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MpoéAoyog

H java wg yvwoTov 1dn €0w Kal hia OEKAETIA Kal TTapATTavw £XEI UTTEl H€Ca OoTa
oTritia 6cwv diaBETouv HAekTpovIKG YTToAoyIoTH Kal Internet. ‘Eva atrd ta Bacikd
TIAEOVEKTHHATA TNG Java EVavTl TwV TTEPICTOTEPWY AAAWY YAWOOWV €ival n
avegapTnaia Tou A&IToupyikoU CUGCTHNATOG Kal TTAATQOPHAG. Ta TTpoypdupaTa
TTou €ival ypaupéva og Java Tpéxouve akpIBwg 1o idlo o Windows, Linux, Unix
ka1 Macintosh (cuvTtopa Ba Tpé€xouv kai o€ Playstation kaBwg kal o€ GAAeg
KOVOOAEG TTAIXVIDIWV) XWPIG va XpelaoTel va Eavayivel yetTayAwTTion (compiling) i
va aAAGEel o TTNyaiog KWAIKAG yia KABe dIapopeTIKO Asitoupyikd oloTnua. MNa va
emTeuxOei Ouwg autd xpeialdTav KATToI0G TPOTTOGC £TC1 WOTE TA TTPOYPAUUATA
ypauuéva o€ Java va JTropouv va gival «katavontd» aTrd KABe utToAoyIoT)
avegapTnTa Tou €idoug emegepyacTn (Intel x86, IBM, Sun SPARC, Motorola) aAA&
Kal Aeitoupyikou cuaTrpartog (Windows, Unix, Linux, BSD, MacOS). O Adyog
gival 0TI KABE KEVTPIKI HOVAda ETTECEPYATIOG KATAVOET OIAPOPETIKO KWAIKA
pnxavAg. O cupPoAikdg (assembly) kwdikag TTou ekTeAeital o€ Windows givai

d10popPETIKOG atrd auTdV TTou ekTeAEiTAl o€ évav uttoAoyioTh Macintosh. H AUon
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0060nke pe TNV avatTuén Tng EikovikAg Mnxavng (Virtual Machine 1 VM 1 EM o1a
EMNVIKA).

To 1Tapdv TTaiyvio oxedIdoTnke €€ OAOKANPOU e Java yia TOUG TTapaTTavw
Adyoug.

Oa £Aeye kaveig AoiTrov ‘OTi gival pia epapuoyn yia PC n otroia wg oTéX0 TNG €XEI
TNV avadeign evog PIKPOU OEiYHATOG TWV TEXVOAOYIWY TTOU TTPOC@PEPOVTaI ATT TA
ouvexwg avamTuooopeva APl TTou di1aB£Tel n Java wg TeXvoAoyia péoa ammo Eva
TTaIXVidI TTPOOPICHEVO VIO YUXAYWYIKOUG OKOTTOUG.

H ev AGyo e@appuoyr) ouvoAikd gival éva Katd kKUpio Adyo SIodIACTATO TTaIXVidl
TTAATQOPPAG OTTOU YiveTal CUVOUACOHOS Kal TPICOIACTATWY TEXVOAOYIWV KUPIWG
OTO apPXIKO menu Tou TTaIXVIBIoU OTTWG £TTIONG Kal KATA TN SIAPKEID HETW

TEXVIKWV 3D aTTeIkovIong.

Fevikn Meprypaen Maixvidiov - MepiAnywn

To Cartoon Land Aoimmov yevikd gival éva kata KUpIo AGyo d81ad1aoTaTo Traiyvidl To
o1T0i0 BagifeTal 0TOUG XOPOKTAPES Tou dIdonuou TNAEOTITIKOU odou South Park.
O o16x0¢ TOU XapPAaKTrPa cartoon TTou TTIAEyETal apXIK& aTTd TO XPAOTN Eivail
€UBUG Kal apkeTa aTTAGG. AVaAOywG e To O€ Tn AeIroupyia TiBeTal To TTaiyvidl,
onAadn single player ) multiplayer mode, o Traiktng TrpooTrabdei va JIEABEI
SIaPETOU TWV ETTITTEOWY TOU TTAIXVISIOU TTPOCTIABWVTAG VO TEPUATIOEI XWPIG va
XAOEl OAEG TIG CWEG TOU Kal pagelovTag 600 To duvaTdv TTEPICTOTEPA XprpaTa. Av
Kal KATTWG UAIOTIKH) N OAN TTPOCEYYIoN TOU OTOXOU TOU TTAIKTN ( OANa KATOTEDEV
Twv Platform Games 1ng dekaeTiag Tou 80 kai 90 ), TTOAAEG KAl BIAQOPETIKES
TTapaAlayég Ba ytTopoucav va yivouv oTn QIAOCOQIa KAl TO OEVAPIO YUXAYWYiag
TOU XPNROTN TTOU Traidel To TraixVvidl wg eTTékTacn ( PAETTE MNPoTACEIG YIa HEAAOVTIKN
€MEKTOON - BeATiwoN) .AUTO QUOIKG EePeUyel aTTO Ta OPIA TNG CUYKEKPIPEVNG
TITUXIOKNAG N OTToia WG KUPIO aTOXO €xEl TNV avAadeign Twv dUVATOTATWV-
TEXVOAOYIWV TNG java PHéoa atrd éva atrAd un euTTopIKG oxedlaouévo Traiyvio. Tov

i010 OTOXO €XEI O EKACTOTE XPNOTNG KAI O€ TTEPITITWON TTOU ETTIAEEEI va TTAIEEl TO
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TTaIXvidl o€ ToTTIKO dikTuo ( LAN ), pe Tn diagopd OTI OUCIACTIKA TTPOCTTABE! va
OKOTWOE€l 600 To duvaToV TTEPICOOTEPOUG AVTITIAAOUG Kail va CUAAEEEI 60O TO
duvaTtov TTepIcodTEPA gadgets TTEPVWVTAG TNV TTOTA WOTE VA ATTOKTATElI QUTOG TO
MEYAAUTEPO OKOP.

Ortav 0 xproTng eTacel 0To TEAOG TNG TEAEUTAIOG TTIOTAG EUPAVICETAI TO GKOP TOU,
0 apIBUAG TWV avTITTAAWY TTOU KATAPEPE VO OKOTWOEI Kal TEAOG ypd@el 1 idia n
€QapuOoYN oTov KAaTtdAoyo TTou BpioKeTal Ta OTATIOTIKA GTOIXEIO AUTA WAOTE O

XPAOTNG va éxel TTpOoRacn Kal a@ou TEAEIWOEN Kal Byl atTd TO TTaIXVidl.

Game Overview - Summary

The Cartoon Land is generally a predominantly two-dimensional game based on
the characters of the famous television show South Park.

The aim of the cartoon character originally selected by the user interface is
straightforward and quite simple. Depending on the operation of the game,
namely single player or multiplayer mode, the player tries to pass through the
levels of the game trying to finish without losing any lives and collecting as much
money as possible. Although this is somehow a materialistic approach of the
overall objective of the player (trademark of Platform Games of the 80 and 90),
many different variations could have been made in philosophy and entertainment
scenario of a user playing the game as an extension (see Proposals for future
expansion - improving). But this goes far beyond the bounds of this thesis project,
which primarily aims to highlight opportunities, java technologies through a simple
non-commercial game design game. The same goal takes place as far as the
user is concerned even if the game is chosen to be played in local area network
(LAN), except that it actually tries to kill as many enemies and collect as many
gadgets coming through each track to become the highest scorer of the two
users.

When the user reaches the end of the last track his score appears, the number of
opponents who managed to kill and then the application itself writes on the same
directory it's been the statistical data that the user has access at, and having

finished by that and it exits game.
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‘EAeyxog-Kouptrid NMAoARynong

Ta KOUPTTIA yIa TO XEIPIOUO TNG €V AOYW £QOPUOYNAG Eival Ta €EAG :

ApioTepd Left - Left Arrow
Ag€ia Right - Right Arrow
MAdNua Jump - Space
Exkogevddvion Knife - Left Control
Madon Pause -P

‘E€odog Escape - Esc

Z16)0I1 - Opapa

O1 01OX0I TNG CUYKEKPIYEVNG EQAPHOYAS aPOopouv Kabapd Tnv TTapddoaon TG WG
TITUXIOKN €pyacia Kal ETTITTAEOV TN PETEEENIEN TOU OUYKEKPIYEVOU TTaIXVIOIOU (
BAEtTe MpoTdoeig yia peAAovTIKEA €TTéKTOON — BeATiwaon ).MoAAEG Kal TTOIKIAES Ba
MTTOpOUCaV va €ival oI TTPOOBNKEG OTn WETECEAIEN TOU CUYKEKPIKEVOU TTAIXVIOIOU

Kal Ba TTepIypa@ouv oTnV evoTnTa BEATiIWaN TTOU AVOAUTIKG.

Kupiwg Koppog Maixvidiou

O Kupiwg KOPPOG TOU CUYKEKPIPEVOU TTaIXVIOIOU atroTeAeiTal atrd duo pépn. To
TIPWTO PEAOG aTTOTEAEI TO Menu To oTToio gival auTtd atrd TO OTT0I0 0 XPNHOoTN

pTTOPE Va ETTIAEEEI PETAEU TEOOAPWYV ETTIAOYWV :
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START étr0U apyiel To TTauyvidl
OPTIONS 6110U GUUTTANPWVOVTAI Ta OTOIXEIO BIKTUOU
QUIT oTroU yivetal £€£060¢ atrd TO TTaIXVidI

HELP o6110U gpg@avideTal To pevou Boreiag

To delTePO PEANOG aTTOTEAET TO KUPIWG TTaIX VIOl TO OTT0I0 aKOAOUBEI TO pEVOU Kal
gival kal To TeEAeuTaio 0€ o€Ipd WoTe va OAOKANPwWOEi To TTaIXVvidl. 210 PEPOG auTd

0 XPAOTNG-TTAIKTNG TTaiel TO TTaIXVvidl TTPOCTTaBWVTaG Va PTACElI OTO TEAOG.

e autd Ta 2 p€EAN €pyovTal va TTpooTeBolv Kal 2 akdun TpoekTdoelg. H pia gival
10 Splash Screen Tmou gp@avietal oTnVv €kKivnon Tou Taixvidiou Kai n deUTePn
TIPOEKTACN Eival TO evOIAUETO aTTO Ta TTITTEdA TOU KUPIWG TTaiXVIOIoU OTTOU
gP@aviCovTal Ta OTATIOTIKA OTOIXEIQ TOu ETTITTEOOU ATTO TO OTT0I0 JOAIG OINABE O
TTaiKTNG. Ta OTATIOTIKA auTA oToIXEia TTEPIAaUBAVOUY TO OKOP, TIG WEG TTOU TOU

ATTEPEIVAV KAl TOUG QVTITTAAOUG TTOU €XEI OKOTWOEI OUVOAIKA.

lvetal avTIANTITO AOITTOV €UKOAQ ATTO TO KOPHO TOU TTAIXVIBIOU TTWG TTPOKEITAI VIO
Mia atTAf} oxediaon Tou oevapiou Kal TNG YEVIKOTEPNG QIAOCOPIAg Tou TraixVvidioU.
AuTO gival eTTiong KA&TI To 0TT0i0 Ba uTTOPOUCE EUKOAQ G& HEANOVTIKES

ETTAVEKOOTEIG TOU TTAIXVIOIOU VO AVATIPOCAPPOCTEI O€ i @IAOCO@ia 0IKOAOYIKOU

TUTTOU YIa TTAPAdEIYUA WOTE O TTAIKTNG va padelel ppouTa Kai va owdel OEvOpa.

Mepiypagn AvaAduon Kavévwy Maixvidiou

21nv evotnTa auTh Ba TTpooTTabricoupe va eEnyAOOUNE TOUG KaVOVEG TTaIXVIOIOU

6oov agopd Tn oxediaor] Tou.
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Kavoveg Kivnong

O1 yevikoi Kavoveg Kivnong apopouv TNV EUPAvIcn TOU TTAIKTN OTO EKAOTOTE
€TTITTESO KAl TNV Kivnon TOU 0€ ox€0n UE Ta UTTOAOITTA QVTIKEIWEVA TTOU BpiokovTal
€KEI Kal ETTITTAEOV TNV Kivnon TwWV AOITTWV {WVTAVWYV AVTIKEIUEVWV OTTWG TWV
avTIT@AwyV Kai To gadgets Tng kGBe TTioTag.

O TraikTNG AOITTOV aTToTEAE Wi EEXWPIOTA ovTOTNTA TTOU £XEI TN duvaToTNTA
KaTtapxAv va TTNOAEI ETTEITA ATTO EVTOAR TOU XEIPIOTH ] O€ TTEPITITWON TTOU
OKOTWOE€l KATToIoV avTitralo. ETriong o Traiktng utropei va KivnOei apiotepd, de€id,
va avéBel kal va otabei ota mAakdkia ( tiles ) mou oxnuarti¢ouv Tnv TiaTa. O
TTAIKTNG ETTITTAEOV €ival éva aTTd Ta AVTIKEIPEVA OTO TTaixVvidl TTou dev gival
TTETOUPEVA. ZUVETTWG KAl BIETTETAI KAl AUTOG OTTWG KAl TA UTTOAOITTA PN TTETOUPEVA
avTIKEiyEVa atrd 10 VOO TG BapuTnTag.

Twpa wg TTPOG TN YEVIKA Kivion TwV avTITTAAWYV Tou TTaikTn. AvaAdywg To av gival
TTETOUPEVOI 1] Un KaBopileTal diagopeTikA TaxuTnTa Kai diagopd otn BaputnTa.
Ymdpxel mmiong kivnon apiotepd kai Oe€I Twv UTTAPEEWY QUTWV.

‘Ocov agopd Ta paxaipia TTou PTToPEl va TTETAEEI O TTAIKTNG, AuTA KIvouvTal
aploTepd, O£ Kal UTTOKEIVTAI 0TO VOO TG BapuTnTac.

TéNog Ta didgpopa gadgets Twv emMTTESWY TTAPAPEVOUV GTO ONUEIO TTOU
kaBopifovTal va BpiokovTal atrd TNV apxXf oUUQWVa JE TO XAPTN TG EKACTOTE

mioTag.

Kavoveg Adinieniopaong

levika Ta TTAVTA o€ éva TTaIxVidl gival B€ua aAANAETTIdOpaonG Twv PeETAEU

OTOIXEiWV.
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Maiktng — MNMAakaxia
O 11aikTNG AAANAEIOPA Pe Ta TTAAKAKIO TG TTioTag wg £¢n¢. OTav Ppebei va
AKOUMTTA opICovTiwg 1 KaBETWG pe TTAAKAKI euTTodileTal N Kivnon

TTPOG TNV KATEUBUVON EKEivN.

Maiktng — AvTitTraAol
O 11aikTNG AAANAETIOPA WE Toug avTITaAoug TnG TToTag we £€ng. OTav PpeBei
VO OKOUMTTA 0pICOVTiWG PE AVTITTAAO OKOTWVETAI KAl XAVEl pia atrd TIG {wég
TOU KaI eppavi¢eTal Eava atmo WnAd.
Otav Bpebei va akoupuTTd KABETWG PE aVTITTOAO TOV OKOTWVEI Kal TTNOA

QUTONATWG Mia popd.

Maiktng — Gadgets
O 1raikTNg aAANAemIOPAa We Ta gadgets Tng mmioTag wg e€Ac. OTtav Bpebei va
QKOUUTT& OpICoVTIWG 1 KOBETWG Pe oTTolodrTToTe gadget To «KaTaKTA»
QTTOKTWVTAG TTOVTOUG aTTo auTo £€a@aviCovTAag To atrd To XAPTn Kal £1TioNg

TEPVAEI O€ ETTOUEVO ETTITTEDO TTAIPVOVTAG £va CUYKEKPIUEVO gadget.

AvrTitrahol — MNMAakaKia
O1 avritTraAol aAAnAemIdpoUv pe Ta TTAaKAKIa TNG TTioTag we £€ng OTtav
BpeBolv va akouuTtrolv opIfovTiwg ) KOBETWG e TTAAKAKI eUTTOdICETAI N

Kivnon Toug TTpog Tnv KateuBuvon ekeivn.

AvTiTralol — Gadgets
O1 avritralol aAAnAemdpouv pe Ta Gadgets Tng mioTag wg €€ng OTtav Bpebouv
VO OKOUMTTOUV 0pIfovTiwg 1 KaBETwG e Gadget dev UTTAPXE! KAMIO ATTOAUTWG

TiTroTa. ATTAWG AoITTéV CUVUTTAPYOUV OTnV idla TTioTa.

AvrTitrahol — Mayaipia
O1 avritTraAol aAAnAemdpouv pe Ta Maxaipia Tng mioTag wes €€ng OTav
BpeBolv va akouuTtroUv 0pIfovTiwg | KABETWG PE Jaxaipia 0 avTiTTaAog

OKOTWVETAI Kal e€agavifeTal atro Tnv TrioTa.
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Kavéveg ESwyeveig
Xpoévog
Xpnomg

Xpoévog

O xpodvog apopd o€ Evav YETPNTH OPICUEVO OTTO TNV idIa TNV EQapuoyr oTnv
apxn K&Oe mmITTédoU PETPNTAG AUTOG £XEl oxedlaoTel va apyilel atd 1o 60’ kal va
TepMaTiCel 010 0 PEIOUPEVOS KATA 1 cuveEXWG aTTé TN OTIYUR TTOU EU@AVICETAl TO
KABe etriredo.Katd mn diGpKeIa TNG ouveXOUG PEIWONG TOU PETPNTH O TTAIKTNG
MTTOPEi Va KIvnBei Kavovikd Kal va TTaigel To Traiyvidl.

2TNV TTEPITITWON TTOU TEAEIWOEI O XPOVOG TTPIV va PTACEI O TTAIKTNG OTO TEAOG TNG
EKAOTOTE TTIOTOG TO TTAIXVIOI TEAEIWVEI KAI O TTAIKTNG XAVEI OAEG TOU TIG (WEG KAl

TOUG TTOVTOUG TTOU TTEPICUVEAEEE WG TOTE.

XpoTng

O xpRoTNng gival 0 KUPIOG TNG EQAPPOYAS.AUTO anuaivel OTi eTTNPEACEl TTIO
onuavTikd ato otrolovdnTToTe AAAO TTapdyovta Tnv EENIEN Tou TTauyvIdIou.Katd
TTPWTOV AOITTOV €TTNPEALE! Je TNV TTAOYNON TTou KAVElI OTOV TTAIKTN Kal Tov odnyei
OlauETOU TNG TTIOTAG OTO VA OKOTWOEl TNIBAVWG KATTOIOV AVTITTAAO €iTE VO GUAAEEE!
katrolo sprite gadget. ETriiTAéov eTTnpeddel Tn ouvoAiKn €EEAIEN Tou TTaIXVISIOU
TTATWVTAG KAVOVTAG TTaUoT GTO TTAIXVidl OTAPATWVTOG TO XPOVO Kal TNV
OTTOIAdATTOTE KiVNOT OTO ECWTEPIKO TOU ETTITTEDOU, OTTWG ETTIONG KAl TN JOUOIKHA.
TéAog, kaTa TTapoOuolo TPOTTO £TTNPEEACE! ByaivovTag atrd To KUpiwg TTaixvidl GTo
pevou Tou TTaixvidiou. ‘Etaol, kdvel Talon TG JOUGIKAG TOU ETTITTEOOU, TOU
XPOVOUETPNTH TTOU PEIWVETAI KAI TWV KIVITEWY TTOU CUNBAivouv Tn GTIYUR €Keivn
oT0 TTTESO - TTAPAAANAQ OUWG EICEPXETAI GTO PEVOU TOU TTAIXVIOIOU aTT’ OTTOU
MTTOPEl VO TTAONYNOET Kal va eKTEAETEI KIVATEIG OTTWG ETTAVEICOSOG OTO TTaIX Vi,
BonBeia, oAikr ££000G¢.
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MNepiypagn KAdoswv

2710 gvOTNTA QUTA Ba Yyivel pia TTpooTTAdEIa va TTEPIYPAPOUV Ol KAATEIG TTOU
ATTOTEAOUV TO OUYKEKPIPEVO TTAIYVIO OGO TO SUVATOV TTIO APAIPETIKA.
Ta TTakéTa Ta oTToia ATTOTEAOUV KAl TNV TTIO YEVIKOTEPN TTPOCEYYIOT EVOTHTWY TOU

TTaixvidiou gival Ta €¢1G :

Controller
Game

10

Menu
ScreenGraphics
SendReceive
Sounds
Splash3d2
Sprites
Statistics

Controller

To mmakéro Controller Trepiéxel Tnv 1a¢N Core kai gival autd TTou givar uTrelBuvo
yia TNV KUPIa “AoU0TTa” TTOU CUVEXWG TPEXEI KATA TN DIAPKEIA TOU
TaixvidloU.EAEyxel TNV yevikA TTopeia Tou, Tig TToIEG TTAUCEIG, TNV ApXIKOTToiNoN
TWV YPAPIKWV G€ TTAAPN 006vn, TNV @OpTWON TWV TTNYWV TTOU £ival aTTApaitnTEG

Game

To makéto Game gival utreUBuvo yia Tnv Bacikr kAdon MainGame n oTroia
dlayelpieTal cuVOAIKA To TTaiVidl.Eptrepiéxel OAeg auTég TIg TAEEIG N OTTOIEG Eival
KaTd £va TpOTTO CUVUTTIOAOYEG OTn dIEKTTEPAiwON TNG S1adIKaCiag AUTAG OTTWG: N
KAdon TileMap TTou TTEPIEXEI TA OTOIXEIA TWV ETTITTEOWY — XAPTWV ATTAPAITNTA
oTnVv Kopia diaxeipion Tou Taixvidiou, TNv KAAon Resourcer n oTroia avaAapBavel
TO DUOKOAO £py0 TNG KAB’ €QUTAG POPTWONG TWV TTNYWV Kal TEAOG TNV KAGoN
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Renderer TTou €ival auTtr n oTToia SIEKTTEPAIWVEI TNV ATTEIKOVIOT OAWV TWV
OTOIXEIWV TNG EPAPUOYNG 0T 086vN OTIG CWOTEG BETEIG.

10

To makéTo 10 gival To TTAKETO yIa OAEG TIG £10000UG Kal £6D0UG aTTd Kal TTPOG TV
epappoyn.lepiéxel Tnv KAGon Action trou opicel pia otroladrimrote TTpA&n — Kivnon
TOU TTaiKTn Katd Tov axediaouo Tou Traixvidiou.Kai Tnv kAdon IOHandler trou givai
0 JIAXEIPIOTAG TWV KIVACEWV QUTWVY AVTIOTOIXWVTAG TEG OE€ KOUMTTIA TOU
TIANKTPOAOYioU

Menu

To 1TakéTo Menu gival To TTAKETO TTOU a@Oopd TO KUPIO PevoU TNG
epapuoyng.Alabetal TIg KAAOEIG TTOU TO atroTeAOUV, To 0pifouv, TO apXIKOTTOIOUV
Kal To 0Xe01aZouv.OTTwG €TTIoNG KAl OAEG EKEIVES TIG AEITOUPYIES TTOU €ival
ATTOPAITNTEG YIa TN dlaxeipion Tou.

ScreenGraphics

To mmakéTro ScreenGraphics gival To TTakETo TTou TTepIEXEl TN Baoikn KAdon Sprite
TTOU aTTOTEAET TOV APXIKO OPIoPS OTTOINCONTIOTE KIVOUUEVNG OVTOTNTAG OTO
E0WTEPIKO TWV ETMITTEOWY Tou TTaiXvIdIoU.H kivnon Tng k&Be ovrédTNTAg AUTAG
Ouwg o€ BabuTepn avaAuan eival uTTOBeoN TNG KAGoNg Animation n oTroia Kai
opiCel Tnv idla TNV Kivnon Toug evaAAGooovTag €IkKOveG ( frames ) oTIg oTToieg
AVTIOTOIXEI KATTOI0G XPOVOG O€ XINOOTA TOU OEUTEPOAETTTOU. TEAOG, GTO TTAKETO
auTO UTTAPXEI Kal N KAdon Screencontroler 1Tou opilel, kaBopilel kal epeavicel Ta
OTTOIOOATTOTE YPAPIKA O€ TTAfjpn 006vn.

SendReceive

To mmokéTo SendReceive gival TO TTAKETO TTOU AVAAAUBAVEL yia TN CUVOAIK)
OIEKTTEPAiWON TNG BIKTUAKNG EPYACiag TTOU WG HOVAdIKO OTOXO EXEl TNV
ETTIKOIVWVIa Twv OUO0 o€ aplBud epappoywy TTou Ba AeitoupyoUlv o€ TTAQICIO
ouvepyatikou Traixvidiou ( multiplayer mode ). H pia kAdon Sender gival auth
TToU avaAapBavel va oTéAvel ouvexwg dedopEva TTOU agopoUV TNV EQAapuoyr o
oTToia Kl TTEPIAAUPBAVETAI WOTE va yivovTal avTIANTITA atrd Tnv dAAn.Kai n kKAdon
Receiver gival autr TTou avalapBavel va ekTeAETEN TO €pYO TNG
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QATTOKWAIKOTTOINONG TwV 60wV AapBdavovTtal atro Tnv GAAN epappoyr], OTTwg
€TTIONG KAl TNG EKTEAETEIG OTTOINOONTTOTE EVEPYEIG ATTAPAITNTNG CUNPWVA PE 6oa
£xel AaBel.

Sounds

To TTokéTo Sounds €ival TO TTAKETO TTOU EAEYXEI TOV OPIOUO KATAPXIV KAl TO
XEIPIOUO KATA OEUTEPOV TWV HOUTIKWY KOMUATIWY TTOU «TPEXOUV» KATA TNV
EUPAVION TOU apXIKOU PEVOU TNG EQAPUOYAG, OTTWG KAl OTO KUPIWG
Traiyvidl.lepiExel Tnv kKAdon WavePlayer n oTtroia gival kal alTn TToU atToTeAET TO
idlo TO peUPa TOU \XOU.

Splash3d2

To 1rakéTo Splash3d2 gival To TTakéTo TToU dIaBETEN TIG BUO ATTAPAITNTEG KAACTEIG
yia T dnuioupyia kai TNV EKTEAEON TNG 0086vNG €KKivnong TnG epapuoynis ( Splash
Screen ). Ztnv 1a¢n Splash3d opiletal kal apxikoTroigital To idlo To background
Tou Splash Screen. ‘Emema otnv kAdon TestSplash3D kataokeudletal 0 ypdagog
Tou Splash Screen pe 6Aa Ta oToixeia TTou Tov aTToTEAOUV Kal kaBopideTal o
XPOVOG BIAPKEIOG TNG 0066VNG eKKivnong.

Sprites

To TrakéTo Sprites €ival To TTAKETO TToU DIABETEI OAEG TIG UTTOKAAOEIG TNG BACIKAG
uAotroinong evog Sprite. Mepi€xel Aoimov Tnv Tagn Existence n otroia apopd
otToladATTOTE UTTAPEN TNG EQAPUOYNAG TTou £XEl KaTTola Kivnon ( animation ) kai
eTTNPEEAleTal atrd TIG UTTOAOITTEG UTTAPEEIS YUPW TNG. ATTO TIG TALEIS OTTWG OI -
Crawler, Fly , Player Tou atmmoteAoUv 10 €uyux0o duvapikd Tou TTaixvidiou, Kai ol :
Bullet, Gadget 1mou civai 10 oI dyuyxeg animations oTo TTaIXVvidl, Ol OTToiEg
AAANAETTIOPOUV OUWG JE TIG UTTOAOITTEG.

Statistics

To TTakéTo Statistics gival TO TTAOKETO TTOU APopd GTNV KPATNGN Kal dlaxEipion Twv
OTATIOTIKWYV OTOoIXEiwV Tou K&Be Traiktn. H kAdon StatsCollector Aoimrév cuvioTd
oTnv AN TwV OTATIOTIKWY OTOIXEIWV QUTWV.
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AvdaAuon KAdoswv

Ooov agopd atnv avaAuaon Twv KAdoewv TTou atroteAoUv TNV @apuoyn, Ba
ETTIKEVTPWOOUNE OTNV CUYKEVTPWAON OAWV TWV OUCIOCTIKWYV OTOIXEIWV HEPWIV
KaBepiag atrd auTéG TTi TOU KWOIKA KAl TNG AEITOUPYIKOTNTAG TTOU TIPOCQPEPEI
YEVIKOTEPQ.
1. 2710 mmakéto Controller Aoittév n kKAdon Core atroTeAei OTTWG TTPOEITTAUE
TNV KAGan trou gival utrelBuvnh yia Tnv kKUpIa “AoUTTa” TTOU CUVEXWG TPEXEI
KaTd tn didpkela Tou TraixvidioU.MNapakdTw Ba TepIypa@ouyV o avOAUTIKA

Ta BACIKOTEPO OTOIXEIQ — PEPN TNG.

e ApxIKoTroinaon Twv duvatwy avaAloewyv BAaan oxedlaguou Tou TTaixVvidioU.

private static final DisplayMode POSSIBLE_MODES]] = {

new DisplayMode(300, 200, 16, 0),//here change
new DisplayMode(800, 600, 16, 0),

new DisplayMode(800, 600, 32, 0),

new DisplayMode(800, 600, 24, 0),

new DisplayMode(640, 480, 16, 0),

new DisplayMode(640, 480, 32, 0),

new DisplayMode(640, 480, 24, 0),

new DisplayMode (1024, 768, 16, 0),

new DisplayMode(1024, 768, 32, 0),

new DisplayMode (1024, 768, 24, 0),

2710 onueio auto diatiBevTal ol TBavEéG avaAloelg TTou Ba cuykpiBoUv pia TTPog
Mia hE TV TpEXouoa avaAucn TOU GUCTHHOTOG OTO OTTOI0 TPEXEI N EQAPUOYA £TOI
woTe av TaIpIddouv va eTTIAeyED N KATAAANAN TTPOG EN@AVION OTO KUPIWG

TTaIYVidl.

o [lapoxr yEBOdwWY TTAUONG KAl GUVEXIONG TNG KUPIOG «AOUTTAG» TOU

TTaiyvIdIou.
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Pause,Unpause

YAotroinon Tng run peBodou apyikoTrolei TNV 086vn Kail Ta OTTOIadATTOTE
QVTIKEIPEVA, OTTWG £TTIONG KaI KAAEI TNV gameloop 1Tou €ivai n Kupia

«AoUTTa» TOU TTAIXVIOIOU N OTTOI0 CUVEXWG TPEXEL.

Mapoxn Tng Update kai Tng draw peBoddou Tou uAoTrolouvTal aTmo Tnv
KAGon MainGame Trou diaxelpiceTal To TTaixVvidl kal kKAnpovopei Tnv Core

KAGoN Kal OAGKANPN TN CUUTTEPIPOPA TNG.

. 2710 TTakéTo Game AoItév n kKAGon MainGame atroteAei Tov Bacikd
diaxelpiaTr) Tou Traixvidiou.MapakdTw Ba TTeplypa@oly Ta BACIKA TNG

onueia.

ApXIKOTTOINGN TOU €IKOVIBIOU TNG PTTAPAG EPYATIag.

Apyxikotroinon Tou Splash Screen

ApxikoTToinon Tou Menu

Apxikotroinan Twv MougoiKwv Tou TTaIxVISIoU.

ApxikoTroinon Tou XpOVOPETPNTA TWV ETTITTESWV

ApxIkoTToinon Tou Resourcer TTou QOPTWVEI OAEG TIG TTNYEG.
ApxikotToinon Tou Renderer TTou QOPTWVEl OAEG TIG TTNYEG.

DOpTWON TOU TTPWTOU XAPTN.

KAjon 1Tng peBoddou connect n otroia apxIKoTrolei évav atmooToAéa Sender
kal éva AQTITN Receiver yia 1o dikTuo o€ multiplayer mode.
ApxIKoTToino”n Twv KIVACEWYV TOU TOU TTAiKTN KAl AVTIOTOIXNOT) TOUG O€
KA€I01G TOU TTANKTPOAOYioU.

KAion tng io_check peBddou yia Tov EAeyXo Twv €1060wv atrod To
TIANKTPOAQYIO TOU XproTn.

YAotroinon Tng draw peBddou TTou KaAegi Tov renderer yia TV aTreikovion

oTnv 06évn
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e YAotroinon Tng peBodou gettilecollision é1rou evroTTigeTal N OTTOIABATIOTE
ouykpouaon evog tile pe éva sprite kal emOTPEPETAI N B€0N TNG CUYKPOUONG

e YAotroinon tTng peBodou collision_found d1Tou evToTTideTal av UTTAPXEI
ouykpouoT evog sprite pe éva GAAo {wvTavo.

e YAotroinon Tng peBoddou getSpriteCollision é1Tou evroTriCeTal KO
ETMIOTPEPETAI TO Sprite TO OTT0I0 CUYKPOUETAI E TO ETTIOUNEVOV Sprite.

e YMAotroinon g peBddou update yivetal n dlaxegipion TNG EvNUEPWONG TwWV
KIVIIOEWV Twv Sprites Tou TTaixvidioU, OTTwG ETTIONG KAl N GTTOGTOAN Twv
ATTAITOUHEVWY VIO TNV EVNUEPWON TOU CUPTTAIKTN OTOIXEiWV 0TO iKTUO O€
Aeiroupyia multiplayer, kai TEAoG TTapdAAnAa ypdeovTal o€ apxeia Ta
OTOTIOTIKA TWV TTAIKTWV.

e YAotroinon Tng peBodou updateexistence Tou avaAauavel Tnv i
BewpnTIKOU ETTITEDOU EVNUEPWON TWV X KAl P ONUEIWY TWV UTTAPEEWVY GTO
TTAIXVidI OTTWGE KAl TWV KATAOOTACEWY TOUG, TWV CUYKPOUTEWY TOUG.

e YAotroinon g puebddou updatebullet Trou avaAauBaver Tnv i
BewpnTIKOU ETTITTEDOU EVNUEPWON TWV X KAI Y ONUEIWV TWV Paxaipiwyv To
TTaIXVvidl OTTWG Kal TwV KATAOTACEWY TOUG, TWV OUYKPOUTEWV TOUG.

e YAotroinon Tng pueBddou acquiregadget TTou avaAauBavel Tnv diaxeipion
Kal eKTEAETN OlIAPOPWYV EKBATEWY TOU TTaAIXVIOIOU KOBWG O TTAIKTNG OTTOKTA
éva oTTo100NTTOTE gadget, OTTWG yia TTAPAdEIYUA N CUVEXION O€ ETTOPEVO
etiTedo A N aTTOdoCN TTOVTWV.

e YAotoinon Tng checkudp &1Tou eAéyxeTal av €xel ETITEUXOEI N €TTIKOIVWVIQ
peTagU Tou dUO CUUTTAIKTWY O€ Asitoupyia multiplayer cuvepyaTikou
TTauyvidiou.

H kAdon TileMap givai n eréuevn Tpog avaAuon KAGon Tou TTakéTou Game.

H kAdon auTtr) atmoTteAei Tov xapTn TNG KABE TTioTag opIopévo o€ évav dIodIAoTaTo
TTivaka €IKOVWV.EPTTEPIEXEI OKOUN TO Sprites TTOU PTTaivouv OTIG TTIOTEG OE HIG
AioTa.

Ta Baoika TnG oToIXEia gival Ta €ENG:

e Opilel Tov XAPTN €IKOVWYV TNG KABE TTIOTAG, JE TUYKEKPIPEVO TTAGTOG KAl
Uyog ot tiles — TTAakdkia, BAon evog apyeiou Kelpévou Katd Tn dnuioupyia

TOU.
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OpiCel TNV AioTa Twv sprites Tou EKAOTOTE XAPTN KATA TN dnuioupyia Tou.
Opicel TIG ueBGBdOUG TTOU ETTIOTPEPOUV TO TTAATOG Kal TO UWOG Tou XApTn o€
tiles — elkOveg Tou OI0BIACTATOU TTIVOKA TTOU Opiel TOV XApTN.

OpiCer TiIg yeBOdOUG TOTTOBETNONG Kal avakTnong Béong oe tiles
OUYKEKPIYEVNG €IKOVAG — tile.

OpiCel TIg peBOdOUG avaPopPAs O CUYKEKPIPEVA Sprites OTTWG auTd Twv
TTAIKTWY, TWV JOXAIPIWV,

Opicel Tig ueBGOOUC TTPOCOBNAKNG Kal dlaypaPrig EvOG OTTOIOUBATTIOTE Sprite
atrd TN NioTa Twv sprites Tou X4apTn.

OpiCer TIg ueBOdOUG aVAKTNONG TWV Sprites, EKTOG TOU TTAIKTN Kal Twv
Haxaipiwy, JEow evOG ETTAVOAATITN TTOU dIaTpEXEl TRV AioTa Twv sprites
auTwyv. OTTwg €TTioNG Kal TNV TTIOCTPOYPN] Tou apiBuol Twv sprites oTn AioTa

auTh Tou XApTn.

H kAdon Resourcer gival n eroépevn Tpog avadAuon kKAGon Tou TTakétou Game.

H kKAGon auTr atroTeAEi TOV QOPTWTH KAl EAEYKTH TWV TTNYWV TOU TTAIXVIOIOU,

OTTWG Ta TTAAKAKIO KAl Ta Sprites.

Ta Baolkd TnNG oToIxXEia gival Ta EEAG:

YAotroigi Tnv péBodo @épTwOoNnG Twy tiles Tou XapTn HEow TnG HeBSSoU
loadTilelmages n otroia eAéyxel TNV UTTAPEN OPICUEVWYV EIKOVWY TwV tiles
Kal TIG POPTWVEI O€ AioTa.

YAotroigi Tnv yéBodo loadExistenceSprites n otroia TPooBETEI TNV TTPWTN
opIfovTia B€on evog SI0dIACTATOU TTIVAKA TIG EIKOVEG TWV SPrites Tou XapTn
TTou apyoTepa Ba atToTeAEé0OUV Kal Ta animations.

2TIG ETTOUEVEG AVTIOTOIXEG OPICOVTIEG BEOEIG TTPOTBETOVTAI OI iBIEG EIKOVEG

OAAG o€ BIOQOPETIKN ywvia ( avaTTodeg 0To XX Kal avTioTOoIXa GToV VY ).
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e Opicel etTiong Ta animations Twyv sprites. & autd oTroia avaBETel TIG
avTIOTOIXEG EIKOVEG YIa KAOE £va atrd auTd Kal KATToI0 OPIoUEVO XPOVo O€
XINIOOTA TOU BEUTEPOAETTTOU.

e OpiCel Ta sprites popTwWVOVTAG TOUG TO AVTIGTOIXO animation 1o oTToio
ATTOTEAEITAI ATTO TIG AVTIOTOIXEG EIKOVEG TTOU €XOUV TTPONYOUHEVWG
QopTwOEi, TOCO yIa Ta sprites Tou TTAIKTN 600 Kal YIa Ta UTTOAOITTA OTTWG
uttdpéeig, gadgets k.a.

o [lapéxel akopn TNV PEBOOO KATAOKEUNG, POPTWAONG, KAl ETTIOTPOYPNG TOU
ekdoToTE XAPTN N oTroia dlaBddel Tov XApTn OXEBIAOUEVO O€ apxEio
KEIHEVOU XOAPAKTHPWYV KAl TIPOCBETEN - POPTWVEI O€ AiOTa T AvTIOTOIXO
sprites kai tiles.

o [lepiéxel emiTAéov TNV PEBOSO TTOU ETTIOTPEPEI TOV PIBUO Tou XAPTN O
OTT0I0G gival GOPTWUEVOG TN OTIVUA AUTH.

e TEANOG, QOPTWVEI TTAIKTN KaI JaxXdipia oucIaoTIKA dNUIoUPYWVTAG Eva
avTiypa@o sprite To OTT0i0 KAT ETTEKTACN AVTIYPAPEI KAl Ta animation Tou

sprite Tou OTToIOU KAAEITAI VO aTTOTEAETEI QVTiYPAPO.

H kAdon Renderer gival n eméuevn pog avdAuon kKAdon Tou TTakéTou game.H
KAGon autr Cwypaicel Tov xapTn Twy tiles otnv 086vn, 6TTwg £TTioNg Kal OAa Ta
sprites kai éva oTTioB10 POVTO KEVTPAPICHEVO YUPW atrd Tn B€an TTou BpiokeTal 0
TTAIKTNG.

Ta Baoikd TnNG oToIxXEia gival Ta eEAG:

e OpiCel To péyebog kAOe tile oe 64 pixels wWoTe va yivovTal 01 OTTOI0IBATTOTE
uttoAoyiouoi féon Tou voupepou auTtou.
e OpiCel To yéyebog o¢ bits TTou atraiteital, Tou pyeyeBoug 64 pixels Tou kAOe

tile, givail 6 bit.



Java game application for PC 20

e OpiCel Tig ueBOdOUG peTATPOTTHG PIag Béong tile og B€an pixel kai
avTioTpoPws.QaoTe yia Tapddelyua n avagopd oTo TTPWTO tile va
avTIOTOIXEI OTO €UPOG TINWV pixel atrd 0 £wg Kal 63 KOK Kal avTioTpoga.

e OpiCel To omicBio @AvTO OTO TTaIXVIdI WG Jia EIKOVA.

e YAotroigi Tnv Baoikn yia Tn diadikagia Tng amédoong aTnv 086vn Twv
oTToIoVOATTOTE YPaPIKWY. H péBodog auTr) Ba ummopoloe va XapaKTNPIoTE
WG évag TTPOROAEAG EIKOVWYV BACEI UTTOAOYIOUEVWY BECEWYV IO QUTEG.
ATodidel oTnVv 086vn Aoimrdv «Ta TTaAvTa» sprites , tiles , backgrounds agou
TA QVAKTA atrd TOV BEWPNTIKA OPICUEVO XAPTN TTOU £XEI TIPONYOUNEVWG
OPICTEI KAl OTOV OTTOIOV £X0UV QOPTWOEI OAa AUTE PETATPETTOVTAG TIG
B¢oeig Twy tiles og Béoeig pixels.

o Zwypagicel emimrAéov To background Twv emmmédwy pe Evav TPOTTO TTOU TO
KAvel va Poiadel TTwg Kiveital ( ZuvuTtroAoyiovtag Tnv ammdéoTacn Tou
TTaikTn a1d Ta AKPA TOU XAPTN Kal Tou PeyEBoUG TNG idIag TNG EIKOVAG Tou
background Tou XapTn €1Ti TNG PJETAKIVNONG TOU TTAIKTN).

o  Zwypagiel Tov avTioTPOQPO XPOVOUETPNTH.

o Zwypa®iCel TIG OTTOIECOATTOTE XPEIAlOUPEVES TTANPOPOPIES TOU TTAIKTN,
OTTWG N {WEG TTOU TOU £XOUV ATTOMEIVEI ) TO GTATIOTIKA TTOU ep@avidovTal
METG TO TEAOG KAOE ETTITTEOOU

OAa autd amodidovtal OTTWG ava@Eépape Kal TTapatrdvw oTnv 08dévn Bdaon

auaoTnPEou uTtoAoyiopoU Béaclg éxovTag uttéwn To mode ( single,multi player ),

Tn B€0n TOU TTaiKTN, TO PEYEBOG O€ pixels Tou XapTn K.a.

3. Zto makéto SendReceive Aoitév dUo gival ol BacIKEG yia TNV €EUTTNPETNON
™G A&iToupyikdTNTOG Tou KAdoeIg, n Sender kai Receiver.lMapakdtw Ba

TTEPIYPAPOUV QUTEG KAl Ta Badiké TOUG oneia.

H kAdon Sender atmmoTeAei Tov Badikd atroaToAéa TTANPOQOpIag oTo
OiKTUO, O€ AeIToupyia ouvepyaTikou TraixVvISIoU, aTnV TTAPAAANAN
£pappoyn.

Ta Baoikd TNG oToIXEiIO €ival T €EAG :
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e Anuioupyia evog datagram socket yia atrooToAf datagram
packets péow autod.
o  Opioudg dielBuvong Kal TTOPTAG YIA TNV ATTOCTOAA TTAKETWV.

e YAotroinon peBOdOU sendaway YIQ ATTOOTOAN dESOPEVWV PETW

DataOutputStream

o [PAWINO XOPAKTAPWY OTO DataOutputStream

e AVTIOTOIXNON DatagramPacket OE€ OUYKEKPIPEVN SlEUBUVON Kal
mTopTA.

e ATTOCTOAN TTaKETOU PECW Tou socket auTtod.

o Epmepiéxel TNV HEBODO isActive N OTTOIO EAEYXEI TO KATA TTOGO
n e@appoyn atnv otroia 6a kKAnBei eival active.
O diaxwpIoPog PeTagU active kal inactive gival ammapaitnTog yia

TN SIEKTTEPAIWGCN OPICUEVWV EVOOAEITOUPYIWV.

H kAdon Receiver atmmoteAei Tov Bacikd ARTITN TTANpo®opiag oTo
OikTUO, O€¢ AEIToupyia ouvePYaTIKOU TTaIXVIOIOU, atrd TNV TTAPAAANAN
epappoyn.

Ta Baoikd NG oToIxXEiO €ival T €EAG :

o  OpIoPOG Kal KATAOKEUR TOU ARTITN TTANPOQYOpPIaG.
e APXIKOTIOIEITAI €VA DatagramSocket ME Evav APIBPO TTOPTAG
oTnv otroia Ba «akoUe» Kal Ba AapBavel TTANPoQopies N

€pappoyn.

o ApxikoTrolgi eTTITTAéOV ava@POPEG OTO BACIKO SIOXEIPIOTA TNG
e@appoyng MainGame. O1rwg €1TioNg KAl ava@opég oToV

TTAiKTN KAl oTa UTTOAOITTA Sprite avTIKEigeVaA Tou TraiXvidiou.

e YMotroigi TV H€B0BO run, n OTTOIO «TPEXEI» OUVEXWG OE
AeIroupyia auvepyatikou Traixvidiou Kal yEcw Tou datagram
socket kai Tng receive pueBoGdou diapadlel Ta eI0epXOUEVa

datagram packets kal TTpAaTTEl AvAAOYQ HE TO TTEPIEXOUEVO
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TOUG OTTWG N EVNUEPWON TWV CNUEIWVY KAl TWV TAXUTATWY

TWV Sprites Tou TTaiKTn Kal Twv PJaxaipiwy.

4. 2710 TmakéTo 10 dUo givar ol BaoikEG yia TNV eEUTTNEETNON TNG
AerroupyikdTNTAG TOU KAAOE€IG, n Action kal IOHandler. MNapakdTw Ba

TTEPIYPAPOUV AUTEG Kal Ta BaCIKG TOUG onpeEia.

H kAdon Action atroTeAei pia kKAdon a@npnuévn yia Tig £106d0ug Tou
XpnoTtn atnv epappoyr. O1 KIVI|OEIG TOU XPrion avTiIoToIXoUVTal O€
KOUUTTIA Tou TTANKTpoAoyiou péow Tng IOHandler kAaong.Ta Baaiké

aToixeia Tng Action gival Ta €€NG :

o OpiCel TIg dIAYOpPEG KATAOTATEIG TwV Actions OTTwg
Normal, Initial, Released, Pressed, Waiting for
Release

e Aopei pia Kivnon Kai TN avabETel pia CUPTTEPIPOPA
Kal éva ovopa.

e YAotrolei Tn YéBODSO reset TTou avabEéTel TNV KATAOTACH
released yia pia Kivnon wWoTe va YoIddel TTwg dev EyIve
— MaTABNKE Kauid gopd.

e YMotrolei Tn p€Bodo tap n otroia kAvel TNV Kivnon va
YiVel €IKOVIKA, 0O va TTaTABNKE TO TTANKTPO TTOU TNG
QAVTIOTOIXEl, KaI ETTEITA ATTEAEUBEPWVEI EIKOVIKA TO
TIANKTPO.

o YMotrolei Tn p€BodO press Tou avaAlauBavel va
KaAéoel pia gopd Tnv press(l), dnAadn «1réra 1 gopd

TO TTARKTPO».
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YAotroigi Tn péBodo press(1), n otroia agou eAéyEel
€AV N KATAOTACON TNG OUYKEKPIPEVNG Kivnang gival o€
avapovn yia ameAeuBépwaon ( waiting for release )
ETTEITa BETEI GTOV APIBUO POPWYV TTOU TTATABNKE TO
TIAAKTPO +1 Kal €TTioNg B£T€1 TNV KATAGTOGN TNG
Kivnong o€ pressed.

YAotrolgi Tn pyéBodo release, n otroia BETEI TNV
KatdoTaon TnG Kivnong oe released.

YAotrolgi Tn p€Bodo isPressed 1mou KaAei Tnv
getAmount woTe va eAEyEel TO KATd TTOOO £XEl 1} OXI
TatnBei To TTANKTPO TNG Kivnong atmd Tnv TeAeuTaia
Popd TTou eAEYXONKE.

YAotroigi TN péBodo getAmount n oTroia apxIka
eAEYXEI TOV apIBUS QopwV TTou TTATABNKE TO TTARKTPO,
o€ OeUTEPO OTAdIO EAEYXEI AV N KOTACTAON TNG
Kivnong oto petagu éxel uetaBAnBei o€ released woTte
va Béael Tov apiBud autd o€ 0 kal TEAOG, eAEyXel av n
OUNTTEPIPOPA TNG Kivnang £xel kataaTaon initial press
WoTe va B€ael Tov apIBPo TwV QOPWV TTOU TTATHONKE
10 TTANKTPO o€ 0 Kal TNV KaTdoTaon o€ waiting for

release Kai EMOTPEPEI TOV APIBUO TWV YOPWIV AUTWV.

H kAdon IOHandler atroTeAei pia kKAGon n otroia diaxeipifeTal TNV

€icodo atd didgpopa events Tou TTANKTpoAoyiou. Ta events autd

avTioToixouvTal OTIG KIVAoEIG Actions.Ta Baaikd oTtoixeia Tng IOHandler

gival Ta €€1G :

e OpiCetal évag Trivakag pe Ta Actions.
e ApyikoTroicital o IOHandler pe éva component,
OTTWG n 086vn Kal ayKioTpwveTal évag listener o1o

component auTo.
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YAotroigital n mapToKey péBodog, n otroia
avTioToIxEi éva Action o€ £va KOUWTTT Jéow Tou
KwOIKOU TOu.

YAotroigital n clearMap pé6odog TTou SIaKOTITEI
KABe oxéon PETALU KOUWTTILWV Kal TOu action yia 1o
OTTOIO KAAEITAl.

YAoTroigital n getMaps péBodog TTou ETTIOTPEPEI TA
OVOUATA TWV KOUMTTIWV TNG CUYKEKPIYEVNG KivnoNng
— action.

YAotroigitai n resetAllActions péBodog mou Kavel
TIG KIVI|OEIG OAEG 0O va PNV €X0ouUvV TTaTNOEI.
YAotroigital n getkKeyName péBodog 1rou
ETMIOTPEPEI TO OVOUA TOU KOUMTTIOU TTOU TTATEITE.
YAotroigital n getKeyCode uéBodog mmou

ETTIOTPEPEI TOV KWOIKO TOU KOUMTTIOU TTOU TTATEITE.

5. Z1o TTakéTto ScreenGraphics Tpeig gival o1 BagikEG yia Tnv eEutTnpéTNON TNS

AeIToupyik@TNTaG TOoUu KAGOEIG, n Animation kai ScreenControler, Sprite.

MapakdTw Ba TePIypa@olv auTég Kal Ta Bacikd Toug onpeia.

H kAdon Animation atroTeAei yia kKAGon n otroia diaxeipifeTal Evav

apiBuo atrd eikdveg frames kai To XpOvo eu@aviong Kabevog atrd auTd.

Ta Baoika oToixeia TnG Animation gival Ta €€AG :

e Ta Baoikd oToixeia Tou evdliapépouv oTnv KAGon autr givai n

AioTa pe Ta diabéaiya eppavi¢opeva frames, évag deikTng woTeE

va PTTopoUpE va yvwpifoupe o€ Trolo frame BpiokduaoTe KaBuwg

dlaTpéxeTtal n AioTa, o XpOvog EHOAVIONG EVOG CUYKEKPIPEVOU

frame kai TEAOG 0 OUVOAIKOG XPOVOG ENPAVIONG EVOG OET ATTO

animations.

e Aopei éva animation pe pia cuykekpigévn AioTa atro €IKOVEG

frames kal avaBéTel oTo animation auto éva CUYKEKPIPEVO XPOVO
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dlapkeiag. EmimrAéov petd Tov opioud Tou TO TTPOKAAET va
Eekiviioel e kKAfon g pebddou start.

e YMotrolei Tnv start u€6odo, n otroia BETel deikTn TPEXOVTOG frame
NG AioTag Tou animation oTnv apyn Kai €1riong 10 Xpovo
eKTENEONG TOU animation aTo 0.

e YAotrolei Tnv y€B0OO clone TTou dnUIoUpPYE Kal ETTIOTPEPEI £va
vé€o animation 1o oTroio €xel yia AioTa frame Tou Tn AioTa Tou
animation yia To oTT0i0 KOAEiTaI KAl GUVOAIKH SIGPKEIX
AVTIOTOIXWG.

e YMotrolei TNV p€B0dO addFrame TTou TTPOCOETEI O€ ETTOUEVN
B¢on Tng AioTtag Twv frames Tou animation éva animated frame

Kal au&dvel ToO OUVOAIKO XpOvo eKTEAEGNG TOU animation.

¢ YAotrolgi Tnv update péBodo, n otroia eAéyxel TO PEyeEBOG TNG
AioTag Tou animation kai av gival repioaéTtepa atrd 1 frames
TOTE AVOAOYWG TTPOBETEI TO XPOVO TToU €xel TTEpdael ( dnAadn
KATTOIa XIAIOOTA TOU BEUTEPOAETTITOU ) OTO XPOVO EKTEAEGNG TOU
animation. ‘Etreita eAyxel av 0 XpOVOG TTOU £XEI TTEPATEI
Eeepvael TOV GUVOAIKO OPICHEVO XPOVO EKTEAEONG TOU
animation wate va B€ael xpoévo kail deiktn frame ag 0 TTaAI waoTe
va apyioel atrd TNV apxn. TEAOG, EAEyXEl EAV O XPOVOG EKTEAEONG
TTOU £XEI TTEPACEI EETTEPVAEI TOV KABOPIOUEVO XPOVO EKTEAEONG
evog frame atrd 10 animation kai TTpocaugdvel To BEIKTN 0TN
AioTa Twv frames Tou animation.

e YMotrolei Tnv getFrame 1Tou avaAauBAvel va eTTICTPEWE! EVa
ouykekpiyévo frame atd mn Aiota Twv frames Tou animation.

e YAotrolei Tnv getimage 1Tou avaAapBavel va eToTpEWE! Pia
€IKGVa TTOU AVTIOTOIXEI OTO OUYKEKPIUEVO frame atrd Tn AioTa
Twv frames Tou animation.

e YMotrolgi TNV removeAnimation Tou avaAaupavel va diaypayel
TN AioTa Twv frames Tou animation yia 1o TT0i0 KAA€iTal Kal B€TEl

TO XPOVO ekTéAEONG TOU animation ico pe 10 0.
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TéAog, evBulhakwvoupe aTnv Animation KAGonN ia ECWTEPIK
KA&on TTou agopd aTo oTToI0dATTOTE Frame Tng AioTag To oTToio
ep@avicetal péow TnG AnimationFrame. Z1nv KAdon auTn
onuioupyeital yia k&Be frame pia eikdva Kal Evag KaBopiouEVog
XPOvoG ekTéAeang, dnAadn eu@dAviong TG ikévag Tou frame

auTol.

H kAdon ScreenControler atroteAei pia KAGon n otroia diaxeipieTal Tn

pPUBUIoN Kal TNV EUPAVION TWV YPAPIKWY TNG EQAPPOYAS oTNV 0806V

Ta Baoikd aToixeia TG ScreenControler gival Ta €€1G :

OpiCel kal apXIKOTTOIEl TNV €€’ OPICHOU GUOKEUN ATTEIKOVIONG TOU
OUCTHMOTOG.

YAotrolgi u€Bodo £moTpo®rg dAwv Twv diaBéoiywy diplays Tou
OUCTHMOTOG.

YAotroiei péBodo eAéyxou Twv diabéoipwy displays pe autd TTou
opicape gueig WG OXEDIAOTEG yIa TNV EQAPUOYN.

YAotroigi u€Bodo emMOTPOPNG TOU TTPWTOU OI0BECIUOU aTTO TN
Aiota Twv d1abéoipwy displays.

YAotrolgi u€Bodo €106d0ou Kal apXIKOTTOINONG YPAPIKWY CE
TARPN 086vn HéCw vhAPaTog Kal opicpou 2 buffers yia 1o frame
TT0U Ba OTTEIKOVIOTEI OTNV 006VN.

YAotroiei uéBodo dnuioupyiag Kai EMOTPOPAG TWV YPAPIKWY TNG
00ovng.

YAotroiei p€Bodo evnuépwaong TG 086vng HECW KAONG Tou
emopévou dlabéaipou buffer popTwuévo pe ypagikn
TTAnpogopia.

YAotrolgi u€Bodo £TTIOTPOPG TTAPABUPOU TTOU PPICKETAI O€

KaTdoTaon TTAfpoug 086vng.
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e YMotrolei uéBodo eTTIOTPOPN G TTAGTOUG TTAPaBUpPOU.

e YAotrolei yéBodo emioTpo@rig UWoug TTapabupou.

e YAoTroiei y€Bodo amodéopeuang 086vng BETovTag To Bacikd
TTapdBupo TTARpoug atreikdviong o€ null.

e YAotroigi péBodo dnuioupyiag £IKOVAG YPAPIKWY TTPOG ENPAVION

oupBarh he 1o utTdpyov oUoTna.

H kA&on Sprite atroTeAei pia Baoik KAGon n otroia dnuioupyei Eva
sprite ye kKAToI0 opIoPEVO animation evBulakwpévo péoa Tou. Ta

Baolka oToIxEia TNG Sprite gival Ta €EN1G :

o  OpIouoG evOG sprite ue CUYKEKPIPEVO animation.

e YAotrolei py€Bodo evnuépwang Tou animation Tou sprite 0TTwg
€TTiONG Kal Twv B€aewv Tou o€ X Kal 'y aEova Bdon TNG
TayxuTnTag Tou. ( Béon = TaxuTNTa * XPOVO )

e YMomrolei p€Bodo avabeong TIUAG X OTO sprite.

e YAoTrolei p€Bodo avabeong TIUAG Y OTO Sprite.

e YAotrolei p€Bodo ETTIOTPOPNG TIUAG X TOU Sprite.

e YMomrolgi p€Bodo ETTIOTPOYPRG TIUAG Y TOU sprite.

e YAotrolei uéBodo IOTPOPNS TIMAG TTAATOUG TOU Sprite.

e YAoTmrolei p€Bodo €IOTPOPRG TIUAG UYWOUG ToU Sprite.

e YMotrolei péBodo avdabeang TIPAG TaxuTNTag X o€ pixel avd
millisecond aTo sprite.

e YAotrolei péBodo avdabeang TIuAG TaxuTnTag y o€ pixel avd
millisecond oTo sprite.

e YAomrolei p€B0dO ETTIOTPOYPNG TIMAG TaxUTNTOG X o€ pixel ava
millisecond a16 sprite.

e YAotrolei yéBodo eTTIOTPOYNG TINAG TaXUTNTAG Y o€ pixel avd

millisecond atré sprite.
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e YAotrolei uéBodo ETTIOTPOPrG TNG EIKOVAG TOU Spite TN OTIYUN
QauTh.
e YMoTtrolei péBodo dnuioupyiag Kal ETTIOTPOPRG EVOG Sprite

OUOIO UE TO UTTAPXOV WG OVTOTNTA.

6. 210 TTaKETO Menu Tpeic gival ol BaoIKES yia TNV eEUTINEETNON TNG
AeIToupyIk@TNTaG TOou KAdoelg, N Menu3d kai HelpForm, OptionsFrm.

MapakdTw Ba TTeEPIYpa@oUv auTéG Kal Ta BACIKG TOUG OnEia.

H kAdon Menu3d atroTeAei pia Baoikr) KAGon n oTroia gival
utTELBUVN YIa TN dnuioupyia Tou pevou TG epapuoyns. Ta Baaikd

oToixeia Tng Menu3d eival Ta €EAG :

o ApYXIKG& Kal EVTEAWG aPaIpETIKA, gival éva frame 1o oTToio
KTPEXEI KAVOVTAG XPron Hiag run peBddou vipaTog yia Tnv
EKTENEON OUYKPIPEVOU PEPOUG KWOAIKA KAl EPPAVICETAlI OTNV
08ovn.

o  KaBwg Tpéxel eival active £wg GTou KATTOI0 AANO Viua
{ntroel va ekTeAETOEI.

o AlaTtiOeTal Kal KATTOIEG EVOWNATWHEVEG CUUTTEPIPOPES ( built-
in behaviors ) Ta otoia BpiokovTal GToV KWAIKA yIa
TEPAITEPW PEATILWAON TNG EQAPUOYAGS OTO PEAAOV.

e OpiCel Tnv péBodo loadscene @opTwong 3d PHOVTEAWYV WE
KataAngn .obj, Ta otroia @opTwvovTal €€ OAOKANPOU GTO

scene TTou ETMIOTPEPETA.
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OpiCel TNV p€B0dO getscene n oTToia TMIOTPEPEI Eva
transformgroup, dnAadr pia pop@oTroinan, atroteAoUEVO
atd Ta transformgroups mou avaAlovTal Kal avTIGToIXoUvTal
Bdaon Tou scene TToU TTPONYOUNEVWG POPTWONKE.

YAoTtroinon Tng peBddou dnuioupyia Tou ypd@ou TNG 6Ang
OKNVAG createscenegraph. e auth Tn pé€Bodo emoTPEPETAI
éva Bacikd branchgroup 1o oTT0i0 ATTOTEAEITAI ATTO ETTINEPOUG
branchgroups, Ta oTroia gival KATOOKEUAOUEVA UE
OUYKEKPIUEVN HOPQPOTTOINGT TTOU €ival KATI TTOU ETTAQIETAI OTA
transformgroups, Ta oTToia PE T CEIPA TOUG CUVATTOTEAOUVTAI
a1ré GAAa transformgroups 1o kabéva ammd Ta oTroia dIaBETEl
kdtroio transform3d, kATTOI0 appearance, KATToI0 GXAua,
KATTOI0 rotation ( XapakTnpPIoTIKA eu@aviong ). MNapakdaTw
diaTiBeTal oxrua katavonong Tou Java3d World wg pia atmAn

avagopd.

Virtualuniverse Object

’ Locale Object

@ anchGroup Modes

Bahavior Nodt; @ TransformGroup Modes

Usear Code
and Data

A ShapedD Node &

ViewPlatform O bject

Eikova 1. To uovréio tov mpoypoppatictikov ypdpov tov Javadd API.

( BAETTE TexvoAoyieg )
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e Opicel éva virtual universe oTo oTroia TTPocBETel Evav canvas3d
pe diapopoug key listeners kal GUYKEKPIYEVN HOPPOTTOINGN,
OTTWG €TTIONG KAl TO SCENe TTOU TIPONYOUNEVWG EXEI PTIOXTEI Kal

TO eu@avicel.

H kAdon OptionsFrm atroTeAei pia KAGon n oTroia gival uttelBuvn
yla Tn dnuioupyia Kal TNV EUAvion TG OPUAg Tou UEVOU TNG
EQPAPUOYNAG TTOU EICAYOVTAI TA OTTOIA OTOIXEIO BIKTUOU OTTWG N ip
address Tou OUUTTAIKTN KAl N TTOPTA TOU, WOTE VO TOU OTEAVOVTAI TA
Oedopéva atod Tnv TpEXouca epapuoyr). Ta Bacikd oToixeia TG

OptionsFrm civai Ta €€AG :

e OpiCer pia popua Baoiopévn o€ £va frame pe opiopéva oToIXEIQ,
OTTWG TITAO, KOUNTTIA, TTAQiCIO KEIMEVOU K.QL.

e YAoTrolei ouykekpiuévoug key listeners o1 otroiol agopouv
Tapddelypa TNV emMBERAiWON TwV GTOIXEIWV TTOU €I01XONV OTN

@opua.

H kAdon HelpForm atmroteAei pia kKAdon n otroia gival utretBuvn yia
TN dnuIoupyia Kal TNV EueAvion NS OpUAg Tou PeEVOU TNG
€QAPMOYNG TTOU gPPavifeTal wg BonBeia Tou XpAoTn wg TTPOG TNV
TTAONYNON OTO KUPiWG TTalyVvidl OTTwWG €TTIONG KAl YIa TNV KATavonon
TOou O0TOXOU Tou TTaIXVIdIoU. Ta Bacikd oToixeia TG HelpForm eivai

Ta €ENG :

o Opicel Tn @opua BETovVTag KATAAANAQ XapakTnpIoTIKG ( UYog,

EMQAVION KATT. ).
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e YMotrolei TNV p€Bodo paint TTou avaAauBdaver va
«lwypagiocel» To ECWTEPIKO TNG POPUAG KAVOVTAS XPrOoN
B1081A0TATWY YPAPIKWY

o TéAog, Tpooaptd kal uhoTrolei évav key listener otn @épua

yla Tnv £€£000 — aTTOKPUWN TNG TTATWVTAG To TTANKTpo ESC.

7. 1o makéTo Splash3d2 &Uo cival o1 BaoIkES yia TNV eEUTTNPETNON TNG
AerroupyikdTnTag TOU KAAOEIG, n Splash3d kai TestSplash3D. MNMapakdTw

Ba TTEPIypa@oUv auTég Kal Ta BACIKA TOUG ONEia.

H kAdon Splash3d atroTeAei pia kKAGon n oTroia gival uTTEUBUVN yia
Tn dnuioupyia kai TNv eueavion Tou splash screen avTikeigévou Kai
€I0IKOTEPA TNG dnuioupyiag Tou background kai Tou canvas3d Tng

006vng ekkivnong diapéoou yiag oknvAg ( scene ) TTou atTapTigeTal
atoé branchgroups Baoiopéva oto Java3d API. Ta Baaikéd aToixeia

NG Splash3d eival Ta €€AG :

e ApxikoTroigi, dnuIoupyei kal opicel Tov canvas3d.

o ApxIKoTTOIEi KOl dNUIOUPYEi €va screen capture .

o Anpioupyei éva simple universe opIoPEVO KATG TOV
canvas3d.

o [lpoocapTd o€ simple universe 1o screen capture wg
otrioBio eovTo ( background ).

o Anpioupyei éva view ( Béaon ) Tou simple universe yia Tnv

eU@Avion Tou splash screen oAékAnpo.
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H kAdon TestSplash3D atroTeAei pia kKAdon n otroia gival utreuBuvn

yla T dnuioupyia piag oknvAg ( scene ) wg £va branchgroup &évrpo

Tou Java3d API, 6TTwg 1TioNg Kal TNG apxIKOTToinong Tng 06évng

€KKiVNONG TTpoaBETOVTAG TN OKNVA TToU dnpioupyrOnke o€ autod. Ta

Baoika oToixeia Tng Splash3d sivar Ta €A :

Opiopog kai dnuioupyia oknvig ( scene ).

YAoTtroinon Tng createScene 1Tou avaAapBavel T
dnuioupyia kai emMoTPOPA evog branchgroup kéupou, o
oTT0i0G atroTeAciTal atrd transform groups cuvduaauéva
METagU TOUG e KATAAANAO TPOTTO Kal apoU £XOUV
TTpoaTeBEi o€ auTd Ta KatdAAnAa transform3d’s,
appearances Kal text geometry TTou KaTaoKeUAgouv TNV
OAGTNTA TOUG WG TTPOG TO OXAHA, TO XpWwHa, Béon oTnv
006vn. Ze autod 1o TEAIKS branchgroup pifa TTou
ETMOTPEPETAI YiVETAI ETTITTAEOV TTPOCORKN CUYKEKPIPEVOU
QWTIOPOU, OTTWG ETTIONG Kal Twv rotators yia Tnv KUAIoT
TOU 0pICOVTIWG A KABETWG £TTi TNG TEAIKAG 086VNG TOU
xpnomn .

TéNog, TTpocapTtd aTo splash screen 1o oTT0i0
TTPONYOUUEVWG £XEI Opioel Evav timer TTou OlapKei 5
OEUTEPOAETTTA WWOTE VA N EUPAVIOT TOU VA OIOPKEDEI
povéxa 1o Xpdvo auTo Kal agou TTupodoTnOEl To YEYovos
AAENG Tou Xpdvou va egapavioTei atrd Tnv 086vn Tou

XpAoTn.
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Eikova 2. Zélingyn eixévag (Print sSCreen ) katd tyv ekKivyen tov maiyvidlov .
8. ZT10 TTaKEéTO Sounds uTTdpyel n Jia kal povadiki Bacikr) KA&on yia Tnv
eCutTNPETNON TNG A€iIToupyikOTNTaG Tou, N WavePlayer. Napakdtw Oa

TTEPIYPAPOUV auTr| Kai Ta Bacikd Tng onueia.

H kAdon WavePlayer atroTeAei pia kAGon n otroia €ival utrelbuvn
yia Tn dnuioupyia Kai TNV UAOTTOINON TNG avaTTapaywyng Tg
MOUGIKAG OTO YEVOU KAl OTO KUPIWG TTaIxVidl TNG EQAPHOYAS HECW
€VOG VAUATOG TTOU Ba TpéxEl yia opliopévo Xpodvo. Ta Baoika oToixeia

NG WavePlayer cival Ta €gAG :

o OpiCel ka1 To Wave Player, To 6voua NG d1adpourg Tou
apyeiou TTou avaTrapaxoei.

e Anpioupyei To ynxavioud Tradong Tou vhpaTog ( lock
object)

o FEidoTtroiei Ta uttéAoITa vijparta OTI gival €TOIUO va
EekIvAOEl va ekTeAEITal.

o YMotrolei Tn Bacik HEBOBO run TTOU «TPEXEI» TO VANA OTN

otroia cupBaivouv didpopa OTTWG:
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Opiopdg file avTikepévou Tou apxEioU JOUOIKAG.
Opiouo6g AudiolnputStream TTou €l0dyel TO apxEio
NXOU TTPOG dIaxEipIon Kal avaTrapaywyn wg éva
pelua fxou.

Opioudg AudioFormat. H AudioFormat givai n kAdon
TToU KaBopiCel Yia ouykekpipévn didTagn Twv
oedopévwy o€ éva peupa. E€etalovtag Tig
TTANPOPOPIES TTOU €ival ATTOBNKEUPEVES OTO
QOKOUOTIKO Orua YTTOPEi va epuNVeEUTEl TO KOPMATIA

TOU PEUNATOG OTA BUABIKA dedopEVa XOU.

Mia TTnyn ypauun ( source data line ) dedopévwv wg
pia ypauur 6edouévwy 0TTou BeSOUEVA UTTOPOUV Va
ypa@Touv Bdon Tou audioformat Tou peUPATOG fiXOU.
A€IToUpyYEi WG TTNyN yia Tov Pigep AXOU TNG
epappoyng. H epappoyr ypagel ixo o€ popen byte
o€ JIa TTNyR YPAPUnRg 6edouévwy, n oTroia XeipiZeTal
10 buffering Twv byte kai Ta TTapadidel oTOUG pigeP.
To pigep oTn cuvéxela PTTopEi va TTapadwael TO
Miyha o€ pia BUpa e€6dou TTou 0dnyei o€ Jia
OUOKEeUN ££000U fxou, O€ pIa KAPTA 1XOU.

TéNog, uhoTroigi Kai Tn JEBODO TTOU TTPOKAAEI TNV

TTauon Tou wave player J€Gw Tn VAPOTOG TTEPIYEVEL.

9. ZT1o TTakéTo Statistics uTTdpxel pia KAGoN yia Tnv eEuttnpéTnon Tng

AeiroupyIkOTNTaG TOU, N StatsCollector. MNapakdTw Ba TTepIypa@olv auTh

Kal Ta Bacika TG onueia.

H kAdon StatsCollector atroteAei yia KAdon n otroia €ival utreUBuvn

yla TN GUAAOYN Kal JOVO TwV OTATIOTIKWY OTOIXEIWV TOU TTAIKTN, O
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OTTOIOG TTEPVIETAI WG TTAPANETPOG KATA TOV OpIoHS TNG. Ta Baoiké

oToixeia Tng StatsCollector eival Ta €A :

o OpiCel kal apXIKOTTOIET Hia ava@opd OTa WG TWPA
OTATIOTIKA TTOU €XEl 0 EKACTOTE TTAIKTNG. AUTO,
QVTIOTOIXWVTAG TIG LWEG, TOUG TTOVTOUG, TOUG
«OKOTWMOUG» (Kills ) K.a. O€ TOTTIKEG PETAPRANTEG YIO
METETTEITA XPAON.

o Opicel kal uhoTTOIEl TN PEBODBO YIO TNV ETTICTPOPI) TOU
ap1Buou Twv Cwwv.

o Opicel kal uhoTTOIEl TN HEBODO YIO TNV ETTICTPOPI) TOU
apIBPOU TWV TTOVTWV.

o OpiCer ka1 uhoTTOIEl TN PEBODBO YIa TNV ETTICTPOGN TOU
apIBPoU Twv «oKOTWHWV» ( Kills).

o Opicel kal uhoTTOIEl TN PEBODBO YIO TNV ETTICTPOYPI) TOU

apIBuou NG TTioTag — ETITTEDO GTO OTTOI0 PPICKOUACTE.

10. 210 TTaKETO Sprites €61 o€ apiBPO €ival o1 BACIKES yia TNV eEUTTNPETNON TNG
AeiIroupyikdTnNTOG TOou KAGOEeIg, n Existence,Player, Crawler, Fly, Bullet,

Gadget. NapakdTw Ba TTEPIypaPoUV auUTEG KAl TO BACIKA TOUG ONEia.

H kAdon Existence atroTeAei pia kKAdon n oTroia atroTeAEi TOV
TTUAWVA TNG ETTEKTAONG TNG Sprite KAAGNG TTOU TTPONYOUHEVWG EXEI
oploTei oTo TTAKETO ScreenGraphics Kal dpa aTToTeAEITAI OUCIOOTIKA
atoé 4 animations. Eival ouciaoTikd éva Sprite To otroio eTnpeddeTal
atoé T BapuTtnta Kal uTropei va aAAnAemIOpdoel KaTtd Tn dIGPKEIQ
TOU Kupiwg Taixvidiou. Ta Baoikd oToixeia TG Existence eival 1a

€gng :

o OpiCel kal apxIKoTTOIEl pia UTTapEn aTnv oTroia avaBértel 4

animations kai yia kardotaon nhormal QUOIKHA.
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e YAotrolei Tn YéBodo getSpeed TToU ETIOTPEPEI THV
TaxutnTa TNG UTTAPENG.

e YAotrolei Tn péBodo wakeUp 1Tou avabéTer pia Taxutnta
oTtnv UTTapén pia eopd Kata Tnv TTPWTN EUPAvIcN OTO
XAPTN WOTE VA apyioel va KIVEITAL.

e YAotrolei TN YEBODSO TTOU ETTIOTPEPEI TNV KATAGTACN OTNV
oTToia BPIOKETAI N CUYKEKPIYEVN UTTAPEN OE OPIoHEVN
oTIYMA.

e YAotrolei Tn péBodo TTou avabéTel yia katdoTaon oTn
OUYKEKPIYEVN UTTOPEN O€ OpIoUEVN OTIVUN.

e YAotrolei Tn péBodo isAlive TTou eAéyxel av n katdoTaon
oTnv oTroia BpioKeTal N CUyKeEKPIYEVN UTTOPEN O€
opiopévn oTIypn gival n normal — kai dpa T UTTapén civai
oiyoupa CwvTtavn ( 6x1 dead ).

e YAotrolei Tn péBodo TTou emioTpéPel false yevikdTepa yia
TO AV N CUYKEKPIPEVN UTTAPEN «TTETAEY OE OPIoHEVN
OTIYUR. Z€ ETOUEVN €TTEKTAON TNG EXistence
UTTEPQOPTWVETAI N €V AOyw UEBODOG Kal UAOTTOIEITAI
OI0POPETIKA.

o YMomrolei Tn p€B0SO TTOU AVTICTPEPEI TNV Kivnon TG
UTTapéng oTov afova X YETA aTTO EVTOTTIONO OUYKPOUONG
ME KATTOI0 TTAOKAKI OPIOVTIWG — EUTTOSIO TOU ETTITTESOU.

e YAotrolgi TN PéBodo TTOU oTOUATA TNV Kivnon TNG UTTapgng
oTov aéova Y peTd atmod eviomaopo olykpouong YE KATTOI0
TIAQKAKI KOBETWGS — UTTODIO TOU ETTITTEDOU.

o YMomrolei Tn y€B0SO reappears TTou UTTEPPOPTWVETAI ATTO
TNV KAGan player apyoTepa WAOTE va Eavaep@avifel Pe
OUYKEKPIYEVO TPOTTO TOV TTAIKTN a@oU OKOTWOEI.

e YAotrolei TN PéBodO TTOU BETEI Eva OUYKEKPIPEVO id OTnV
UTTaPEN WG TaUTOTNTA OPICoVTaG KATA £va TPOTIO TN
MovadikéTNTA TNG OTO TTAIXVIdI.

e YAotrolei TN YéB0DSO TTOU ETTIOTPEPEI TO id TO OTTOIO £XEI

avaTteBei oTn cuykekpipévn UTTapén.
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e YMotrolei Tn péBodo update TTou avarauBdvel va ekTeAETEl
TNV AgIToupyia TnNG evnuépwang Tou animation Tng
UTTapéng. ApXIKd, TTIAEyeTal TO KATAAANAO animation
TpwTov BAcn TNG KaTeuBuvong TNG UTTapéng Kai ETTEITA
Baon Tng kKaraaoTaong oTnv otroia Bpioketal. ETTITTAEoV,
eAéyxel av To animation TTou eMAEyETAI €ival DIAPOPETIKO
atro 10 0N UTTAPXOV WOTE VA TO «apPXioEI» ] va TO
«ouvexioe», wg TTPOG TNV evnuépwaon Tou. TEAOG,
uAoTrolgiTal akOpa évag EAeyX0G WG TTPOG To XpOVo O
OTT0I0G £XEI TTEPATEl ATTO TNV WPA TTOU N UTTapEN £XEI

eméNOel o€ katdoTaon dying woTe va ouvexioel o€ dead.

H kAdon Player atroTeAei pia kKAGon n otroia uAoTTOIEl TOV TTAIKTN TNG
e@appoyng. Eival n ovrétnTa ekeivn TTou €TTEKTEIVEI JE TN GEIPA TNG
otroiadATmoTe UTrapén ( Existence ) kai eTrekTeivel Ta Bacik@ TG
XOPOKTNPIOTIKA TTEPAITEPW, OTTWG VIO TTAPASEIYUA O TTAIKTNG UTTOPET

ka1 TTNddel. Ta Bacika aToixeia Tng Player ival Ta €€AG :

e BaoIKa XapaKTNPICTIKA TOU TTAIKTN €ival n TaxuTnTa TToU
mNOdAcl, n £voeiEn OTI BpiokeTal oTN yn, T OTATIOTIKG TOU
OTTWG N CWEG, O1 TTOVTOI KATT.

o OpiCel ka1 apyIKOTTOIEI Jia UTTAPEN JE OCUYKEKPIPEVO
animation.

o  YTTEPQOPTWVEI TIG HEBOGDOUG TTOU aPopPOoUV OTNV oUYKPOUaH
0pICOVTIWG 1 KABETWG PE KATTOIO TTAOKAKI - EUTTOBIO TNG
mioTag (tile ).

e Ymep@opTwvel TNV pEBodo avdabeong y TIUAG wg KATI TO
EeXwPIOTO aTTd TNV ATTAOUCTEUNEVN £KOOXN ATTANG avAaBeong
TIUAG. AuTS BIOTI N CUPTTEPIPOPA TOU TTAIKTN KAAEITAI v
eP@avioel éva sprite TTou UTTOKEITAI OTOUG VOUOUG TNG
BapUlTnTag. ZUVETTWG O€ KABE Kalvoupyla avadeon TIUAG Y

yiveTal pia gUykpIon JE TO TPEXWY Y KAl AV TO KAIVOUPYIO Y
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gival peyaAuTepo 1OTE €MOPA OTO Sprite 0 VOUOGS TNG
BapuTtnTag.

e YAotroigital n uéBodog TTou Kabopilel To «TTAdNUA» Tou
TTAIKTN WG Kivnan amapaitnn yia Tov diIaXwpeIouo Tou atmo Ta
utréAoitra sprites. ivetal Aoimmdv, €Aeyxog Tou Katd TéoovV 0
TTaiKTNG BpioKeTAI OTN YN, KAl OeUTEPOV KATA TTOCOV O
XPNoTnG £xel dwoel eVvTOAn yia dueon evépyeia eE0Ywaong Tou
TTAiKTN KAl ETTEITA TIBETAI N KATAAANAN apvnTIKA TaXUTATA
OTOV TTaiKTN WOTE va KIvnBei apvnTikd.

e YAotroigital n u€B0OdOG ETTAVEUPAVIONG TOU TTAIKTN KATA TOV
a1réTONO BAVATO TOU O TTEPITITWON PETWTTIKAG OUYKPOUONG
Je sprite gite TUTTOU fly €iTe TOTTOU Crawler yia Ta oTToia Ba
emekTaBoUpe TTapakaTw. O TTaiKTNG Xavel pia wn Kal
ETTAVEPXETAI ATTO TO TTAVW PEPOG TNG TTIOTAG OTO TTAIX VIO
éxovtag pia normal kardoTtaon f aAAiwg e€agavileTal ammod
TnVv TTicTa ( game over ).

e YAotroigital n uéBodog get Id yia Tnv MOTPOPA TNG
MOvadIKAG TaUTOTNTAG TOU TTaiKTN.

e YAotroigital n uéBodog set Id yia Tnv avaBeon Tng
pMovadIKAG TaUTOTNTAG TOU TTAIKTN.

e YAomroigital n yéBodog get_ Level yia Tnv emMoTpo@r Tou
TPEXOVTOG ETTITTESOU TOU TTAIKT.

e YAotroigital n uéBodog set_ Level yia Tnv avaBeon Tou
TPEXOVTOG €TTITTESOU TOU TTAIKTN.

e YAotroigital n uéBodog get Money yia TNV MOTPOPH TWV
TTOVTWY TOU TTAiKTN.

e YAomroigital n yéBodog set_ Money yia Tnv avdBeon Twv
TTOVTWY TOU TTAiKTN.

e YAotroigital n uéBodog get Kills yia Tnv €moTpO®r TOU
apIBpoU Twv sprites TTou «OKOTWOE » O TTAKTNG.

e YAotroigital n uéBodog set_ Kills yia Tnv avaBeon Tou

apIBuoU Twv sprites TTou «OKOTWAOE » O TTAIKTNG.
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e YMotroigital n uéBodog get Life yia tnv mmoTpo@r) Tou
ap1BpoU Twv {wwv TToU €XEI O TTAIKTNG.
e YAotroigital n uéBodog set_ Life yia Tnv avdbeon Tou

apIBuoU Twv CwWwV TToU £XEI O TTAIKTNG.

H kAdon Bullet atroteAei yia kAdon n otroia uAoTrolgi Ta paxaipia
TTou S100£T€El O TTaIKTNG o€ KABE TrioTa. Eival n ovtdtnTa ekeivn TOU
ETTEKTEIVEI PE TN O0€Ipa TNG oTToiadiTToTe UTrapén ( Existence ) kai
ETTEKTEIVEI TA BACIKE TNG XAPAKTNPIOTIKA TTEPAITEPW, OTTWG O
TTAIKTNG. H oupTTEPIPOPA TTOU €XEI ETTEKTEIVEI UOGVO Aiya ETTITTAEOV
TTPAYHATA.

Ta Baoika aToixeia Tng Bullet ival Ta €€1¢ :

o Opicel éva «uaxaipi» Pe Eva OUYKEKPIPEVO animation,
onAadn pia Aiota amd frames — €IKOVEG 01 OTToiEG
opifovTal TTPOG EPPAVION VIO CUYKEKPIUEVO XPOVO.

e YMomolgi Tnv avaBeon TaxuTnTag oTo sprite autd Katd
TPOTTO TTAPOOIO PE AUTOV TOU TTAIKTN YIa TTAPAdEIYUa,
ATTAWG UTTEPPOPTWVETAI VIO AOYOUG dIAPOPETIKATNTAG TNG

TIUAG TNG TaXUTNTAG.

H kAdon Crawler atroteAei pia KAGon n otroia uAoTroiei To éva atrd
Ta ®UO sprite TTou gival IKAVA VO «OKOTWOOUV» TOV TTAIKTN oTd
ETTITTEdO O€ TTEPITITWON PETWTTIKAG Uykpouong. Eival etriong pia
OVTOTNTA TTOU ETTEKTEIVEI PE TN O€IPA TNG oTToladnTToTe UTTapén (
Existence ) kai €TTeKTEIVEI TO BATIKG TNG XAPAKTNPIOTIKA TTEPAITEPW,
OTTWG 0 TTaiKTNG. H oupuTTEPIPOPA TTOU £XEI ETTEKTEIVEI JOVO Aiya
eMITTAéOV TTPAYUOTA.

Ta Baoika oToixeia Tng Crawler gival Ta €€AG :
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Opicel éva «epTTETO» PE VA OUYKEKPIPMEVO animation,
onAadn pia Aiota amd frames — €IKOVEG 01 OTTOIEG
opiCovTal TTPOG EUPAVION VIO CUYKEKPIMEVO XPOVO Kal

atroTeAoOUV TO £PTTETO AUTO.

YAotroigi Tnv avéBean TaxUTnTag oTo Sprite autd kartd
TPOTTO TTAPOPOIO PE AUTOV TOU TTaiKTN Kal Tou bullet yia
TTAPAdEIYUA, ATTAWG UTTEPPOPTWVETAI YIa AGYOUG
S1aQoPETIKATATAG TNG TIUAG TNG TaxUTNTAG ( TTI0 apyn
TaxutnTa ).

H kAdon Fly atroTeAei pia KAGon n otroia uhoTrolgi To deUTEPO ATTO

Ta dUO sprite TToU €ival IKOVA VO «OKOTWOOUV» TOV TTaiKTN OTa

emimeda o€ TEPITTTWON PETWTTIKAG oUykpouong. Eival etriong pia

ovTOTNTA TTOU ETTEKTEIVEI PE TN a€Ipd TNG oTToIadNTTOoTE UTrapén (

Existence ) kal €TTeKTEIVEI TA BATIKE TNG XAPAKTNPIOTIKA TTEQAITEPW),

OTTWG O TTaIKTNG. H CUUTTEPIPOPA TTOU €XEI ETTEKTEIVEI IOVO Aiya

ETITTAOV TTPAYHATA.

Ta Baoika oTtoixeia Tng Fly ival Ta €€AG :

OpiCel éva «TTETOUPEVOY HPE Eva CUYKEKPIYEVO animation,
onAadn pia Aiota ammd frames — €IkOveEG o1 OTTOIEG
opiovTal TTPOG EUPAVION YIA CUYKEKPINEVO XPOVO Kal
atroTeAOUV TO TTETOUPEVO AUTO.

YAoTrolgi Tnv avaBeon TaxutnTag OTo sprite autd Katd
TPOTTO TTAPOPOIO PE auTdV Tou crawler yia TTapdadelyua,
ATTAWG UTTEPQOPTWVETAI YIa AOYOUGS SIAPOPETIKOTNTAG TNG

TIUAG TNG TaxUTNTAG ( TTIo ypAyopn TaxuTnTa ).
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o YTrepopTwvel ETITTAEOV TNV PEBODO EAEYXOU TNG
KatdoTaon TNG UTTapéng auTrg wg TTPOG TO av TTETAEI N
OxI Kal Tautéxpova TnG katdoTaong Tou ( dead or alive),
OI10TI TTETAEl av Kal JOvo av gival (uwvTavo Kal

avTIOTPOPWG - TTEQPTEI KAl CKOTWVETAI - EEagavileTal.

H kAdon Gadget atroTteAei pia KAGon n oTroia atroTeAEi TOV
€CWTEPIKO QAOIO TWV OVTOTATWY TWV gadget TTou «KATaKTA» O
TTAIKTNG DIEPXOMEVOG TWV ETTITTEOWV. 2TO E0WTEPIKO TNG KpURovTal
KAdoeig 6TTwg N Shine kai n Target TTou amAwg opiovTal
d1apopeTIKA yia va Eexwpifouv PeTalu Toug Jovaxa Adyw TUTToU.

Ta Baoikd oToixeia Tng Gadget eival Ta €§AG :

o Opiopog Kal dnuioupyia evog sprite Ye Eva OUYKEKPIPEVO
animation, dnAadr pia AioTa a1od frames — €IKOVEG 01 OTTOiEG
opifovTal TTPOG EUPAVION YIA CUYKEKPIPNEVO XPOVO Kal ATTOTEAOUV
TO «ETMIVONUa» auTo.

o YTep@bpTwaon g clone peBddou TG Object KAGong TTou
OnuIoUpYEi avTiypa@el Kal ETTIOTPEPEI £va VEO animation To OTToio
€xel yla Aiota frame Tou Tn AioTa Tou animation yia To oTToio
KOAEgiTal Kal OUVOAIKT OIGPKEI AVTIOTOIXWG.

e TEAog, evBUAaKwvel Kal 0piCel TIG KAGTEIG TTOU avagépdnkav

Tapatmavw ( Shine, Target ).

ZuoXeTIONOG KAdoswyv — Ala - AsiToupyIkKOTNTA

2Tnv evoTnTa QUTA Ba TTPOCTTABACOUNE Va TTEPIYPAYWOUUE TOV TPOTTO UE TOV OTTOIO
ouvduddovTal ol KAAOEIG JETAEU TOUG Kal TTwG AEIToupyoUv n kaBepia atrd povn
TNG aAAG KAl CUVOAIKA OAeG padi. ZUp@wva pe €va atTAo class diagram tng
YVWOTAG 0€ 6Aoug pag UML ptropoupe va SIakpivOupEe apXIKA TG OVTOTNTEG TNG

EQPAPUOYNG HaG, OTTWG ETTIONG KAI TO GUVOAIKO OXAHUA TWV TAEEWV Kal £va OTITIKO
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ouvouUaouo Toug. MNa To Adyw auTd apyikd Ba TTapouciaoTei kKal Ba avaAubei To

O1dypappa KAACEWV TNG EQAPUOYNG.

Aiaypappa KAdoswv

Eikova 3. Aiaypappa kideewy (print screen ) tov maryvidiov .

2710 TTAPATTAVW OIdypauUa TTAPOUCIAloVTal EiKOOI TTEVTE KAOEIG OUVOEDEPEVEG
METALU TOUG €iTe e OUVOEDN, €iTE e KANPOVOUIKOTNTA. PUGCIKA TO €V Adyw

O1dypaua aTTEIKOVICEl TNV TTIO YEVIKA EIKOVA TOU OXNMATOG TNG EQAPUOYAS TTOU
TIPETTEI VA YivEl avTIANTITH 116 TOV avayvwaoTn. Autd TToU QaiveTal ETTITTAEOV PE
Mia TTpwTN haTid oTo dIAypapua KAGoEwV gival 0TI UTTAPXEI Mia KEVTPIKT KAGON

«BIAYEIPIOTAG TwV TTAVTWV» Ba utTopoucape va rouue ( MainGame ).
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Ag TTadpoupe OUWG aTTd TO IO €10IKG OTO TTIO YEVIKO TIG KAATEIG avA BEPATIKN

evoTNTa KOl aG OOUUE TTWG EVOUAAKWVOVTAI OTNG TTI0 AEITOUPYIKEG KAAOEIG.

Evétnra SplashScreen

>1nv evoTnTa aQUTh cuvdudadovTal Bacika ol kKAaoeig Splash3d, Testsplash3d kai
petémerra ouvduddovTtal ge TNV MainGame atré Tnv otroia Kal kahoUuvTal yia va
ekteAeaToUv. Ooov agopd oTo cuvduacouo Tng Splash3d pe Tnv Testsplash3d 6a
Aéyapue 611 N TPWTN dnuioupyei To uTTORABPo, dNAadn Eva TTapdBupo e dlaPaveg
oT1TioB10 YOVTO Kal gival £ToIPo va deXBEi Kal va eVOUAOKWOEI OTO ECWTEPIKO TOU
canvas3d évav ypd@o atod avTiKeiyeva.

H Testsplash3d até tnv mAeupd dnpioupyei TN oknvr auth ( ypdgog 3d
QVTIKEIUEVWY — YPAPPATWY ) Kal avaAauBavel Tnv ei0aywyn auTrig oTov
canvas3d, 0TTw¢ £TTioNG Kal TV TTPO0dpTNON VOGS XPOVOUETPNTA WG TTPOG TN
dldpkela ep@dviong Tou Splash Screen.

TéNog, n Testsplash3d kaAegital TTpog ekTéAean amd Tnv MainGame katd Tnv

€KKivnon Tou Traixvidiou.

{
/

i
| TestSplashaD |

Eikova 4. Yroevoryra Splash Screen Awaypauparos kidoewy tov maryvioion .
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Evétnta Menu

2Tnv evoTnTa aUuThH ouvduddovTal Bacika ol kKAaoeig Menu3d, OptionsFrm,
HelpForm ka1 petémerra ouvdudalovTal ge Tnv MainGame atrd Tnv oTroia Kal
KaAoUvTal yia va ekteAeaTouv. Ogov agopd oto ouvduaoud Tng OptionskFrm kai
NG HelpForm pe Tnv Menu3d Ba Aéyapue 611 n gival SU0 POPUES TTOU £XOUV
OUYKeKPIYEVN AgiIToupyia n pia (OptionsFrm) yia Tnv €lcaywyr) Twv OTOIXEiWV Tou
QIKTUOU ip KaI port number Tou CUUTTAIKTN 0€ CuvEPYaTIKO TraIXVidl kal n dAAn
(HelpForm) atroTeAsi pia BoriBeia TTpog TO XprioTn TNG EQAPUOYNS WG TTPOG TO
«Ti» €ival To TTaixvidl TTou Ba Traiel OTTWG ETTIONG KAl UTTODEIEEIG TWV TTAAKTPWY
mAorynong oto Taixvidl. H Menu3d avaAapavel Tnv evOUAGKwWOT TOUG OTO
£0WTEPIKO TNG. H Menu3d gival kal n o Baciki KAAGN Tng evoTnTag auTtAg SIoTI
dnuIoupyei eppavidel kal diayelpiCeTal TO HEVOU TOU TTAIXVIOIOU ATTOTEAOUUEVO ATTO
TPIOSIACTATA YPAPIKA.

TéNog, n Menu3d kaAeital TTpog ekTéAeon atmd Tnv MainGame KaTd Tnv €kKivnon

TOU TTaIXVIOIOU KOl aPOTOU TEAEIWOEI O XPOVOG EKTEAEONG Tou splash screen.

e .
e *
Wenaale — — — — — —{Mancane]
-~
~
xff sc/ ¥

-~

jo/ P

Eikoéva 5. Yroevotyra Menu Adiaypdpupatog KAGGEmY T0OV TatyvIo0v .
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Evérnta ScreenGraphics

21NV evoTnTa auTh cuvdudadovTal Bacikda ol KAaoeig Animation, Sprite,
ScreenControler kal petémreira ouvdudlovTal ge Tnv MainGame até Tnv oTtroia
Kal KAAOUVTAI yIa VO EKTEAECTOUV, OTTWG Kal aTTd AAAEG KAATEIG TTOU AQOpoUv
TN GOPTWON TWV Sprites Kal TNV aTTeIkGVIoH TOug 0To TTAQICIO TNG 086VNG.
2UVOTITIKA AoitTév Ba uTTopoUcape va TepIypdyoue TNV Animation wg
AioTa 1TTOU UAOTTOIET TO animations pe TNV ardéd00N CUYKEKPIPMEVOU BEIKTN O€
KABe €IKOVA KAl KATTOIO XPOVO O€ auTr Kal OAeg padi va uhoTrolouv To
animation. H kAdon auTr emmekTeiveral atrd Tnv Sprite TTou gival auTh TTou KAOE
POpPd EVOWMNATWVEI TNV KATAOKEUR £vOG OTTOIOUdATTOTE Sprite éva animation
o€ auTl. ETimTAéov To evnuepwvel wg TTPOG TIG BECEIG TOU OTOUG AEOVEG TNG
006vng X ka1 Y kal ekTeAei Aeiroupyieg OTTwG n avabeon Kai n avakTnon
TaxutnTag, B€ong, €IKkGvag Tou animation TToOU EVOWUATWVEL, OTTWG Kal
avTiypa@r] Tou . TEAOG oTnv evOTNTA QUTA TTPOCTIBETAI KAl N KAGGN TTOU agopd
OTOV TPOTTO EPPAVIONG TOU TTAIXVIOIOU TNV 086vn. Eival n kKAdon
«ENAETXOZ» ( ScreenControler ) yia Tig duvatdtnTeg ATTEIKOVIONG BAan Tou
OUCTHNOTOG OTO OTTOIO TPEXEI N EQPAPUOYA Kal EQapUOlel oUYKPIoN GUNQWVaA
ME TN oxediaan Twv dIaBETINWY TPOTTWYV ATTEIKOVIONG atrd TNV TTAEUpd Tou
TTaIVIOIoU Kail SIaAéyEl TRV TTPWTN d1aB£aiun atrd 1o TPEXWY aUOThUA.
EmimrAéov B€Tel o€ TTANPN ep@avion éva frame pe ouyKekpIPEVO TTAGTOG Kal
Uyog. AvaBéTer éva ouykekpipévo display mode o€ autd. Anuioupyei pia véa
oTpatnyikf yia multi-buffering oxetika ue 1o frame autd. To Multi-buffering
gival xprioiuo yia Tnv ammédoon Twv emdooewv. MNpootrabei va dnuioupynoel
TNV KaAUTEPN GTPATNYIKA TTOU SIaTIOETAI e Tov apIBud Twv buffers mou
TTapEXovTal ( OTNV TTEPITITWOT PJag 2 o€ aplOuo ). YAOTTOIET TNV EUPAVION TwV
YPOAQIKWYV TNG 008vng o€ ox£on YE TN OTPATNYIKA TTOU TTAPATIBETAI KAl £TTIONG
TNV dnuioupyia buffer eikdvag cuparng ye To cUOTNUA TNV OTTOIA KAl

avOAQUBAVEI VO EVNUEPWVEL.
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ScreenControler

Eikova 6. Yroevoryra ScreenGraphics diappauparos kidoewy tov magyvidrov

Evétnra IO

21NV evotnTa auTr cuvduddovTal Baoika ol KAaoeig Action kai IOHandler kai
peTémerra cuvduddovtal ge otnv MainGame atrd Tnv oTToia Kal KaAouvTal yid
va ekTeAeOTOUV. ‘ETO1 Aoimmév Ba Aéyape TTwg n Action dnpioupyei KaBuwg
OpPIeTAl KKIVAOEIG» JE OUYKEKPINEVO OVOUQ KAl CUYKEKPIPNEVEG CUUTTEPIPOPES
— KATAOTAOEIG OTTWG Kal TIG pEBGdOUG TTou agopouv aTn diIapopoTToinan Twv
KATAOTAOEWYV ATTO TIG OTToieG PTTOopEi va S1EABEI pia «kivnon» TT.X. :

e Pressed

¢ Released

e Waiting for Release

e Detect One Press Only

TéNoG B1aBEéTel KAl pia TTOAU anpavTiKA HEBODO TTou apopd GTNV ETTICTPOYI] TOU

apIBuoU Twv QOPWV TTOU TTATIETAI éva KOUUTTI. ‘ETol emITuyXAveTal 0 éAeyX0g eTTi
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TOoUTOU Kal puBpiovTal Katd opIoPEVO TPOTTO OI KIVIoEelg. AivovTag éva TTio
KatavonTtod TTapadelyua eEETAloupEe TOV TPOTTO PE TOV OTTOIO O TTAIKTNG TTETAEI TA
paxaipia. AvaAuTIkOTEpa Kail eEeTAlovTag TTapAAANAa TNV dueca ouvoedeuévn
oTtnv Action kAdon IOHandler Ba &¢ifoupe Tn dia- A&ITOUPYIKOTNTA PETAEU TOU
0opIoHOU KATToIOG Kivnong kai Tou diaxelpioTh TnG. H kAdan IOHandler uhotrolei Tn
dieragn Keylistener kai TiIg ueBOGdOUG TOU Kail OpICeTal DIOXEIPIOTHG YIA KATTOIO
OUYKEKPIYEVO OTOIXEIO, OTTWG N 086vn yia To oTToio Ba diayeipieTal yeyovoTa Kal
QVTIOTOIXEI KIVAOEIG O€ €vav TTIVAKA JE TOUG KWBIKOUG TWV KOUUTTIWV.

Ortav TaTnOEei TO AVTIOTOIXO KOUUTTI TTOU TTUPOBOTEI TNV EKTOEEUON £VOG Paxalpiou.
Mvetal press(1) kar augdveral KaTd £va o aplBPdS Twv QOPwWV TToU TTATHONKE TO
KOUUTTI ouveXwg amount++ d10TI atTAwG dev euTTodideTal KAl KABWG TPEXEI O
emMeCEPYAOTAG KAl £€TO1 TO £va TTATAMA KOUPTTIOU «OgVv €ival JOvo éva» alAd 6ool
Kal 01 KUKAOI TOU €TTEEEPYATTH). ZUVETTWG POIAZE OQ VA TTATIETAI TUVEXWS €WG OTOU
KANOei n release Tou KouuTTioU TToU TO B€TEl 0€ KaTAoTaon released TTou €101 KI
aAAIWG TO ePTTOdICEl va poIAdel OTI TTATIETA.

'’ auTo gival amapaitnTog 0 AGyog UTTapgng opicuoU Jiag Kivnong Je KaTdoTaon
detect one press only. AvTIBETWG, av OpiCOUE yIa TTAPADEIYUA TNV «APIOTEPN
Kivnon» Tou TTaikTn KAt autdv ToV TPOTTO, TOTE OEV TO APVOUNE VA KAVEI
«smooth move» KaBwg To KOUUTTi Yag gival TTAPOTETAPEVA TTATNUEVO OAAG TTPETTE
Va TO EavaTTATAUE TUVEXWG TTPOKEIMEVOU va KIVNOET apioTepd.

BAétroupe Aoirrév 611 6AN n KivnoloAoyia gival kaBapd B€ua oxedlacuou Tou
TPOTTOU GUUTTEPIPOPAG TOV OVTOTHTWY PAG O OXEDN PE TO TTWG TTAONYOUPOOTE
WG XPAOTEG OTN EQapuoyn Kal eTTITTAéOV BEua ouvduaapoU TnG axediaong auTng

ME TOV UTTOAOITTO «CUUTTEPIPOPICTIKO» KWOIKA TNG EPAPUOYHG

IDOHandler

Eikova 6. Yroevérnyra ScreenGraphics diaypduparos kideewy tov maiyvidros
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Evéotnra CentrelerController

2Tnv evotnTa aUTA N Hovadikr kKAdon TTou AauBdvel xwpa eivar n Core. Eivai n

KAGonN 1Tou gival utreuBuvn via TNV KUpla «AouTra» Tou TTaixvidiou. H idia

L _J o J LU JC JC U L LW U JU L L

KAnpovoueitai kai atd Tov Kevipiko diaxeipioth (MainGame ), yia Adyoug  Formatted: Greek
uAotroinong peBodwy ‘OTTwg n update, TTou avaAapBdvel TN evNUEPWON TOU  Formatted: Greek
animation féon Tou Xpovou o oTroiog £xel TTepdacl. Opilel TNG S1aB£TIPEG ( Formatted: Greek
ey@avioeic Bdon avaAuonc Tou Traixvidiou ((display modes ), 6w £TTiong Kail TIC [F°"“a“e‘" Greek
i i . ) . i '[Formatted: Greek
peBOd0oUG yia TNV TTauaon ) ouvexion Tou Taixvidiou. AIBETEl TRV run TTou (Formatted: Greek
uAoTrolei HEOW TNG iNnit TNV aPXIKOTIOINON TWV YPAPIKWY OVTIKEIUEVWY OTNV 086vN  Formatted: Greek
Kal TNV gameloop, TTou apxicel va «TPEXEI TO KUPIWG TTaiXVidl, dNAadnA evNUEPWVEI  Formatted: Greek
Kal wypaicel Ta ypa@IKa yéow TnG update kal 1ng draw. O1 TEAEUTAIEG  Formatted: Greek
uhoTrololvTal apyéTepa oTnV Main Game, kai gival 500 atrd Tig Mo BACIKES [ Formatted: Greek
3 ] ] ] ] ] - [ Formatted: Greek
ueBOdoug oTn Asitoupyia Tou Traixvidiol. H TeAeutaia Asitoupyia y€ow Tng ( Formatted: Greek
lazilyExit eival auTtA TTOU guTTEPIEXEI TRV UAOTTOINGN £VOG VAUOTOG TO OTT0I0 ( Formatted: Greek
avoAauBaver va TpEEEr via va KAavel kArjon System, exit(0) ye kabuoTépnon 2  Formatted: Greek
SeuTEPOAETTTWV ( XPEIGZETal yia va TIPOAGBOUV VA TEQUATIOTOUV TA VAHATA TOU (Formatted: Greek
nxouv), Mapakdrw eppavicerar n Core, e GAOUC TOUG EUPECOUG OUTXETIOUOUG TNG  Formatted: Greek
uE ('])\)\SIC K)\(’]Oilc.‘ [Formatted: Greek
' [ Formatted: Greek

[Formatted: Centered
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Eikova 1. Yroevéryra Controller diaypduunaroc kldoewy tov maryvidiod

[ Formatted:

Greek
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Evétnta Game

21NV EVOTNTA AUTH N YOVODIKK), TECOEPIC €ival ol BACIKEC KAAOEIG TTOU  Formatted: Greek
ouvduadovTal PEPOVTAG EIG TIEPAG TN AsIToupyIkOTNTa TNG, TileMap, Renderer,  Formatted: Greek
Resourcer, MainGame. H TileMap opilel évav xdpTn — eTmiTedo — THOoTa Péow ( Formatted: Greek
i ) . i . . . i ] . - [ Formatted: Greek
£vOC 01001A0TATOU TTivaKa £IKOVWYV OTToU KABE TTAAKAKI TNC TTioTac (tile ) eival kal ~~[Formaued: Greek
uia avagopd ot yia ikéva Tou tivaka. EtrirAéov 81a0£Tel Kal OAa Ta Sprites ou [ Formatted: Greek
. . . . . , [Formatted: Greek
AapBdvouv xwpa oT1o TTaIxVvidl 0TTwe Kal yeBddouc yia 1n diaxeipion Touc. H
Resourcer, eival n KAGon Tou avaAauBavel va «opTwael» OAA Ta sprites kal 1a  Formatted: Greek
tiles w¢ EIKOVEC KOl WC animations Kol £TTEITA Vo Ta avaBéoel oTo eKAOTOTE XAPTN [ Formatted: Greek
[ Formatted: Greek
1Tou {nteital va @optwBei. H Renderer gival aut n otroia avaAauBavel va
Cwypaioel Tov XapTn 01N 086vn péow TN draw, ueBddou TTou KaAeiTal atrd Tn  Formatted: Greek
Main, Game, Tnv otroia kaAei o1V KUpia «Aoutra» n Core, OAN n  Formatted: Greek
«TOTTOBETI0AOYIa» TWV KTTAVTWV» AVAVETOI TNV AOYIKA GUVEXEIQ TOU KWOIKA [ Formatted: Greek
] ] ] ] ] i ] [ Formatted: Greek
(active, — inactive, application) KATT 0Trwg 1TX n oxediaon tou background, , O ~{ Formatted: Greek
BaoikéTEPOG UTTOAOYIOUAS BACN Tou oTroiou oxedideTal n atelkdvion TNC Kivnong ( Formatted: Greek
. . , o . . . [ Formatted: Greek
oTnVv 086vn apopd ToV TTAiKTN Kal KAaTd TTO00 YETAKIVAONKE 0€ ox€é0n UE TO UAKOC
[ Formatted: Greek
086vn¢, To YAKOC TOU XAPTN, KAl To TTou BpiokeTal o idlog. OTav @T1d0El 0T0 YECW ( Formatted: Greek
TIEPITTOU TNG 086VNG PETPAVE APVNTIKA Ta pixels Ta oTroia YeTakivBnke. a  Formatted: Greek
TTapddelyua dTav o TTaiKTNS BpioKeTal g€ oTTolodATTOTE pixel Tng 08évng
wypaeiletal o gkeivo ( 1000 ) peiov Tn perardion Tou ( 700 ), dpa oTo Xx=300
6oov apopd TNV TeAIKA atreikévion. Katd apduoio 1po1To {wypagilovial oTny
0006vn Kal Ta UTTOAOITTA QVTIKEIJEVA TTOU aTTOTEAOUV UEPOC TOU TTaIXVIOIOU.
TéAog n Main Game, eival n KAGon 1Tou avaAauBAavel Tn apXIKoTroinon Kai 1oV  Formatted: Greek
EAeYX0 PECW KWOIKA Kal AOVIKAC Ta OAWY TwV UTTOAOITTWY KAACEWY TTPOC ( Formatted: Greek
eKTEAEON YE KATAAANAN XpoVIKA o€lpd via TTapddelyua. ETTiong eival utreuBbuvn via
TNV 0PXIKOTTOINON ToU SIKTUOU O€ TTEPITITWON oUVEPYATIKOU TTaixVIoioUu. AKOun,
uAoTrolei OTTwg Trpoeirape TNy update, uéBodo TnNg Core, OTTOU ViVETAI N OPIBUNTIKN  Formatted: Greek
gvnuépwaon OTTWC Kal N EVNUEPWON TwV KATOOTATEWY TWV AVTIKEIUEVWV TNC ( Formatted: Greek
gpapuoync. Eival utretBuvn via 1n diaxeipion Twv vAUATWY TN JOUTIKAC, VIO TOV
EVTOTTIONO TWV BIAPOPWY OUYKPOUOEWY TwV BECEWY UETALU TWV sprites A Twv  Formatted: Greek
TAakIBiwy, (tiles) Twyv emMTédwy K.a. ( Formatted: Greek

[ Formatted:

Greek
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[ Formatted: Centered

[ Formatted: Greek

Eikova 8. Yroevértnra Game Aiaypdupnaroc kLAce®y 100 maiyvidloy
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EvéTtnra Sprites

21NV evoTnTa aut N povadikn £€1 eival ol Baaikég KAGoegIc TTou ouvoudlovTal

0 U JC L

o J JC L

yla va eEUTTNPETAOOUV TN ASITOUPYIKOTNTA Tou TTakéTou (Existence, Player,  Formatted: Greek
Bullet, Crawler, Fly, Gadget). | E?""a“e:: zreet
H kAaon Existence emekTeivel Tnv Sprite Tou TTakETou ScreenGraphics kai [F:::::: d; G:sz
aTTOTEAEI pia oTTOI0dATTOTE UTTAPEN TOU TTaIXVIOIOU TTOU UTTOPEI VO €AAVIOTEL . [ Formatted: Greek
atod v 086vn eBaivovTag Kal UTTOKEITAI OTOUG VOUOUS TNG BapuTnTag TTou E:::::::: ZZZt
gnuaivel 811 61av auTd O€ CUYKPOUETAI KOBETWC e KATTOIO TTAAKIBIO TG .
EKAOTOTE TTiOTAG «TTEQTEI. ETrITTAL0V 8100£T€E1 €81 KaTAOTAOEIC Normal, dying,  Formatted: Greek
dead, game, over, waiting. KG0e pia yia Tov éAeyxo TG UTTapgng LEow KWAIKA. E:"ma“e:f greet
Emiong n yetaBAnTn mmou mapakoAouBei, GUUPWVA PE TO XPOVO TTOU EXEI \ R F::::Zd G::k
TePAOoEl aTTO ToV TeAEUTAiO EAeyXO, TO statetime dnAadr TOC0 Xpdvo BpioKkeTal [ Formatted: Greek
n Utrapén oTnv KaTtdoTaon auTh.

Opicel TN oupTTEPIPOPd Piag VEVIKNG UTTApENG WG TTPOC TO «TTWS» Ba

QUUTTEPIPEPETAI TNV TTPWTN QOPA TTOU EUPAVICETAI OTNV 086VN, av TTETAEI, Qv

gival Zwvtavo, «TTWC» OTAV OUYKPOUETAI 0PICOVTIWG 1) KABETWS YE KATTOI0

TTAQKIiBI0, TT0I0 animation va @OpPTWOEl TTPOC ATTEIKOVION BAon TG KATAOTAONG

Kal TNG TaxUTNTAg Kareubuvong Tou.

EmékTaon Tng KAGong autrg atroTeAei Kai n eréuevn KAGonN TN evoTnTag

QuTAC TToU €ival n Player. 21nv KAGon auTr TTEPIYPAPETAI N CUUTTEQIPOPA TOU

TTAiKTN OTTOU JIaBETEI ETTITTAEOV TA OTATIOTIKG OTOIXEIO TOU TTaiKTN OTTWwG N {wég

TOU, OI TTOVTOI TTOU £XEI OTNV KATOXH TOU, Ol KOKOTWOIi» TTOU KATAPEPE VA

KAvel Kal TEAOC TO eTTiTTEO0 OTO OTT0I0 BpioKeTal TNV KABE aTIyur]). YAOTTOIE TO

«TTAdNUAY TOU TTAIKTN UE OUYKEKPIUEVN APVNTIKA TaxUTNTA a11d TO £€50QOC KAl

TEAOC TNV ETTAVEUQAVION TOU TTAIKTN O€ TTEPITITWON OUYKPOUONG TOU Ye AAAO

sprite,_ existence, TTou 10 OKOTWVEI EAEYXOVTAG TOV apIBud Twv {WwV Tou, TNV  Formatted: Greek
KQTAOTAON OTNV OTIoia BPIOKETAI KOl TOV BETEI ETE OTO D10 X GAAG TOV «PiXVEI» ( Formatted: Greek
amd WnAd Eavd peivovTac Tov apiBud Twv (wwv ToU KATd éva EiTE TOV

eCapavicel atmd Tnv 086vn o€ TTEPITTTWON KATAOTACNG game, over.  Formatted: Greek

[ Formatted:

Greek
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H emréuevn kAdon givai n Bullet Tou a@opd 01N CUUTIEPIPOPE TWV UAXAIPIWY  Formatted: Greek

1ToU O1a0£TEl 0 TTAIKTNG 0€ KAOe TrioTa — emmiredo. EmekTeivel Aoimrov Tnv KAGon

existence, kal n Yoévn diagopd EyKeiTal 0T TaXUTNTA UE TNV OTTOIA KIVEITAI TO  Formatted: Greek

paxaipl 6Tav 0 XprAoTng 10 TTETAEEI OTO KUPIWC TTAIXViOL.

O1 kAdoeig Crawler, kai Fly, eTrekTeivouv P Tn oeipd Toug TNV Existence kai  Formatted: Greek

[ Formatted: Greek

OlapEpouyV eTTiong yovaya otnv Taxutnta. EmmimmAéov n Fly opilel o1o

EOWTEPIKO TNC TNV PovoouavTn évvoia TnC « (wvTavAc utTtéoTaone» diac Fly

utrapénc ouvapTtnaoel Tou av TeTdel. AnAadn éva Fly o1av eAEyXeTal av TTETAEI

ouolaoTIKA eAéyxeTal To gival {wvTtavo (2 ot éva).

TéMog, N kKAdon Gadget agopd 6Aa Ta Sprites TTou KAAEITAl VO «KATAKTAOEL O  Formatted: Greek

TTaiKTNC KaTA TN O1EALUCON TOU aATTO TA ETTITTEOA TOU KUPIWC TTaiXVIOIoU Kal va

QTTOKTNOEI TTOVTOUG YEOW AUTWV ] VA TTEPAOEI o€ eTTopevo eTTimedo. H gadget

KAGON €TTEKTEIVEI ATTEUBEIOG TN CUUTTEPIPOPA £VOG ATTAOU Sprite avTIKEINEVOU
ka1 O100€Tel OUO evBUAaKwUEVEG KAGOEIG : TNV shine kail Tnv target. H TTpwTn
a@opd o€ oTroI0dNTToTE gadget ekTOG Tou OTOXOU - gadget TTou TTPETTEl va
KOATAKTNOEI WOTE va TTEPATEI O TTAIKTNG O€ ETTOPEVO ETTITTEDO, KATI YIA TO OTTOI0
n target kAaon eivar utrelBuvn. OucIaoTIKG opifovTal DIAPOPETIKA YIa va
MTTOPOUV va d1a@opoTToinBouv PeTaEU TOUG KAT ATTaiTnon TOU OXEDIOOTH) TOU
TTaIxvidIou.

Mapakdtw TTapouciddeTal To OIAYPAPUO KAGCEWY TNG EVOTNTAG QUTAG TTPOG

aTtreIkOVIon Kal KAaTavonon Tou TPOTTOU E TOV OTT0I0 CUVOEOVTAI KAl

aAANAeTTIOPOUV.
Sprite |
[cadget |
I Cravater Existence |
FlI
Bullet Flayer

Eikoéva 9. Yroevérnra Sprites Aiaypdupnaroc kidcewy Tov maiyvidlot
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EvétnTa Statistics

21nv evoTnTa auTA N Yovadikh KAGon eEuTTNPETNONG TNG AEITOUpYIKOTNTAG £ival

n StatsCollector. H povadikr) douAeid TTou €xel va KAVEl gival va avabETel Kal
Va ETMIOTPEPEI OTATIOTIKA OTOIXEIO yIa Tov TTaikTn. KaBwg opifeTal Aoimmov vag
StatsCollector yia évav TraikTn ammodnkelel E0WTEPIKE TOV ApPIBUO TwV {Wwwv
TOU TTAiKTN, TOUG TTOVTOUG, TOUG «OKOTWHOUG» TTOU €XEl KAVEL, TOV apIBus Tou
etmimedou — mioTag oT1o oTroio BpiokeTal. OAa autd 6oov agopd ekeivn TN
OTIYMN TToU opileTal. XpAaon Tou UTTopEi yiveTal atrd Tov KEVTPIKG dIaXEIPIOTH
NG £Qapuoyng Tnv Main Game 61rou Tov KaAei va GUAAEEEI Ta OTOTIOTIKG
oToixeia autd. OuoiaaTikA KAfon TNG KAAoNG auTrg &¢ yivetal oTnv ¢ékdoaon
QUTHA TOU TTaIXVIBIOU. YTTAPXE! VI JEANOVTIKN Xprion o€ evOEXOUEVN ETTEKTAOT
TOU TTaIXVIOIOU. ZTNV TpEXouaa €KOOON UTTAPXEI TG OTATIOTIKG evOUAQKWYOVTAI
oTnVv KAAon Tou TTaikTh Kal yiveTal avagopd o€ autd Katd Tn getapacn o€
eTTOpEvVa TTITTEDA BEIXVOVTAG TNV PEXPI TWPA TTOPEIA TOU TTAIKTN, OTTWG ETTIONG
Kal gTo onueio 61Tou N Main Game ypdagel o€ apxeio Ta oTaTioTIKG autd. To

apxeio autd PpioKeTal GTOV TPEXOVTA KATAAOYO TNG EQAPHOYAG.

try {

outl = new BufferedWriter(new FileWriter(playerl_stats));
if(((Player)playerl).get_id()==1)//just a true condition

outl.write("player"+((Player)playerl).get_id());
outl.newLine();
outl.write("Money"+((Player)playerl).get_Money());
outl.newLine();
outl.write("Kills"+((Player)playerl).get_Kills());
outl.newLine();
outl.write("Life"+((Player)playerl).get_life());
outl.newLine();
outl.write("Level"+((Player)playerl).get_Level());
outl.newLine();

outl.close();

Amoéomaoua KwdIKA arro To ONUEIo Eyypapns o€ apxEio TwWv OTATICTIKWY TOU TTAIKTI).
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Evérnta Sounds

21NV evOTNTA AQUTH N YovadIkr) KAGGN €EUTTNPETNONG TNG AEITOUPYIKOTNTAG €ival n

WavePlayer n otroia avaAapBavel va UAOTTOINCEI £va Vi Ua TTOU a@opd aTnv
avaTTapaywyr TNG MOUCIKAG EITE TOU «PEVOU» EiTE TOU KUpiwg TTaixvidiou. OpieTal
ME TO Ovopa apyeiou .wav TTou Ba avatrapayBei kal ouyxpovi¢ovtag 0Aa Ta
uttohoitta threads OTi gival £ToIpo va apyioel va Tpéxel. H kUpia ouuTTePIPOPA TNG
KAGongG auTrg uAoTrolgital atmod Tnv run uéBodo TTou Tpéxel yia To thread Tng
KAGong kaBwg kaAeital. Meprypd@ovtag Aoimrdv Tn AIToupyIKOTNTA THG OTAV
KaAeital TTpog ekTéAeon atrd Tn Main Game €iTe apXIKa OTO «EVOUY EiTE
apyoTeEPO OTO KUPIWG TTaixVvidl diapadetal éva apXeio To oTToio o€ ETTOUEVO OTADIO
yiveTal peUpa fixou aTré TO OTTOI0 ATTOCTTWVTAI TTANPOPOPIEG OXETIKA UE TN HOPPH
TOU Kall YiveTal TTEPETAipW OIAXEIPION OXETIKA PE TNV EVTOCT TOU YIA TTAPADEIYHA.
‘Emreira, avahapBavel pia myn ypauun ( source data line ) dedopévwv wg pia
ypauun 0edouévwy 61Tou dedouéva uttopouyv va ypa@tolv Bdon Tou audioformat
TOU peUPATOG AXOU. AEITOUPYET WG TINYK yia ToV Pigep fxou NG epapuoyng. H
eQapuoyn ypdogel AXo oe pop@r) byte o€ pia TNy YPAPPNAS dedouévwy, n otroia
xelpiCetail 1o buffering Twv byte kai Ta TTapadidel oToug pigep. To pigep oTn
OUVEXEIQ UTTOPET va TTapadwael TO diyha o€ pia BUupa e€6dou TTou 0dnyei o€ Jia
ouokeun e€600u fxou, o€ Jia KapTa fxou. TéEAog, uhoTrolcital n dlaxeipion TNG

TTalong TOU VAUATOG TTOU TPEXEI MEOW TNG wait pebddou.

waveFlayear

Eikova 10, Yroevotyra Sounds Aiaypdunatos KAGGE®Y TOV maiyvIdLoy
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Evérnta SendReceive

TNV evOTNTA QUTA YIa TNV €EUTTNPETNON TNG AEITOUPYIKOTATAG UTTAPXE!

n Sender kai n Receiver. O1 U0 auTég KAGOE€IG gival UTTEUBUVEG yia TN
QIKTUWOT U0 TOTTIKA GUVOEDEPEVWV UTTOAOYIOTWYV Kal TN HETAEU TOUg
avtaAAayr Twv ammaItoUdeEvVWV atTd TNV eQapuoyr] 0edouEvVwyY WaATE va
EMITUYXAVETAI AAANAOEVNUEPWON TWV OTOIXEIWV TNG Hiag 0TV GAAN Kal
avTIOTPOPWG.

MepiypdpovTtag yevikd Tn SIOAEITOUPYIKOTATA TV KAGCEWY AUTWYV O€
ouvOouaauo kai ye Tnv Main Game 8a ytropoUcape va TTouue 0Tl o€
TTEPITITWON ETTIAOYNG ATTO TO PEVOU CUVEPYATIKOU TTaIXVIOIOU WE TN
CUNPTTANpWON Twv aToixeiwv dIKTUoU ( ip address kai port number ),
T6TE a6 TN Main Game uAoTrolgital N péBodog connect TTou
avalapBavel va ouvOETEl TNV TOTTIKF OPICHEVN OTO «HEVOU» TTOPTA TNG
EQAPMOYNG ME TNV TTOPTA Miag ip TTOU OPIZeETal WG N KOTTEVAVTI»
e@appoyn. OuciaaTiKa Pe TNV KARON TNG connect apXIKOTToIETal éVag
atrooToAéaG Péow TG sender Kail évag TTapaAnTITNG HEow TNG receiver,
0 OTT0I0G TTAPAAATITNG apXilel va TPEXEI KAl VA TTEPIUEVEI va AABEI
OedopEVA OUVEXWIG.

E¢nywvTtag Tn ouptrepipopd Tng Sender apyika 6a Aéyape 611 opideTal
Baoel piag ip kai piag port Tou avaAaupavel va oTeidel dedouéva Kal
emmiong Bdaon Twv Sprites Twv oTToiwv Ta oToIXEia Ba aTEAVEI OTN
atrévavTl epappoyr]. TéEAog, éva datagramsocket opieTal kai
QPXIKOTTOIEITAI IO TNV ATTOOTOAR TWV dEdOPEVWV PHECW
datagrampackets Ta otroia evBuAakwvouv TTivakeg ato byte TTou
TTEPIEXOUV Ta dedopéva TTPOG ATTOOTOAN (Eva dataoutputstream adeiddel
Ta dedopéva Tou o€ €va byteArrayoutputstream pe To o1ToiO €ival Kal
dueca ouvdedepévo). TENOG, B1aBETEl Kal pia uEBodo eAEyxou TNG
KatdoTaong g epapuoyng ( active, inactive ).

Ooov agopd 1o TTapaAiTITn TNG £Qappoyng ( Receiver ) atroTeAsi Eva
AKOUA VA TO OTTOIO TPEXEI TUVEXWG TTEPIMEVOVTAGH DESONEVA TTPOG
atrokwdikoTroinon. OpileTal KaT@ TPOTTO TTAPOMOIO HE TOV ATTOOTOAEQ,
onAadn Baon evog port number oto oTToio Aappdvel dedopéva atrd Tov

ATTOOTOAEQ TNG ATTEVAVTI EQAPHOYNS KAl OAWV TWV AVTIOTOIXWV Sprites
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OPIOUEVWY OTNV TOTTIKA EQAPUOYH VIO TPOTTOTTOINCN TwV BE0EWY TOUG
oupoewva Pe 1o «Tin AauBdvel kai éva datagramsocket apyikotroinuévo
o€ oTnv TOPTA auTr WOoTe va AauBdvel dsdouéva. ‘Etreita opilel otn run
MEBOBO Tou vhpaTog éva datagrampacket pye cuykekpigévo péyebog Tng
Tagewg Tou 1 Kbit dedopévwv TTpog avayvwaon Kal KaAgi o€ pia
ouveXWG eTTavaAauBavopevn «AolTra» Tnv receive péBodo Tou
datagramsocket, n otroia epiyével va diapdacel dedopéva, av
UTTAPXOUV OTN CUYKEKPIYEVN TTOPTA YIA TNV OTTOI OPIOTNKE TO
datagramsocket. Méxpi va diaBdoel dedouEva «TTEPIMEVEI» OTO ONUEIO
ekeivo Tou KWwodIka. Kabuwg yivel Ajyn dedopévwy, To TTAKETO OEOOUEVIWV
evarroTifeTal o€ £va peupa €l06d0uU TO OTTOIO PE TN OEIpd Tou
evaroTifeTal o€ Eva peUua £I0600U O£OOUEVWY ATTO TO OTTOIO KAl TEAIKA
yiveral n amokwdikoTroinon Bdon oxediaong TNG CUPTTEPIPOPAS TNG
e@appoynge. MNa mapadeyua €av n epapuoyr apxioer va Aappavel
dedopéva ( connectioncreated = true ) Té1E 0 sender NG eQapuoyng
OTEAVEI OTNV ATTEVAVTI EQApPPOYR 0TI auTog gival 0 active ( YEVIKA
TTapadoyr] ) Kal ETTEITA O receiver TnNG aTTEvavT aTTOKWAIKOTTOIWVTAG TNV
KardoTaon auth autd — opileTal wg inactive. H diadikacia TTou POAIg
TTEPIYPAPTNKE APOPA OTNV APXIKOTIOINON Tou dIKTUOU peTagy Twv dUo
OUVEPYATIKWYVY eQapuoywyv. Katd Tn guvéxeia TG atToKwdIKOTToiNoNG N
KGB¢e n Receiver avdAhoya pe 1o av gival active 1y inactive evnuepwvel TIg
B¢oeig Kal TNV Kivnon Twy avTioToixwv sprite objects ota otroia diaBETel
ava@opég BAaon Twv oTToiwy opioTnke. AnAadr n active evnuepwvel Ta

sprites Tou Traiktn 1 Kai n inactive Tou TTaikTn 2 yia Tapddelyua.
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-
1 I

Eikova 11, Yrogvétyra SendReceive diaypduuoarog kAdGemy Tov maiyvidlos

BonBnTiké Aoyiopiké

To AoyiopIkG TTOU XpNOIYOTTOINBNKE yia TNV TTEPATWON TNG £V Adyw
€Qapuoyng Tou mMTPaATTECIOU TTalyviou TToIKiAgl. MapakdTw Ba yivel pia
ouvTOoun ava@opd o€ OAa Ta AOYIOUIKA TTOKETA TTOU XPnoIgoTToInnkav 0Trwg
€TTiIONG Kal N EeXwpPIoTA TTPOCPOPA Tou KABEVOGS aTTd QUTA OTO CUVOAIKO

atroTéAeopua.

e NetBeans 6.8

ApxIkd, Ba ATav AToTTo va pnv ava@epBolpue oTo Baaiko epyacio
avamTuéng Tou e@appoyng, To NetBeans 6.8. 'Eva dwpedv, avoixtou
KWOIKA EVOWNATWHEVO TTEPIBAAAOV avATITUENG YIa TNV AVATITUEN
AoyiopikoU. To ev AOyw OAa Ta epyaleia TTou xpeidlovTal yia Tn dnuioupyia
ETTAYYEALATIKWYV €QApUOYWYV HE TN YAwooa Java, kaBwg kain C/ C + +,
PHP, JavaScript, Groovy, kai Ruby. Eival eUkoAo va eykataoTaBei,va
XpnoiuoTroinBei kateubeiav Kal va TpExEl o€ TTOANG AciToupyikd ouoTripaTa
omrwg Ta Windows, Linux, Mac OS X kai Solaris.
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Turning on modules...

NetBeans IDE and NetBeans Platform are base(*n software from netbeans.org, which has been dual licensed
under the Common Development and Distribution License (CDDL) and the GNU General Public License
version 2 with Classpath exception. For more information, please visit www.netbeans.org.

Eikéva 12. Oioxinpawuévo Ilepifaliov Avarroéns Aopouikod

e Google SketchUp 7

To SketchUp civar éva mpoypaupa 3D povreAotroinang oxediaouévo yia
TOUG QPXITEKTOVEG, TTONITIKOUG PNXAVIKOUG, OKNVOBETEG, aXEBINOTEG
TTaixvISIWY, Kal Ta ouvaQr] emayyéApara. MepiAapBaver emiong oToixeia yia
Tn d1EUKOAUVON TNG ToTToBETNONG Twv PovTEAWV oTo Google Earth. Eivai
OXEDIAOUEVO YIa va €ival EUKOAOTEPO OTN XPAON atTd AAAQ TTPOYPAUUATA
3D.

‘Eva xapaktnpioTikd Tou gival To SketchUp 3D Warehouse 1rou emmiTpéTTel
oToug xpnoTteg SketchUp €peuva yia Ta povTéAa TTou yivovtal atrd dAAoug
Kal va oupBalAel povtéda. H xprion Tou oTo project gival OuCIaoTIKA Kal
amapTiCeTal atrd TNV £Eaywyn EIKOVWY BIGSIACTATOU TTEPIEXONEVOU ATTO
MovTéAa 3d TTou TTpoo@épel To Google 3d Warehouse. Méow Tou Google
Sketchup éyive diaxeipion Twv JOVTEAWY auTWV WOTE va e€axbouv amd
auTd EIKOVEG XPrOIUEG YIa TNV avaTTapdoTaon Twv Sprite avTIKEIUEVWY OTO
E0WTEPIKO TOU TTaIXVvIdIoUu. Me Tn xprion Tou AoyiopiKoU auToU Ta sprites
oTNV £Qapuoyn atreikovifovTal e OAOUG TOUG «PWTICHOUG» Kal TNV
TPIoSIACTATN HOP@N) TTOU TTapéxel TO id10 To 3d HovTEAO aTTO TO OTTOIO
TTpoépxeTal KABe eikova - frame. Katd autdv Tov TpoTTo SiveTal 0Th
€Qapuoyn pia aicbnon TpIodIAcTATAG ATTEIKOVIONG Kal TTI0 OOPPOU
TTEPIEXOPEVOU TOU KUPiwG TTaixvidIou. ETTiITTAéov To v AOyw AOYIOUIKO
XPNOIYOTTOIEiTal KAl YIa TNV €€aywyn .obj avTikeipévwy 3d povTéAwY Ta
OTT0ia O€ ETTOPEVO OTABIO EI0AYOVTAl GTO PEVOU TNG EQAPUOYIG AQUTOTEAR

kal ye 3d ameikdvion. KaBe éva ato ta .obj Tou giocdyovTal
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EVOWUATWYVOVTAI GTOV KWOIKA JECW TNG ovouaToAoyiag TTou diaBéTouv Ta

«mAéypata» - meshes ammod 1a otoia atroteAouvTal.

File Edit View Camera Draw Tools Window Plugins Help

A [ZBOCIC ¢ LBRLRSFHZAR QLD €F
F2E®

Eikéva 13. Google ShetchUp 7 pro — Ipéypaupa 3D Movzelomoinons

e Photoshop

To Adobe Photoshop ¢ival éva TTpdypaupa eTTeepyaciog ypa@IKwyY Kal
Tapéxetal atrd Tnv Adobe Systems.

Néa xapaktnpioTiké : meplAauBavel BeATiwpévo interface, BeATiwBnke
Camera AkaTépyaaoTn, KAAUTEPO EAEYXO TWV ETTIAOYWV EKTUTTWONG,
BeAtiwpévn utrootpiEn PDF, kai Tnv kaAuTtepn diaxeipion pe 1o Adobe
Bridge, ®wrteivotnTa / AvTtiBean Trpocapuoyr]. To ev Adyw AoyIGUIKO
XPNOIMOTTIOINBNKE eKTETAPEVA OTN OIGPKEIQ TOU project yia Tn diaxeipion,
TNV emegepyaaia Twv eIkOVwvY TTAéov TTou TTporABav atd Ta 3d povréAa

Tou Google Sketch Up, Tn TTpoCapUOYr TOUG O€ OPICUEVO HEYEDOG KATT.
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Ps Adobe Photoshop CS3 Extendied - | dexter.png @ 100% (Layer 0, RGB/S)]
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Eikdva 14. Adobe Photoshop CS3 — Ilpéypauua emeepyacias ypapikdv

e Blender

To Blender ivai pia epappoyn ypagikwy 3D ival 01a6£a1uo wg eAeUBepo
Aoyiopiko utté Tnv adeia GNU General Public License.

MTtropei va xpnaoiyoTtroinBei yia Tnv JovTeEAOTTOINGN, TTPOCOUOIWCEIG KAl TN
onuioupyia diadpacTiKwy 3D e@apuoywy, CUPTTEPIAGUBAVOUEVWYV Kal
TTAIXVIOIWYV. TNV EQAPUOYI HOG XPNOIYOTTIOINBNKE yia TV aTTOOAKEUON
eIkOvwv 3d povTéAwv eAelBEPNG XPAONG Kal TNV TTapaywyr armod autd
01081G0TaTWY EIKOVWY Kal aTTOBNKEUOTG TOUG OTA resources Tou project
WG ava@opd yia Ta sprite avTIKEIPJEVA TTOU ETTPOKEITO VA EVOWHOTWOOUV

oTO TTaIXviol.
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® Blender [C\Documents and Settings\y a n\Application Data'Blender Foundation\Blenderblender\untitled.blend1] 3

[i v File Add Tineline Game Render Help [ =[SR----  |X || =[5CE:Scene [x &3 V21669 | Fa7497 | ObdB-1 | La:l | Merm:4.10M (0.09M) | Time: | Meshds_t

(!

v view seect Oneet FEEH e (<) (@)

v panes [0 [E[0]i2[0[R
Game framing seflings | PAL
RENDER ANIM NTSC
g Defaut
ey
Composite PC
j PAL 16
] o
Lon fma [homr] [ n

—

BN« g s o

Eikova 15. Blender — Hpéypaupa eneéepyacias 3D Movtéiwy

o  Zwypagikr Twv Windows Xp

H Zwypa@ikA Twv Bondnudtwy Twv Windows Xp TTpocé@epe BACIK

BonBeia oTnv aTTAn TPOTTOTTOINGN KAl ETTECEPYATIA TWV OTTOIOVONTTOTE
EIKOVWV XPEIAOTNKAV KATA TN SIAPKEIA AVATITUENG TOU CUYKEKPIUEVOU

project.

o DLy
BB

Eikova 16. Zoypagixij twv Windows XP — Ipéypaupa eneéepyacios etkévaoy
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e Reverse Engineering Project
To Aoyiopikd auTtd BorBnoe Bacikd oTnv e¢aywyn dIayPAPPATWY KAGCEWV
O€ APKETEG PAOEIS TNG EQAPPOYNAG YIA TNV OTITIKA ATTEIKGVION TNG oUVOEDNG

METAEU Twv KAAGEWYV Kal TOU AOYIKOU OXedIaypaGuuaTog Tou OAou project

B Rewerse Engmesiing Progect 2000-2001 v 1.1 by Ned Jotan Brosdbert
Fie Graphics Lawoul Halp
R > m oz A A A, OpOp Op A OR g e P

17. Hapdderyua ansikoviens kldaons oto Reverse Engineering Project

TexvoAoyigg

O1 TexvoAoyieg TTou xpnaoiyoTroindnkav katd mn oxediaon Kal avaTTugn Tou
OUYKEKPIMEVOU TTalyViou TToIKiAouv.[MapkdaTw Ba TTEPIYPAYOUE TIG

BaoIkOTEPES AUTWV :

Java 3D

Java 3D ¢ival éva Baoiopévo og éva ypagpnua ( scene graph ), 3D API yia Tnv
TAaTQOppa Java. Tpéxel Tavw ato €ite OpenGL ) Direct3D. Ao Tnv ékdoon
1.2, Java 3D éxel avatrtuxOei 010 TTAQiCI0 TNG KOIVOTIKN G dladikaaiag Java.

2€ oUykpIon PE AGAAES AUoelg, Java 3D dev cival yévo €va trepifAnua yupw
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até autd Ta APl ypa@ikwy, aAAd ia SIETTAQN TTOU GUPTTUKVWVEI TOV
TTPOYPOUUATIONO YPOAPIKWY XPNOIUOTTOIWVTAG HIa TTPAYUATIKN,
AVTIKEIEVOOTPA®A £vvola. ESw pia oknvA €ival KATOOKEUAOPEVN UE Hia oKNvA
ypaonua ( scene graph ) TTou gival gia avatmmapdoTacT Twy avTIKEINEVWY TTOU
TIPETTEI VA OTTEIKOVIOTOUV. AUTO TO ypd@nua oknvr) ival dounuévo aav Eva
QEVTPO TTOU TTEPIEXEI APKETA OTOIKEIQ TTOU Eival ATTAPAITATA YIA TNV EUQAVION
TwV avTikelyévwy. ETimAéov, Java 3D Tpoo@Eper EKTETAPEVN UTTOOTAPIEN
spatialized xou. MoAAéG aeAideg TTUKVOU TTEpIEXOEVOU Ba pTTopoUaav va
YPa®TOUV yia TN GUYKEKPIPEVN TEXVOAOYIa N OTToia XpnaiyoTTolEiTal KaTd Bdaon
oTnv 0846vn KKivnong Kal 0To KEVTPIKO PEVOU TNG EQAPUOYNG, auTd OpwWG
Eemrepvael Ta OpIa TNG TITUXIOKAG EPYATIag AUTAG Kal yia To Adyw auTd Ba yivel

Mia TTEPIANTITIKA ava@opd OTa ETTIPEPOUG OTOIXEID TNG HECW EIKOVWV.

XapaKTnpIoTIKA

18. llapdocrypa ansikovions ypapixady pue Java 3D API

MoAuvnuarikr] dopr) oKNvAG-ypapou
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MNodes and NodeComponents (objects) Arcs (object relationships)

-~ - o
r/\/ig 22 : VirtualUniverse — > parent-child link
O Locale - reference

,'/- _\I Group
AN
i t Leaf
(__7_%‘ . NodeC omponent
— -

I:l other objects

19. Hapddcypua Zvupolicuoi Java 3D APl ypagpov

VirtualUniverse

Locale

e P 3 I
) BranchGroup Nodes
&%) 89
Sh 3D nod v *
Shape ",,-Ea."' — /TG\ TransformGroup Node
SN T3
v v
.6,,,,=m,.9. (Ei:nr('.:lr})-
B —— View I“i:::__ Canvas3D |‘ """ "| Screen3D
Node Components ‘ ‘ 4 ‘
Physical Body Physical Environment

20. Hapdderyua Java 3D API ypdgov
To Baoikd epiypapua NG Java 3D avdaTtTu¢n Tou TTPOYPAUUATOG ATTOTEAEITAI
armo €TTa BAPOTA ;
1. Anuioupyia Tou Canvas3D avTiKeIuévou
2. Anuioupyia Tou VirtualUniverse avTikelyévou
3. Anpioupyia Tou Locale avTikeiyévou, kal Trpoadptnon Tou aTo VirtualUniverse
QVTIKEIPIEVO
4. Anuioupyia Tou View ypdgou
a Anpioupyia Tou View avTikelgévou
b. Anuioupyia Tou ViewPlatform avTikeipgévou
c. MNpoadptnon Tou ViewPlatform kai Tou Canvas3D avTikelgévou a1o View
object
5. Anpioupyia Trepiexopévou ata branch graph(s)

6. Compilation Twv branch graph(s)
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7. Eloaywyn Twv sub graphs oto Locale ( addbranchgaph oTo simpleuniverse -

makes it live )

Platform independent

OtroiadATTOTE £QApPOYA aveTmTuypévn e 1o Java3d APl duvatal va «TPEEE
O€ OTTOI0OATTOTE AEITOUPYIKO OUCTNUA.

Generic Real-time API

To Real-time API €£xel va KAVEl JE TN QTTEIKOVION TWV YPAPIKWY TWV EIKOVWYV
KaI TWV PETPIKWY TWV UTTOAOYIOUWY OTOV TPIOBIACTATO XWPEO O€ CUYKEKPIUEVO

XPOVO WaTe va gugavi¢ovral aAnbogavi.

YmooThpign retained, compiled-retained, and immediate mode rendering

Me 1o rendering evvoouUpe TNV ammédoon TwV YPAPIKWY aTAV 086vn Kai Tou
TPOTTOU E TOV OTTOIO ETTITUYXAVETAI QUTS. TN CUYKEKPIPEVN TTEPITITWOT
UTTApXEl £va PJOVTENO TO 0TToi0 B10BETEI OAN TNV ATTEIKOVION KAl TO JOVO TTOU
yiveTal gival atrAwg N evnuéPwarn Tou HOVTEAOU auToU Kail OXI N
eTavaoxediaon Kail TTavamrédoon Tou oTny 00ovn.

YmooTthpign hardware-accelerated JOGL, OpenGL and Direct3D renderers

(depending on platform)

3D spatial nxog

Importers yia TTOAEG HOP®EG TPIoOIACTATNG aTTEIKOVIoNG, 6TTwg 3DS, OBJ,
VRML, X3D

Java 2D API

To Java 2D civai éva API yia Tn oOvTaén ypa@ikwy dUo dlIaoTATEWV
XPNOIUOTTOIWVTAG TN YAWOC OO TTPOYPANKATIONOU Java.
H Java 2D API Tapéxel akdbAouBeg duvatoTnTEG:

‘Eva gviaio yovTéAo atrdédoong yia 080VEG Kal EKTUTTWTEG
‘Eva eupU QAo YEWUETPIKWY primitives

Avixveuon «XTUTTAPATOG» O€ OXAMUATA, KEINEVO KAl EIKOVEG


http://en.wikipedia.org/wiki/Crossplatform
http://en.wikipedia.org/wiki/Real-time_computer_graphics
http://en.wikipedia.org/wiki/Real-time_computer_graphics
http://en.wikipedia.org/wiki/Retained_mode
http://en.wikipedia.org/wiki/Intermediate_representation
http://en.wikipedia.org/wiki/JOGL
http://en.wikipedia.org/wiki/OpenGL
http://en.wikipedia.org/wiki/Direct3D
http://en.wikipedia.org/wiki/.3ds
http://en.wikipedia.org/wiki/Obj
http://en.wikipedia.org/wiki/VRML
http://en.wikipedia.org/wiki/X3D
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MovTéAo ouvBeong
Evioxupévn utroothpién xpwuaTog

ExTUTTWOON gyypdowv

H Java 2D API gvioxUel Ta ypa@ikd, TO KEiNEVO Kal TIG duvaTdTNTES
atreikoviong Tou Abstract Windowing Toolkit (AWT). AWT rtav 10 apyIko
TTOKETO EPYOAAEiWY yia TN dnuioupyia SIETTAPWY XPROoTN Kal Yypagika o€ Java.
MNa Adyoug oupBatdéTtnTag, Java 2D cival TexVIKA uTTepoUVOAO TNG
epyaieioBnkng AWT.

Java 2D cival pia 1oxupn TexvoAoyia. MTropei va xpnaoigotroinBei yia va
dnuioupynaoel o TTAoucia user interfaces, Taixvidia, Kivouueva oxédia,

E£PApPPOYEG TTOAUPECWV 1] BIAPOPA EIBIKA EPE.

Sprite animation

H atreikdvion kal yeVIKOTEPA N UAOTTOINCT TWV animations Tou Tralyviou givai
Mia dladikagia TTou wg TEXVOAoyia dev gival 1IB1AITEPA TTOAUTTAOKN. ApYXIKA,
opiCeTal évag TTivakag Pe €IKOVES. ETTITTA oV opieTal KAl TO GUVOAIKO XPOVIKO
dldoTnua aTTEIKOVIONG OAGKANPOU ToU TTiVaKA Kal TEAOG OI EIKOVEG
POPTWVOVTAI N Hia PETA TNV AAAN, KABWG O TTIVAKOG TOU OUYKEKPIUEVOU KABE
@opd animation kaAeitail, Baon evog index — BEIKTN TTOU CUVEXWGS QUEAVETAI

@BavovTag To dvw OpIo Tou TTrivaka Twv frames kai TTaAI attd TNV apxn.

Threads

‘Eva vipa gival éva vApa Tng eKTEAEONG o€ €va TTpoypauua. H Java Virtual
Machine emmiTpéTrel o€ pia e@appoyn va €xel TTOAaTTAG threads ektéAeong TTou
TPEXOUV TAUTOXPOVA.

KdBe vAua éxel TpoTepaidTnTa. Ta VARATA PE HEYAAUTEPN TTPOTEPAIOTNTA
eKTEAOUVTAI KOTA TTPOTIUNON O0€ OXE0N ME EKEIVA PE XAUNAOTEPN
TTPOTEPAIOTNTA.

Ortav yia Java Virtual Machine gekivdel, utrapxel cuvriBwg £va viaio vijua pn
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daipovag (To otroio ouvnRBwg KaAei TN PEBodo TTou ovopddeTal KUpia — main).
H Java Virtual Machine ouveyiCel va ekTeAei Ta vijpaTta HEXPI éva atmo Ta

TTAPAKATW AGYOUG:

H péBodog e€6dou exit Tng Tagng Runtime £xel kKANBei kal 0 security manager

eMITPETTEI TNV £€000 ATTO TO TTPOYPANA.

OAa ta vipaTta Tou dev gival daemon éxouv TTeBAvEI, €iTe e TNV ETTIOTPOPH

atrd TNV KAjon Tpog Tn HEB0dO run eiTe pixvovTag pia e€aipeon

Ymrdpyouv duo TpdTTOI YIa va dNUIOUPYACETE éva VEO VA TG ekTéAeang. O
€vag gival va dnAwaoel pia 1a¢n va gival pia utrokartnyopia tng Thread. Auti n
UTTOKQTNYOpPIa Ba TTPETTEI VA UTTEPPOPTWVEI TOU TNV PEBOSO run TnG KAAoNng
Thread kal va €TTEKTEIVEI TN CUPTTEPIPOPA TNG YEVIKOTEPA.
class PrimeThread extends Thread {
long minPrime;
PrimeThread (long minPrime) {

this.minPrime = minPrime;

}

public void run{() {
// compute primes larger than minPrime

PrimeThread p = new PrimeThread(143);
p.start();

21. llapaderyua Thread pe enéxraoy kidaons THREAD

O GAAoG TPOTTOG yia TN dnuioupyia evog viPaTog gival va dnAwBEi pia KAGon
TTou va uhotrolei To Runnable interface. ‘ETreima n KAGGON auTr TTPETTEl va
uAoTrolgi Tn run PéBodo yia Tnv eKTEAEON evOG ATTOCTIACUATOS KWOIKA.

AkoAouBei TrTapddeiypa xprong :

class PrimeRun implements Runnable {
long minPrime;
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PrimeRun (long minPrime) {
this.minPrime = minPrime;

}

public void run() {
// compute primes larger than minPrime

PrimeRun p = new PrimeRun (143);
new Thread(p) .start();

22. Hapdderyua Thread vlomoiney Runnable Interface

public WavePlayer (String wavfile) {
filename = wavfile;

pausedLock = new Object();
// notify threads in pool it's ok to start
synchronized (this) {
notifyAll();//everybody waiting on me..stare at me!!

// if paused, wait until unpaused
synchronized (pausedLock) {
if (paused) {
try {
pausedLock.wait () ;
}

catch (InterruptedException ex) {
return;

23. Hapadderyua Thread viomoinen ue enéxracy Thread ané rov kddika tov Wave Player

68
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Udp Network

To dikTUO PETALU TWV 2 EYAPUOYWV TTOU CUVEPYALOVTal WOTE va TTai§ouv padi
vAoTroigital atré €vav ATrooToAéa Kal éva MNapaAnTTn. To TTpWTOKOAAO TTOU
XPNOIMOTIOIEITAI VIO TNV ETTITEUEN OPAAOTNTAG KAl OXI ETTAVATIOOTOAWV
XOMEVWVY TTAKETWYV TTou Ba emmiBdpuvav apvnTika Tn BecioAoyia Twv TTAIKTWY,
xpnoiyotroigital To User Datagram Protocol (UDP). Aidgopa Trpoypduuata
XPnoiyoTroioUv To TTPWTOKOAAO UDP yia TNV a1tTooTOAN GUVTOUWY UNVUNATWY
(yvwoTtwv kal wg datagrams) atrd Tov évav utroAoyioTr) oTov dAAov péoa o€

€va OIKTUO UTTOAOVYIOTWV.

‘Eva ammo Ta kupia xapaktnpioTikd Tou UDP eival 611 dev eyyudTal agiommoTn
emkovwvia. Ta Trakéta UDP 1Tou atmooTéAAovTal atrd évav UTToAoyioTn
MTTOPEl VO @TAcOouV oToV TTAPAAATITN PE AGBoG aeipd, OITTAG ) va unv @Tac0ouV
KaBoAou dv 1O BIKTUO £XEI HEYAAO POPTO. AVTIBETWG, TO TTPWTOKOAAO TCP
0106£TE1 GAOUG TOUG ATTAPAITNTOUG UNXAVIOHOUG EAEyXOU Kal ETTIBOAAG TNG
agIOTTIOTIAOG KOl CUVETTWG UTTOPEI va £yyunBei Tnv agidTmoTn TTIKoIVWVia
METAEU Twv UTTOAOYIOTWV. H EAAEIYPN TWV INXAVICPWY QUTWV aTTd TO
TTPWTOKOAAO UDP 10 KOBIOTA ApPKETA TTIO YPHYOPO KAl ATTOTEAECUATIKO,
TOUAQXIOTOV YIQ TIG EQAPUOYEG EKEIVES TTOU OEV aTTaITOUV A&IOTTIOTN

ETTIKOIVWVIa.

Source port

H 11épTa Tou atTooTOAéD OTTO TNV OTToia TTPOAABE TO TTaKETO. EAV O
TTaPAAATITNG EMOUET va OTEIAEl KATTOIO aTTAVTNOT, Ba TTPETTEI va TNV OTEIAEI
oTnNV TTOPTA AUTHV. TO CUYKEKPIPEVO TTEDIO DEV Eival UTTOXPEWTIKO KAl OTIG

TTEPITITWOEIG TTOU OEV XPNOIMOTTOIEITaI Ba TTPETTEN VA £XEI TNV TIPA UNOEV.

Destination port

H mmépT1a Tou TTAPAAATITN OTNV OTToia Ba TTPETTEl va TTapadoBEi TO TTAKETO.


http://el.wikipedia.org/wiki/%CE%94%CE%AF%CE%BA%CF%84%CF%85%CE%BF_%CF%85%CF%80%CE%BF%CE%BB%CE%BF%CE%B3%CE%B9%CF%83%CF%84%CF%8E%CE%BD
http://el.wikipedia.org/wiki/%CE%95%CF%80%CE%B9%CE%BA%CE%BF%CE%B9%CE%BD%CF%89%CE%BD%CE%AF%CE%B1
http://el.wikipedia.org/wiki/%CE%97%CE%BB%CE%B5%CE%BA%CF%84%CF%81%CE%BF%CE%BD%CE%B9%CE%BA%CF%8C%CF%82_%CE%A5%CF%80%CE%BF%CE%BB%CE%BF%CE%B3%CE%B9%CF%83%CF%84%CE%AE%CF%82
http://el.wikipedia.org/wiki/TCP

Java game application for PC 70

Internet Address

H d1elBuvon ip TOu PnxavhuaTog n oTroia o€ cuvOUaoO PE Pia TTOPTa
uAoTrolgi TN AeiIroupyia TNG aTooTOARG TWV dedOUEVWV HECW udp
TTPWTOKOAAOU. AVTIBETWG, N AsiIToupyia TNG Awng 0edopévwy aTnpideTal oTn

ouveyn avayvwaon dedopévwy atro byte array piag TépTag TOU TOTTIKOU

MNXavAiuaTog.

Tile engine

Eival pia TeXVIKA avammapdoTaong YPAPIKWY O& UTTOAOYIOTEG BaCICuEvn O€
APXEIa KEIYEVOU TA OTTOIO EUTTEPIEXOUV TIG TAUTOTNTEG TWV EIKOVWYV TTOU OTN
ouvéxela Ba ammoteAécouv 10 XapTn. O TUTTIKOG XAPTNG OTTO TTAAKAKIA
atroTeAgiTal atod évav 2-01a0TATEWY TTIVAKA / JTPA TTOU TTEPIEXEI AVAPOPEG
O€ avTIKEipeva TTAOKAKIA. AUTS TO QVTIKEIMEVO TTAOKAKI TTEPIEXEI TTANPOQOPIES
OTTWG O TUTTOG Tou £8APOUG, KABWG Kal TNV TAUTOTNTA TOU YPAPIKOU TTOU
TIPETTEl VO aTT0d00El OTNV 006V KABE POPA TTOU TO GUYKEKPIPEVO TTAAKAKI
eival va (wypa@ioTei . H Tpooéyyion autr) emITPETTEI ATTAG, OTITIKA dedopéva
XOPTWV, AQAVOVTAG TOUG OXEBIAOTEG VA dnUIoUpYOoUV OAOKANPOUG KOGHUOUG [E
€va aTTAG ETTEEEPYAOTN KEIMEVOU Qv KAl OI TTEPITOOTEPOI.

‘ET01 yia KGBE XAPTN QOPTWVOVTAI TA AVTIOTOIXA TTAOKAKIO — EIKOVES TTOU AOYW
NG B€0NG TOUG PECA OTO APXEIO KEIWEVOU TTOU ATTOTEAET TNV AvaQopd OTOV
aTTEIKOVICOPEVO OTNnV 086vn XApTn, egeavifovTal kai ue TNV avaloyn oeipd oTo

O100140TaTO XWPEO KABWG atrodidovTtal aTnv 00o6vn.

IO Handling

Ooov agopd tn diaxeipion Twv diIa@opwyv €1I000wV TOoU XPROTN TNG EQAPUOYAS
£xel dnuIoupynOei pia avTioTolXia TTANKTPWY - KWOIKWVY G OVOUATA KIVI|OEWV
ME OpIOUEVN CUUTTEPIPOPA Kal KaTaaTaon (GameAction), Ta oTToia o€ ETTOPEVO
OTAdIO AVTIOTOIXOUVTAI O€ «TTiVAKA KIVAGEWV» DIAPETOU TOU OTTOioU

TTpooTTreAauvovTal Kal uhotrolouvtal (IOHandler).
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MNa apadeiyua :

OpiCoupe Tnv Kivnon

e moveleft = new Action ("moveLeft");

Tnv AvTioTOIXOUUE O€ €vav TTivaKa

e input = new IOHandler (
screen.getFullScreenWindow () ) ;

input.mapToKey (moveLeft, KeyEvent.VK LEFT);

EAéyxoupe av TTaTABNKE

e if (movelLeft.isPressed())

YAoTtroinon Tng press

e public void keyPressed (KeyEvent e) {
Action action = getKeyAction (e);
if (action != null) {

action.press(); }
e.consume () ; }

Mpotdoeig yia MeAAovTikh ErékTaon — BeAtiwon

2Tnv evoTnTa aUTA TTOAAG pTTopOoUV va emmwBoulv Bdon Tou TI akpIBwg Ba
atrolnTouoe o kaBévag wg eTTékTaon. H diagopd Aormmdv, £yKeiTal GTO «yoUuaTo»
TOU KaBevOg atTd €UAg AoITov. PUOIKG OTAV JIAGUE YIQ UTTOKEIMEVIKOTNTA WG TTPOG
TNV €TTEKTAON - BeEATIWON TTEPIOPICOPOOTE TTAVTA OT OpIa TNG idIag GUONG ToU
TTaIXVISIoU. MpdokeITal AoITTOV yIa ETTEKTACEIG TTAVW O€ éva dIodIACTATO TraIXVidl
OXEOIAOHEVO YIa ETITPATTECIO NAEKTPOVIKO UTTOAOYIOTH UE TTPOCORKES
TPIOBIAOTATWYV YPAPIKWY KAl DIOXEIPION TWV EIKOVWY, TWV animation d1Twg Kal TnG
amédoong oTnv 086vn (rendering) pe TPOTTO TETOIO WOTE va PoIAdouv

TPIOBIAOTATA KATT.

e KdTI TTOU €IMTWONKE apxIKaG aTnv avagopd auTr) kal Ba yTropouoe va
atroTeAei BeATiwaon Tou TTaIxVISIOU o€ eTTOUEVN €KOOOH TOU €ival TO

«oevapio». OTTwg €xoupe avagEpel To oeVAPIO Tou TTaiXvIoIoU gival apkeTd
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UAIOTIKO BAon Tou 6Tl 0 TTaikTng TTEPVE SIOUETOU TWV ETTITTEDWV
TTEPICUAAEYOVTAG» KOl «KEPDICOVTAG» TTOVTOUG OTTWG ETTIONG KAl
«OKOTWVOVTAG» Ta didpopa sprites avTiTTdAoug TTou BpiokovTal aTo SO0
Tou. AuUTO €ival giyoupa KATI TTOU PTTOPEi va aAAGEel kal &€ dOBNKe 181aiTEPN
£€upaon o€ auto dIOTI oTa TTAGITIa TNG €V AOyw TITUXIOKAG Bdon d6Onke
aTnv 6An avdaTTugn Kal cwaTr] AEITOUpyIKOTNTA TOU TTalyviou Kai 61 oTnv
EUTTOPIKOTNTA TTOU Ba PTTopoUCE va €xel Baon Tou oevapiou Tou. lNa
TTapddelyua Ba putropoloe o TTaIKTNG va diEpXETal Kal TTAAI JEow TwV
eMTTEOWY KAVOVTAG KATI TO «OIKOAOYIKO», OTTWG TO VA «OBMAVEI QUTIEGH
TTou avdpouv ol avTitralol ) Ba «katakTéy éva gadget To oTToio Ba TOU
divel 0dnyieg yia To WG Ba cuvexioel 0To €TTITTEDO, TI B TTPETTEI va TTAPEI
KOl JE TTOI0 OEIPA WATE VA TTPOXWPNOEI OJOAG KAl ETTITUXWG OTO ETTOUEVO

ETTITTEOO KATT.

e Mia delTepn €€ENIEN — BeATiwan Ba pTTOPOUCE Va Yivel WG TTPOG Ta
YPOQIKA. Mg auTé evvoeital pia TTepaITEPW TTPOCBIKN TPICOIGCTATWY
QVTIKEIHEVWYV OTO KUPiWG TTaixvidl aAAGZovTag QUOIKG OXI TO BACIKO KOPHO
NG 6ANg KivnaioAoyiag kai diaxeipiong aAAd pévo Tng TTPooBnkng yia
TTapdadelyua aTo OTTiaBIou POVTO Twv ETTITTEOWV EVOG KAURA TPIodIAOTATNG
QTTEIKOVIONG AVTIKEIMEVWY EPTTOdIWY TNG TTioTAG KATT . KaTi TT0U aiyoupa Ba
AAAale peTd atrd auth TV TTPOCBNKN Ba ATAV KAl O EVTOTTIONOG TWV
collisions yevikdtepa 16T Oev Ba agopolae Tn oUYKPIOoN TwV BECEWV Twv
€IKOVWYV OAAG TN OUYKPION TWV EIKOVWY PE TN TOTTOAOYIO TWV AVTIKEIMEVWV

TOU KOMBE KATT.
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e Mia emritAéov BeATiwon TTou Adyw TOu TTEPIOPICHUEVOU XPOVOU O UTTAPXEI
oTnv TTapouaa ¢€kdoan Tou TralxvIdIoU Kal Ba ATav wpaio va TTpooTebEi
eival ol Aol TTou Ba ptropoucav va avatrapdyovtal Katd T SIGPKEIR TOU
TTaixvIdIoU auToU KaBwg o TTaiKTNG Ba epxoTav o€ ETTAQN PE KATTOIOV
avTiraAo yia TTapadeiypa fp akdpa 6tav Ba Emaipve Katrolo gadget sprite
QvTIKEIUEVO TTOU Ba BpickdTav aTo dpouo Tou N éTav Ba £xave (wr. Oa
MTTOpOoUCE va uAoTroinBei pe TTOAAOUG TPOTTOUG, OTTWG YIa TTAPAdEIyUa N

avatrapaywyn midi apxeiwyv Axou 1 akdua kar mp3.

e ETrékTaon ) KAAUTEPA BIAPOPETIKOG TPOTTOG OXediaong Tou TTaiIxVvIdiou Ba
MTTOpOUCE va yivel av avTi Tou java 3d APl yivotav xprion game engines
TToU guvepyadovTal Je TIG RdN uTTapxXouoeg BIBAIOBNKES Kal TTPOCPEPOUV
évav OIKO TOUg TPOTTO OKEWNG AEITOUPYIAG Kal AEITOUPYIKOTNTAG TWV
TIPAYHATWY OTO TTaIXVidI atreikovi{oueva oTo game engine APl and
documentation. Mepika TTapadeiypara autwy givar n JGame,

JMonkeyEngine, G Java 2d Graphics library k.a.

e TENoG, iowg Ba putTopoUcE va yivel Hia eTTEKTAON GO0V aPopd KAl TO TOV
TPOTIO PE TOV OTTOIO XEIpiCeTal 0 XprioTnG To TraixVvidl. Autd agopd dnAadn
ToV MOaVO XEIPIOUO ATTO KATTOIO «ECWTEPIKO XEIPIOTAPIO» TOU EUTTOPIOU.
MNa Tnv emmiTEUEN TOU OKOTTOU AUTOU TTPETTEI VA YiVOUV TTPOCBNKEG OTIG
KIVAOEIG TTOU £XOUV OPIOTEI WG TWPA KAl JAAICTA N TTEQAITEPW TTPOCOAKN
KAl QVTIOTOIXiO TWV KIVAOEWY QUTWYV OTOUG KWOIKOUG TTOU AVTIOTOIXOUV TO

TIAAKTPO TOU «EEWTEPIKOU XEIPIOTNPIOU» .
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MNapdptnpa A - GNU Free Documentation License

Version 1.3, 3 November 2008

Copyright © 2000, 2001, 2002, 2007, 2008 Free Software Foundation, Inc.
<http://fsf.org/>

Everyone is permitted to copy and distribute verbatim copies of this license
document, but changing it is not allowed.

0. PREAMBLE

The purpose of this License is to make a manual, textbook, or other functional
and useful document "free" in the sense of freedom: to assure everyone the
effective freedom to copy and redistribute it, with or without modifying it, either
commercially or noncommercially. Secondarily, this License preserves for the
author and publisher a way to get credit for their work, while not being
considered responsible for modifications made by others.

This License is a kind of "copyleft", which means that derivative works of the
document must themselves be free in the same sense. It complements the
GNU General Public License, which is a copyleft license designed for free
software.

We have designed this License in order to use it for manuals for free software,
because free software needs free documentation: a free program should
come with manuals providing the same freedoms that the software does. But
this License is not limited to software manuals; it can be used for any textual
work, regardless of subject matter or whether it is published as a printed book.
We recommend this License principally for works whose purpose is instruction
or reference.

1. APPLICABILITY AND DEFINITIONS

This License applies to any manual or other work, in any medium, that
contains a notice placed by the copyright holder saying it can be distributed
under the terms of this License. Such a notice grants a world-wide, royalty-
free license, unlimited in duration, to use that work under the conditions stated
herein. The "Document”, below, refers to any such manual or work. Any
member of the public is a licensee, and is addressed as "you". You accept the
license if you copy, modify or distribute the work in a way requiring permission

under copyright law.
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A "Modified Version" of the Document means any work containing the
Document or a portion of it, either copied verbatim, or with modifications
and/or translated into another language.

A "Secondary Section" is a named appendix or a front-matter section of the
Document that deals exclusively with the relationship of the publishers or
authors of the Document to the Document's overall subject (or to related
matters) and contains nothing that could fall directly within that overall subject.
(Thus, if the Document is in part a textbook of mathematics, a Secondary
Section may not explain any mathematics.) The relationship could be a matter
of historical connection with the subject or with related matters, or of legal,
commercial, philosophical, ethical or political position regarding them.

The "Invariant Sections" are certain Secondary Sections whose titles are
designated, as being those of Invariant Sections, in the notice that says that
the Document is released under this License. If a section does not fit the
above definition of Secondary then it is not allowed to be designated as
Invariant. The Document may contain zero Invariant Sections. If the
Document does not identify any Invariant Sections then there are none.

The "Cover Texts" are certain short passages of text that are listed, as Front-
Cover Texts or Back-Cover Texts, in the notice that says that the Document is
released under this License. A Front-Cover Text may be at most 5 words, and
a Back-Cover Text may be at most 25 words.

A "Transparent" copy of the Document means a machine-readable copy,
represented in a format whose specification is available to the general public,
that is suitable for revising the document straightforwardly with generic text
editors or (for images composed of pixels) generic paint programs or (for
drawings) some widely available drawing editor, and that is suitable for input
to text formatters or for automatic translation to a variety of formats suitable
for input to text formatters. A copy made in an otherwise Transparent file
format whose markup, or absence of markup, has been arranged to thwart or
discourage subsequent modification by readers is not Transparent. An image
format is not Transparent if used for any substantial amount of text. A copy
that is not "Transparent” is called "Opaque".

Examples of suitable formats for Transparent copies include plain ASCII

without markup, Texinfo input format, LaTeX input format, SGML or XML
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using a publicly available DTD, and standard-conforming simple HTML,
PostScript or PDF designed for human modification. Examples of transparent
image formats include PNG, XCF and JPG. Opaque formats include
proprietary formats that can be read and edited only by proprietary word
processors, SGML or XML for which the DTD and/or processing tools are not
generally available, and the machine-generated HTML, PostScript or PDF
produced by some word processors for output purposes only.

The "Title Page" means, for a printed book, the title page itself, plus such
following pages as are needed to hold, legibly, the material this License
requires to appear in the title page. For works in formats which do not have
any title page as such, "Title Page" means the text near the most prominent
appearance of the work's title, preceding the beginning of the body of the text.
The "publisher" means any person or entity that distributes copies of the
Document to the public.

A section "Entitled XYZ" means a named subunit of the Document whose title
either is precisely XYZ or contains XYZ in parentheses following text that
translates XYZ in another language. (Here XYZ stands for a specific section
name mentioned below, such as "Acknowledgements", "Dedications"”,
"Endorsements”, or "History".) To "Preserve the Title" of such a section when
you modify the Document means that it remains a section "Entitled XYZ"
according to this definition.

The Document may include Warranty Disclaimers next to the notice which
states that this License applies to the Document. These Warranty Disclaimers
are considered to be included by reference in this License, but only as
regards disclaiming warranties: any other implication that these Warranty
Disclaimers may have is void and has no effect on the meaning of this
License.

2. VERBATIM COPYING

You may copy and distribute the Document in any medium, either
commercially or noncommercially, provided that this License, the copyright
notices, and the license notice saying this License applies to the Document
are reproduced in all copies, and that you add no other conditions whatsoever
to those of this License. You may not use technical measures to obstruct or

control the reading or further copying of the copies you make or distribute.
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However, you may accept compensation in exchange for copies. If you
distribute a large enough number of copies you must also follow the
conditions in section 3.

You may also lend copies, under the same conditions stated above, and you
may publicly display copies.

3. COPYING IN QUANTITY

If you publish printed copies (or copies in media that commonly have printed
covers) of the Document, numbering more than 100, and the Document's
license notice requires Cover Texts, you must enclose the copies in covers
that carry, clearly and legibly, all these Cover Texts: Front-Cover Texts on the
front cover, and Back-Cover Texts on the back cover. Both covers must also
clearly and legibly identify you as the publisher of these copies. The front
cover must present the full title with all words of the title equally prominent and
visible. You may add other material on the covers in addition. Copying with
changes limited to the covers, as long as they preserve the title of the
Document and satisfy these conditions, can be treated as verbatim copying in
other respects.

If the required texts for either cover are too voluminous to fit legibly, you
should put the first ones listed (as many as fit reasonably) on the actual cover,
and continue the rest onto adjacent pages.

If you publish or distribute Opaque copies of the Document numbering more
than 100, you must either include a machine-readable Transparent copy
along with each Opaque copy, or state in or with each Opaque copy a
computer-network location from which the general network-using public has
access to download using public-standard network protocols a complete
Transparent copy of the Document, free of added material. If you use the
latter option, you must take reasonably prudent steps, when you begin
distribution of Opaque copies in quantity, to ensure that this Transparent copy
will remain thus accessible at the stated location until at least one year after
the last time you distribute an Opaque copy (directly or through your agents or
retailers) of that edition to the public.

It is requested, but not required, that you contact the authors of the Document
well before redistributing any large number of copies, to give them a chance

to provide you with an updated version of the Document.
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4. MODIFICATIONS

You may copy and distribute a Modified Version of the Document under the
conditions of sections 2 and 3 above, provided that you release the Modified
Version under precisely this License, with the Modified Version filling the role
of the Document, thus licensing distribution and modification of the Modified
Version to whoever possesses a copy of it. In addition, you must do these
things in the Modified Version:

A. Use in the Title Page (and on the covers, if any) a title distinct from that of
the Document, and from those of previous versions (which should, if there
were any, be listed in the History section of the Document). You may use the
same title as a previous version if the original publisher of that version gives
permission.

B. List on the Title Page, as authors, one or more persons or entities
responsible for authorship of the modifications in the Modified Version,
together with at least five of the principal authors of the Document (all of its
principal authors, if it has fewer than five), unless they release you from this
requirement.

C. State on the Title page the name of the publisher of the Modified Version,
as the publisher.

D. Preserve all the copyright notices of the Document.

E. Add an appropriate copyright notice for your modifications adjacent to the
other copyright notices.

F. Include, immediately after the copyright notices, a license notice giving the
public permission to use the Modified Version under the terms of this License,
in the form shown in the Addendum below.

G. Preserve in that license notice the full lists of Invariant Sections and
required Cover Texts given in the Document's license notice.

H. Include an unaltered copy of this License.

I. Preserve the section Entitled "History", Preserve its Title, and add to it an
item stating at least the title, year, new authors, and publisher of the Modified
Version as given on the Title Page. If there is no section Entitled "History" in
the Document, create one stating the title, year, authors, and publisher of the
Document as given on its Title Page, then add an item describing the Modified

Version as stated in the previous sentence.
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J. Preserve the network location, if any, given in the Document for public
access to a Transparent copy of the Document, and likewise the network
locations given in the Document for previous versions it was based on. These
may be placed in the "History" section. You may omit a network location for a
work that was published at least four years before the Document itself, or if
the original publisher of the version it refers to gives permission.

K. For any section Entitled "Acknowledgements" or "Dedications", Preserve
the Title of the section, and preserve in the section all the substance and tone
of each of the contributor acknowledgements and/or dedications given
therein.

L. Preserve all the Invariant Sections of the Document, unaltered in their text
and in their titles. Section numbers or the equivalent are not considered part
of the section titles.

M. Delete any section Entitled "Endorsements”. Such a section may not be
included in the Modified Version.

N. Do not retitle any existing section to be Entitled "Endorsements” or to
conflict in title with any Invariant Section.

O. Preserve any Warranty Disclaimers.

If the Modified Version includes new front-matter sections or appendices that
qualify as Secondary Sections and contain no material copied from the
Document, you may at your option designate some or all of these sections as
invariant. To do this, add their titles to the list of Invariant Sections in the
Modified Version's license notice. These titles must be distinct from any other
section titles.

You may add a section Entitled "Endorsements”, provided it contains nothing
but endorsements of your Modified Version by various parties—for example,
statements of peer review or that the text has been approved by an
organization as the authoritative definition of a standard.

You may add a passage of up to five words as a Front-Cover Text, and a
passage of up to 25 words as a Back-Cover Text, to the end of the list of
Cover Texts in the Modified Version. Only one passage of Front-Cover Text
and one of Back-Cover Text may be added by (or through arrangements
made by) any one entity. If the Document already includes a cover text for the

same cover, previously added by you or by arrangement made by the same
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entity you are acting on behalf of, you may not add another; but you may
replace the old one, on explicit permission from the previous publisher that
added the old one.

The author(s) and publisher(s) of the Document do not by this License give
permission to use their names for publicity for or to assert or imply
endorsement of any Modified Version.

5. COMBINING DOCUMENTS

You may combine the Document with other documents released under this
License, under the terms defined in section 4 above for modified versions,
provided that you include in the combination all of the Invariant Sections of all
of the original documents, unmodified, and list them all as Invariant Sections
of your combined work in its license notice, and that you preserve all their
Warranty Disclaimers.

The combined work need only contain one copy of this License, and multiple
identical Invariant Sections may be replaced with a single copy. If there are
multiple Invariant Sections with the same name but different contents, make
the title of each such section unique by adding at the end of it, in parentheses,
the name of the original author or publisher of that section if known, or else a
unigue number. Make the same adjustment to the section titles in the list of
Invariant Sections in the license notice of the combined work.

In the combination, you must combine any sections Entitled "History" in the
various original documents, forming one section Entitled "History"; likewise
combine any sections Entitled "Acknowledgements", and any sections Entitled
"Dedications”. You must delete all sections Entitled "Endorsements".

6. COLLECTIONS OF DOCUMENTS

You may make a collection consisting of the Document and other documents
released under this License, and replace the individual copies of this License
in the various documents with a single copy that is included in the collection,
provided that you follow the rules of this License for verbatim copying of each
of the documents in all other respects.

You may extract a single document from such a collection, and distribute it
individually under this License, provided you insert a copy of this License into
the extracted document, and follow this License in all other respects regarding

verbatim copying of that document.
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7. AGGREGATION WITH INDEPENDENT WORKS

A compilation of the Document or its derivatives with other separate and
independent documents or works, in or on a volume of a storage or
distribution medium, is called an "aggregate" if the copyright resulting from the
compilation is not used to limit the legal rights of the compilation's users
beyond what the individual works permit. When the Document is included in
an aggregate, this License does not apply to the other works in the aggregate
which are not themselves derivative works of the Document.

If the Cover Text requirement of section 3 is applicable to these copies of the
Document, then if the Document is less than one half of the entire aggregate,
the Document's Cover Texts may be placed on covers that bracket the
Document within the aggregate, or the electronic equivalent of covers if the
Document is in electronic form. Otherwise they must appear on printed covers
that bracket the whole aggregate.

8. TRANSLATION

Translation is considered a kind of modification, so you may distribute
translations of the Document under the terms of section 4. Replacing Invariant
Sections with translations requires special permission from their copyright
holders, but you may include translations of some or all Invariant Sections in
addition to the original versions of these Invariant Sections. You may include
a translation of this License, and all the license notices in the Document, and
any Warranty Disclaimers, provided that you also include the original English
version of this License and the original versions of those notices and
disclaimers. In case of a disagreement between the translation and the
original version of this License or a notice or disclaimer, the original version
will prevail.

If a section in the Document is Entitled "Acknowledgements"”, "Dedications", or
"History", the requirement (section 4) to Preserve its Title (section 1) will
typically require changing the actual title.

9. TERMINATION

You may not copy, modify, sublicense, or distribute the Document except as
expressly provided under this License. Any attempt otherwise to copy, modify,
sublicense, or distribute it is void, and will automatically terminate your rights

under this License.
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However, if you cease all violation of this License, then your license from a
particular copyright holder is reinstated (a) provisionally, unless and until the
copyright holder explicitly and finally terminates your license, and (b)
permanently, if the copyright holder fails to notify you of the violation by some
reasonable means prior to 60 days after the cessation.

Moreover, your license from a particular copyright holder is reinstated
permanently if the copyright holder notifies you of the violation by some
reasonable means, this is the first time you have received notice of violation of
this License (for any work) from that copyright holder, and you cure the
violation prior to 30 days after your receipt of the notice.

Termination of your rights under this section does not terminate the licenses
of parties who have received copies or rights from you under this License. If
your rights have been terminated and not permanently reinstated, receipt of a
copy of some or all of the same material does not give you any rights to use it.
10. FUTURE REVISIONS OF THIS LICENSE

The Free Software Foundation may publish new, revised versions of the GNU
Free Documentation License from time to time. Such new versions will be
similar in spirit to the present version, but may differ in detail to address new

problems or concerns. See http://www.gnu.org/copyleft/.

Each version of the License is given a distinguishing version number. If the
Document specifies that a particular numbered version of this License "or any
later version" applies to it, you have the option of following the terms and
conditions either of that specified version or of any later version that has been
published (not as a draft) by the Free Software Foundation. If the Document
does not specify a version number of this License, you may choose any
version ever published (not as a draft) by the Free Software Foundation. If the
Document specifies that a proxy can decide which future versions of this
License can be used, that proxy's public statement of acceptance of a version
permanently authorizes you to choose that version for the Document.

11. RELICENSING

"Massive Multiauthor Collaboration Site" (or "MMC Site") means any World
Wide Web server that publishes copyrightable works and also provides
prominent facilities for anybody to edit those works. A public wiki that anybody

can edit is an example of such a server. A "Massive Multiauthor Collaboration”
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(or "MMC") contained in the site means any set of copyrightable works thus
published on the MMC site.
"CC-BY-SA" means the Creative Commons Attribution-Share Alike 3.0 license
published by Creative Commons Corporation, a not-for-profit corporation with
a principal place of business in San Francisco, California, as well as future
copyleft versions of that license published by that same organization.
"Incorporate" means to publish or republish a Document, in whole or in part,
as part of another Document.
An MMC is "eligible for relicensing" if it is licensed under this License, and if
all works that were first published under this License somewhere other than
this MMC, and subsequently incorporated in whole or in part into the MMC,
(1) had no cover texts or invariant sections, and (2) were thus incorporated
prior to November 1, 2008.
The operator of an MMC Site may republish an MMC contained in the site
under CC-BY-SA on the same site at any time before August 1, 2009,
provided the MMC is eligible for relicensing.
ADDENDUM: How to use this License for your documents
To use this License in a document you have written, include a copy of the
License in the document and put the following copyright and license notices
just after the title page:

Copyright (C) YEAR YOUR NAME.

Permission is granted to copy, distribute and/or modify this document

under the terms of the GNU Free Documentation License, Version 1.3

or any later version published by the Free Software Foundation;

with no Invariant Sections, no Front-Cover Texts, and no Back-Cover
Texts.

A copy of the license is included in the section entitled "GNU

Free Documentation License".
If you have Invariant Sections, Front-Cover Texts and Back-Cover Texts,
replace the "with ... Texts." line with this:

with the Invariant Sections being LIST THEIR TITLES, with the

Front-Cover Texts being LIST, and with the Back-Cover Texts being LIST.
If you have Invariant Sections without Cover Texts, or some other

combination of the three, merge those two alternatives to suit the situation.
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If your document contains nontrivial examples of program code, we
recommend releasing these examples in parallel under your choice of free
software license, such as the GNU General Public License, to permit their use

in free software.



