);

CenterNumberX = ((BitmapX) / 2);
CenterNumberY = ((BitmapY) / 2);

canvas.drawText(AttackingMidfielderNumber, CenterNumberX,
CenterNumberY, textNumber);

/I generate one texture pointer

gl.glGenTextures(1, textures, 0);

/I ...and bind it to our array
gl.gIBindTexture(GL10.GL_TEXTURE_2D, textures[0]);

/I create nearest filtered texture

gl.giTexParameterf(GL10.GL <TEXTURE_2D, GL10.GL_TEXTURE_MIN_FILTER,
GL10.GL_NEAREST);

gl.glTexParameterf(GL10:GL_TEXTURE_2D, GL10.GL_TEXTURE_MAG_FILTER,
GL10.GL_LINEARY);

gl.glTexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_WRAP_S,
GL10.GL_CLAMP_TO_EDGE);

gl.glTexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_WRAP_T,
GL10.GL_REPREAT);

/I Use Android GLUtils to specify a two-dimensional texture image from our bitmap
GLUtils.teximage2D(GL10.GL_TEXTURE_2D, 0, bitmap, 0);

/I Clean up
bitmap.recycle();

}

/* The draw method for the square with the GL context */

public void draw(GL10 gl) {
/l bind the previously generated texture
gl.gIBindTexture(GL10.GL_TEXTURE_2D, textures[Q]);
gl.glFrontFace(GL10.GL_CCW);
// gl.glEnable(GL10.GL_CULL_FACE);
gl.glEnable( GL10.GL_BLEND );
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gl.glBlendFunc(GL10.GL_SRC_ALPHA, GL10.GL_ONE_MINUS_SRC_ALPHA);

gl.glCullFace(GL10.GL_BACK);
gl.glEnableClientState(GL10.GL_VERTEX_ARRAY);
gl.glEnableClientState(GL10.GL_TEXTURE_COORD_ARRAY);
gl.glVertexPointer(3, GL10.GL_FLOAT, 0, vertexBuffer);
gl.glTexCoordPointer(2, GL10.GL_FLOAT, 0, textureBuffer);
gl.glColor4f(1.0f, 1.0f, 1.0f, 1.0f);

gl.glDrawElements(GL10.GL_TRIANGLES,
indices.length,GL10.GL_UNSIGNED_BYTE, indexBuffer);

gl.glDisableClientState(GL10.GL_VERTEX_ARRAY);
gl.glDisableClientState(GL10.GL_TEXTURE_COORD:_ARRAY);
gl.glDisable(GL10.GL_CULL_FACE);

NapapTnua 1.8: Anpioupyia AAyopiOuwy

package com.soccer.algorithms;

/[ 'Eva Enumeration yia Tnv UAOTTOINCN TTPWTNG.HACNG TOU TTAPAKATW AAyOopIBuou

public enum Actions_Best_Dribble {

DRIBBLE_DTOL("Distance to offside line", 39, false),DRRIBLE_NOOA("Number of
opponent around",62,true),DRIBBLE_AG("Agent stamina”,29,false);

private final String description;
private final int weight;
private final boolean feasible;

private Actions_Best_Dribble(String description,int weight,boolean feasible){
this.deseription=description;
this.weight=weight;
this.feasible=feasible;

}
public String Description() {

return description;
}
public int Weight() {
return weight;

}

public boolean feasible() {
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return feasible;

[* AAy6pIBuOG yia TNV €0pean KAAUTEPNG evepyeiag (AakTiopaTog, TTdoag, vipitrAag) */
package com.soccer.algorithms;

import java.util. ArrayList;

public class AlgorithmFirstPhase {

private ArrayList<Actions_Best_Feasible_Dribble> bestFeasibleAction = new
ArrayList<Actions_Best_Feasible_Dribble>();

private ArrayList<Actions_Best_Dribble> bestAction = new
ArrayList<Actions_Best_Dribble>();

private ArrayList<Actions_FirstPhase> actions =new ArrayList<Actions_FirstPhase>();
private String [| names = new String[3];

private String selected_Dribble_String;

private String selected_Action;

private int selected_Dribble;

private Actions_FirstPhase e;

public String firstPhase(){
int max_Priority=0;
int priority=0;

actions.add(Actions_FirstPhase.DRIBBLE);
actions.add(Actions_FirstPhase.PASS);
actions.add(Actions_FirstPhase.SHOOT);

names[0]="DRIBBLE";
names[1]="PASS";
names[2]="SHOOT";

for(int i=0;i<names.length;i++){
priority=0;
e = e.valueOf(Actions_FirstPhase.class, names]i]);
for(Actions_FirstPhase b: actions){
if(b.name().equals(e.name())){
priority = priority + b.Weight();
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}

if(priority > max_Priority){
max_Priority=priority;
selected_Action=names]i];

}

return selected_Action;

[*AAYOPIBUOC yIa TNV €UPECN CUYKEKPIYEVNG EQIKTHG EVEPYEIAG (OTO OUYKEKPIUEVO TTAPADEIY A
TpoKeITal yia TpITTAapiopa).lNa tnv deutepn @acn */

public int firstPhaseFeasibleBestDribble(){

int max_Priority=0;
int priority=0;

bestFeasibleAction.add(Actions_Best Feasible Dribble.DRIBBLE_DTOL);
bestFeasibleAction.add(Actions_Best_Feasible_Dribble. DRRIBLE_NOOA);
bestFeasibleAction.add(Actions_Best_Feasible_Dribble.DRIBBLE_AG);

for(Actions_Best_Feasible_Dribble f: bestFeasibleAction){
while(f.feasible() == true){
priority = priority + f.Weight();
break;

}

if(priority > max_Priority){
max_Priority = priority;
selected_Dribble = max_Priority;

return selected_Dribble;

}

/[ 'Eva Enumeration yia Tnv uAoTroinon Tng dEUTEPNS YACNG TOU TTOPAKATW aAyopiBuou

public enum Actions_SecondPhase {

DRIBBLE_DTOL("Distance to offside line", 59),DRIBBLE_NOOA("Number of opponent
around",62),DRIBBLE_AG("Agent stamina”,56),

PASS PD("Pass distance",70),PASS_DTTPP("Distance to the penalty
point",61),PASS_NOOA("Number of opponent around",42),
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SHOOT_SS("Shoot speed",73),SHOOT_SD("Shoot
distance",58),SHOOT_A("Attackness",48);

private final int weight;
private final String description;

private Actions_SecondPhase(String description,int weight){
this.description = description;
this.weight = weight;

}
public String Description() {

return description;
}
public int Weight() {
return weight;

I* AAYyOpIBuOG yIa TNV eUpean KOAUTEPNG evepyeidg (AakTiopaTog, TTdoag, VvIpITTAaG).Asutepn @aon
aAyopiBuou*/

package com.soccer.algorithms;

import java.util. ArrayList;

public class AlgorithmSecondPhase {

private ArrayList<Actions_SecondPhase> actions = new
ArrayList<Actions_SecondPhase>();

private int selected_Action;

public int secondPhase(){
int dribble_Priority=0;
int pass_Priority=0;
int shoot_Priority=0;

actions.add(Actions_SecondPhase.DRIBBLE_AG);
actions.add(Actions_SecondPhase.DRIBBLE_DTOL);
actions.add(Actions_SecondPhase.DRIBBLE_NOOA);
actions.add(Actions_SecondPhase.PASS_DTTPP);
actions.add(Actions_SecondPhase.PASS_NOOA);
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actions.add(Actions_SecondPhase.PASS_PD);
actions.add(Actions_SecondPhase.SHOOT_A);
actions.add(Actions_SecondPhase.SHOOT_SD);
actions.add(Actions_SecondPhase.SHOOT_SS);

for(Actions_SecondPhase b: actions){

if(b.name().contains("DRIBBLE"))}{
dribble_Priority = dribble_Priority + b.Weight();

}
if(b.name().contains("PASS")}{
pass_Priority = pass_Priority + b.Weight();

}
if(b.name().contains("SHOOT")){
shoot_Priority = shoot_Priority + b.Weight();

}
}
if(dribble_Priority > pass_Priority && dribble_Priority > shoot_Priority){
selected_Action = pass_Priority;
else if(pass_Priority, >'shoot_Priority){
selected_Action = pass_ Priority;
}
else
selected_Action = shoot_Priority;
return selected_Action;
}

/* AAyOpIBl0G yia TRVEUpEon KaAUTEPNG evepyeiag (AakTiopaTtog, TrTdoag, vipiTTAag). Acagn TTpwTh
paon */

package com.soccer.algorithms;
import java.util. ArrayList;
public class AlgorithmFuzzyTwoPhase {
private ArrayList<Actions_Feasible_SecondPhase> actions = new
ArrayList<Actions_Feasible_SecondPhase>();

private Integer[] Pinax_Int=new Integer[12];
private String[] Pinax_String=new String[12];
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private String selected_Action;
private String priority_String;

public String firstTwoFuzzyPhase(){
int priority=0;
int i=0;

actions.add(Actions_Feasible_SecondPhase.DRIBBLE_AG);

actions.add(Actions_Feasible_SecondPhase.DRIBBLE_DTOL);
actions.add(Actions_Feasible_SecondPhase.DRIBBLE_NOOA);
actions.add(Actions_Feasible_SecondPhase.PASS_DTTPP);

actions.add(Actions_Feasible_SecondPhase.PASS _NOOA);
actions.add(Actions_Feasible_SecondPhase.PASS_PD);
actions.add(Actions_Feasible_SecondPhase.SHOOT_A);
actions.add(Actions_Feasible_SecondPhase.SHOOT_SD);
actions.add(Actions_Feasible_SecondPhase.SHOOT_SS);
actions.add(Actions_Feasible_SecondPhase.ALL._AlIP);
actions.add(Actions_Feasible_SecondPhase.ALL_TDTA);

for(Actions_Feasible_SecondPhase b: actions){

priority=1;
while(i < 12){

if(b.name().contains(*"DRIBBLE")){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";

}
else if(priority > 33 && priority < 66){

}

else{

}
if(b.name().contains("PASS"){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String][i] = "Low";

Pinax_String[i] = "Medium";

Pinax_String[i] = "High";

}
else if(priority > 33 && priority < 66){

}

else{

Pinax_String[i] = "Medium";

Pinax_String[i] = "High";
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if(b.name().contains("SHOOT")){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";
break;

else if(priority > 33 && priority < 66){
Pinax_String[i] = "Medium";
break;

}

else{

Pinax_String[i] = "High";
break;

}
}if(b.name().contains("ALL")){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";
break;

}
else if(priority > 33 && priority < 66){
Pinax_String[i] = "Medium";

break;
}
else{
Pinax_String[i] = "High";
break;
}
}
}
i++;

if((Pinax_String[0].equals("Low") || Pinax_String[0].equals("Medium") ||
Pinax_String[0].equals("High"))
&& (Pinax_String[1].equals("Medium") ||
Pinax_String[1].equals("High")) && Pinax_String[2].equals("High")
&& Pinax_String[9].equals("High") &&
Pinax_String[10].equals("High™)){

priority_String = "Dribble";
selected_Action = priority_String;

}
else if((Pinax_String[3].equals("Low") || Pinax_String[3].equals("Medium") ||
Pinax_String[3].equals("High"))
&& (Pinax_String[4].equals("Low") ||
Pinax_String[4].equals("Medium")) && Pinax_String[5].equals("High")
&& Pinax_String[9].equals("High") &&
Pinax_String[10].equals("High")){

priority _String = "Shoot";
selected_Action = priority _String;
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}
else if((Pinax_String[6].equals("Low") || Pinax_String[6].equals("Medium") ||
Pinax_String[6].equals("High™))
&& (Pinax_String[7].equals("Medium") ||
Pinax_String[7].equals("High")) && Pinax_String[8].equals("High")
&& Pinax_String[9].equals("High") &&
Pinax_String[10].equals("High")){

priority _String = "Shoot";
selected_Action = priority_String;

lelse{
priority_String = "No_Action";
selected_Action = priority_String;

}

return selected_Action;

[*AAYOPIBUOG IO TNV EUPECH OUYKEKPIUEVNG EQIKTNG.EVEPYEIOG (OTO OUYKEKPIPEVO TTAPAdEIyUa
TTPOKEITAl yIa TPITTAapIoPa).lNa Tnv acagn deutepn gaon */

public String secondTwoFuzzyPhase(){
int priority=0;
int i=0;

actions.add(Actions_Feasible_SecondPhase.DRIBBLE_AG);
actions.add(Actions_Feasible_SecondPhase.DRIBBLE_DTOL);
actions.add(Actions. Feasible SecondPhase.DRIBBLE_NOOA);
actions.add(Actions_Feasible_SecondPhase.PASS _DTTPP);
actions.add(Actions_Feasible_SecondPhase.PASS _NOOA);
actions.add(Actions_Feasible_SecondPhase.PASS_PD);
actions.add(Actions_Feasible_SecondPhase.SHOOT_A);
actions.add(Actions_Feasible_SecondPhase.SHOOT_SD);
actionstadd(Actions_Feasible_SecondPhase.SHOOT_SS);
actions.add(Actions_Feasible_SecondPhase.ALL_AIP);
actions.add(Actions_Feasible_SecondPhase.ALL_TDTA);

for(Actions_Feasible_SecondPhase b: actions){
priority=1;
while(i < 12){
if(b.name().contains("DRIBBLE")}{
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";
Pinax_Int[i] =b.Weight();
break;

else if(priority > 33 && priority < 66){
Pinax_String[i] = "Medium";
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Pinax_Int[i] =b.Weight();

break;

else{
Pinax_String[i] = "High";
Pinax_Int[i] =b.Weight();
break;

}

}
if(b.name().contains("PASS")){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";
Pinax_Int[i] =b.Weight();

break;
}
else if(priority > 33 && priority < 66){

Pinax_String[i] = "Medium";
Pinax_Int[i] =b.Weight();

break;

}

else{
Pinax_String[i] = "High";
Pinax_Int[i] =b.Weight();
break;

}

}
if(b.name().contains("SHOOT")}{
priority = priority * b.Weight();
if(priority < 33){
Pinax_String][i] = "Low";
Pinax_Int[i] =b.Weight();
break;

else if(priority > 33 && priority < 66){
Pinax_String[i] = "Medium";
Pinax_Int[i] =b.Weight();
break;

}

else{

Pinax_String[i] = "High";
Pinax_Int[i] =b.Weight();
break;

}
}if(b.name().contains("ALL")){
priority = priority * b.Weight();
if (priority < 33){
Pinax_String[i] = "Low";
Pinax_Int[i] =b.Weight();
break;
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else if(priority > 33 && priority < 66){
Pinax_String[i] = "Medium";
Pinax_Int[i] =b.Weight();

break;
else{
Pinax_String[i] = "High";
Pinax_Int[i] =b.Weight();
break;
}
}
}
i++;

}
if(Pinax_String[9].equals("High") && Pinax_String[10].equals("High")){

int Dribble_Weight = Pinax_Int[0] + Pinax_Int[1] + Pinax_Int[2];
int Pass_Weight = Pinax_Int[3] + Pinax_Int[4] + Pinax_Int[5];
int Shoot_Weight = Pinax_Int[6] + Pinax_Int[7] + Pinax_Int[8];

if(Dribble_Weight > Pass_Weight && Dribble_Weight >
Shoot_Weight){
priority _String.= "Dribble";
selected_Action = priority_String;

}

else if(Pass_Weight >Shoot_Weight){
priority- String = "Pass";
selected_Action = priority_String;

¥

priority_String = "Shoot";
selected_Action = priority_String;

else {

}

return selected_Action;
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