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H mrTuxiokn epyacia autry TTpoo@Eépel TNV duvaTOTNTA OTOV XPHOTN va dnUIoupynoeEl éva
TPI08IACTATO TOTTIO - TUXaio A atmmd To uNdév -, va TO €TTeCEPyaanTei, va TTPOCBETEl
B0pufo kal TEAIKA va To atroBnkeuoel. Tou divel eTiong TNV duvaTtoTNTA VA TTPO0BETE!
AAI0, oupavo kal BGAacoa. Me GAAa Adyia, uTTopoUpE va dnuioupyHooulEe éva dIKO Jag
K6ouo. Etriong, TTopoupe va «TTaiEoupe» PE auTOV TOV KOOWO PETABAAAOVTOG TNV BEon
Tou AAIou Kai BAETTOvTaG TIG OKIEG TTAvw OTO TOTTO va aAA&dlouv aAAd kal va
eTmegeEpyacTouE TNV BEoN TOU VEPOU Kal va dOUPE TTAVW O€ auTd TIG AVTAVAKAAOEIG TOU

AAIOU Kal TOU UTTOAOITTOU TOTTIOU.

To AoylopIKO TTOU QvamiTuxlnke oTa TTAQioI0 QUTAG TNG E€pyaoiag MTTopEi  va
XpnoigotroinBei petérreaira wg Bdon yia v dnuioupyia katroiou traixvidiou. MNa éooug
yvwpifouv £€0Tw Kail Aiyo ] €xouv aoxoAnBei pe TTaiyvidla Ba yvwpilouv 1o yeyovog OTi
TO TOTTIO yIa €va TTaiXVvidl €ival éva TTOAU Bacikd ouoTaTiKO Kal diveTal JeydAn Eugaon Kai
TTPocoxA oTn dnuioupyia Tou. H gpyacia autr TTEPIEXEl BATIKES EVVOIEG KOl GAYOPIOUOUG
yla Tnv Onuioupyia Kai €TTECEPyaTia TOTTiOU, Ol OTTOIEG, MEXPI Kal TNV OTIYMR TTOU

dIaBAdeTe TO KEINEVO AUTO, XPNOIYOTTOIOUVTAl OTA OUYXPOVA TTaIXVidIa.

H duokoAia auTtig NG TITUXIOKAG €pyaoiag, EyKeImal oTnv OuvauIkOTNTA TNV OTroia
TTPOCQEPEL. ZTOV KTTPAYUATIKO KOGHO» dnuIoupyiag TTaixviSIwV XpNoIUOTToIoUvTal ETOINO
TTpoypAuuaTa oxedioong HOVTEAWY. ZTN CUVEXEIQ, aUTA Ta PHOVTEAQ EAyovTal o€ JopPn
oupBaTr PE TNV EKACTOTE PNXAvVA YPOQIKWY Kal €I0ayovTal EUKOAQ e Aiyo TTpOOBETO
TTPOYPANMATIOTIKO KWAIKA. 2€ AQUTAV TNV gpyacia KATI TETOlIo dev Ba UTTOPOUCE Va YiVEl,
016TI Ba BéAauE va dnNUIOUPYNOOUME TO TOTTIO PE T BACIKA SOMIKA CUCTATIKA TNG
MNXOVAG YyPaA@IKWy, TIOU E€ival Ta Tpiywva, Kol METETTEITA va MPTTOPOUPE va Ta

ETTECEPYACTOUE.









A16 10 1971, OTAV TTPWTOEUPAVIOTNKE TO TTPWTO TTaIXVidl a1Td TNV €TaIpia Atari hEXpPI
onuepa, Ta TTPAyMaTa £Xouv aAAGEEl TTOAU OTov TOPEQ TNG AVATITUENG NAEKTPOVIKWV
TTaIXVIOIWV. H €kpnén evoIia@EPOVTOG ATTO TO KOIVO YIA TIG KOVOOAEG TTAIXVIOIWV KAl YA
Ta id1a Ta TTAIXVIdIA €ival eKTTANKTIKN. [€pa atrd GAAEG HOPPESG WuXaywyiag OTTWG gival O
KIVNUATOypA@og Kal GAAa, n oTpo®r evOIOPEPOVTOG TOU KOOWOU yia Wuxaywyia oTo
omimi  Tapoucidlel peydAo  evdla@épov. EVOEIKTIKA TTOPAKATW TTapaTiBeTalr  éva

d1dypappa 1Tou dEiXVEl TNV AUENON OTIG TTWAAOCEIG KOVOOAWY TTAIXVIOIWV.

Lifetime Console Unit Sales

Eikéva 1. Augnon oTig TTwAnoeig kovooAwyv, atré Tov NoéuBpio Tou 2006
£wg Tov lavoudpio Tou 2009.

Mnyni: www.tgdaily.com.

Ta TTaixvidla Ta oTToia CUYKATAAEYOVTAlI OTNV KATNYOPIa TWV TTPOYPOUMATWY, KATEXOUV
TTAéOV €va ONUAVTIKO KOPMPATI TNG TTiTag oTnv wnolakn ayopd. Apxikd BAETTOUpE va
e@aviovtal TTaIXVvidla €VOG TTAIKTN, XWPEIG MOUCIKA Kal I0IAITEPO OEVAPIO. 2NUEPA
EXouue @TAOEl OTNV €TTOXA OTTOU Ta TTaIXVidla OIaBETOUV  KIVAPATOYPAPIKA  £QE,
“XOAIyouvTIava” oevApIa, KAl JTTOPOUV VO CUMMPETEXOUV O aUTA TTAIKTEG ATTO OAO TOV
KOOPOo. 270 TeAeuTaio, BEBaia, onuavtikd poAo Emmaige kal n paydaia avamtuén Tou

d1adIKTUOU Ta TeAguTaia Xpovia. MNwg dpwg eTacaue HEXPI EDW);

Mnyaivovtag mmiow oT1o TTapeABOV, N eTaIpia AvATITUENG TTAIXVIDIWY, N YVWOTH 0€ OAOUG
Mag Atari, ¢ekivnoe 10 1972 Tnv padikn TTapaywyr Tou TTaixvidiou Pong, To OTToio €ixe
N MOP®N KEPMUATOOEKTN. 2UVOAIKA TToUuAnoe 38.000 TETOIOUG KEPUATODEKTEG KOl TO
TTaIXVidl ATav  OAOKANPWTIKA oOxedlaopévo pE  KukKAwpata TTL, Xwpic kav va
XPNOIMOTIOIEI €TTEEEPYAOTH, N KATTOI0 KWOIKA (TTPOYpaAPua). O KwAIKAG Tou TTaixVIdIoU
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autoU dnuioupynbnke atrd Pacikd OOMIKA OTOIXEID WNPIAKWY KUKAWUATWY -TTUAEG-,
METPNTEG Kal XPOVOOIOKOTITEG. 'HTav n €TTOXN TNG YEévvnNOong TNG QUTOKPATOPIAG TWV

TTAIXVIOIWV.

Eikéva 2. O kepuatodEKTNG TNG eTaIpiag Atari yia To TTaixvidl Pong.

AGyw TOU UYPNAOU evdIaPEPOVTOG TOU KOIVOU, Ol ETAIPIEG ekivnoav Evav EEQPEVO aywva
TTaPAYWYNG TTaIXVIBIWV atro TOTe. AOYW TOUu PEYAAOU avTaywvIoOPoU Kal TNG augnong
TWV ATTAITACEWY aTTO TN PEPIG TWV XPNOTWYV, Ta TTaixvidia aiyd oiyd dpxiocav va yivovrai
ohoéva kal 1o TrepiTTAoKa. MAéov n xprion Bacikwyv OOMPIKWY CUCTATIKWY WN@IOKWV
KUKAWHUATWY yia TNV dnuioupyia Traixviolwy ATAV AVETTAPKAG, AOYyw TOou uywnAou
KOOTOUG, TNG TTEPITTAOKOTNTAG Kal TNG EAAEIWNG duvaTOTNTAG ETTAVAXPNOINOTIOINONG.
‘ETol  oTadloKd, Kal  OoKOPn  TTo €viova  ME TNV EY@AVION Tou  dounuévou
TTPOYPAUMATIONOU, Ol ETAIPIEG EEKivNOoaAV va avaTITUCOOUV TA TTAIXVIdI TOUG 0€ KWOIKA
Tapd 0 WPnIOKA KUKAWPOTA. AUTO apXIKA, Kupiwg Adyw Twv TOTE XAunAwv
ATTATACEWY, QaIVOTAV £TTAPKES. Opwg, €CaiTiag TnG augnong tnG TTEPITTAOKOTNTAG TWV
TTaIXVIBIWY, apxloav va ep@avifovtal XINAOES YPOAUMES KWOIKA Ol OTTOIEG NTAV OUOKOAEG
OTnNV OUVTAPNOH TOUG Kal OKOWN TTI0 QUOKOAO yia KATTOIOV KAIVOUPIO TTPOYPANUATIOTH
OTOV XWPEO TwV TTaIXvIOIWV va TIG Katavoroel. Etiong, aifel va onueiwooupe dw, OTI
TTAéOV O ETTECEPYOOTAC YPAPIKWY ATTOTEAOUCE CEXWPIOTO KOMUMPATI TOU UTTOAOYIOTH,
€TTeId) 0 OYKOG yIa TNV €TTECEPYATia OEQOPEVWV NTAV TTOAUG KAl UTTAPXE MEYAAN AOKOTIN
OTTaTAAN TTOPWYV TOU UTTOAOYIOTHA KaI TOU ETTECEPYAOTH, EIOIKA O€ CUCTHPATA TTOU £TPEXE
atro Tiow KATToI0 A&IToupyIKO ouoTnua. To chip autd £yive yvwoTd Pe 10 Ovopa KapTa
YPOAQ@IKWYV. 2Tn CUVEXEID, €EQEUPEONKE N TTPWTN MNXAVA YPOAQIKWV ATTO TNV €TaIpia

Microsoft otig 30 ZetrrepBpiou 1995 pe 1o dGvoua DirectX.
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Me ammAd Adyia, pia pnxavr ypa@ikwv dev gival Timota GAAO TTapd OuadOTTOINUEVES
ETOINEG OUVAPTAOEIS PE Baaikd epyalcgia TTou gival XpAoINa oTnv dnuioupyia TTaiXvioiwy.
MNa mTapdadeiypa, TEPIAAUBAVOUV TOV OXEDIAONO TPIYWVWY, TOV EAEYXO OUYKPOUOEWV,
TNV OIKTUWON Kal GAAa TTpAypaTa Ta oTroia €ival Kolva yia OAa Ta Traixvidla Kal dev
XpPeIddeTal Eava Kal Eava va EQEUPIOKOUNE TOV TPOXO aTTd TNV apxr. ZRuepa 1o DirectX
EXel @Taoel aioiwg aotnv ékdoon 11. O TTPOYPAPUATIOUOS TWV TTAIXVIOIWV EYIVE QKONO
EUKOAOTEPOG KAl €XOUME TNV EUPAVION OKOPN TTI0 €6eCNTNUEVWV KAl TTEPITTAOKWV
TTaIXVIBIwWV. Me Tnv &E@pevn avaTITuén TWV TTAIXVIOIWVY KAl TNV €I0QYywYr KaIvoupiwyv
EVVOIWV OTOV XWPO Twv Bivreottaixvidiwy, Omwg yia mapddeiypa n TN (Texvnti
vonuoouvn), n XPAon Tng Pnxavis ypa@ikwv DirectX Atav TTAéov OUOKOAN, 10T
TTEPIEAGUBAvVE EVVOIEG TPIYWVWY Kal OXNUATWY Kal Ox1 KATI o ege1dikeupévo. ‘ETol
EQEUPEBNKAV VEEG INXAVES YPAPIKWY Ol OTToiEG opadoTroincav TIG eVIOAEG TnG DirectX
o¢ éva €TMTTEDO TTO ETMAVW. 2€ AUTO OKPIBWG TO ETTITTEdO PBpPIOKETAI KAl N PNXavi
YPOQPIKWY TTOU XPNOIYOTIOIEITAI O€ QUTAV TNV TITUXIOKA €pyacia, n unxavr Microsoft
XNA. AAN\eg TTapopoleg pnxaveg 1diou emmmédou eival n Cry Engine amd tnv €Taipia
CryTek kai n Unreal Engine, amé tnv etaipia Unreal Technologies. 'Eva didypaupa

yIO VO KOTAVONOOUME Ta eTTITTEOA QUTA TTapaTIOETAI TTAPAKATW:

Eninedo 1-Enefepyaotr¢/Aoylkd KUKAWpaTa

Emimedo 2-EmegepydoTic Ypa@IKWwV/KAapTa ypa@IKwy

Emimedo 3-Mnxavr ypa@ikwv (DirectX/OpenGL)

b4
V

Eninedo 4-Mnxavr] ypag@ikwyv upniot emmnédov (XNA/CryEngine)

X

Eikéva 3. Ta emireda TTpoypANPATIONOU YPOPIKWY.

11



12






OT1Wwg €idaue o€ TTPONYOUPEVO KEQAAQIO, O TTPOYPAUMATIONOS TWV TTAIXVIOIWV Adyw Twv
UYPNAWYV aTTaITOEWY KAl TNG augnong TTEPITTAOKOTNTAG YiveTal OAOEva Kal ME TTIO
eCeNlypéva epyaleia. Map’ 6AN dpwg TNV Xprnon Twv eEeAyUEVWY epyaleiwv auTwy, OAEG
Ol PNXOVEG YPAQIKWV Kal Ta eEEAyéEva TTPOYPAPUATA TTOU XPNOIYOTTOIoUVTAl IO TNV
oxediaon povTéAwy, OTTwG €idaue, oTnv BACN TOUG XPNOIPOTTOIoUV TNV idia Aoyikr). [Mpiv
EeKIVIiOOUE TOV OXEOIAOUO POVTEAWV Kal GAAWV Ouop@wv TTPAyudTwy PE TNV XPRon
MIAG INXOVAG YPAQPIKWY TTPETTEI VO KOTAOKEUAOOUME €vaV «XWPO» PECQ OTOV OTToio Ba
MTTOPOUNE VO EUPAVICOUNE TA HOVTEAQ HOG. H eg@avion JovTEAWY, TPIYWVWY Kal GAAwV
QVTIKEIMEVWYV TTOU XPNOIPOTToIoUVTal OTa TraixVvidla yivetal yéoa o€ €va rapdbupo. Auth
n dladikacia €uEAvVIoONS AVTIKEIMEVWY OTnv 080vn PEow TOou TTapaBupou avagépeTal
ouxva oTov KOOUO TwV TTaixVvIdiwv pe Tnv AyyAikr) opoAoyia render, o oTroiog kal Ba
XPNOIYOTTOIEITAl ouXvd atrd €dw Kal Tépa. H petd@paon ota EAAnvIKA dev gival Kai
T600 €UOTOXN KAl YIa auTd TO AOYO auTOG 0 6p0g, OTTWG Kal TTOAAOI GAAOI Yéoa o€ auThv
TNV epyaaoia, Ba avagépovtal ue TNV AyyAikr} opoAoyia, yiaTti TTOAEG QOpPEC N HETAPPAON
ammo 1a AyyAika@ ota EAAnvIka eivalr aotoxn. lNpoxwpwvtag AoITTOV Kal hE €AAXIOTN
yvwaon TTPOYPANPATIONOU, YIa va OXEQIACOUNE YPAPIKA YIVETAI KATAVONTO TTWG TTPETTEI
TTPWTIOTWG va oxedIdooupe TO TTApABupd Yag Pe Pia YAWooa TTPOYPAPUATIONOU, OTTWG
yla mmapadeiyya pe Tnv C++ 1 tnv C#, n ommoia Kal XPNOIKOTIOIEITAI OE€ QUTAV TNV
epyacia. Ta «Etoiga» TTapdbupa TTOU POG TTPOC@EPOUV Ta auyxXpova TreEPIBAAAovVTa
avaTTuéng epappoywv O0mmwg 10 Visual Studio Tng Microsoft, dev pag eivar apkeTa
yiati 8a B¢éAaue 10avikd va €xoupe TOV TTANPN €AgyXo Tou Trapabupou Kal va
XeIpiIfopaoTte 1O interrupts (ta oApaTta dlokoTG Tou OéxeTtal o H/Y woTe va
ETTIKOIVWVNOEI JE OUOKEUEG €10000U) Ta oTToia auTtd AapBdavel, 6TTwg yia TTapddelyua Tnv
Kivnon TOu TIOVTIKIOU, TO TIATNUA €VOG TTANKTPOU OTO TTANKTPOAOYIO POG Kal GAAa.
Etriong, Aoyw TOU yeyovdTog OTI TO TTAPABUPO Pag TTPETTEI va TO XEIPICETAI N UNXavh
YPOPIKWYV yia va KAvel render kal OXl yia va gu@avidel KOupTtda Kal GAAa, n Auon €ival
Mia: Na KaTaokeudooupe TO OIKO pag TTapdbupo Kal va TOo XEIPIOTOUME OTTWG HAG

eCuTTNPETEI KAAUTEPQ.

2Tnv ouadia, étav avaTITUOCOOUNE EQAPPOYEC ME Ta oUuyXpova TTeEPIBAAAoOvVTa avaTTTuéng,
auTA OAQ KOTAOKEUAZOVTAI AUTOMOTA PE KWOIKA. [PETTEl, €TTiONG, va €XOUME UTTOWN HAG
OTI Ta TTOPABupa auTtd, dev €ival OTATIKA, ONAADK OTAV «TPEXOUME» TO TTPOYPAUUA KAl
BAETTOUPE TO TTAPABUPO AUTO deV «TTEPIYEVED» Ba Aéyaue ATTO PAG va TTATHOOUME £va

TTAAKTPO YIa va KAvel KATI, aAAG TPEXOVTAG TO TTPOYPAUMO UTTAiVEl O évav aTEPUOVO
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Bpoyxo kal o€ KABe eTTavAANWN €AEyXEl yia TUXOV €10080ug aTTd TOV XPrRoTn, dnAadn
yla TTatnua TTAAKTPoU, Kivnon TTovTiKioU Kai dAAa. Autdg akpiBwg o Bpoyxog eivai
CWTIKAG onuaciag yia 1o Traixvidl pag kai €ivar KATl TO OTToio padaivel KATToI0G VEOG
TTPOYPAUUATIOTAG EICEPXOPEVOG OTOV XWPO Twv BIvieoTraixvidiwy. AKOun, autog o
BpOyxog €ival yvwoTdG Kal ava@EPETAl OTOV TTPOYPANKATIONO TTAIXVIBIWY PE ToV OpO
Main Game Loop. lNevikd yia Katavorjooupe Ta Bacikd Kal va doUPE PE TToIa AOYIKN
«TPEXEN €va TTaIXVidl, TTOPAKATW TTapatifsTal Eva didypapua mou Ba pag Bondroel va

KATOVONOOUWE TIG EQPTA QACEIG EVOG T VISIoU. H €¢Aynon épxeTal auéowg PETA.

Initialize Program

-Create Window {
-Load WMedia —_
-Allocate Memory

f Render

Graphics

. Game Logic
-Phys=ics
-Al

Start Game ' ' Get Input
-Set WVariables -Keyboard

— —
-Mouse

f Cleanup ' ' Restart '
-Clear Memory -Keep Going?

-Clo=e DirectX -Exit?

Eikéva 4. O1 ep1a pdoeIg evog Taixvidiou.

Mnyn: www.directxtutorial.com.

O1Twg avagépaue Kal oTnV apxr auTou Tou Ke@aAaiou Kal BAETTOUNE oTnV €IKOva 4, TTpIV
akoua &ekivijoouue va oxedlaloupe PovTEAa Kal GAAQ TTpAydaTa PE TNV PNXavA
YPAPIKWY, TTPETTEI VA TTEPAcoUE atmmd Tnv @daon 1 n otoia TTepIAAPBAvVEl KATAOKEUN

€vOG TTapaBupou Kal TN dEoPEUON TNG ATTAPAITATNG MVAMNG.

®don 1- Kataokeun Tapadupou, déopeuon uHvApng

ATTO €dW akpIBWGS gekivael To TTaiyVidl pag. lMivetal N @OpTWON TNG PNXAVAS YPAPIKWY,
OTTWG yIa TTapadelyua n DirectX, n Kataokeu Tou TTapaBupou Kail N TTOPAPETPOTTOINONA
Tou, dnAadn €dv eival ae TTARPEN o0Bovn, T TiTAO Ba €xel kal dAAa. ETtriong, yivetar o
OPIOPOG TOU TTaPaBUpou autou WG To main TTapdbupo Kal 0TI 0 XEIPIOTAG Tou Ba gival n
MNXOVA YPOQPIKWYV TToU £€X0UME opioel. Me atTAd Adyia puBuioupe TRV INXAVA YPOQIKWY
va «Cwypagilel» yéoa o€ autd 1o TTapdBupo. TEAoG, yivetal n atmmapaitntn déopeuon

MVAMUNG TTOU Ba XPEIAOTOUE.
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®daon 2- Ekkivnhon traixvidiou

Edw 1TAéov @Tdvoupue éva Brpa Tpiv TNV Main Game Loop 01w ava@EPapE Kal TIpIv.
Eival To onpeio ekkivnong Tou arépuovou Bpoyxou, atrd Tov OTToio Kal dev Ba «Byel» To
TTAIXVIOI Pag MEXPI VO TO oTapaTtiooupe eueic. Tov TpdTTO Ba TOV ava@épouue TNV
OUVEXEID. Z€ AUTAV TNV @ACH, QOPTWVOUUE TO MOVTEAA HAG, OPICOUME TIG OPXIKEG MOG

METAPBANTEG, OTTWG YIa TTAPADEIYUA TOV XAPTN, TO ONUEIO EKKIvNONG TOU TTaixTn Kai GAAa.

®don 3- Ayn €106d0u atrd TNV XPHROTN

Eival To onpeio 610U TO TTAIXVIOI A AauBAvel atrd Tov XprioTn Ta Asydueva interrupts
N aAAMIWG €10000UG ATTO TO TTANKTPOAOGYIO, TO TTOVTIKI I} aKOPA KAl atro €va XEIPIOTHPIO
TTauxvidIiou. AuTr n @Aacn, TTou €ival Kal n Jovadikh, gival N uévn yEQupa TToU CUVOEEI TO
TTaIXVidl ge 170 XpAoTn. Me AAAa Adyia o xprioTng MPTTOpEi PE auTOV TOV TPOTTO va

KETTIKOIVWVIOE» JE TOV TTAIXVIDI.

®don 4- Ere§epyacia Aoyikwyv Tou Taixvidiou

2€ AUTAV TNV @Aon eAéyxoupe Kal OpiCoupe TO «TI PEAEI yevéoBai» OTO Traixvidl pag.
AnAadn 10O TTOU aKpIBWGS PMETOKIVABNKE O TTAIXTNG MOG Ta TEAEUTAIA OEUTEPOAETTTA, TTOOEG
QKPIBWGS OQaipeg €Xouv Meivel, av To TTAOIO TTou 0dnyoUuE OUYKPOUOTNKE TTAVW OE€

KATTOI10 Bpdxo Kal GAAa.

®don 5- Epgdvion ypa@ikwyv

Edw, «{wypa@ifoupe» Ta HOVTEAQ POG KAl TA AVTIKEIMEVA Pag aTnv 086vn. AuTh n @don
EXEl dueon oxéon ME TNV TTPonyoupevn Kal TO TI Ba wypa@IoTei €xEl va KAVElI hJE TNV

TTponyouuevn @Aorn.

®don 6- ‘EAeyxog yia €050 1 yia ouvéxeia

2€ aQuTAV TNV @Acn 1o TTaIXViOl Jag €AEYXEI TO TI £YIVE OTIC TTPONYOUNEVES PATEIG, Kal
avaloya atro@aacifeTal av 8a ocuvexIoTei 0 BPOyxog 1 Ba TepuatioTei. Eival katavonTd 1o
YeEyovog OTI €dv TepuatmioTei o Bpdyxog, Ba yivel €£0dog atrd TO TTAIXVIOI, EVW
OIaQOPETIKA, 0 BpdyXog Ba cuvexioTei Kavovikd atrd Tnv @aon 3 Kai ETTEITA.
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®don 7- Kabapiopog ypa@ikwy, atreAeudépwon uvipng

Autr n @don cival CUPTTANPWATIKY Kal 8ev KaAgiTal ouvexwgs otnv Main Game Loop
TTapd povo otav autd ¢ntnBei. Atd Tov TiTAO kKaTaAapaivoupe OTI €dwW UTTOPOUUE VA
KaBapiooupe POVTEAQ 1 Kal PvAUNn n oTroia dgv XPNOIUOTTOIEiTAl TTAéOV KAl va TNV

A@OOUWE VIO PETETTEITA XPrNON WOTE VA PNV €XOUNE UTTEPXEIAION MVAMNG.

AuTO AoItov fTav éva Bacikd KOPMPATI yIa VO KATOVONOOUME TO TTWG AEITOUPYED éva
TTauxvidl, Je Troia, dnAadr), Aoyikr). Me TI eVTOAEG ENPAVICOUNE QVTIKEINEVA, EAEYXOUUE VIO
OUYKPOUOEIG KOI OTTOOECUEUOUNE UVAMN EXEI VO KAVEI UE TNV EKACTOTE UNXAVH YPAPIKWY

kai dgv gival KATI yeviko. H Aoyikr) yévo trapauével n idia.

MapakdTw Ba PIAAcouUE yia Ta BACIKA CUCTATIKA I BACIKA OTOIXEIO ATTO T OTTOIA
arrapTiCovral OAa Ta AVTIKEIMEVA KAl TO JOVTEAQ TToU BAETTOUME €uEic 0TV 006vN HaG.
Kdbe @opd 1ToU MIAGUE yia Baoikd oTolXeia yia 1a TTaixvidia givar oav va PIAAPE yia
MOpIO KAl ATOopa OTnV €MOTAMN TNG QUOIKAG. Eivar dnAadr kdt amd 10 OTT0i0
arraptiCovral OAa 6oa BAETTOUPE WG ypa@ikd oTnv 080vn pag Kai gival idla yia Ta 1o
atmAd povtéAa aAAd Kal Ta TTo ouveeTa. To 1Mo yvwoTO BACIKO OTOIXEIO TTOU OAEG Ol
MNXOVES Ypa@IKwy uttooTnpiouv ival Ta Tpiywva. MNMoAUTTAoKa povtéAa, OTTws n Bpoxn
TTOU BAETTOUPE va TTEQPTEI OTO TTAIXVIOI JAG, TO AEPOTTAAVO TTOU TTETAEI OTOUG oUpavouUg
TOU TTaIXVIOIOU HAG, €ival QTTOTEAEOUO EKATOPMUPIWY TPIYWVWY TA OTTOId EVWMHEVA
METALU TOUG MOg divouv autriv Tnv «weudaiocbnon» Tou [ouvou, Tou VeEPOU, TOu
oupavou. AKOUN Kal Ta TTPOYPAUMATA KOTAOKEUNG JOVTEAWVY BOUAEUOUV PE Tpiywva Kal
O€ TTPONYOUPEVO KEPAAQIO TTOU MIAOUCAME yIa £Caywyr POVTEAWV O€ PHOpYr KaTtavonTh
amd TNV PNXavr YPAQIKWY OTTO T TTPOYPAUMATA KATAOKEUNG MOVTEAWYV, QuTd Oev
e¢ayouv TITTOTE AANO TTOPA £va KEIPEVO UE TOV APIBUO TWV TPIYWVWY, TO XPWHA TOUG, TO
TTOU BpiokovTal O KOPUPEG TOUG Kal AANa oToixeia. Zuxvd, €tmiong, BAETToUUE KAPTEG
YPOPIKWY Vva YPAPOUV OTA XAPOKTNEIOTIKA TOUg OTI PTTOPOUV VA EPQAVIOOUV «X
EKATOMMUPIO  TPiywva TO OeuTepOAeTITON. H Xprion T1piywvwy, Aoimmév, ot o,
JIaTTIOTWVOUNE gival TTAEov dedopévn 0T Bropnxavia Traixvidiwyv. BeRaiwg utrdpyouv
KAl GAAa BACIKA OTOIXEIO PE TA OTTOIA UTTOPOUUE VA OXEDIAOOUUE YPAPIKA, OTTWG yia
TTapddelyua TeAgieg (onueia) kal ypauués. Ma yia moio Adyo, Opwg, XPNOIKMOTTOIoUVTAI
EUPEWG Ta TPiywva Kal OXl, yia TTapAadEIyha, Ol YPAaUPES; H ammdvrnon gival TTOAU atTAn.

Ta T1piywva kol AOYyW Twv TPIWV KOPUPWYV TOUG HAG E€ival Xprnoiya yia va
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KaTaokeudoouphe GAAa Baoikd oxApaTta. ZKEPTEiTE PMOvo OTI dUo Tpiywva eival éva
TETPAYWVO. 'Evag KUAIvVOpog TpiodidoTatog Ba Atav TOAAd, 13 MAGAAOV €KATOVTADEG,
Tpiywva. Adyw Tou yeyovOoTog OTI TTAéov OKOPO KOl yia va OXeDIGOOUPE HIa
«TPICOIAOTATN YPAMMKA» Ol YPAPUES BeV gival apKeTES (autd Ba Atav ouveTd poévo ota
TTpwTa TTaIXVvidla TnG dekaeTiag Tou '70) Kal, 6TTwG €iTTaPE Kal TTPIV, AOYyw TwV KOPUPWV
TWV TPIYWVWYV Kal OTI QUTEG UTTOPOUV va evwBouv woTe va oxedidoouv TTOAUTTAOKO
MOVTEAQ, UTTOpOUME va YAITwoouue peydAo bandwidth otnv kapta ypa@ikwyv pog. Ta
VOUUEPO TA OTIOId €EOIKOVOMOUME, VI TTAPAdEIYUA OTO OXEDIQOPO €VOG ATTAOU
TETPAYWVOU, €ival MIKPA a1md TNV XPNon TPIYWVWV QVTi YPAPMWY 11 onueiwv. Edv
OKEPTOUUE, OUWG, OTI TO OUYXPOVA TTaIXVidIa atToTEAOUVTAI OTTO EKATOVTADES JOVTEAQ TA
oTToia KABE OEUTEPOAETITO KAVOUV TTOAAEG KIVAOEIG, T VOUUEPA €EOIKOVOPNONG Eival
TPOMOKTIKA Kal dev Ba Arav duvarr n e€u@Avion Toug, TTapd POvo pe Tnv Borbeia
TTAVAKPIBWY KAPTWYV YPAPIKWY Ol OTToiEg, QUOIKA, Ba avéBalav Katd TTOAU TO KOOTOG
TOU UTTOAOYIOTH MOG. MNapakdtw TTapatifeTal éva didypappa TTou deixvel JEPIKA BACIKA

OTOIXEIO YPAPIKWV.

Tpiywva
2 4 B
1 3 5
lpappig
£7) 4 {3
i Futh {5
Inpeia
10 £97 {3}

Eikéva 5. Ta Baoikd oToIxXEia TwV YPOAPIKWY.

KAgivovtag 10 Ke@AAaio auTd, cuptrEpacaTIKG Ba Aéyaue OTI Ta oUuyxpova Traixvidla,
atro TA TT0 OTTAG €W TA TTI0 OUVOETA KAl EVTUTTWOIAKA, XPNOIKMOTTOIOUV OTNV ouadia Tnv
TEXVIKA TOU aTéppovou Bpdyxou, yia va AauBAvVouV HnvOPaTa atro TOUG XPrOTEG OTTWG
gidape kal TPIV. TEAOG, yia va pTTopécouv va (wypagioouv KATI oTnv 086vn

XPNoIJoTToloUV Ta BACIKA OTOIXEIa TNG UNXavhs ypagikwy. BeBaiwg, Ba avapwtnBei
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KATToI0G, €AV PJOVO autd Ta OUO E€ival ETTOPKN VIO VA KATOPEPOUME AUTA TA €QE 1 TIG
avTavokKAAOEIC Kal TOUG QWTIOPOUG TTou  BAETTOUME OTa ouyyxpova Traixvidia. H
aTTavINon QUOIKA gival Ox1 Kal OTTWG Ba doUPE, UTTAPXOUV KATTOIEG AAAEG TEXVIKEG TTOU
XPNOIYoTToIoUVTAl, YIa TTAPAdEIYUa OTOV QWTIOKO KAl OTIS avTAVAKAACEIG, aTTAWG auTd
TTOU TTAPOUCIACTNKAV O auTd TO KEQAAQIO gival Ta BaoIK& Kal o€ autd Bacifovtal Kail

OAa Ta uttdoAoITTa.
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O TrpoypauuaTionds ToTé TIpIv v ATav TTIo aTTAGG. Me 10 TTEPIBAAAOV QvATITUENG
Microsoft Visual Studio 2010, ta TpayhaTa yivovtal akOun 1o ammAd. H kaTtaokeun
eQapPoywyv givar TTAéov TTaIVidl. € auTO TO KEPAAAIO TTapoUCIAgeTal To TTEPIBAAAOV
QVATITUENG TTOU XPNOIPOTTOINONKE o€ auThV TNV £pyacia TTou €ival To Microsoft Visual
Studio 2010, kaBwg kai duo TrapadeiyyaTa €71 WOTE va MTTOPEl va yivel pia
TTPOCAPUOYH], YIa autoug TTou dev To €xouv favaypnoigotroifoel. MNa 1o Adyo auto,
TTOPOUCIAJOUNE TNV KOTAOKEUN HIOG EQAPUOYNG 0€ KOVOOAQ Kal ETTEITA TNV KATAOKEUN
Miag e@appoyAg pE @OpMEG. Ze emTOheva Ke@aAaia, BERaia, Ba avagepbei kal TTWG

KATOOKEUALOUUE EQAPPOYEG PE TNV Unxavn ypagikwy Microsoft XNA Game Studio.

Mpiv &ekivijooupe, OPWG, Ba TTPETTEI VA €XOUUE EYKATACTHOEI OTOV UTTOAOYIOTA HAG TO
Microsoft Visual Studio 2010. Edv mpootraBrioete va karteBdoete 10 TEPIBGAAOV
avAaTITUENG autd Ba dIATTIOTWOETE TTWG UTTAPYXOUV TTOAAEG OIOQOPETIKEG £KOOTEIC. Mnv
O0G avNOUXEi autd, Ouwg, OIOTI Kal N atTAf] €KdOOoN MTTOPEI KAVEI TNV OOUAEIR TTOU

BéAoupe kal, ydAiota diaTiBeTal dwpedv.

2€ aQuTriv TNV gpyacia xpnoiyotroiridnke to Microsoft Visual Studio 2010 Ultimate
Edition. Tnyaivoupe Aoimmév oe autriv Tnv oeAida kal kateBaloupe To TTEPIBAAAOV
avamrugng: www.microsoft.com/visualstudio/en-us/products/2010-editions/visual-
csharp-express. AOyw Tou OTI O€ QUTAV TNV £pyacia xpnoihotoinenke n yAwooa
avatmtuéng C# Ba kareBdooupe tnv ékdoon Visual C# Express Edition. H pnxavi
ypagikwv Microsoft XNA Game Studio utmrooTtnpilel kai Tnv yAwooa C++ eg1miong.
A@ou karteacoupe 1o TTEPIBAANOV AVATITUENG KOI TO EYKATAOTIOOUNE Ba HOG ENPAVIOTEI

N apxIKr 086vn OTTWG PAIVETAI OTAV TTAPAKATW EIKOVA:
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File Tem Data Took Widware Aschiteciwe Test Anabze Window Help
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§ Duts Connections
T Servers

B Coorlist W Output B Code Metrics Reslts
VAX: Ready

Eikéva 6. H apyikr 086vn Tou Microsoft Visual Studio.

2TO Onueio 1 TTOU QaiveTal OTnNV €IKOVA UTTOPOUNE va ONUIOUPYNOOUUE £Va KAIVOUPIO
project, 6TTwW¢ Ba dOUPE KAl OTNV CUVEXEIA. 2TO OnuEio 2 BpiokovTal OAEG Ol KAAOEIG pag
KAl TO apxeia pag TTou €Xoupe dnuioupynoel Kal TEAOG OTo onueio 3 UTTAPXOUV E€iTe
OIGQOPa QVTIKEIMEVA TTOU MTTOPOUME VA OUPOUPE TTAVW OTAV QOPMA, VIO OTITIKEG
EQPAPUOYEG  Kal  OlIAPOPEG PUBMICEIG TTOU  QQOPOUV TO project. 2TnNV  OUVEXEID
TTapoucoiddetal €va ammAd TTPOYPAUPa o€ KOVOOAQ yia va aTtrokTniei n armmapaitnTtn

e€oikeiwon pe 1o TEPIBAAAOV.
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4.1 - Angioupyia TTpoypANHATOG KOVOOAQG

Mardue emavw OTO KOUWTT dnuioupyiag véou project, OTTwg €idape oTnV TTPonyouuEvn
eikéva eite Taraue Ctrl+Shift+N. Oa guavioTei uTTPOOTA Yag pia 086vn TTou Ba pag
(ntioel va emAéCoupe TI €idog projectBa BEAaPE va KATOOKEUAOOUUE. ApIOTEPd, Yia
opiopéveg ekdooelc Tou Microsoft Visual Studio 2010 ptmopouue va €mAECOUME TNV
YAWooa TTpoypauuatiogou 1Tou Ba xpnoiyotroifooupe. Epeic emAéyoupe TNV yAwooa
C# amd apiotepd kal OeCid emmAéyoupe Console Application, 6mmwg @aivetar oTnv
TTapakaTw €IkoOva. Katw, oto onueio mou ypdeer Name, €mAEyouue 70 OvOUa TTOU
BéAoupe va €xel To project kal oTo onueio TTou ypdgel Location cival n TommoBecia trou

BéAoupe va atrobnkeuTei. M'pdgoupe Eva évoua kai ratdue OK.

New Project

Recent Templates [,NET Framework 4 - | Sort by: [Default - | Search Installed Templates L
Installed Templates e Visual C#
. Ecﬂ Windows Forms Application Visual C& ype: Hisualts
Visual Basic = A project for creating 2 command-line
4 Visual C2 application
Windows '_Cﬁ WPF Application Visual C&
Web
Office .11 Console Application Visual C&
Reporting —
Test Q"'Cﬂ Class Library Visual C2 L
WCF -
Workflow Cg‘.ﬁz WCF Service Application Visual C#
KNA Game Studio 4.0
Visual C+ L Ercel 2010 Workbook Visual C#
Visual F2 EE
Sthel; Project Types o Outlook 2010 Add-in Visual C#
atabase (&
Modeling Projects
ch N
Test Projects I_Ll?: Word 2010 Document Visual C#
I Online Templates @ Activity Library Visual C#
Cﬁﬁ WCF Workflow Service Application Visual C#
?ﬂ Crystal Reports application Visual C#
Narme: ConsoleApplication2
Location: Ch\Users\MagiciaM'Projects\Visual Studio\ C# - Browse.., |
Solution name: Consclefpplication2 | Create directory for solution
Add to source control

Eikéva 7. EmA£youpe apiotepd Tnv YAwooa C# kai 6e€id Console Application

MT1pooTd pag TTAEoV TTPETTEI VA £XEI EYPAVIOTEI O APXIKOG KWOIKAG TOU TTPOYPANKATOG
KOVOOAQG. AUTOG O KWAIKAG YIO TOUG TTPWTAPNOEG OTOV TTPOYPAUMATIONO pe Tnv C#
MTTOPEl va @avei Aiyo repiepyog, aAAG TTepI€xel KATTola BaoIKA OTOIXEIO TNG YAWOOOG Ta
otroia Ba €Enynbouv otnv cuvéxela. BéRaia, OTT0I0G €xel aoxoAnBei pe TN yAwooa
TTPOYPAPUATIONOU Java, 0 KWOIKAG ioCwg VA TOU (PAVEi TTIO OIKEIOG Kal auTo yiaTi ol dUo
YAwooeg autég, C# kal Java poldfouv TTOAU peTagu Toug. O KWOIKAG TTOU EP@AvieTal
EXEl WG €EAG:
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—lusing System;
using System.Collecticns.Generic;
using System.Lling;
using System.Text;

—Inamespace ConsoleApplication2

= @ WA sl R

= @& W od

Kwdikag 1. Baoikég KwdIKAG TTPOYPANUATOG KOVOOAQG

O ypapuéc 1 éwg 4 civar ypauués OdnAwoewv Kal Xpeialovral yia va &Epel o
METAYAWTTIOTAG O,TI TUXOV OUVAPTACEIS TTOU Ba xpnoigotroinBouv, Og TTOI0 onuEio va
wager va TG Ppel. Eival 10 onueio Omou  dnAwvoupe TTol0 namespace 6a
xpnoigotroiooupe. Ti gival To namespace; To namespace e€ival KAt oav
opadotroinon. OTTwg BAETTOUUE TTAPOAKATW, OTN YPAUMN 6 ovoudloupe OAo TO project
Mag pE KAtTolo namespace. MNpdypara Ta oTToia €X0UV KOIVO OKOTTO ] €XOUV KATI KOIVO
METALU TOUG UTTOPOUE VA Ta TOTTOBETHIOOUNE OTO idlo namespace. lNa TTapadelypua OAeg
o1 KAAOE€IG TTOU XPNOIYOTTOINONKAV OTnv gpyacia autr|, £€Xouv UTTel OAEG KATw aTrd TO idIo
namespace Pe Ovoua Terrain. ZTnv ouvéxela otn ypauun 8 gekivael n dnAwon piag
KAGong. Oa mpémel va &Epoupe OTI OAa OTnV YAWOOQ TIpoypapuartioyou C# eival
eTiaypéva og kKAaoelg. ‘Emeita otn ypapun 10 gekivasl n ouvaptnon pe 1o ovoua Main.
OT1av TpéXxoupe TO TTPOYPAUUA pag auTd gival ToO onEio ekkivnong TTou Ba TTdel yia va
Eekiviioel TNV eKTEAEOT] TOu TO TTPOYPAUMA. PUOIKG €dv TTPOCTTABNOOUNE va QTIAEOUUE

aKOuN Mia ouvapTtnon Main 1o TTpOypaupa dev Ba TPEEEL.

AQoU €idape PeEPIKA BAOIKA oToIXEIa TNG YAWOOOG TTpoypaupaTiogou C#, gival wpa va
yPAWOoUHE Aiyo KWAIKA WOTE VA KAVOUWE Wia €TIOKOTINCN apydTEPA TOU TTPOYPAUUATOG
KovaoOAag. To TTpdypauua TTou Ba KaTaoKeEUACOUNE Ba QTIOXTEI JE TUVAPTAOEIS Kal Ba
TTaipvel U0 apiBuoug atrd Tov XPHoTn Kal Ba Toug TTPooBETEl. ETTiong oto TEAOG Ba pag
AvaQEPEl €AV O TTPWTOG aApIBUSG gival HIKPOTEPOG, HEYOAAUTEPOG 1 i00g pE To deuTepo. O

KWOIKAG €XEI WG EENG:
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—lusing System;

2 using System.Cocllections.Generic;

3 using System.Ling;

= using System.Text;

5

& Elnamespace ConscleApplication2

71

8 E class Program

3 {

18 E static veoid Main(string[] args)

11 {l

12 int a, b , result ;

13

14 Conscle.Write("Give the first number:™);
15 a = System.Int32.Parse( Conscle.Readline() ) ;
16 Conscle.Write("Give the second number:™};
17 b = System.Int32.Parse(Conscle.ReadLline());
18

19 result = sum(a, b);

28 Conscle.WriteLine("The sum is {@}",result);
21 compare(a, b);

22 3

23

240 public static int sum(int =, int y)

25 {

26 return (x + v);

27 }

28

29 public static weid compare(int x, int y)

30 I

31 if ( =y )

32

33 Console.WriteLine("First number is bigger than second.™);
34

35 else if { =<y )

36 {

37 Conscle.WriteLine("First number is smaller than second.™);
38 }

39 else

48 i

41 Conscle.WriteLine("First number is equal with second.™);
4z }

43 1

A4 }

45 1

o
o

Kwdikag 2. Kwdikag TTpoypaupaTog KOvooAag

21NV ypauun 12 dnAwvoupe amAwg OUO PETABANTEG OTTOU Kal Ba KPATAOOUMPE TNV
€icodo 1ou Ba pag dwoel o XpNoTtng. H teAeutaia peTaBAntr pe 1o édvoua result, Ba
KpaToel TO amoTéAeoua TnGg TPdoBeong. 2tnv ypauuny 14 BAéTToupe TNV €VTOAN
Console.WriteLine(string). H evtoA] aut) pag fonBd va eKTUTTWOOUNE KEIUEVO OTNV
0086vn woTe va KAVOUUE TO TTPOYPAUNA PAG TTIO IadPaCTIKO OTOV XPOTN. XTNV YPpauuni
15 opiCoupe OTI N PeTABANTA a Ba TTAPElI TO TTEPIEXOUEVO TTOU Ba ETTIOTPEWEI N EVTOAR
ConsoleReadLine() kai Ba TO peTaTPEéWEl O€ OKEPAIO APIBUG PE TNV EVIOAN
System.Int32.Parse(Object). H evtoAr} ConsoleReadLine() diapadel 1o Keipevo TTou
Ba TTANKTPOAOYAOEl O XPAOTNG. 2TIG YPAMMEG 24 Kal 29 @TIAXVOoupE dUO CUVOPTHOEIG
static, O10TI Kal N main ouvapTnon €ival opiIohévn wg static, N TTPWTN ETTIOTPEPEI TO

dbpoicua Twv dUO apiBuwv Kal n OeUTEPN €AEyXEl yia TO TTOI0G apIBudGS €ivail
27



MEYOAUTEPOG Kal EKTUTTWVEI TO avdAoyo atrotéAecua otnv oBdévn. Edv Tpégoupe T0
TTPoOypapua Kal BadAoupe yia mapadeiyua Toug apiBuoug 10 kai 20 To ammotéAeopa Ba

gival 1o €€NG:

C\Windows\system32\cmd.exe

Give the first number:10

Give the second number:20

The sum i= 38

Firzt number iz smaller than second.
Press any key to continue . . .

Eikéva 8. Ta atroteAéguaTa TOU TTPOYPAMUATOG £TTi TNG 006VNC.

AuTO fTav €va atmmAd TTPOYpPaAUUa 0 KOVOOAA £TC1I WOTE VO ATTOKTACOUME Mia aTTAnR
e€oikeiwon kal pe 1o TEPIBAAAOV aAAG Kal Pe TNV YAWooa TTpoypaupaTtioyou C#. Z1nv

OUVEXEID TTAPOUCIAZETal KAl £va TTPOYPANPA ME POPUEG.
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4.2 - Anpioupyia OTTTIKAG EQAPUOYAS

Otmwg kal T1plv, Ba dnuioupyriooupe éva véo project, Ba emAECounE yia yAwooa
TTpoypauuatioyou 1V CH#, aAMG autp TR @opd  Ba  emAEéCoupE
WindowsFormsApplication, woTe va dnuUIOUPYHOOUUE €va TTPOYPOUUA HE QPOPUEG,

OTTWG PAIVETAI OTNV EIKOVA TTAPAKATW:

| New Project

Recent Templates [.NET Eramework 4 - ‘ Sort by: [Default | Search Installed Templates
Installed Templates

Type: Visual C2
Windows Forms Application Visual C# ype: Visua

Visual Basic A project for creating an application with a

4 Visual C# . Windows Forms user interface
Wi WPF Application Visual C2
indows
Web
Office ‘ Console Application Visual C#
Reporting
Test - Class Library Visual C#
WCF )
Workflow ' WCF Service Application Visual C2
KNA Game Studio 4.0
Visual L L Excel 2010 Workbook Visual C#
Visual F#
Other Project Types Outlook 2010 Add-in Visual C#
Database
Modeling Projects

i k-3
Test Projects U Word 2010 Document Visual C

Online Templates Activity Library Visual C#
WCF Workflow Service Application Visual C#

Crystal Reports application Visual C&

Name: WindowsFormsApplicationl

Location: ChUsers\MagiciaM\Projects\Visual Studio\C#\ - Browse... |
Solution name: WindowsFormsApplicationl Create directory for solution
|| Add to source control

Eikéva 9. Anuioupyia Tpoypdupatog Windows Forms Application.

TéNoG, emAéyoupe €va Ovoua, pia TotToBeoia Kal TTartaue 1o Kouptri OK. M1TpooTd pag
Ba eugavioTei Yia OpuUa OTTOU €KEl PTTOPOUME va CUPOUME ETTAVW KOUMTTIA Kal GAAa
avTikeigeva OTTwg Ba douue oTn ouvéxela. H @déppa 1Tou Ba eu@avioTel @aiveTal

TTOPAKATW:
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WinclowForempplication] whew)
File Edit View Wissit Dasa Format Tools Viware Amchitecturs Tem Anabme Window Help
fual- - @l s B0 - - L-U5] P ipebug  -[les -1 R e i e ) T
IS EME T b s

Solution Exploeer DR Foomil.cs [Design]®

M EEA . -
A Sclution WindowsFormsApplication]' (1 project| = [ = ]
4 [ WindowsFormsApplication]

& Prop:

R Erorlist B Output B Code Metrics Results
Ready

Eikéva 10. H ¢6ppua tmou gpgavidetal dnuioupywvtag Windows Forms Application.

2T0 onueEio 1 PpiokeTal N aApxIKrl OPUA, OTO OnuEio 2 BpiokovTal T AVTIKEIYEVA TA
OTTOia PTTOPOUNE VO CUPOUUE ETTAVW OTNV QOpPa Kal TEAOG aTo anueio 3 BpiokovTal ol
puBuioelg yia To €mMAeypévo avTikeipevo. OTav TTOTAPE €va AVTIKEIMEVO E€TTAVW OTNV
@OpHa o1 puBuicelc aAAGlouv duvapika avaAoya HE TO TI QVTIKEIUEVO E€XOUME EMEIG
EMAEEEL. ATTO Ta avTiKEipeEVa OeEIA ETTIAEYOUUE KAl OEPVOUNE ETTAVW OTNV @Opua duo
TextBox. ETiong emAéyoupe kai aépvouue €va Button. @a mmapatnprioouue Twpa eav
EMAECOUUE £V AVTIKEINEVO TTOU BPIOKETAI ETTAVW OTN QOPUA oI puBNicEIg KATW BEEIA Ba
aAAGEouv. Oa TTPOYPAUMATICOUME TWPA TO TTPOYPAUUE Yag £TO1 WOTE OTAV TTATAUE TO
KOUUTTi VO TTaipvoude TOug aplBuoug TTou €xel ypdwel péoa O XPAOTNG Kal va
eM@avifoupe To ATTOTEAEOMUO TNG TTPOCBeoNg atnv 086vn. ‘ETol amAd Aoitrév mTaTtdue

OITTAG KAIK ETTAVW OTO KOUWTTI TTOU BPICKETAI TNV QOPHA KAl YPAPOUNE TOV £6AG KWOIKA:

19 [ private woid buttonl_Click(cbject sender, EventhArgs e)
20 {

21 int a, b , result ;

22 a = System.Int32.Parse(textBoxl.Text);

23 b = System.Int32.Parse(textBox2.Text);

24 result = a + b;

25

2B MessageBox.Show(result.Tostring());

27 }

Kwdikag 3. MNMpoypapuaTtiopdg kouptriou WindowsFormsApplication
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2TIG YPANMEG 22 Kkal 23 opifoupe OTI o1 aképalol aplBpoi a kai b Ba TTdpouv wg €i00do TO
KEIMEVO TWV OUO textBox1 kai textBox2 avtioToixa. 21NV ocIpd 26 eu@avifouue Eva KouTi
MNVUPOTOG JE KEIPEVO TO ATTOTEAEOUA TOU a Kal b o€ string. EGv Tp€goupe 1o TTPOYpauua

Kal BaAoupe Toug apiBpoug 10 kai 20 To atroTéAeoua Ba gival To €ENG:

Forml

Eikéva 11. To 1eAik6 TTpdypapupa Windows Forms Application.

A@oU AoITTov €yive pia ouvToun Trapouciaon Tou Microsoft Visual Studio 2010 kaBwg
Kal 6Uo atrAwv TTapadelyudTwy yia va KATAVONOOUME TNV AOYIKNA €ival Kalpdg va
OUVOUGOOUNE QUTEG TIG YVWOEIG KAl TOU TTPONYOUUEVOU KEQAAQioU, PE TNV TTAPOUCiaon
TNG AOYIKAG TWV PNXOVWV YPA@IKWY, WOTE VA KAVOUME Wi ETTIOKOTINGN TNG PNXAVAG
ypagikwyv Microsoft XNA Game Studio. Ziyoupa autd 1O eyxelpidlo dev gival 1O
KATAGAANAO via va €CoikeiwBouue eTapkwg pe 1o Microsoft Visual Studio 2010. Autd
Ba vyivel €ite diapaloviag KATTOI0 GAAO OXETIKO e€yXeIpidIO €iTE UE TTPOCWTIIKA MAG
evaoxoAnon. To keiyevo autd  amAwg  KOAUTITEL Ta  PaoiKd  OToIXEid  TOu
MicrosoftVisualStudio 2010 kai OKOTIOG Tou Oev €ival va atroTeAéoel €va TTARPEG

EYXEIPIOIO auToU TOU TTEPIBAAAOVTOG AVATITUENG.
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Eidape oto TponyoUuuevo KEQAAQIO PEPIKA TTapadeiyuata he 1o TEPIBAAAOV avaTTuéng
Microsoft Visual Studio 2010 yia va KaravorjJooupe TNV AOyIKr Tou Kal va BonbrRoouue
TOV QVAyVWOTN va €XEl Mia odaAr PETARaON OTOV KWOIKA TTOU agopd To oXedIAOHO
YPAPIKWYV. MapakdTw TTapoucIdgeTal N unxavr ypaeikwy Microsoft XNA kai n AoyIkr he
TNV OTTOIa KATAPEPVEL VA UAOTTOINOEI TEAIKA TO YPAPIKA TTOU €uEi BAETTOUME OTNV 004V
OTmwg avagépaue Kal 0To KEQPAAaIo 3, TNV AOYIKA TTOU XPNOIUOTIOIOUV Ol UNXAVEG
YPOPIKWYV YIO VO UAOTTOINCOUV Ta ypa@IKd, TNV idia akpIBwg AOYIKA XPNOIMOTIOIE KAl N
pnxavh ypagikwyv Microsoft XNA™ Tnv Aoyikr], dnAadr, TNG @OPTWONG AVTIKEINEVWY OTNV
MVAMN Kal TNV €MTEAECT TOU ATEPPOVOG BPOYXOU WOTE VA eKTEAEI AsiIToupyieg AOYIKAG,
OTTWG €AV €va AVTIKEIYEVO XTUTTNOE PE KATTOIO AAAO Kal va €AEyXEl €AV O XPAOTNG EXEI
TTATACEI KATTOIO KOUMTTi £T01 WOTE va UAOTTOIEI TIG KATAAANAEG EVEPYEIEG TTOU €XOUME

OpPICEl EPEIC TNV INXAVH YPOPIKWY VA KAVEI JE TO TTATAUA TOU KOUWPTTIOU auToU.

O1rwg Ba douue kai apydtepa n unxavn ypa@ikwyv Microsoft XNA évavTt Twv GAAwv
MNXOVWV YPaAPIKWV €XEI KATTOIEG 1I01AITEPOTNTEG. H onuavTikOTEPN aTrod auTEG ival, OTTwG
Ba doUuE Kal OTNV CUVEXEID, OTI N @OpTWwOoN Kal n dlaxeipion TwWV AVTIKEINEVWY TTOU
XPNOIUOTTOIOUME YIVETAI JE CUYKEKPIPEVO TPOTTO dnNAad pE SIaoUVOED AVTIKEINEVWYV
(ContentPipeline), o otroiog kai avayvwpiletal oav EexwpioTd project. Me ammAd Adyia,
oTav dnuIoupyoupe Eva kaivouplo Traixvidl XNA yéow Tou Microsoft Visual Studio 2010,
auTtd oTnv TTpaypaTikdéTNTa dNIoupyEi dUO project yia va aoxoAnBouue kai 6x1 éva. To
TTWG CUVOEOVTAI KAl ETTIKOIVWVOUV QUTA Ta dUO PETAEU TOUG Ba TO DOUUE OTNV CUVEXEIQ.
Mpog 10 TTapPdV €XoUuue OTO PUAAS pag TTWG Ta Traixvidla xwpifovral ota duo. To éva
project agopd TIG CUVOPTACEIG TTOU UAOTTOIOUV OAn Tn AOyIKA TNG pNXAvAg Kal To
ovopaloupe “MainFunctions” kal To0 AANO dlaxelpiCeTal TA QVTIKEIMEVA PAG KAl
ovopaletal “ContentManager”. MapakdTw avaAUoupe Kal Ta OUO dNUIOUPYWVTAS Eva
Kaivouplio project XNA kal avaAUoVTAG TO YPAUUA-YPaUMD. ApXIKA, Ba TTPOXWPEINOOUNE
Kal Ba doupe TTWG ONUIOUPYOUNE Eva KAIVOUPIO TTAIXVidl PE TNV PNXavi YPOQIKWV
Microsoft XNA kai pye 1o Microsoft Visual Studio 2010. lNpiv, OpwG, TTPOXWPHOOUUE
oTnv dnuioupyia TTaixvidiou, TTPETTEI TTPWTA, APOU £XOUME €yKaTaAoTAOEl TO Microsoft
Visual Studio 2010, va eykataotrioouue kal To Microsoft XNA Game Studio 4 10
OTTOi0 evowpaTwveTal autopatra oto Microsoft Visual Studio 2010 kai mapéxeTai
dwpedv. OmoTe karefaloupe 1o Microsoft XNA Game Studio 4 ammd tnv 10T00€AidA:
www.microsoft.com/download/en/details.aspx?id=23714 kai a@oU OAOKANPWOOUNE TNV

EYKATAOTAON EiNOOTE £TOIPOI VIO TV ONPIOUPYIA TOU TTPWTOU YAG TTAIXVIOIOU.
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5.1 - Anpioupyia véou Traixvidiou

A@ou, Aoitrdv, Katefacoupe Kal TRV unxavni ypagikwyv Microsoft XNA Game Studio 4,

avoiyoupe TNV TTAaT@Oppa avatTugng Microsoft Visual Studio 2010.

OT1rwg €idape Kal o€ TTPONYOUPEVO KEQAAQIO Ba dNPIOUPYROOUNE £va VEO project he TNV
dlagopd o1l autiv TNV @opd Ba emmAégoupe atrd Ta aplotepd XNAGameStudio 4 kai
0e€id emAéyoupe 10 WindowsGame 4.0. EmAéyoupe éva ovopa kai trartdue OK. H
€IKOvVa TTOU TTaPATIBETAlI TTAPAKATW Ba pag BonBrAoel va KaTavorooupe KOAUTEPO TTWG

Ba yivel n dnuioupyia véou Traixvidiou.

Recent Templates [‘NET Framework 4 ~ | Sort by: [Default - Search Installed Templates R

Installed Templates

E Windows Game (4.0) Visual C# Type: Visual €2
Visual Basic = A project for creating an XNA Framework
4 Visusl C# ) ) 40 Windows game

Windows j:F- Windows Game Library (4.0) Visual C#

Web

Office E Xbox 360 Game (4.0] Visual C#

Reporting .

Test JE Xbox 360 Game Library (4.0} Visual C#

WCF -

Workflow @ Content Pipeline Extension Library (4.0} Visual C#

XNA Game Studio 4.0

Visual C++ /\| Empty Content Project (4.0) Visual C#

Other Project Types
Database

Madeling Projects
Test Projects

I Online Templates

Mame: MyTestGame

Location: Ch\Users\MagiciaM\Projects\Visual StudiohC#\ - Browse... |

Solution name: MyTestGame ]| Create directory for solution
Add to seurce control

Eikéva 12. Anuioupyia kaivoupiou Traixvidlou.

MOAIG TTatiooupe 10 KouuTri OK, Ba dIaTmoTWOoOoUPE auTd TTOU ava@EPBNKE TTIO TTPIV.
21a OeCld pag PBAETToupe OTI, evw €UEIC €xouue dnuioupynoel €va project, oTnv
TTpaydaTikOTNTA €ival duo. Kal autd AOyw Tou OTl, OTTWG ava@EéPAUE KAl TIPIV, TA
QVTIKEIJEVA TTOU XPNOIKOTTOIOUKE YIa TO TTaIXVidl hag, OTTWG YPAUMOTOOEIPEG Kal GAAQ,
dlaxelpiCovral péow evog GAAou project, Tou ContentManager, yia 10 oOTroi0 Ba
MIAlooupE oTnv ouvéxela. MTTpooTd pag, Aoimdv, apxiké B6a doupe TTOAAG oxOAia Kal
KwoIka. O KWOIKAG autdg dnUIoUPYEITal auTOPaTa YyIa EUAG Kal Jag BonBd apyIka va
KaTtavooouue yia 1o TTou Ba BdAoupue TIG didpopeg ouvaptioelg pag. O ouvapTAoEIG
QUTEG TTOU OnuIoupyouvTal UAOTTOIOUV ETTAKPIBWS TNV AOYIKH) TTOU ava@EéPOUE O€
TTPONYOUNEVO KEQAAQIO TWV PNXAVWY YPOPIKWY. To TI KAvel KABe pia ouvdptnon Ba To

OOUNE OTNV OUVEXEIQ.
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5.2 - Main Functions (Project 1 of 2)

AQou £xoupue dnPIoUpYNOoEl Eva Kalvouplo Traixvidl Kal €xouv dnuioupynBei duo project
yla €MAG KaBWG Kal 0 KATAAANAOG KWAIKAG €iNAOTE £TOIYOI VA €ENYNOOUNE TO TI KAVOUV

QUTEG Ol CUVAPTAOEIG Jia TTPOG Mia.

Apxikd, BAéroupe Tov constructor public Gamel(). Edw péoa ypdgouue KWdIKa yia
0,7l apopd TNV apxIknR dnuioupyia Tou TTaIXVIBIOU. Q¢ TTPOETTIAEYUEVEG EVEPYEIEG EXOUME
TNV dnuioupyia  €vOG  XEIPIOTH  ypaAQIKWY UE TNV €viOA} graphics =
newGraphicsDeviceManager(this) kai otnv ouvéxelia opiouue Tov QAKEAO HE Ta
QvTIKEiMEVAQ T oTroia  XelpistTal 0 contentmanager PE TNV €VIOAR

Content.RootDirectory = "Content".

Emiong, €dw péoa ptmopoupe va opicoupe Kal AAAEG 1010TNTEG Ol OTTOIEG KATA TNV
didpkela CwnAG Tou TTauxVvIdIou, dnAadr) PEXP! va Yivel ££000¢ atrd auTo, dev Ba aANdEouv.
MNa Tapddeiyua, YTTopoule va dNAWOOUUE Jia @Opua TNV oTroia Ba xeipieTal n Pnxavn

YPOPIKWYV Pag, TO OTT0i0 KAl Ba TO SOUPE OTNV CUVEXEIQ.

MpoxwpwvTtag, éxoupe TNV ouvdaptnon Initialize() n otoia, €tmiong, TPEXEl Pia @opd
KAt Tnv €kkivnon Ttou Traixvidiou. H diagopd Tng amd Tov constructor dev egival
ONMAVTIKA, aTTAWG XPNOIYOTTOIEITAI YIa OIaQOPETIK) BOUAEIG Kal pag Bonbd éror va
dlaxwpiocouhe TOV KWOIKA MOG KAl va gival 1o guavayvwotog. Edw péoa Ba
MTTOpOUCANE VO OPICOUNE TO apXIKO UEyEBOG Tou TTapaBupou, Av cival o€ TTARpN 086vn
n Aeiroupyia TTapabupou kai dAAa. MNapdTi autd Ta dUo TTou avagépdnkav TTPIV UTTOPOoUV
va aANGEouv kaTd Tnv didpkeia (wAS Tou TTaiXvidloU eueic TTapON’ auTtd Ta opi(oupe aTnv
apxn, otnv ouvdaptnon Initialize(), €101 WOTE va UPTTOPOUPE €UKOAQ va OOUME ME TI

IB10TNTEG YiVETAI N €KKivNON TOU TTaIXVIOIOU UAG.

21NV ouvéxela, éxouue tnv ouvdptnon LoadContent(). Z& autd 1o onueio UTTOPOUUE va
POPTWOOUHE TA QVTIKEIMEVA TTOU Ba XPNOIUOTTIOINOOUNE OTNV CUVEXEID OTNV PvAun. H
ouvaptnon autr, Pepaiwg, TPEXEl i Qopd KATA TNV €KKivnon Tou Traixvidlou Kal
Katmolog Ba pwtouoe 1O autovonTto: «lati dev opifoupe Ta QVTIKEIUEVA POG OTNV
ouvapTtnon Constructor r; otnv ouvdptnon Initialize;» H amdvinon eivar ammAn: H
dla@opd aUTAG TNG ouvAPTNONG ME TIG U0 APXIKEG Eival OTI eV TPEXEI Mia Qopd OTnV
€KKivnon Tou TTaIXVvIOIoU, OTNV OUVEXEID EUEIG MTTOPOUNE PE €va signal i event va
EavaKaAéooupE QUTAV TRV OUVAPTNON Kal VO {aVO@OPTWOOUUE €K VEOU QVTIKEIPEVA, TO

YVWOoTO o€ 6Aoug Tou AdTpeig Traixvidiwy Loading étav aAAdloupue trioTa oTa TTaixvidia.
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MNa va kaAéooupe Ouwg €k véou Tnv ouvdptnon LoadContent() Kal va @QOPTWOOUNE
KAIVoOUPIQ QVTIKEIMEVA OTNV VAN TTPETTEI va AdEIACOUKE TNV VAN aTTO TA AVTIKEIMEVA
Ta OTTOIa KAl dEV Ba XpnoIhoTTOINBoUV TNV cuveéXela. AuTr) TNV OOUAEIA KAVEI akPIBWGS N
emmouevn ouvdaptnon UnloadContent(), n otroia adeidfel TNV VAP PAg aTTO AVTIKEIJEVA

Ta oTT0ia OEV B XPNOIUOTIOINCOUNE OTNV CUVEXEIQ.

‘Emreira, €pxovral n ol OUO CNPAVTIKOTEPEG OCUVOPTACEIG yia Tnv OIApKeIa (WG Tou
TTaixvidiou. H  TpwTtn  ouvdptnon  €ival . TTOAU  yvwoTh  ouvdpTnon
Update(GameTimegameTime), n OToia TTaipvel WG OpIoUA TOV XPOVO Kal auTtd yiaTi
aAAGCel avaloya pe autov. Méoa e€dw opiCoupe TTPAYPATA TA OTTOIA TTPETTEl VA
eAEyXovTal 600 TO TrauXVvidl TPEXEL MNa TTapddelyua Qv TTATACAPE KATTOIO KOUUTTI OTO
TTANKTPOAGYIO, 11 €dv KouvAcaue TO TrovTikl. EtTiong, €dv, yia mTapddeiyua, cixaue 1o
TTaIvidl asteroids, Ba ATav onUAvTIKO va eAEyEOUPE €AV TO OKAQPOG PG €xel OexOEei

eXOpIKA TTUPA Kal VO a@aipEOoUE pia {wr atrd Tov TTaiXTn Kal GAAa.

H deUTtepn ouvdapTnon eival n cuvdaptnon Draw(GameTimegameTime), n otroia £1Tiong
TTaipvel wg OpIoua Tov Xpovo. AUTA n ouvdapTnon To Povo TTou Kavel gival va (wypagiel
QVTIKEiMEVO Kal Tpiywva oTnv 086vn pag. Aev eAéyxel 1TOTE OUO  QVTIKEIPEVA
OUYKPOUOVTAI PJETAGU TOUG N KATI TETOI0. @a doUpE TTapadeiyuara Je auTrh TN ouvapTnon

OTNV OUVEXEIQ.

TeAIKA, dIATTIOTWVOUNE OTI Ol BUO TEAEUTAIEG OUVOPTAOEIG TPEXOUV OUVEXEIA HEXPI VO
TEpMaTioel TO Traixvidl. BéBaia, €xouv onUAvVTIKEG OIAQOPEG METAEU TOUG Kal Oev
MTTOPOUE VA TIG XPNOIUOTIOINCOUNE YIa dIAQOPETIKO AGYO aTTd QUTOV TTOU £XOUV OPIOTEI.
MNa mapddeyua, oke@TeiTe OTI N ouvApTnon Draw Tpéxel akpIBwg €€AvTa QOpES TO
OeUTEPOAETITO, v TIPIV TPEEEI AUTH TTPETTEI TTPWTA va TPEEEI n ouvapTtnon Update

TTOANEG QOPEG TTapaTTAvw TTPIV KANBEi n Draw.

Méoa otnv  ouvdptnon Draw  uTttdpxel i evioArp  TTOU  ovopadeTal:
GraphicsDevice.Clear(Color.CornflowerBlue). Autry n ouvaptnon pog Bonbd va
“kaBapiocoupe” To background Tng unxavng ypagikwv. Eav “mai¢oupe” Aiyo pge autrv TNV
ouvdAapTnNOn WOTE VO OPICOUUE TO XpWHa PE TO oTToio Ba “kaBapilel” To background, dev
éxoupe Tmapd va TToupe kATl T€Tol0: GraphicsDevice.Clear(Color.AntiqueWhite). ©a
doupe 0TI TO XpwHa Ba aAAdel. Eav 6Aa akoAouBribnkav Briua BrApa, étav TTaTACOUNE
“Rungame”, dnAadry amd 10 pevou “Debug->StartDebugging”, 8a douue 10 apxIKO

TTaPAdbupo TNG INXAVAG YPAPIKWY TTOU OXEQIOOE O AUTOPATOG KWAIKAG.
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Eikéva 13. To apxikd mapdBupo tou XNA.

AQoU ava@épaue ETTIYPOAUMATIKA TIG KUPIEG CUVAPTAOEIS TNG MNXAVAS YPAPIKWY XNA
oTnVv ouvéxela Ba doupe Tov dlaxelpioTr avTikEinéEvwy ContentManager.
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5.3 - Content Manager (Project 2 of 2)

O diaxeipiotng Trepiexopévou (ContentManager), ocuxvd ava@épeTal Kal wg “TrAaiolo
ETTECEPYATIAG TTEPIEXOUEVOU” KAl €XEI WG OKOTTO TV QOPTWON OTNV PVAUN diapopwv

QAVTIKEIMEVWV KQI TNV JETETTEITA DIAXEIPION TOUG.

ApXIKG, av Kal €XOUV YIVEI OPKETEG AVAPOPES VIO TOV ETTECEPYAOTH TTEPIEXOPEVOU, DEV
gival duvaTtdv va KATAVONOOUWPE AUTHV TNV TEXVOAOYia Kal TO TI AKPIBWS KAVEI, Kal N
oTToia, OTTWG EiTTaue, UAOTTOIEITAI KOl avayvwpileTal weg éva EexwploTd project oTo
TTaIVidl pag. Ag TTpooTTabrijooupe AOITTOV TTAPAKATW va €ENYHOOUNE ETTAKPIBWS TOV

OIaXEIPIOTH TTEPIEXOMEVOU TNG UNXAVAG YPO@IKWY Microsoft XNA.

To TTEPIEXOUEVO TTOU UTTAPXEI OTA GNPEPIVA TTaixVvidla, (MOVTEAQ, NXNTIK& €QE, MOUOIKA
Kal GAAQ) atroTEAOUV TO PEYAAUTEPO KOl ONUAVTIKOTEPO PEPOG TOUG. TO va KATAPEPE!
KATTOI0G va €10Ayel TTEPIEXOUEVO PEoa o€ €va Traixvidl dev eival atmAfl diadikaaoia
avTIOéTwG  €ival TTOAUTTAOKN. ZUuxvA Ol TIPOYPAMNMATIOTEG TTaIXVIOIWV  BpioKovTal
avTINETWTTOI PE Ta idla eTTavaAapBavoueva TTpoBAfpaTa: Zxedialouv KATToIa QVTIKEIUEVA
apxIKa, pe didgopa TrpoypaupaTa OTTwg yia Trapadeiyya 1o 3DSStudioMax, kail ETeiTa
d¢ev gival eUKOAO va Bpouv éva TPOTTO A To KATAAANAO epyaAeio woTe va eEdyouv TO
QVTIKEIYEVO auTd O€  MPOPPN avayvwpioiun atmd TV PNXavh  YPa@IKwy TTou
Xpnoigotrololv. Etmiong, Adyw peyaAng TTANBWPAG TETOIWV TTPOYPANMATWY OXediaong
TPIOBIACTATWY KAl PN yPA@IKWY, N OTToia Kal auédvel TNV TTOAUTTAOKOTNTA, UTTAPXOUV
€vOOIOONOI OTTO TOUG TTPOYPAMMKATIOTEG YIA TO AV TA £EAYOUEVA AVTIKEIMEVA QUTA - KON
Kal av BpeBei TPOTTOC £¢aywyng Toug - Ba eu@avioTolv OwWoTA PECO OTO TTaIX VIOl TOUG.
Me GAAa Adyia, akdpa kal av Bpebei évag KatdAANAOG TPOTTOG WOTE va Yivel I0aywyn
€VOG MOVTEAOU PECQ OTNV PNXOVH YPAPIKWY, TTPETTEI VO TO ETTECEPYAOTOUNE KATAAANAQ,
€101 WOTE VA EPPAVIOTEI OCWOTA PEOA OTO TraiXVvidl pag. To Tponyounevo augdvel TNV
TTOAUTTAOKOTNTA AVATITUENG €QAPUOYWY TTAIXVIDIWY Kal daTTaveital TTOAUTINOG XPOVOG
yla QuTthv TNV diadikaoia. TNV TTPAYMATIKOTNTA, UTTAPXOUV XIAIGBEG AvOPWTTOI OI OTTOIOI
Kal aoXoAouvTal Jovo pe OAa Ta TTpoava@epBEvTa Kal TTpooTTabouv va Bpouv TPOTTOUS

€701 WOTE va PEIWBEeT auTr) n TTOAUTTAOKOTNTA.

H diadikacia autr], Opwg, he TNV pnxavh ypagikwyv Microsoft XNA, gival d1a@opeTikr).
Katapxryv, 0 €me€epyaoTAG TTEPIEXOMEVWYV Eival TTIO OTTAGG OTnV XPrion Tou, uywnAd
TTOPANETPOTTIOINCINOG KAl ETTEKTACINOG. TEAIKA, O ETTECEPYATTNG TTEPIEXOPEVOU KAVEL O,TI

QKPIBWG Af€l KAl TO OVOPA TOu, OIEUKOAUVOVTAG HOG Kal YAITWVOVTAG pag atmd Tn
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oTatdAn xpoOvou pe evaoxOAnon yia AETTTOUEPEIEG XAPNAOU eTITTEQOU. 'ETOI, €XOUpE
TTEPIOCOTEPO XPOVO va aOoXoAnBouue pe Tnv avamTuén Tou Traixvidiou, Tapd e

AETTTOMEPEIEG.

‘Eva a1md 10 TPWTA TTPAYMATA TTOU Ba aoxoAnBouue apxXikd OCovV a@opd TOV XEIPIOTH
QAVTIKEIMEVWY, EiVal TO TTWG TA AVTIKEIMEVA AUTA XPNOIUOTTOIOUVTAl JECQ OE €va TTAIXViOl.
Otmrwg €idape, Ta avrikeiyeva xeipiovralr péoa oto MicrosoftVisualStudio 2010, €10l
OTTWG AKPIBWGS EMEIG EI0AYOUNE KAlvOUpIa apXeia KwAIKa Péoa OTo project pag, €101
MTTOPOUME Va €I0AYOUNE Kal Kalvoupla avTiKeEiyeva. Autd TEAIKA pag BonBd va KpaTdue
KWOIKA KAl QVTIKEIMEVA padi Kal va PNV UTTapxel ouyxuon. AuTO TToUu Pag evOlagépEl
TTAVTWG €ival O TUTTOG TWV apXEiwv TTou Ba eiI0dyoupe Kal Oxl atto TTou TTponABav (atrod

TTIO TTPOYPOAUMQ).

O1 kataAigeic Tou utrooTtnpifel 10 MicrosoftXNAGameStudio ouvowilovtalr oTov

TTAPAKATW TTiVOKA.

.DDS .BMP
'FEX JPG .PNG FX XAP
: TGA

Eikéva 14. Apxeia tTou uttootnpifovtal ammd Tnv unxavh ypa@ikwv XNA.

Av Kal o1 TrTEpIoTOTEPEG KATAAAGEIG €ival Aiyo TTOAU yvwOoTEG 0€ OAOUG pag, agidel TTapoN’
auTtd va oudnTioouleE yia TNV KatdAngn .FBX. AuTA n KatdAngn ptropei va egaxBei amod
70 3DSMaxStudio, 10 oOT0i0 €ival €va eTTayYEAUATIKO TTPOYpAPua dnuioupyiag
YPOQIKWY KAl XpNnOoIJoTTolEiTal  KaTtd KOpov OTIG  PBlounxavieg  taixvidiwyv. Ta
TTAcoveKTAUATA €ival TTOAAG. MTtropoupe péow Tou 3DSMaxStudio va opicoupe yia
TTapddelyua yia 10 TTWG Ba yupvAel TO QVTIKEIUEVO, va oOpiocoupe dnAadry onueia
ava@opd¢ Ta oTroia Kal Ba cival avayvwpioiya Kal eTTECEPYACINA atmd TNV PNXavi
ypagikwv Microsoft XNA. ‘Etor egivar duvarrp n emkoivwvia 3DSMaxStudio kai
Microsoft XNA, péow Tou ContentPipeline, Tov XeIpioti dnAadr avTiKeInévwy. Oa
doupe Kal apydéTepa TTapadeiypata yia 1o WS ival duvaTtdv va €l0AYOUpE Ta DIKA POG

QVTIKEiNEVO u€Oa OTO project pag.
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2TNV OUVEXEIA, ag aoXoAnBouue oe BAbog pe Tov emme€epyaoTr) avTikelnévwy. OTav o
ETTECEPYAOTNG AVTIKEIMEVWY EI0AYElI TA AVTIKEIMEVO TO OTTOIO EUEIC TOU £XOUMPE OpIOEl,
auTtd TAov uttdpxouv péoa oTn ouAAoyr avTikelyEvwy DOM. O 6pog autog (DOM)
XPNOIYOTIOIEITAl YIO VO dNAWOEI Pia CUAAOYH QVTIKEIMEVWY, OTTWG OTNV TTEPITITWON TWV
apxeiwv XML. Ta apxeia €meira autd PETATPETTOVTAI O YVWOTEG MOPQPEC ATTO TO
TepIBAAAOV, Kal Ta oTroia gival dpola PETAEU TOug, avetdpTnTa aTTO TTOI0 TTPOYPANMO
oxediaong TponABav. ATTd eKei Kal TTEPA O ETTECEPYAOTIG AVTIKEIUEVWV Eival UTTEUBUVOG
va TTapel Ta eplexOueva operig DOM Kal va Ta JETATPEWEI OE QVTIKEIYEVA TA OTTOIa Ba
gival IKava va TpEXouV OTO TTaIxVidl Jag. AUuTO TO QVTIKEINEVO UTTOPEI va gival €iTE TTOAU

atrAo, yia TTapdadelypa éva Texture 2D, €ite TTOAU TTOAUTTAOKO, ONAadN £va povTéAo 3A.

MapakdTw TTapatibetal éva TTapadelyua yia va yivouv OAa Ta TTponyoupeva KatavonTd.
2KEQPTEITE va OoXeBIAZETE Eva TTaIXVidl aywvwy Pe KapT. ‘Eva atrd Ta onuavtikoTepa Pépn
Ba Atav n TioTa Tou TTaIXVISIOU. Z€ auTrv Ba ETTPETTE va opicoupe TNV diadpour|, dnAadn)
TTWG TTAEI 0 OPOPOG, TIG OTPOYEG, TNV Evapén Tov TEpUATIONO Kal AAAa. Avrti, Aoimmov, va
OTTGooUME TOV OPOPO auTdv o€ TTOAAG povTéAa Kal va opicoupe autd Ta onueia, Ba
MTTOPOUCANE VA XPNOIUOTTOINOOUUE TOV ETTECEPYQOTN TTEPIEXOUEVOU ETOI WWOTE VA KAVEI

OAEG QUTEG TIG OOUAEIEG YIa EPAG.

‘Eva dANO TTpOTEPNUA TOU ETTEEEPYAOTH) TTEPIEXOMEVOU E€ival N UETAPEPOIYUOTNTA TOU
avaueca OTIGC  TTAATQOPMEG  aAVATITUENG  TTAIXVIOIWV  PE TN PNXAvh  YPOQIKWV
MicrosoftXNA. ‘ETol, KaTaokeuddovTag TraiXvidla TTou XPNOIKOTTOIOUV QVTIKEIUEVA TTOU
EXouv Tnv idla Aoyikr], Ba gixaue TTapd va aoxoAnBouue ye TNV BEATIWoN Tou KWOIKA Kal
Oxl va gava e@eupiokouphe TOov TpoxXO atmd Tnv apxn. Emiong, Adyw Tou Ot TO
TTEPIEXOPEVO Pag  yivetal build padi pe 1O TTOuVIdl pag, Ta  QVTIKEIHEVA aUTA
petatpétTovral o€ oelpég duadikég (0 kal 1) kai €101 Kepdioupe Kal ae ammodoan (Apxeia
XNB).

MapakdTw TTapaTiBeTal pia eIKkGva n otroia Ba pag BonBrioel va KATAavoriOOUUE TO TTWG

AEITOUPYEI O ETTECEPYAOTAG TTEPIEXOPEVOU.
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Eikéva 15. O e1me€epyaoTng TTEPIEXOUEVOU.

21NV TTponyouuevn €IKOva BAETTOUPE TTWG O ETTECEPYOOTAG TTEPIEXOUEVOU AQUPBAVEI
apxeia dia@épwyv TUTTWY O0TTWS .PNG, .TGA kal GAAa, Ta €i0dyel Kal Ta TOTTOPETEI WG
TTepIEXOPEVO DOM kai TENOG Ta £€ayel 0 apyeia duadika pe Tn popery .FBX. Mg autov
TOV TPOTIO N ETTECEPYOOIA TWV APXEIWV aUTWYV YiveTal TaxuTtata. TEAOG, TTPETTEl va
ONMEIWOOUPE OTI AUTOG O ETTECEPYOOTNG TTEPIEXOMEVOU ATTOTEAEI KaIVOTOMIA yia Tnv
punxavh ypa@ikwyv MicrosoftXNA, 81611 dev cuvavtaTtal o€ AAAEC INXAVES YPAPIKWY, N

TOUAGXIOTOV UTTEPTEPEI O€ TTAEOVEKTAMOTA EVAVTI TWV UTTOAOITTWV INXOVWV.
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5.4 - Baoikd oToiXEio SuodIdoTATWY YPAPIKWYV

2T0 TTPONYOUMEVO KEQAAAIO £YIVE Wi EKTEVAG Ava@OPA OTOV JIAXEIPIOTH TTEPIEXOUEVOU
NG MNXavAg ypagikwv Microsoft XNA. e autd 10 KepAAalio Ba douue Ta PACIKA
oToIxeia Twv ducdiIdoTaTWY YPAPIKWY, ONAAdA TTWG PTTOPOUNE va (WypaPicOUNE €va
QVTIKEIMEVO TO OTTOIO £XOUME E€I0AYEI PE TOV ETTECEPYAOTH) TTEPIEXOMEVOU OTNV PNXavA
YPAPIKWY, TTWG UTTOPOUHE va YPAWOUUE KEiPevo atnv oBdvn kal GAAa. TEAog, TTpiv
TTPOXWPNAOOUNE OTA YPAPIKA TPIWV OIa0TACEWY, Ba aoxoAnBouue pe Ta KIVOUPEVO

QVTIKEIYEVQ.

Ta duocdidoTata ypa@IKa atroTEAOUV UEYAAO KOPUATI TNG PIOPNXaviag ypa@IikKwy. €
MEPIKEG TTEPITITWOEIG, AOYW QVETTOPKWY TTOPWYV CUCTAMATOG, OTTWG AVETTAPKN PVAMN N
MIKPR ETTECEPYAOTIKN 10XU, TTPOTIMWVTAI aTTd TIG Blognxavieg autd Tta duodidoTtata
YPa@IKa, AOyw HIKPG XPNnoihoTroinong Topwv ouoTAuaTog. ETriong, o uePIKES
YAWOOEG TTPOYPAPUATIONOU, OTIWG Tnv Java, €mmeidny uttdpxXel uywnAr avaykn yia
METAQEPOINOTNTA, XPNOIYOTTOIOUVTAlI dUCOIACTATA YPAPIKA, AOYW MHEYAANG TTOIKIAIOG
KAPTWV YPOPIKWY, JVNHWVY Kal GAAa TTOU XpNnoIPoTTolouV Ta dIAPOopa CUCTHHATA OTTOU

Kal EKTEAEITAI TO TTPOYPANUA.

Aev ptropoUpe va TTOUME O Kapia TepiTrTwon Om Ta Traixvidla oxedlaouéva JeE
duodidoTaTta ypa@Iika Egival KATWTEPAG TAENG aTTO aAuTA HE TIGC TPEIG OIAOTACEIC.
YTdpxouv TTEPITITWOEIG OTTOU TTAIXVIdIA TTOU €ixav UEYAAEG TTWANCEIG oXedIAOPEVA O€
Ouo Ol00TACEIG, ETTAVAOXEDIAOTNKAY OE TPEIG OIOOTACEIG KAl TO ATTOTEAEOUA RATAV VA
TTEOOUV O TTWANOEIG. XapakTnpIoTIKG TTapddsiyuya  €ivalr 1o Traixvidl  “Worms-
Armageddon”, To oTroio Kai d1adéxOnke To TTaIyVidl “Worms 3D”, TO OTT0i0 KAl ATTOKOUIoE

apvnTika oxoAia.

MapakdTw TTapaTiOeTal yia €ikdva n otroia deixvel TNV BaBuoAoyia Twv dUO TTaIXVISIWV

atro TNV AoV agloTTioTn ogAida yia Traiyvidla “www.gamespot.com”.
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Editors" Choice

S

While this game may lock cute, it is in fact as sophisticated and enjoyable as the
very best strategy games out there.

oo T 7.8 E=EmD
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S

Worms 3D stands up as a cute, quirky little strategy game that has some excellent
multiplayer capacity.

Eikéva 16. O1 BabuoAoyieg Twv maixvidiwv Worms-Armageddon kar Worms 3D.

MnyR: www.gamespot.com

Ta mraixvidia Worms-Armageddon kai Worms 3D e€ival XapakTnpioTIKO TTapAdelypa
OTTOU  KATOAPPITITETAI O PUBOG Tou ‘“@aiveoBe”. BAfétroupe 6T 1o ypagikd, 6oco
eEVIUTTWOIOKA Kal va gival dgv TTaiouv Tov KUpIo Adyo. MNMapakdtw Ba doupe OTIYUIOTUTTA

atro Ta dUO auTa TTaIxvidla.

Eikova 17. Zniypiotutra Twv duo Traixvidiwy (Apiotepd Worms 2D, de€iad Worms 3D).

H eutreipia TTou €xouv aTTOKOMioEl oI Biopnxavieg maixvidiwy OAa autd Ta xpévia, T
AvAYKAOE va unv €mevdUouv TO00 TTOAU €TTAVW OTA EVTUTTWOIAKA €QE€ Kal Ta {wnpd
xpwpata. To onuavtikOTePo poAo Ba Aéyaue yia va kpiBei éva taixvidl wg KaAd 1 un,
gival To oegvdaplo, n O1adPACTIKOTNTA TTOU TTPOCQPEPETAlI OTOV XPrOTn, TO KATA TTOCO
Oivetal n eAeuBepia oTOV XPOTN va €TEUREl 0 TTPAYMATA TOU XWPEOU Kal KATA TTOCO
autd Ta TIPAydaTa avTidpoUVv HE TIG KIVAOEIS TOUu Kal TEAOG n PEAANIOTIKOTATA TTOU
TTpoo@EpeTal oToV XPNOoTN. MNAEov, Ba Aéyape TTwg Ta TTaIXVidla €XOUV OTTOKTAOEl £va

€id0g “xoAlyouvTiavou” xapakTipa.
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Ta oToixeia TToU TTAPOoUCIAfovTal 0€ AUTO TO KEQAAQIO apopouV Ta dUCBIACTATA YPOPIKA
BePaiwg, pe Ta oTToia KOl TTPETTEI va aoxXoAnOei kaveic €dv emBuuei va ouvexioel Tnv
dlaTpIB} TOU PE TA YPOPIKA TwV TPIWV dlacTaoewyv. ETTiong yvwpifovtag TiIg BACIKEG
€VVOIEG YIA TNV KATOOKEUN TTaIXVIBIWY OUO BIACTACEWYV, N JETATTAONON OE YPAPIKA TPIWV

O100TACEWV YiVETAI TTIO OMOAQ.

Ag TTpOXWPAOOUUE, AOITTOV, KAl aG OOUME MEPIKA TIPAyUATA yid Ta ypa@ikd Ouo

O100TACEWY KQl OTN CUVEXEID PEPIKA TTAPadEiyUaTA.

Otav piIAaue yia ypa@iké dUo dIacTACEWY OTNV ETTIOTAMN TNG TTANPOPOPIKNAG TTPOPAVWIG
AVAQPEPOUOOTE O€ QAVTIKEIMEVA TTOU MTTOPOUV va TTOPOUCIACTOUV OTOV XWPO ME TNV
Xprion dUo agdvwy Tou KapTECIavou cUOTAPATOS. MepIk& avTikeiyeva atmd autd eivai ol
YPOUPaTOOEIpEG, OUOBIGOTATA PMOVTEAQ Kal €IKOVES. 'EXel utTToAOyIOTED OTI yIa €va KeEiPEVO
TTOU TTOPOUCIAdeTal WG  €IKOVA O€ UTTOAOYIOTH, €Av  XpnoldotroinBouv yia Tnv
avatrapdoTtact) Tou duodidoTaTa ypagika 1o pEyeBog Ba eival To €va ToIG XIAioIg!
Emiong, mpoTiydtal n  UETAQOPA KEIPEVWY OE AUTH TN HOPYr AOyw Twv TOOO
OI0QOPETIKWY 000VWYV Kal avaAUCEWVY TTOU UTTApYXouUV aTnv ayopd. Me autdv Tov TpOTTO
Ta KEIPMEVA pag eival TTo €UEAIKTA Kal €T01 PTTOpoUPE va Ta diaBdcouue amd Tmdapa

TTOAEG OUOKEUEG.

Ta duodidoTarta ypa@IKA TwV UTTOAOYIOTWY TTPWTOEPPAvioTnKav yupw oT1o 1950,
Baoiopéva ota diavuopaTiké ypa@ikd. Ta SlavuouaTIKA ypa@ikd XPnoIuoTrolouv onueia,
YPOUMEG, KOUTTUAEG Kal O1dpopa OXAMOTA TTOAUYWVWY Ta OTroid, PBaciouéva o€
MOONUOTIKEG EKPPATEIS KAl ECI0WOEIG, XPNOIKMOTTOIOUVTAI VIO TNV EUPAVION TWV EIKOVWV.
‘ETreima, ektomioTnKAv 0€ HEYAAO BaBud amd Ta ypagik& bitmap i aAAiwg ypagikd
raster, Ta otoia TTapoucialouv Ta YPOQPIKA WG e€lkovoaToixeia (pixels), Adyw Tng
AVAYKNG YIa MIKPOTEPN ETTECEPYAOTIK 10XU. [lapdN autd, AOyw TG UWwnAng Toug
TTOIOTNTOG O€ ETTAYYEAUATIKEG EQPAPUOYEG XPNOIMOTTOIOUVTAl TA dIAVUCUATIKA YPOQIKA.
Av Kal Ta dlIavUCoPaTIKA YPAPIKA XPNOIUOTIOIOUV TA E€IKOVOOTOIXEIO VIO va EUPAVIOTOUV
otnv 0806vn, €xouv onNUavTIKEG OlIOPOPEC ME Ta ypa@ika raster/bitmap. Ta ypa@ika
bitmap XpNOoIYOTIOIOUV TA EIKOVOOTOIXEIA VIO VO OTTOBNKEUOOUV TIG TIUEG TOU KOKKIVOU,
TTPACIVOU Kl YTTAE TTOU TTEPIEXOUV, O€ £va eUpog 0-255, evn Ta dIAVUCUATIKA YPOPIKA
XPNOIMOTTOIOUV TA EIKOVOOTOIXEIA YO va atroBnkeUoouv TIG OIAPOPES ECICWOEIC TTOU

AVOQEPAMPE TTIO TTPIV €TOI WOTE VA ETITUXOUPE TO €MOUUNTO ATTOTEAECOMO. ZE€ MEPIKES
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TTEPITITWOEIS XPNOIMOTTOIOUVTAl TAUTOXPOVA Kal oI duo pEBodol. MNapakdtw TTapatiOsTal

Mia eikéva TTou TTapouaiddel I U0 auTéG ueBOdOUG:

a 7x Magnificatior

Vector-

rice |

e < r‘ts |

Ice Cream I

_. i [
| |
Bitmap |

o

Eikéva 18. O1 yébodol TTapousiacng YpaQIKwy.

Ormwg eimape kal TTpiv, Ta duodidoTaTa YPA@IKA XPNOIYOTIOIOUV Tov OuodIACTATO
KapTeolavo agova woTe va “Cwypa@ioTouv”’. AT Ta pabnuatikd Ba &époupe OTI TO
KEVIPO TwV agdvwv gival oTnv Péon Twv agOvwy OTTOU EKEI TEPVOVTAL. ZTNV PNXavh
ypagikwv MicrosoftXNA Ta Tmpdyuarta €ivar KATTwS dla@opeTikd. Katapyxiv Oev
UTTAPXOUV apVvNTIKEG TIUEG KAl OI AOVEG EEKIVOUV ATTO TO idI0 ONUEIo, TO TTAVW apIoTEPA
KAl ouveXiCouv va eTTekTeivovTal OeCId Kal KATW. To onueio “Undév” gival dIaQOPETIKN
évvoia yia Tov KapTeoiavo kKAaooikd dEova kal GAAn yia Ttov kKapteolavd dEova Tng
MNXavAS ypa@ikwy MicrosoftXNA. MapakdTtw TTapatifetal pia €ikéva, waoTe va yivouv

KaTtavonTtd OAa Ta TTponyouUlEva.

¥
107

+Z rotation

t +x Y
G 5 10 +Y

Eikéva 19. O1 dUo déoveg (aploTepd o KapTeolavog, Oegid o agovag TTou XpnoipoTrolei To XNA).

Ométe €dv ToTTOBETACOUKE €va BUOBIACTATO YPAPIKO OTAV PNXavr ypagikwy Microsoft

XNA oTo onpeio (0,0), autd Ba ep@avioTei oTNV TTAVW APICTEPH ywvia Tou TTapadupou.

O1rwg €idaue kal 010 TTPONYoUUEVO KEQPAAQIO n pnxav ypagikwv Microsoft XNA
uTTOOTNPICEI TNV EI0QYWYN EIKOVWYV WE €TTeKTAOEIS .bmp, .dds, .dib, .hdr, .jpg, .pfm, .png,

ppm ME TOV ETTECEPYAOTH TTEPIEXOUEVOU. 2UVNOWG QUTEG Ol ETTEKTACEIS Eival
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http://upload.wikimedia.org/wikipedia/en/a/aa/VectorBitmapExample.svg
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UTTEPAPKETEG, TTAPON’ aUTd, €AV TA QVTIKEIJEVA TTOU XPNOIKJOTTOIOUUE VIO TO TTaIXVidl Jag
gival o€ dlIaQopeTIKA KATAANEN, uttdpyouv TToAAoI TpATTOI Kal Id@opa TTPOYPAUUATA TTOU
Ba pag BonBrAcouv va KAVOUME TNV PETATPOTI) O KATAANEN CUUPBATA PE TNV PNXavh)
YPOPIKWYV. [Pp0oCEETE OUWGS OTI OI EIKOVEG TTOU Ba XpNOIPOTTOINBoUV dev TTPETTEI VA Eival
TTOAU PeEYAAEG OIOTI AUTO CUVETTAYETAl PEYOAUTEPN QVAYKN MWVAMNG YIO TO TTaIXVidl.
Emiong, yia va Tpéxel 1O TTaIXVidl pOg WE TNV MEYIOTR atrédoorn, BeBaiwbeite o1 Ta
AVTIKEINEVA 0ag Ba £xouv avaluon duvapelg Tou duo. Na TTapddeiypa @ 32x32, 64x64,
128x128 kai el Aéyovtag. MepIKEG duvATOTNTEG TWV EIKOVWY, OTTWG YIa TTapddelyua
auTd TNG SIAPAVEING OTIG .pNg EIKOVEG, HETAPEPOVTAI AUTOPATA OTNV HUNXAVH YPOAPIKWYV
Microsoft XNA.

Evw £xoupe QOPTWOEI TO QVTIKEIMEVA YAG HECT OTAV PNXavh ypagikwy, Ba TTpETTEl va
XPNOIMOTIOINOOUNE Jia BoUpTod, WOTE va Ta (wypagicouue. AuTr n BoupToa eival To
avTikeipevo SpriteBatch kal xpnoiyotroidnke TTOAANEC @OpEC uEoa O€ QuTAV TNV
epyaoia. Autd TTou TTPETTEl va TTOUME TTPIV OOUME Ta TTapadeiypata gival OTI €TTEION
UTTAPXEl aouuBaToTnTa PETOEU Twv TPICOIAOTATWY Kal dUCdIAOTATWY YPAPIKWY, Ba
TTpéTel 6Tav {wypa@ifouue duodIAOTATA AVTIKEIMEVO va TO ONAWVOUNE OTNV PNXavi

MOG, KOBWG Kal OTavV TEAEIWVOUNE PE TN “ClwypaPIKn”.
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5.5 - Elocaywyn 2D Texture

A@oU KaAU@TNKAV apKETA BewpnTIKA, €ival KAIPOG va Yivel Epapuoyr TNG Bewpiag autig

otnv TTpagn. Avoiyoupue, Aoimmév, 1o VisualStudio 2010 kai dnuioupyouue éva Kaivoupio

projectXNA yia Windows, 6mTwg €idape kKal o€ Tponyouuevo Ke@aAaio. Apiotepd Tng

086vng Ba doupe 11 uTTdp)xouv dUo projects. Eueic Ba aoxoAnBouue TTpog To TTAPOV JE

TO OEUTEPO TTOU £XEI TNV onuavon “Content”, 6TTwWG QaiveTal 0TNV TTAPAKATW EIKOVA.

- [+g] References
» |2 Content References
i Game.ico
#] Gamel.cs
&=
<
'__u MyTestGameContent (Content)
. |.o] References

GameThumbnail.png

using Microsoft.Xna

WO s oW

LSLIE FLLLTUSUT L AnG,
using Microsoft.Xna.
using Microsoft.Xna.

LA
Framework.Audio;
Framework.Content;

.Framework.Gamerservices;
using Microsoft.Xna.
using Microsoft.Xna.
using Microsoft.Xna.

Framework.Graphics;
Framework. Input;
Framework.Media;

12 [Hnamespace MyTestGame

13 | {

14 [ public class Gamel : Microsoft.Xna.Framework.Game
15 {

16 GraphicsDeviceManager graphics;

17 spriteBatch spriteBatch;

18

13 H public Gamel()

20 {

21 graphics = new GraphicsDeviceManager(this);
22 Content.RootDirectory = "Content”;

23 L

Eikéva 19. O diaxelpIOTAG TTEPIEXOPEVOU

Oa eilodyoupe, Aoitrdv, pia kKaivoupla eikova. MNa autd Tov AOyo KAVOUE eCi KAIK ETTAVW

oTov OIaXEIPIOTAH TTEPIEXOUEVOU KAl OTO MPEVOU TTou ep@avidetal emAéyoups: “Add-

>Existingltem”. 210 TTapAdBupo €TTIAOYAG apXEioU TToU eP@avieTal ETTIAEYOUUE TO apXEio

TTou BéAoupe va elodyoupe. MOAIG TeAeiwooupe Ba TTPETTEI va €XOUME KATI OQvV TO

TTAPAKATW:

Solution Explorer * 1x

=2 E
2 Solution 'MyTestGame' (2 projects)
4 5..’ MyTestGame
:  [=4 Properties
> [:=] References
> [l Content References
] Gameico
#] Gamel.cs

8l GameThumbnail.png
#1 p

.~~~

4 : MyTestGameContent (Content)

> |« References
3l Ball.png

“I MyTestGame.Gamel
5 {
16 GraphicsDeviceManager graphics;
17 SpriteBatch spriteBatch;

28 {

public Gamel()

21 graphics = new GraphicsDeviceManager(this);
22 Content.RootDirectory = "Content™;

23 }

24

25 E protected override veid Initialize()

26 {

27 base.Initialize();

28 }

29

38 [E protected override void LoadContent()

31 {

32 spriteBatch = new SpriteBatch(GraphicsDevice);
33

34 }

35

36 E protected override wvoid UnloadContent()

a7 I

Eikéva 20. To avTIKEiPEVO ATTOBNKEUPEVO OTOV ETTECEPYAOTH] TTEPIEXOMEVOU.

‘Exoupe @TACEI OTO ONUEIO OTTOU TO TTEPIEXOUEVO HAG €xEl €l00xBei oTOV OlaXEIPIOTA

TTepiEXopévou. Mag pével, AoItrov, va TTaPe OTov KWOIKa PJag OTO TTPWTO project kai va

YPAWOUUE KWOIKA WOTE VO OUVOECOUNE TO QVTIKEIMEVO QUTO PE €va OvVOPa PETABANTAG
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Kal £TTEITa va 10 (wypaicoupe. Mpiv, OuwG, TTPOXWPENOOUNE eKE Ba TTPETTEI va EEPOUNE
T0 Ovopa TTOU aTroBnKeUTNKE TO QVTIKEIMEVO TTOU MOAIC €l0dyape oTov dIaxEIpIoTH
TTeplEXOoPévoU. AuTd gival EUKOAO va TO KAVOUUE. 2uviBwG €XEl TO OVOPO TOU OpPXEioU
OAAG yia va OlyoupeuToOUUE KAVOUUE KAIK OTO QVTIKEIUEVO TTOU MOAIG €i0@yaue Kal

BAETTOUNE BECIA TIG 1IBIOTNTES TOU. @A EUPAVIOTEI KATI OAV TO TTAPOAKATW:

Properties

Ball.png File Properties

@E?ﬁl|
I Asset Mame Ball I
Build Action Compile
Content Importer Texture - XNA Framewor
»  Content Processor Texture - XNA Framewor

Copy to Output Direct Do not copy
File Mame Ball.png
Full Path Chlsers\MagiciaM\Project

Eikéva 21. To dvoua Tou avTIKEINEVOU TTOU POAIG EI0AYOIE.

AuTO TToU pag evologEpel gival n 1Id10TNTa “AssetName”. OTToTE yia va ouvOECOOUUE TO
QVTIKEIMEVO PHAG OTOV KWOIKA PE Hia HETABANTH Ba TTPETTEI VO XPNOIPOTIOINCOUNE auTd TO

ovopa. Maue Aoimmév oTov KWAIKA yia va OOUNE TTWG Ba PTTOpETEl va Yivel auTo:

—Inamespace MyTesthame

1

public class Gamel : Microsoft.Xna.Framework.Game

d

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
Texture2D myBall;

Vector2 ballPosition;

=] 0 WA o il pRa

I
LU i ]

| ]
[kx]

Kwdikag 4. AfjAwaon apxIKWV JETARANTWV.

BAETTOUPE OTOV TTPONYOUHEVO KWOAIKA TTWG OTNV YPauuf 17 €xel dNAwWOEI Eva avTikeipevo
“BoupTtoag” To otroio Kal Ba pag Bondnoel va “Cwypa@icoupE” TO AVTIKEINEVO Yag. 2TnV
ypapu 18 €xer dnAwBei éva avtikeipevo Texture2D oTo oTroio Ba QOPTWOOUNE TO
QAVTIKEIUEVO paAG apyOTePA. 2TNV CUuvEXEIa oTn ypaupn 19 dnAwvoupe €va avTikEiuevo
dlavuopartog Vector2, 1o otroio Kpatd tnv X kal Y B€0n Tou avTikeIigévou, TTou Ba pag

BonBroel va TOTTOBETACOUNE TO QVTIKEIMEVO POG O€ £va ohuEio.

21NV ouvéxela TIPETTEl va ypAwoupe Kwdlka oTtnv ouvaptnon LoadContent() Tng
MNXAVNAG YPOPIKWV:
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32 [ protected override woid LoadContent()

33 {

34 spriteBatch = new SpriteBatch({GraphicsDevice);
35 myBall = Content.Load<Texture2D>("Ball");

36 ballPosition = new Vector2(e, 8);

37 }

s

Kwdikag 5. Kwdikag otnv ouvéptnon LoadContent().

21NV ypauun 34 apyxikotroloUue Tnv BoupToa Tou TTaixVvidiou, oTnv 35 QPOPTWVOUNE TNV
pMeTaBANTh myBall éva avrikeiyevo TUTTOU Texture2D kal péoa OTIC TTAPEVOECEIC
ypdagoupue 1o AssetName 1Tou ava@épape o Tpiv. Me autd Tov TpoTTO £X€I OUVOEDEI N
METABANTA PAG WE TO QVTIKEIUEVO TOU OlaxeIpioTn Trepiexouévou. Opiouue €TTiong oTnv
ypauun 36 Tnv apxiki Béon epedviong Tou avTikelwévou TTou gival n 8€on (0,0), n Tavw
apIoTEPR Yywvia yia Tnv unxavr ypoa@ikwv MicrosoftXNA, o6mwe avagépaue o€

TTPONYOUMEVO KEPAAQIO.

Aev pével Twpa TTAEOV va gP@QAVIOOUPE, va (WYpPOQIOOUPE TO QAVTIKEIMEVO pAG OTNV
0086vn TNG uNxavig ypagikwy. MNpokeiyévou, Aoimmov, va (wypa@icoupe Eva QvTIKEINEVO

TTPETTEl VA TTAPE OTNV ouvapTtnon Draw() kal va ypAdywoupe Tov 567G KWOIKA:

protected override wvoid Draw(GameTime gameTime)

1

[cx i

GraphicsDevice.Clear(Color.CornflowerBlue);

Ll pa

spriteBatch.Begin();
spriteBatch.Draw({myBall, ballPosition, Coclor.White);
spriteBatch.End();

=] 0 A

base.Draw(gameTime);

[0 O Y Y Y R R W R Y R Y T -9
I

4]

Ki’o&mg 6. Epgdvion avTikeigévou otnv oBovn.

BAEtToupe TTwg otnv ypapun 53 dnAwvoupe 6T TO onuEio auTtod gival atrd OTTOU EEKIVOUV
va (wypagifovtal Ta ypa@ikd Twv dUo diacoTdoewv. Edv €xoupe déka ypa@ikd oev
xpelddetal va kavoupe auth Tn diadikaoia OEka QopES. ATTAWG TTPIV EEKIVAAOOUUE va
(wypagifoupe Ta duUOOIACTATA YPAPIKA HAG TTPETTEI VO TOTTOBETOUPE ME QUTAV TNV
dnAwaon Kal Otav TEAEIWOOUNE va TNV TEPUATICOUPE OTTWG KAVOUWE Kal OTN YPAMMN 55.
21NV Ypauun 54 kaAoupe Tnv ouvaptnon g Bouptoag Draw n otroia Kal £xel TTOANEG
uUTTEPQPOPTWOEIG. Epeic dlaAégaue authiv TTou Taipvel wg Oplopa 10 évoua TG
METAPBANTAC OTNV OTTOIO €ival CUVOEUEVO TO QVTIKEIMEVO, TNV BE0N TOU AVTIKEINEVOU KOl TO

Xpwpa. Edv emAéCoupe 10 Xpwua White, OTTwg Kal KAvaue, TO AVTIKEIMEVO Ba
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eMoavioTei otnv 086vn Tou XNA OmTwg eival, 0oe KABE AAAN TTEPITITLON N PNXavn
YPOPIKWV Ba (wypa@icel TO QVTIKEIUEVO PE BAON TO XpwHa TTOU £XOUME €TTIAEEEl. Edv
Tp€goupe TO TTaIXVidl pag To aTroTéAeocpa Oa eival TTEPITTOU TO TTAPOKATW, avaAoya

BEBala Kal PE TNV EIKOVA TTOU €XOUME ETTIAECEL:

Eikéva 22. To avtikeipevo atnv 006évn NG unxavng MicrosoftXNA.

MapatnpoUue TTWGS TO AVTIKEIMEVO TTapapével oTaBepd oTnv TTavw aploTepn ywvia. Autd
gival Aoyiké epooov eueic dev Tou €Xoupe opioel kivnon. MNa va 1o kdvouue autd Ba
glodyoupe KWoIKa otnv ocuvdptnon Update(), émmou Ba 1TpooBéToupe pia povada o€

KABe avavéwaon TNG PNXavAGS YPa@ikwy. O KWwdIKAG TTapaTifeTal TTAPAKATW:

44 [ protected override wvoid Update(GameTime gameTime)
45 {

46 base.Update(gameTime) ;

47

43 ballPosition.X += 1;

49 ballPosition.Y += 1;

se | i
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Kwdikag 7. Eicaywyn KWOIKA yla Kivnor Tou avTIKEIYEVOU.

21NV ypauun 48 oto péAog Tou avrikeigévou ballPosition “X” kal otnv ypapuni 49 oto
MéAOG Tou avTikeipévou ballPosition “Y”, TrpooTiBetal amd pia povdada oto kabéva. To
atrotéAeopa 1mou Ba douue oTnv 080vn €ival TO AVTIKEIMEVO POG va KOUVIETAI TTPOG TNV

KATW O€CIA ywvia:

Eikéva 23. To KIvOUUEVO QVTIKEIPEVO.
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Edv aprijooupe 10 AVTIKEINEVO va TTPOXWPAOEI HEXPI TNV OEEId KATW ywvia Ba douue OTI
Ba @uUyel eKTOG 006vNG. AuTO dev onuaivel TTwWG XAONKe, aAAd TTwS ByNKE EKTOG opiwv.
AUTO PTTOPOUME VA TO EAEYEOUNE PE KWOIKA WOTE VA DIATTIOTWOOUNE TTOTE TO AVTIKEIMEVO
@elyel €KTOG 00OVNG Kal va apxiooupe va ag@aipouue povadeg atrd 1o X kal 10 Y.
MapakdTw Ba @opTwoouuEe Pe TV BonBeia Tou dIaXEIPIOTH AVTIKEIMEVWY Eva GOVTO Kal

Ba 1o guaviocoupe aTnv 00ovn.

IMOANEG QOPEG €ival ETTITOKTIKY AVAYKN VO EUQAVICOUPE TTANPOPOPIEG 0Tn 080V uag
WOTE va BonBriooupe ToV XPrioTN Kal va TOV EVNUEPWOOUNE Yia TUXOV ouuBdavta OTo
TTauxvidl. AuTO yiveTal PE TNV XPAON YPAMMUATOOEIPWY Kal Oxl €IKOVWV dIOTI £T0I
OTTATOAQUE TTEPICCOTEPN MVAMN N OTToia €ival TTOAU ONUAVTIKA YIO TO TTAIXVidl MOG.
Opwg, yia va eggaviooupe éva Keievo otnv 004vn Pag TTPETTEN TTPWTA VA ETTIAECOUNE
éva  @ovto, pMia ypaugatooelpd. ‘Etol 6a TTpocBEécouue oTov  dIaxEIpIoTH  TwV
QVTIKEIMEVWYV MOG éva @OvVTO, £TTEITa Ba TO QOPTWOOUME O€ dia PETABANTA Kal Ba

CWyYpPaYIioCOUNE PE TNV BOUPTOA POG TO KEIMEVO OTOV XPNOTN.

MNa va mpooBEoouue £va Kalvouplo GOVTO OTOV JIAXEIPIOTH QVTIKEIUEVWY KAVOUUE OEgi
KAIK €TTAVW Tou Kai eTTIAEyoupe dladoyikd “Add->Newltem”. 1o TTapdBupo 1Tou Ba uag
ep@avioTei eMAEyouue “SpriteFont” divoupe €va dvoua Kal TTaTtdpe KAIK 0To KoupTri “OK”.
MOAIG TEAEIWWOOUUE TTPETTEI VA €XOUUE KATI OQV TO TTAPAKATW:

Moa1Ty TN1: 5Trlng To Chnange Tne Tont T

-
<FontName>Segoe UI Mono</FontMName:

4 r_-u My TestGameContent (Content)
«d| References
|3l Ball.png
|| myFont.spritefont - gl--
Size is a fleat value, measured in poin
the size of the font.
--3
£5izerld/Sizer

Eikéva 24. To kaivoUpio @OvTo aTov dIaXEIPIOTH TTEPIEXOMEVOU.

BAEétToupE OTI €xel TTPOOTEBEI TO POVTO OTOV DIAXEIPIOTH AvAAoya YE TO Ovoua TTOU TOU
éxoupe opioel. AgCld Ba pag eugavioTei kwdikag XML, O6tTou Kal PTTopoUuE va
EMAEEOUUE TO XPWHA, TO HEYEBOG KAl TNV OIKOYEVEIQ TNG YPAUMPATOOEIPAS auTAG. ETeiTa
TTAuE oTNV apxn TNG KAdong va dnAwaooupue KATTOIa avTiKEiEVaA TTou Ba pag fondrijcouv

yia Tnv douAeld auth):
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Kwdikag 9. ApXIKOG KWAIKAG YIa TNV EPPAVICH TOU KEIMEVOU OTRV 086V

21NV ypapun 20 dnAwoaue €va avTtikeiyevo SpriteFont, To OTToi0 €ival N OUVOETIKN
YEQUPO TOU ETTECEPYOOTH TTEPIEXOPEVOU, TOU POVTOU KOl TOU KUPiOU TTPOYPAUUATOG.
21NV ypapun 21, dnAwaoape £va avTiKEIPEVO TUTTOU String, TO OTTOIO TTEPIEXEI TO KEIUEVO
TO OTT0i0 B€AouUpE va eupaviooupe oTov XpNoTn. TEAOG oTnV ypauun 22 dnAwoaue Eva
avTikeigevo Vector, 1o otmoio Kal Ba kpatd Tnv Béon otnv otroia gueic BEAoupe va
eM@avioTei To Keipevo otnv 006vn Tou XNA OTTWG Kal 0TRV TTEPITITWON Tou Texture2D

OTO TTPONYOUMEVO TTAPAdEIYUA.

2TNV OUVEXEID TIPOXwPOUME oTnv péBodo LoadContent() ommou ekei 1TAéov Ba

POPTWOOUWE TN YPANPATOOEIPA HAG. [a Tov Adyo auTd ypd@oupe Tov €6AG KWAIKA:

35 protected override void LeoadContent()

36 Iy

37 spriteBatch = new SpriteBatch(GraphicsDevice);

38 myBall = Content.Lload<Texture2D:("Ball™);

39 ballPosition = new Vector2{@, 8);

A8

41 mySpriteFont = Content.load<SpriteFonts>("myFont™);
42 textPosition = new Vector2(Sef, 5e8f);

43 }

Kwdikag 10. O kWdIKAG yia Tn ¢OpTWoN TG YPAPUaTooeIpds oTo TTpdypauud.

BAéToupe TTwg n péEBodog oTn ypaupn 41 eivar époia pe TN PEBOdO POHPTWONG
Texture2D Trpiv. ATTAWG auti TNV @opd favakaAouue To avTtikeiyevo Content va
POPTWOEI TO AVTIKEIUEVO TUTTOU YPAUMATOOEIPAG KAl VO TO OUVOEDE! UE TN METARBANTA MOG
OTO TTPOYPOAUMA. ZTN YPAUMN 42 ammAwg opifoupe TRV B€on OTTOU N ypauuatooeipd Ba

EMPAVIOTEI.

A@ou, AoITtov, TEAEIWOAPE JE OAA TA TTAPATTAVW, €ival KAIPOG va XPNOIUOTIOINOOUUE TN
BoupToa TOU TTPOYPAUMOTOG £TO1 WOTE VA EUPAVICOUNE TO KEIMEVO Uag oTnv 086vn Tou
XNA. lNa va 1o mmeTuxouue autd Ba traue otnv uEBodo Draw() étmou Kal Ba KaAEoouue
TNV BoupTtoa Pag va {wypaioel TO KEIPEVO POG PE OAEG TIG TTAPAUETPOUG TTOU OPICAUE

TTPIV:
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= protected override woid Draw(GamsTime gameTime)

58

59 7

60 GraphicsDevice.Clear(Color.CornflowerBlue);

62 spriteBatch.Begin();

63 spriteBatch.Draw(myBall, ballPosition, Color.Wwhite);

64 spriteBatch.Drawstring(mySpriteFont,myText,textPosition,Color.Red);
65 spriteBatch.End();

67 base.Draw(gameTime);

68 L

Kwdikag 11. Ep@dvion Tou keipévou otnv 086vn Tou XNA.

BAétToupe TTWG KaAoUuue OTn ypauun 64 tn péBodo DrawString Tou QvTIKEIMEVOU TNG
BoupToag n otoia kal Ba TTGPEl cav opiopaTa To QOVTO, TO KEiPevo, TNV BEon Tou
KEIMEVOU Kal TO XpwHa. To xpwua utropouue va 10 aAAdouue péoa atrd 1o apxeio XML
Tou @OvToU, Kal av To agrooupe White autd Ba eugavioTei xwpig allayég. Edv
TTEIPACOUNE TO Xpwua oTnv ouvdptnon DrawsString, Tov TeAeutaio AGyo TTap’ OAEG TIG

puBuioeig Tou apxeiou XML, Ba Tov €xel auTr n €TTIAOYA.

TeAeuTaio avTikeigevo Pe 10 otmoio Ba aoyxoAnBoupe BewpnTiKG, TO OTTOI0 Kal Ba poag
Qavei XpNoIuo yia Tov TPIoOIA0TATO XWPEO ETTEITA, €ival O EVIOTTIONOS TNG OUYKPOUONG
OUOo avTiIKEINEVWY aTov duadidoTaTto xwpo. O evroTTIoPNOg TNG cUyKpouong pag onda
va KaTaAapaivoupe TTOTE dUO QVTIKEIMEVA N €pxovTal o€ €mma@ry MeTagu Toug. Otav
KATOOKEUALOUUE TETOIOUG OAYOpPiBUOUG TTPETTEI va €igaoTe TTOAU TTPOCEKTIKOI yia va
ATTOQUYOUNE OAEG TIG TTEPITITWOEIG TUXOV AOTOXOU EVTOTTIONOU oUykpouong. H pnxavi
ypa@Ikwv XNA pag TTapéxEl éva avTIKEINEVO TO OTToI0 PJag BonBd va KATavorjOOUlE ToV
evTOTTIONd TNG OUYKPOUONG TO OTTOI0 AVTIKEIYEVO gival To Rectangle, 1o otroio Traipvel
w¢ OpIoua TNV TTAVW APICTEPN YWVid TOU AVTIKEIMEVOU, TO UYWOG Kal To TTAGTOG Tou. OTav
dnuioupynooupe TTAéov dUO avTikeiyeva Rectangle ytropoUue va XpnoIUOTIOINCOUUE TN
MEBODO Intersects n omoia emoTpéPel Weudr) 11 aAndni T avaloya €Av UTTAPXEI
ouykpouon. Autr n PEBODBOG eTTEId) KATAOKEUALEI £€va vonTo TETPAYWVO yUpw ATTO TA
QVTIKEIMEVA MOg Ogv gival TTAVIA OWOTR Kol PTTopEl va odnynoel o€ AavBaouéva

OUNTTEPACPATA OTTWG PAIVETAI OTNV TTAPAKATW EIKOVA:
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Eikéva 25. AavBaouévog evioTTIoNdS oUYKPOoUonG dUO QVTIKEINEVWIV.

AuTr] AoITTov n pEBodOC pag divel aTTAG va KOTAVONROOUUE TTOTE £Va QVTIKEIMEVO UTTAIVEI
oTnV TTEPIOXN €VOG AAAoU. a va €XOoUuue OWOTA ATTOTEAEOUATA POAIG YiVEI O TTPWTOG
EVTOTTIONOG TTPETTEI OE DEUTEPN PACH VO EQAPUOCOUUE EVAV TTIO EEOVUXIOTIKO EAEYXO YO
TO v TTPAYMATIKA auTd Ta dUo avTikeipeva NEbav o ouykpouon. AuTo Ba TO TTETUXOUME
ME €vav aAyopiBuo PerPixelCollisionChecking. Ag 1rdue Aoimmév va €Enyriooupe 1O

TTWG AeIToupyei autr n nEB0dOG.

Ag TToUpE OTI PeE TNV TTPWTN HEBODO KATOPEPVOUMPE VO EVTOTTIOOUME Mia apXIKA
ouyKpouaon. Z& auTd To onueio epapuoloupe Tov deUTEPO aAyoplBuo PerPixelCollision,
0 OTT0iog Ba pag dWaEel Pia TTPAYUATIKR €IKOVA yIa TO av €XOUpEe auykpouon. lMNa va
EQapuoOoouUphE TOV aAyopiBuo autdv akoAouBouue Tpia amAd PrAuata. ApxiKd Ta
QVTIKEIJEVA TTYaivouv oTnv apxIkr Toug Béon (0,0) oav va pnv gixav kouvnOei TToTE,
ETTEITA PJETAKIVOUMPE TO QVTIKEIMEVO TOU QACTEPOEION YE TOV AvACTPOPA OE OXECN ME TO

TTUpauUAO. H TEXVIKA auTh @aiveTal TTOPAKATW:

y d
A B |

Eikéva 26. BEATIOTOG aAyOpIBUOG evIOTONOS OUYKPOUONG.

BAéToupe oTnv TTponyoupevn EIKOVA ApPXIKA TTwG TPEXEI O apXIKOG aAyopiBuog
EVTOTTIONOU OUyKpouong pe Ta Rectangle. 'Emeira poAig épBoupe otnv kKatdoTtaon A,
OTTou evToTTiCETON Mia oUyKpouon Ta avTikeiyeva guBuypaupifovral pe Bdon Ta KEVTpa
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TOUG, OTTWG QaiveTal 0To OXAMA B. ZTNVv OuvEéxEla TO AVTIKEINEVO A avaoTPEQPETAl UE
Baon 1O avTtikeiyevo B kal v uttdpxel ouykpouon Twv Pixels 161e ocuptrepacpatiké
AEPE TTWG UTTAPYXEI OUYKPOUOT TWV OUO QVTIKEIMEVWYV. € KAUIa TTEPITITWON OEV UTTOPEI
va TPEXEI HOVO 0 £vag alydpiBuog n o AAAoG. O TTPwWTOG aAyOpIBPOG av Kal TTIo EAappPUg
atro 10 deUTEPO BeV pag divel Yia TTAAPN €IKOVA yIa TIG CUYKPOUOEIG oTo TraiXvidl pag. O
0eUTEPOG av Kal Mo 0pBOG oTTataAd TTOAAOUC TTOPOUC OI OTTOIOI €ival GNUAVTIKOI yia TO
TTaIxVidl pag. ‘ETo1 xpnoigoTtroloUhe Kal Toug U0 HE EGUTTVO TPOTTO VIO VA £XOUME TNV

BEATIOTN atrédoon.

‘ET01 agou kaAUyape katrola Bacikd avTiKEIJEVA TTOU apopouv To duodIACTATO XWPO

KAl TO QVTIKEIMEVA TOU, €ival KAIPOG VA TTPOXWPHAOOUUE OTIG TPEIG DIOOTACEIG.
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5.6 - Baoikd oToixeia TpI0SIACTATWY YPAPIKWV

KaAUyape oTO TTPONYOUREVO KEQAAQIO KATTOIO BACIKA OTOIXEIQ TWV YPAPIKWY TwV dUO
dlaotdoewv. MAEov Kal pe Aiyn €§olkeiwon TTOU QTTOKTABNKE Kal Pe TO TTEPIBAAAOV
QAVATITUENG AAAG KaI JE TNV PNXAVI] YPOQPIKWY PTTOPOUME VA TTPOXWPENAOOUUE £va BANa
TTOPATTEPA. Z€ AUTO TO KEQPAAQIO YiveTal ava@opd oTa BACIKA OXAMOTA YPAPIKWY OTTWG
giyaue oudntoel Kal Ot TTponyoupeva Ke@AAaia. MExpl kal Ta TTIO TTEPITTAOKA Kal
eCEIDIKEUPEVA YPAWIKA, OUVIOTAVTAI ATTO KATI TO OTTOIO €ival OUOoI0: ATTO YPAMMEG, onuEia
KAl Tpiywva TTou €ival Kal Ta 110 onPavTika 8161 pag Bonbouv va €EO0IKOVOUNOOUNE
OPKETOUG UTTOAOYIOTIKOUG TTOpouG. AuTd Ta Bacikd QVTIKEIMEVO Twv YPOAPIKWY,
CwypagiCovrtal yéoa otnv pnxavry Tou XNA kal eggavifovral ye Baon 10 KAPTECIAVO
TpIodIGoTOTO €TITTEQO, TO OToiI0 aTroTeAsiTal amd T peTaBAnTéG X,Y,Z. Kabwg
Cwypagioupe PaoIKA QVTIKEIMEVA YPOAPIKWY WTTOPOUUE VO OPICOUME TTEPA OTTO TIG
OUVTETAYUEVEG TOUG Kal AAAEG TTAnpo@opies. Mapddelyua UTTOPOUPE VA EQAPUOCOUNE
TTAvw TOoUuG éva Texture2D, va opicoupe ToV GWTIOPO TOUG, TO XPWHA TOug Kal dAAa. H
TTOPAKATW €IKOVa OctiXvel To KapTeolavd TPIodIAoTATO ETTITTEOO TTOU XPNOIUOTIOIEI N

pnxavn ypa@ikwyv XNA:

-
-

i
Eikéva 27. To 1piodidoTaTo KapTeoiavo emmiTredo oTnv Pnxavh ypa@ikwy XNA.

21NV €moOuevn €IkOva TTapoucidlovTal OAa Ta Bacikd oXANATA Ta OTToia XPENOIUOTIOIEI TO

XNA Kal J€ Ta OTTOI0 JTTOPOUNE VA OXEOIACOUNE PEXPI KAI TA TTIO TTEPITTAOKA JOVTEAQ:
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Eikéva 28. Ta Bacikd oToixeia TG PNXavAg ypagikwy XNA.

BAEéTOoupE oTnv €IKOva TTWG €ITE PTTOPOUNE va €XOUME Mia “Taivia” atrd avTiKEieva Ta
Aeyopueva stripes €iTe YTTOPOUNE va Ta EXOUME AVEEAPTNTA. ZUVHBWG XPNOIMOTTOIOUVTAI
Ta stripes dI0TI €101 YAUTWVOUUE TTOAUTIUOUG TTOPOUG aTTd TOV UTTOAOYIOTH pag. Puaoikd
Ta onueia (points), dev yiveTal va opioTouv o€ AioTa €1I0GAAWG Ba atroTeAoloav YPAPUES
(lines).Na va katavooouue yia TT0I0 AOYO XPNOIKOTTOIoUVTal Ta Stripes n TTapakaTw

@OpHoUAa Ba pag BonBAoEl. TNV TTEPITITWON TWV TPIYWVWYV AOITTOV Ba £XOUE:
(AioTa) ZuvoAIKEG KOPUPES TPIYWVWV: Nrpivwva*3 KOPUPEG TO KABEVQ.
(Tavia) ZuvoAIKEG KOPUPES TPIYWVWV: Nrpiywvat2 KOPUPEG.

MNa 1mo10 Adyo 6uwg yivetal autd; H kKGBe kKopu®ry AOITTOV TOU TPIYWVOU POG TTPETTEl va
ONAWVETAI HPE TPEIG OCUVTETAYUEVEG OTO TpPIoOIAoTATO £TTiTTed0. Me GAAa AOyia, €dv
BéAoupe va oxedIAooUPE £va Kal HOVO TPiywvo JE AioTa TOTE Ba XPEIOOTOUME 3 KOPUPEG
aANG n KABe kopueny BéAel atmd €va X,Y,Z omoTte XovOpIikd n TTAnpogopia 1Tou Ba
Xpnoigotroiooupe Ba cival 3*3= 9 onueia kal Tael Aéyovtag. TNV TTEPITTTWON, OUWG,
TNG Taviag evwy oxedIAlOUME Ta TPiywva Kal €XOUME TEAEIWOEI, €AV UTTOBECOUNE OTI
TTPOCOETOUNE AKOUN £vVa TPIYWVO TIG dUO KOPUYPES Ba TIG £XOUUE ETOIUEG ATTO TTPIV OTTOTE
T0 pévo TTOU XPEIalOPOOoTE yia €va Kalvouplo Tpiywvo eival n dnAwon piag pévo
KOPUPAG. PavTaoTeiTE 0TNV KAIJOKO TWV EKATOPUUPIWY TPIYWVWY Trolo Ba Atav 1o
opelog amd Tnv xprion Taiviag €vavti Aiotag! Kat mapdéuoio cupPaivel Kal PE TIG

YPOMUEG.
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O1 Kopu@ég TTAVTWG TwV BacIKWV oxXnUATWV gival idleg yia 6Aa Ta oxnuaTta, dnAadn
Xpeladovtal pévo Tpia onuEia WOTE VA EYPAVIOTOUV OTOV XWPO. YTTAPXOUV DIAPOPETIKA
€idn Kopupwv. Kopu@Eg TTou dEXOVTAI XpwHaTd, Qwg Kal AAAa. H TTapakdtw €IKOvVa pag
OgixVvel TTola AVTIKEIHEVO Kopupwyv gival £Toipa. Map’ 6N’ autd PTTopoupE Kal EEIS va

KATOOKEUAOOUUE DIKEG HOG KOPUPEG €AV BV AG BOAEUOUV Ol ETOIMEG.

Vertex Storage Format Function
VertexPositionColor Stores X, Y, £ and color coordinates

n VertexbPositionTexture Stores X, Y, Z and image coordinates
VertexPositionColorTexture Stores X, Y, Z, color, and image coordinates
VertexPositionNormal Texture Stores X, Y, Z positions, a normal vector, and image coordinates

Eikéva 29. Ta €idn K-opucp(bv o010 XNA.

Otmwg BAétToupe otV TTOPATTIAVW  €IKOVA, WTTOPOUME VO  XPNOIKJOTTOINCOUKE TO
VertexPositionColor é1mmou 0TTw¢ kKataAaBaivouue va armmoBnkeuoouue Tnv TTAnpogopia
TOU XPWHATOG KOl TWV CUVTETAYMEVWYV TNG KOpuPnG. Etriong, To VertexPositionTexture
Mag BonBda va atrobnkeuoouue TTANPOPOPIES yia TNV BEon TNG KOopueng, aAAd Kal va
opiooupe €va Texture. 'Emeira, 10 VertexPositionColorTetxure pag Bonbd va
atmroBnkeuooupe TRV BEon TNG KopuPng, To wTioud (Normal) kai éva texture. Twpa n
artropia TTou dNPIOUPYEITAI O€ AUTO TO ONUEIO €ival N €GAG: TTPIV ava@EPAUE OTI UTTAPXOUV
TTEPITITWOEIG OTTOU QUTEG Ol ETOINEG KOPUPEG DEV AG KAVOUV. € TTOIN TTEPITITWON OUWG;
davraoTeite 611 BEAOUME va €Xoupe Tpiywva pE TTOAAG textures. ToTe o€ authi TNV
TTEQITITLWON Ba ETTPETTE va XPNOIMOTIOINCOUPE dia kKopupry Multitextured, &16T1 KATI
TETOI0 Ogv UTTAPXEl €ToINo atmd To XNA. ETTiong, o€ TTEPITITWOEIG OTTOU UTTAPXOUV
TTOAMEG TTNYEG QWTIOUOU, TTAPAdEIYUa O€ éva TTaixVidl TTodoc@aipou, Ba BEAauE 1IdavIKA
VO OPiCOUE TNV KABE pia atrd TIG TECOEPIC TINYESG GWTOG oAV LEXWPIOTN TTAPAPETPO TNG

KOPUPNAG. 2€ AQUTEG TIG TTEPITITWOEIG dNUIOUPYOUUE OIKEG JOG CUStOM KOPUPEG.

ATIO TnVv TTPdagn otnv Bewpia Aoirdv. ‘HpBe n oTiyun va (wypa@iocouue TO TTPWTO HOG

Tpiywvo oTtnv 086vn Tou XNA.

©a XPNOIYOTTOINCOUPE apXIKA TIG KOpu®ég TUTToU VertexPositionColor, omdte Ba
XPEIQOTEI va OpicoUPE TIG BETEIC TWV KOPUPWV KAl TO XPWHA TNG KABE Kopueng. MNavw

oTnv KA&on ypdeoupe Tov £€AG KWOIKA:

ager graphics;
[] vertices;
18 BasicEffect effect;
Kwdikag 12. O apxikdg KWAIKAG yia T dnuioupyia Tou TpIywWVou.
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21NV ypapun 17 dnAwoaue éva tivaka atrd kopu@ég TuTTou VertexPositionColor kai
oTtn ypauun 18 éva Baoikd e@é€. MNMpog aTiyunv dev Ba egnyriooupe 10 TI SOUAEIG aKPIBWS
KAVEI QUTO, ATTAWG TO XPNOIMOTIOIOUNE £TOL. ©@a PTTOPOUCANE APXIKA va TTOUNE OTI gival
TO “TMVEAO” TWV TPIYWVWV Kal €ival UTTEUBUVO yia TNV EUEAVION TTOAAWYV EVTUTTWOIAKWY

€QE OTa ouyypova TTaixVvidla.

MapakdTw agou KAvape TIG apXIKEG ONAWOEIG NPBE KAIPOG va OPICOUUE TO XPWHA Kal
TIG B€0€IG TOU VEOU Pag TPIYWVOU:

- protected override woid Initialize()

=1

2

2 {

28 effect = new BasicEffect{GraphicsDevice);

29 effect.VertexColorEnabled = true ;

36

31 vertices = new VertexPositionColer[3];

32

33 vertices[@].Position = new Vector3(-8.5f, -B.5F, &f);
34 vertices[@].Color = Color.Red;

35

36 vertices[1].Position = new Vector3(®, 8.9f, af);

37 vertices[1].Color = Color.Green;

39 vertices[2].Position = new Vector3(®.5f, -8.5f, af);
48 vertices[2].Color = Color.Yellow;

42 base.Initialize();

43 3

Kwdikag 13. H Kataokeur] Tou TpIywvou.

2Tn ypapun 29 evepyotroloupe Tn duvartotnTa Tou €€ va Oivel TO Xpwua TTou Oa
opiocoupe TTapakaTw. Edv dev 10 KAvouue autd TO TPiywvo pag Ba eugavioTei AoTTpo.
21N ypauun 31, opioupe OTI Ba XPEIQOTOUUE TPEIS KOPUPES WOTE va oXEDIAOOUNE £va
Tpiywvo. Ao Tnv ypapun 33-40 opiCoupe avrtioToixa Tta PEAN TwWV KOPUPWYV TTOU

BéAoupe va u@avicTouVv Kal TO XPWHA TOUG.

AQoU TeAsiwoaue PE TIC ApPXIKEG Oladikaoieg, dev pével TTapA va (wypa@icoupe TO
Tpiywvé pag. MNa autd 10 Adyo Ba mdue otnv ouvdptnon OTIOU JTTOPOUME VA
Cwypagiooupe Kal Ba EI0AYOUUE TOV TTOPAKATW KWAIKA:

60 [ protected override vold Draw(GameTime gameTime)

{

62 GraphicsDevice.Clear(Color.CornflowerBlue);
64 effect.CurrentTechnique.Passes[@].Apply();

65 graphics.GraphicsDevice.DrawlserPrimitives<VertexPositionColors(PrimitiveType.TriangleStrip, vertices, @, 1);

68 base.Draw(gameTime);
}
Kwdikag 14. Eppdavion Tou Tpiywvou aTnv 08ovn.
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2TNV ypauun 64 evepyotrolouhe 1O €€ TOo oTroio Ba BonbAocel 1o Tpiywvd uag va
(wypagioTei. TéENog, otn ypapun 65, kaAwvTtag Tnv ouvdptnon DrawUserPrimitives,
MEOW TNG OUOKEUNG YPOPIKWY, (wypagifoupue To Tpiywvo pag. O apiBuoi TTou Traipvel
WG opiopaTa onuaivouv 0TI Ba Eekiviioou e va {wypa@ifouue atro To TPiYwVOo PE apIBuo

0 ka1 10 1 611 Ba wypaicoupe Eva TPiywvo.

Edv 0Aa Tmriyav KoAd, TTPETTEl va PAG EPPAVIOTEI TO TTAPAKATW OXAMA OTNV 086vn 6TTWwG

PaiveTal 0TNV TTAPAKATW EIKOVA:

Eikéva 30. To tpiywvo 1Ti TNG 006VNG.

Eidape, Aoitrdv, TTwg Pe TTOAU atrAd TPOTTO YiveTal QIKTO va (WyYpPOPicOUUE Eva TPIYywVO.
Ta xpwpaTta péoa o€ autd, OTTWGS dIATTIOTWVOUNE, YeWiCouv auTtouaTta, OTTwG Kal OTIG
TTEPIOOOTEPEG PNXAVES YPAPIKWY. [MAEov gival Bépa paBnuatikwy atrd edw Kal TTéEpa va
EI0AYOUUE OTNV PNXAVH YPAQIKWV 0poug TTEPIOTPOPNG (rotation), kal GAAQ. ZTO ETTOUEVO

KEQAAalo Ba aoxoAnBoupe pe TNV Ajwn €106d0uU aTtro ToV XProTn.
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5.7 - User Input

To va AapBAavoupe €10000UG aTTd TOV XPROTN OTTO JIAYOPETIKA YECA €ival ONUAVTIKO YA
KAOe trauyvidl. Z1a didgopa autd p€oa TrepIAaUBAvovTal £va XEIPIOTHPIO Yia UTTOAOYIOTH,
éva TTANKTPOAOyIO 1 éva TrovTiki. H pnxavi ypa@ikwv XNA, atrAotrolei TTOAU Ta
TTPAYMOATA YIa €EUAG. MTTOPOUUE Va XEIPIOTOUPE KABE TTAAKTPO TTOU TTaThBNnKe péoca armmod
éroiga avrikeipeva kal kKAGoeig Tou XNA. AkOpa, PTTOPOUME va OTEIAOUUE MEXPI Kal
dovnoeig oTa dIAQopa XEIPIOTAPIA WOTE VO KAVOUMPE £TOl TTIO CwvTavo TO TTaIXViOl.
XpnolyotroiwvTag TNV kKAdon Microsoft.Xna.Framework.Input.Keys, ammé tnv Aiota 1Tou
EM@avICeETAl PTTPOOTA PAG MUTTOPOUME va OoUue TTola KOUMTTIa pTropei 10 XNA va

UTTOOTNPIEEl YIa TO TTANKTPOAOYIO. Mia avaokdTInon yiveTal OToV TTApaKATW TTiVOKA:

AtoZ Home PageUp
Add Insert PrintScreen
CapslLock Left Right

DO to D9 LeftAlt RightAlt
Decimal LeftControl RightControl
Delete LeftShift RightShift
Divide LeftWindows RightWindows
Down Multiply Scroll

End NumlLock Space

Enter NumPad0 to Subtract
Escape NumPad9 Tab

FI to FI2 PageDown Up

Help

Eikéva 31. Ta koupmd mmou utrootnpidel To XNA.

MNa va AGBoupe TNV TwpIivr) KATdoTaon Tou TTANKTpoAoyiou, dnAadrh €dv éva KoOupuTi
TTaTAONKE, Ba TTPETTEI va XpnolyoTroifoouue Tnv ouvaptnon Keyboard.GetState(). MNa

va JIATTIOTWOOUUE OTI KATTOIO OUYKEKPIKMEVO KOUUTTI £XEI TTATNOET Ba TO EAEYEOUNE KATTWG

€101
55 = protected override veoid Update(GameTime gameTime)
56 {
57 KeyboardState ks = Keyboard.GetState();
58 bocl pressed = ks.IsKeyDown(Keys.A);
59
68 base.Update(gameTime);
61 I3

Kwdikag 15. ‘EAsyxog TTANKTpoAoyiou oTnv punxavr] ypa@ikwv XNA.
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O1rwg BAéTTOUNE OTNV ypapun 57, OeOPEUOUNE TNV KATAOTAOH TOU TTANKTPOAOYiou Kal

TNV avaBétoupe otnv PeTaBAnT KS. ‘Etreita o€ yia yetaBAntr pressed avabétoupe 1o

armmotéAeopa TG ouvaptnong IskeyDown, n otoia Ba pag emmoTpEéWel €AV KATTOI0

TTAAKTPO £xeI TTaTnO¢ei n OxI, pe true A false avrioToixa.

Me autév TOV TPOTIO MWTTOPOUME Vva dIATTIOTWOOUME €AV TTANKTPO TraATABNKE OTO

TTANKTPOAGYI0. Mg Trolov, OpwG, TPOTTO Ba PTTOPECOUME va KATAAAPBoupe €dv €va

OTTOI00NTTOTE TTANKTPO £XEI TTATNOEI Kl ETTITTAEOV TTOI0 TTAAKTPO Eival auTo;

AuTO utTopeEi va yivel hge éva TToAU €EUTTVo TPOTTO, XApN KIOAAG OTIG SUVATOTNTES TTOU HOG

TTPoo@EPEl N unXavh ypa@ikwyv XNA. =ekivwvtag Ba TTaue oTnv apxr TG KAGong kai Ba

OnAwooupe KATTOIEG HETABANTEG O1 OTTOIEG €ival TTOAU XPOIYES yia TN AEIToupyia auTtou

TOU TTPOYPAUMOTOG:

14 = public class Gamel : Microsoft.Xna.Framework.Gam
15 {
16 GraphicsDeviceManager graphics;
17 SpriteBatch spriteBatch;
o

priteFont spriteFont;

Keys[] keysPressed;

Kwdikag 16. AGAwOoN apxIKwy PJETABANTWV.

21NV ypapuni 17 kai 18 dnAwaoape TIG KATAAANAEG HETABANTES £TOI WOTE VA EUPAVICOUNE

KEiMEVO 0TV 0080vn OTTWG £XOUpE OEl O TTponyouueva Ke@AAaia. ZTnv ypauun 20

onAwvoupe éva Trivaka Pe avTikeipeva Keys péoa atnv otroia 6a Bdalouue kABe gopd Ta

TTARKTPA Ta OTTOIa TTaTHONKAV. 21NV PéBodo Update() Twpa, ypAPOUUE TOV £ENG KWOIKA:

45 [= protected override woid Update(GameTims gameTime)
46 {

a7 KeyboardState ks = Keyboard.GetState();

48 keysPressed = ks.GetPressedieys();

5@ base.Update(gameTime);

51 }

Kwdikag 17. Kwdikag £Tapong TTAAKTpwWY TTANKTPOAoyiou.

BAETTOUPE TTWG TTAipVOUME OTN ypapun 47 Tnv KAatdoTaon Tou TTANKTPOAoyiou Kal oTnv

ETTOMEVN YPOUMN KaAoUue TNV ouvdpTtnon GetPressedKeys n otroia pag emmoTpEPel Eva

TTiVaKA PE TA TTATNUEVA KOUMTTIA TOV OTToi0 Tov avdyoupe oTtn PJetaBAntr keysPressed

TTOU AVA@EPANE TTPIV.
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Aev pével TTAéoV va dOUME TTWG, EVW €XOUME OAA TA KOUMPTTIA OTOV TTivakd pag, va Ta
gEM@avioouue otnv 086vn. Na autdé 1o Adyo Ba TTaue oTn ouvdapTtnon Draw() €101 woTE

va ypdwyouue KwdIKa TTou Ba (wypaiel To emMOUUNTS KEIPEVO:

53 O protected override woid Draw(GameTime gameTime)
54 1

55 GraphicsDevice.Clear(Color.CornflowerBlue);
56

57 spriteBatch.Begin();

53

59 Vector2 position = new Vector2(e, 8);

68 foreach (Keys key in keysPressed)

61 1

62 spriteBatch.Drawstring(spriteFont,key.ToString(),position,Color.Red);
63 position.¥ = position.¥ + 28;

64 1

65 position = Vector2.Zero;

66

67 spriteBatch.End();

63

69 base.Draw(gameTime);

78 | 3

Kwdikag 18. Eppavion KouuTTiwy aTnv 08o6vn.

21NV ypauun 57 dnAwvoupe 61 Ba Eekiviiooupe TN Cwypaikh Kelyévwy. ETTeira oTtn
ypauun 59 dnAwvouue Tnv Béon étTou Ba gp@avifovtal Ta KEIPEVA PaAg yIa va Pnv €ivai
TO éva TTAVW OTO GAAO. 'ETTEITa oTnV €TTOMEVN YPAUMN XPNOIMOTIOIOUKE TV oUvAPTNON
foreach, n omoia cival pia TTapa TTOAU XpAOIUN CuvapPTNON KAl POG ETTITPETTEl vd
TTEPINYOUNAOTE HEOA OTA AVTIKEIMEVA EVOS TTIVOKA XWPIG VA yvwpilouue Tov apiBud Toug
€K TWV TTPOTEPWV. TN ypapun 62 Cwypa@ifouue TO TTAAKTPO TTOU TTATABNKE Kal ETTEITA
onAwvoupe Ot TO €mOUEVO Keipevo Ba gugavioTei 20 pixels o K&Tw WOTE va Pnv
EMQAVIOTEI TTAVW OTO TTPONYOUNEVO. 2TNn YPOUUN 65 apXIKOTTOIoUNE Tn BEon €u@Aviong

yIQ TNV €TTOPEVN OIKOYEVEIQ TTANKTPWV.

Edav Tpé€oupe 1O TTPpOYypaNPa TO OTTOTEAECUA PaG Ba gival KATTWGS £TOI:

Eikéva 32. To amotéAeopa Tou TTPOYpPANPaTOG.
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Eidape, Aoimrdv, TTwg TTOAU EUKOAA PITTOPOUNE va eAEyEOUUE TToIa TTANKTPA £XOUV TTaTNOEI

KAl ETTEITA AUTA VA TA XEIPIOTOUUE OTTWG EPEIG BEAOUE.

MapakdTw 6Oa TTaPOUCIACOUPE TTWG MTTOPOUME VA  XEIPIOTOUPE TO TTOVTIKI  TOU

UTTOAOYIOTH.

To upévo 10U éxoupe va KAvoupe gival va dnAwoouue pia petaBAnti MouseState otnv
apx NS KAAong, KATI avTioTOIXO TTOU KAVAWPE Kal PE TO TTANKTPOAGYIO, Kal TEAOG va

TTAPOUNE TNV KATACTAON TOU TTOVTIKIOU aTnv ouvapTtnon Update().

AUTO Ba TO TTETUXOUUE PE TOV TPOTTO TTOU OEIXVEI O ETTOPEVOG KWOIKAG:

a4 = protected override void Update(GamzTime gameTime)
45 {

4B ms = Mouse.GetState();

43 base.Update(gameTime);

44 }

Kwdikag 19. ‘ETapon katdotaong TmovTiKioU.

AUTO TTOU MPOG PEVEL va KAVOUME gival va Traue otnv ouvdptnon Draw() woTte va

EM@aviooupe TNG TTANPOYOPIES, TRV BECN TOU TTOVTIKIOU:

51 E protected override void Draw(GameTime gameTime)

52 {

53 GraphicsDevice.Clear(Color.CornflowerBlue);

54

55 spriteBatch.Begin();

26

57 spriteBatch.Drawstring(spritefont, "Mouse X" + ms.X.ToString() + "\nMouse Y:"+ ms.Y.ToString(),
58 new Vector2(@,8) , Color.Red);
29

68 spriteBatch.End();

62 base.Draw(gameTime);

Kwdikag 20. Eppdavion TTANpo@opIwV TTOVTIKIOU.

2TN ypPAPPn 57 OTTwg PBAETTOUPE XPNOIYOTTOIOUME TO MPEAOG TNG KATAOTAONG TOU
TTOVTIKIOU X, O1Tou atrofnkevetal n Béon Tou TTOVTIKIOU X Kol TO MEAOG Y OTTOU
ammobnkevetal n B6éon Y TOoUu TIOVTIKIOU. TO QTTOTEAECPO TTOU Ba €xouue QaiveTal

TTAPOKATW:
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Eikéva 33. Xeipiopog Tou TTOVTIKIOU.

Eidaue AoItov TTwG YE TTOAU €UKOAO TPOTTO WPTTOPOUME VA ETTIKOIVWVIOOUUE HE TIG
TTEPIPEPEIOKEG OUOKEUEG €1I00D0U. TO idIO EUKOAO €ival va ETTIKOIVWVAOOUUE Kal UE TA
Xelplotipia aixvidiwyv. Auté To TTETUXaivouue e TNV Pondeia Tng kKAdong Gamepad, n
oTroia dev Ba TTAPOUCIOCTEI 0€ AUTHV TNV gpyacia di1dTI ival KATI avTioToIXO PE auTd TToU
TTAPOUCIACTNKAV TTIPIV. Ta KOUUTTIA yia TTapddelyua TTou utrooTnpifovral amrd auth TV

KAGoN yia éva xeipiotipio XBOX gival Ta TTapaKATW:

Buttons.A Buttons.Right Shoulder DPad.Down
Buttons.B Buttons.RightStick DPad.Left
Buttons.Back Buttons. Start DPad.Right
Buttons.LeftShoulder Buttons.X DPad.Up
Buttons.LeftStick Buttons.Y

Eikova 34. Ta kouutd Tou xeipiotnpiou XBOX.

TéNog 1O XeIpioTrpio Tou XBOX TTapoucidleTal oTnv ETTOPEVN EIKOVA:

/— Right Shoulder
- «— Right Trigger

Eikéva 35. To xeipiotripio Tou XBOX.
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Ooov agpopd Twpa 1O TTOVTIKI Ba YTTOPOUCAUE VO ETTEKTEIVOUME QUTH TNV epyacia. Eav
gixaue pia peTaBAnt position n otmoia kalr Ba GAAale cUp@wva PE T Kivnon Tou
TTOVTIKIOU Kl Qv €iXaue pia €IKOva n otroia Ba £mmaipve oav B€on Tng TNV PETARANTA
position, Ba eixape pia KivoUuuevn €IKOVA oUP@Qwva pE TR B€0n TOU TTOVTIKIOU.
MTtropoupe va “TTai€oupe” hJE TNV UNXAVE YPOQIKWY UAG WOTE VO ATTOKTACOUUE PEYAAN

eColkeiwon.

A@oU Aoittév eidape AoITTOV PBACIKEG TEXVIKEG EAEYXOU €1I000WYV, OTO ETTOPEVO KEPAAQIO
Ba douue TTwG PTTopOoUPE va dnuioupyAoouue €€ pe TV BonBeia TNG MVARNG TNG
KAPTAG YPAPIKWY N OTToia KAl €ival TaXEiag TTPOOTTEAACN Kal XPNOIUOTIOIEITAl VI AQUTOV

QKPIBWG TO OKOTTO.
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5.8 - Pixel/Vertex Shader

Ag piIAooupe Twpa Aiyo yia Tnv TeEXVIKA Pixel/Vertex programming. Omrwg €idape o€
TTPONYOUUEVO KEPAAQIO, VIO VO KATAPEPOUME VO oXedIAoOoUPE TPIODIAOTATA YPAPIKA Ba
TIPETTEI VA XPNOIMOTTOINCOUMNE KATTOI0 £PE. AUTO TO £PE APXIKA TO TTAPAME ETOIMO OTTO TN
pnxavh  ypagikwv XNA. Oa JmopoUcaue OPWG va  OdnUIOUPYHOOUME Kal  va

XPNOIMOTTOINCOUNE TO DIKO HaG EQE.

Mpiv 10 2002 o1 TTPOYPOUMATIOTEG YPAPIKWY UTTOPOUCAV VA XPNOIKOTTOINCOUV YOVO TIG
étoineg evioAég Ttou DirectX. ‘Emerra, kai pye Tov gpxoud Tou DirectX 8, ol
TTPOYPAUUATIOTEG YUTTOPOUCAV VA TTPOYPOUMATICOUV PE TTIO EUEAIKTO TPOTTO T YPAQPIKA
TOUG KOl VO TTETUXAIVOUV PEYAAEG TaXUTNTEG PE QUTA, yia Tov Adyo OTI ptTropoucav va
TTpoypauuatiCouv atreuBeiag Tdvw oTnv KAPTa Yypa@IKWwy. ATO TOTE, dnAadr, ol
TIPOYPANMATIOTEG UTTOPOUCAV VA TTPOYPANPATICOUV TIGC KOPUPEG TWV TPIYWVWV KAl TA
pixels ameuBeiag emavw otnv GPU (Graphics Processing Unit). OAa autd Tou
TTAPOUCIACTNKAV OE TTPONYyoUpeva KepAaAaia dev avaipouvTal hJe auTd, aAAd kal TTaAI Ba
gival xproiya, gévo TTou auth TNV opd Ba eival duvaTdv va ypd@pouue Ta BIKA Jag EQE
ME TNV YAwooa HLSL tng Microsoft, TTou gival Koivr) Kai yia Tn gnxavr ypa@ikwyv XNA,
OAAG Kal yia TRV unxavr] ypagikwy DirectX.

H yAwooa 1poypapuatiopol HLSL xpnoiuotrolgital Ox1 yia va oxedidfouue KaAUTEPQA
Tpiywva, aAAd yia va €xouue KAAUTEPN TTOIOTATA WE TA TPiywva autd. MNa TTapadeiyua,
MTTOPOUPE VA KATOOKEUAOOUUE OIKO MOG QWTIONS. Me tnv HLSH ptropoupe va
KATOOKEUAOOUUE OTTOIOdNTIOTE PABNUATIKG utToAOYIONO yia Ta Tpiywva pag. H HLSL
gival 0 ouvOETIKOG KPikog TTou ouvdEel ToVv KWAIKA oTo XNA pe Tnv 086vn pag. Zuxvd 1o
OIKO pag €€ oTNV YAWooa Twv TTPoypaupdaTioTwy ovoudletal Shader kai e@egng Ba
ava@EPEeTe Pe autr) TRV opoAoyia. O Shader, AoItov, pag divel Tnv duvapn va eAEyEoupe
TTWG 0a gu@avioTouv Ta diIdpopa Oedopéva Twv Tplywvwy oTn oBdvn uag, yia
TTaPAdEIyUa TO Xpwua, Ol OKIES Kal N Béon. AuTtd pag divel Tnv duvaTtdTnTa va €1I0AYOUUE
VEEC €vvoleC OTA TPiywva pag OTTwg eival n dlagdveia (transparency), 0 QWTIOUOG, TO

e@é Gauss, 10 yvwoTO 0€ 0Aoug pag blur, kal n duvatdTnTa yia multitexturing.

MNa pepikd @€, 6TTWG €ival autd TNG QWTIAS, Ba TTPETTEI VO XPNOIUOTTOINOOUME ToV BIKO
Mag shader. Zuxvd OTOV TTPOYPAUMATIONO YPAQIKWY Ba aKOUCETE TOV OPO aAywyog

ypa@ikwv 1 graphics pipeline. Autog 0 aywyog gival UTTEUBUVOG yIa TNV PETATPOTTA
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TwV OedONEVWV KOPUPWYV TOU Tplywvou o€ pixels otnv 0Bévn. O vertex/pixel shader

PUOIKA TTaiCeEl OUOIaOTIKO pOAO o€ auTr Tn d1adikaaia.

O vertex shader kdvel peTaTpoTréG oTA dedopéva (vertex inputs) kal Otav autd TTEPVOUV
atré Tov shader, o1 TTiow TTAEUPEG Tou dev ival opaTég atrd Tov XPRoTn. Autri n néEBodog
ovopaletal culling kalr ytmopouue va opiocoupe TTOTE Ba XpnolyoTroigital 1 oxi. MNa
TTaPAdEIyUa, OTNV TTEPITITWON €VOG TOTTIOU, €AV OPICOUME VO gu@avidovral POvo ol
MTTPOOTA TTAEUPEG, auTéG dNAAdK TTou Ba BAETTEI O XPNOTNG, MTTOPOUNE VA YAITWOOUNE
MeydAo bandwidth otnv KdpTa ypa@ikwy, a@ou o XPnotng dev Ba KoItdel TTOTE aTTo
KATW. ZTNV TTEPITITWwOon oxediaong Ouwg evog Toixou Ba BEAape autr) Tnv duvartoTnTa.
‘ETTeIra, avarrtuooovTal To amapaitnTa JaBnuaTtika €101 WOTE va EQAPPOOTOUV 01 OKIEG,
Ta textures kal OTToIOdATTOTE AANO DEDOUEVO €XEI OpioEl O XPNOTNG Kal, TEAOG, OAa auTd
peTaTpétTovral o€ pixels otnv 006vn pag. To mTapakdtw Oidypaupa pag Bonbd va
kataAdBoupe TNV diadikacia, n oTroia Kal KaAgital KABe Qopd TTou €uEic KAAoUUE TNV

ouvapTtnon Draw():

Vertex Data

Texture
Position
Normal
Color

Vertex Processing Geometry Processing Pixel processing Screen output
( Transform vertices )

Scale Clip

Egopuoyn
Rotate Cull Textures, Xpwpoctog
& pwtiopov
Primitive Data Translate Rasterize

Triangles =

Points

Lines

Eikéva 36. H diadikacia pe tnv otroia gugavifovral Ta Tpiywva & Ta GAAa TTpwTelwy oXAuaTa.

Me atmmAd Adyla, CUVOTITIKA UTTOPOUUE va TToUPE OTI I0dyoupde péoa oTov pixel/vertex

shader pia €icodo, £meITa AUTOG TNV YETATPETTEI O€ pixels kal Ta ep@avicel atn 00ovn.

MapakdTw Ba deiCoupe Eva TTapAdElyUa yia TO TTWG YTTOPOUUE va TTAPOUUE OTa Xépla

Mag autry Tn diadikaaoia:
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struct VSinput{
float4 position : POSITIONO;
float4 color : COLORO;

}i

struct VStoPS({
float4 position : POSITIONO;
float4 color : COLORO;

}i
struct PSoutput {
float4 color : COLORO;

}i
Kwdikag 21. Apxikég dnAwoelg yhAwooag HLSL.

BAETTOUPE TTWG OPXIKA TIPETTEI VA KOTAOKEUAOOUWE KATTolEG OOMUEG Ol oTToieg Ba
TTEPIEXOUV Ta dedouéva TTou Ba elodyovtal i Ba eEayovtal. AuTog gival €vag YEVIKOG
TPOTTOG Kal akoAouBeital TrTédvTta pe autd To TPoTUTTo. OTTWG EiTTaPE Kal TTPIV, apXIKa cav
€i0000 £XOUME TIG KOPUPES TWV TPIYWVWYV TTOU, OTTWG BAETTOUPE OTNV apXr) TOU KWAIKA
21, otnv dopn VSinput wg €icodo AauBdvoupe TRV BE0N KAl TO XPWHA TWV TPIYWVWV.
Edav &exdooupe péoa amd tov KWOIKA POG va dWOOoUPE autd Ta dUo dedouéva TTou
{nTouuE €dw Ba PAG EPPAVIOTEN TO AVTIOTOIXO OPAAPA. [MPOXWPWVTASG KATAOKEUALOUUE
Mia dounl n otroia peTaTpéTrel Ta Oedopéva Pag o€ pixels, Exoupe TTAAI wg €10000UG TN
Béon kal To Xpwua otn dourp VStoPS. TéAog, éxoupe TNV £€E000 WAG PE Mia doun
PSoutput n otroia €€ayel pévo 10 Xpwua Tou Tpiywvou. MNdaue Aoimmdv va doupe TTwg Ba
XPNOIUOTTOINOOUUE auTd Ta Oecdouéva PeE ouvapThoelg péoa otn yAwooa HLSL. Ta
xapaktnpioTikd COLORO r; POSITIONO dev eivan Titrota GAAO TTapd OeikTEG KAl
dnAwvouv TTO0EG €10000UG EXoupE. Mapadelypa eav BEAaUE wg €10000UG TPIa XpWUATA
Ba kavaue 10 £€N\¢: COLORO,COLOR1,COLOR2 kai Ta Aoitrd. Ta voupepa oTn YAwooo

TTPOYPAUUATIONOU TTaiX VISV ovopalovtal semantics.

‘Etreira ypdeoupe KwdIka HLSL pe Tov 0110i0 B0 KAVOUUE TIG JETATPOTTEG:

71



// alter vertex inputs
void VertexShader (in VSinput IN, out VStoPS OUT) {
// transform vertex
OUT.position = mul (IN.position, wvpMatrix) ;

OUT.colorx IN.color;

// alter vs color output
void PixelShader (in VStoPS IN, out PSoutput OUT){
float4 color = IN.color;

OUT.color = clamp (color, 0, 1); // range between 0 and 1

// the shader starts here

technique BasicShader{

pass pO{ // declare & initialize ps & vs
vertexshader = compile vs_1 1 VertexShader() ;
pixelshader = compile ps_1 1 PixelShader();

Kwdikag 22. ZuvapTroEi§ YETATPOTTAG.

Kartaokeualoupue apxiké pia ouvaprtnon pe 1o évoua VertexShader (to dvoua utropei
va gival omidAToTe), 61Tou dnAwvoupe 61 Ba TTaipvel wg eicodo Tn doun VSinput kal Ba
Mag divel wg €60do Tn dour VStoPS, pe Ta xapakTnpIoTIKA in Kal out avTioToixa. ‘Ereira
Kataokeualoupue pia ouvaptnon PixelShader n otroia Traipvel wg €icodo tnv €000 Tou
VertexShader kal pag divel pixels. 210 TEAOG UTTOPOUUE VO EXOUMPE TTOAAEG TEXVIKEG Ol
OTTOiEG KAAOUV TIC QVTIOTOIXEG OUVAPTACEIC OTTWG BEAoUpE €uEIC. TNV OUYKEKPIPEVN
TEXVIKA TNV ovopdoaue BasicShader aAAG Ba pummopouoe va €xel OTTOI00NTTOTE OVOQ.

ATTAWG eival TO Ovopa pe TO oTToio Ba atmoTeAei TO avayvwploTikdé péoa atmd To

TTPOYPANHA.

TNV TEXVIKN auTr) opifoupe TIG deoueUpEVES UETABANTES verterx kal pixel shader 611 Ba
XPNOIMOTIOIOUV TIG OUVAPTAOCEIG TTOU KAvAPE TIpIV Kol Ba yivouv compile pe tnv
avrioToixn ékdoon Vertex/Pixel shader trou opifoupe gueic. OTTwg BAETTOUUE, N TEXVIKA
MO uTTopEi va €xel TTOAG TTepdopaTa. To TTpwTo TTEPATHa To ovoudloupe pass PO, 1o
0euTepo Ba ATav pass P1 kai Ta Aoird. KAtrolieg evioAéG o1 oTToieg dev avagpépbnkav,
OTTWG yia TTapddelypya n clamp kai 1o float4, cuvowiovtal 0TOUG TTAPAKATW TTIVAKEG.
Apxiké& ocuvowiovtal Ta dedouéva OTTOU UTTOPOUHE VA XPNOIKOTTOINCOUNE PE T YAWooa

HLSL kai o1 avTioToixieg Toug o€ XNA trepIBAAAoV:
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XNA Data Type

HLSL Data Type

Matrix float4x4
Texture2D Texture
struct struct
int int
float float
Vector? float2 /I array with two elements
Vector3 float3 /I array with three elements
Vector4 float4 /I array with four elements
Color float3 (with no alpha blending) or float4 (with alpha blending)
Eikéva 37. AvtioToixieg petaBAnTwy o€ HLSL kai XNA.
2TV €TTOMEVN  €IKOva  ouvowilovtal Ol  OUVOPTAOEIG OTIOU  PTTOPOUME  va
Xpnolyotroioouue otnv yAwooa HLSL:
HLSL Intrinsic Functions Inputs Component Type Outputs
abs (a) a is a scalar, vector, float, int Absolute value of a
or matrix.
clamp (a, min, max) clamp(a, min, max) float, int Clamped value for a
cos (a) a is a scalar, vector, float Same dimension as a
or matrix.
dot (a, b) a and b are vectors. float A scalar vector (dot product)
mul (a, b) a and b can be vectors float Matrix or vector, depending
or matrices, but the a on the inputs
columns must match the
b rows.
normalize (a) a Is a vector. float Unit vector
pow (a, b) a is a scalar, vector, aisafloat. b isan a°

saturate (a)

sin (a)

tan (a)

tex2D (a, b)

or matrix. b is the
specified power.

a is a scalar, vector,
or matrix.

a is a scalar, vector,
or matrix.

a is a scalar, vector,
or matrix.

a is a sampler2D.
b is a vector.

integer.

a is a float.

float

float

a is a sampler2D.
b is a two-dimen-
sional float.

a clamped between 0 and [

Same dimension as a

Same dimension as a

Vector

Eikéva 38. O1 cuvapTthoeig TnG yAwooag HLSL.

Mnyn: http://msdn.microsoft.com/en-us/library/bb509635(v=vs.85).aspx.
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MapakdTw Ba doUME TTWG UTTOPOUUE VO CUVOEOOUME QUTO TO €€ YOG PE TO KUPIO
TTpoOypauua. Aegv yivetal TTapouciacn kKdmrolou Trapadeiyuarog 8161 Ba TTapousIaoTEi
apyoTepa OTO TTPOYPAPHA, KAl Ba TTPETTEI TTPWTA VA MIAOOUUE YIa TV KAWEPQA, N OTToIx

gival CWTIKAG onuaaciag yia 1o TraixVvidl ag aAAd kal yia 10 Q€ Jag.

To povo, AoITOv, TToU €XOUME VA KAVOUME VIO va OUVOEOOUUE TO €QE PAG ME TO
TTpoypapua cival va dnAwooupe pia petaBAnti effect kar va TToUuue KATI oav TO
TTapakaTw: effect=Content.Load<Effect>("myEffect”) ; . lNa va epapudoouue TNV
TEXVIKA TTOU ypdwaue Ba trpétrel yéoa otn uEBodo Draw() va ypAWOoUE TO TTOPAKATW:
effect. Techniques[“TechniqgueName”].Passes[0].Apply(); kai £TTeITa va KAAEOOUME
TNV ouvaptnon DrawUserPrimitives OmTwg €idape Kal O£ TTPONYOUPEVO TTAPADEIYHA.
Eidape Aoimmov yevikd 1TTwg n pnxavh ypagikwyv XNA pag divel T duvatdétnta va

TTpoypapuatiCoupe ypa@ikd ae xapnAod emiedo kal va €xouue Tpdéoaon oTta TavTa.

AuTO ATav Kal TO TEAEUTAiO KEQAAAIO €l0ayWYNAG yia Ta ypa@ikd oto XNA Kal ToTelw
TTWG ATAV Hia KAA apxn Kal pia KaAj BAcn woTe 0 avayvwoTng va TTPoXwpPRoEl oTa

ETTOPEVA KEQAAQIQ OTTOU TTAPOUCIACOVTAI TTIO TTEPITTAOKEG TEXVIKEG.
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o=1.3)
name [ ]
emaill [ ]

comments

1 =




2€ OPIOUEVEG TTEPITITWOEIG OXEDIAONG EQPAPUOYWYV TTOU QATTOTEAOUVTAI ATTO YPAPIKA,
KPIVETQI ATTAPAITNTO VO EVOWHATWOOUUE MHia @opua oTo TTEPIBAAAOV pag. 'ETol £€Xoupe
TNV duvVATOTATA VA DIAXEIPIOTOUNE TA YPAPIKA YaAG HEOW AUTAG TNG POpHaG. ETriong ivai
évag KaAOG TPOTTOG va OlaXWwPIoOUUE TA YPAPIKA KOl TNV EUJPAVION) TOUG ATTO TIG
evépyeleg TTou Ba kdvoupue Tavw o€ auTtd apyoTepa. Etriong, n xprion Hiag @oépuag, oav
QuTéG TTOU BAETTOUPE OTA OTTAG TTpoypduuaTa, Bonbd& Tov XprioTn va £xel oTa XEPIA TOU
éva Mo “kaBapd” TrepIBAANOV gpyaciag Kal va eEXwPICEl Ta ATTOTEAEOUATA  TTOU

TTapdyovTal atré TIG OIAPOPES TTAPAUETPOTIOINCEIG TTOU KAVEI O€ EEXWPIOTO TTapaBupo.

2.€ TTOANEG EQAPUOYEG, YIVETAI QUTH N TEXVIKA TNG XPNONG Miag @opuag diaxeipiong yia Ta
YPa®IKA, OTTWG To 3DS Max Studio kai To Blender. H ouykekpipévn TITUxiakn yia 0Aoug

TOUG TTapaTTAvw Adyoug Ba ETTPETTE va TTANPOI AUTHV TNV ATTAITNON.

BéBaia utrdpxouv dUO PBacikoi TPOTTOI WOTE va OUVOEOOUME Ta ypaA@IK& Mag, TNV

dlaxeipion Toug dnAadr], e TRV POPHQ.

O évag TpOTTOC 0 OTToIoG Kal Ogv XPNOIMOTIOINBNKE O€ QUTAV TNV TITUXIOKN, €ival va
CEKIVAOOUNE PEOO aTTO dia @OPPA KAl VO EVOWMATWOOUME O auTAv éva TTapdBupo
ypaikwyv. AnAadr upe éva amAd PictureBox 1 otroiovdrmmote dAAo Container,
dnuioupyoupe éva avTtikeiyevo XNA Kal TO EVOWMPOTWVOUME Péoa OTnVv @OpUa HOG.
AuTOG 0 TpoTTOC BEPRaIa dev gival Kal 0 KATAAANAGTEPOG yiaTi Tov “kKUPI0” AGyO Tov €XEI TO
TTapdbupo TNG POPHAG Kal OxI Twv ypa@ikwyv. AnAadn yia TTapddeiyua n 6éon ToU
TTOVTIKIOU N OTToid Kol BEAOUUE va TN XPNOIMOTIOINOOUKE VIO TA YPAQPIKA pag Ba €xel
TINEG aTTd TO OTIYMIOTUTTO TNG @OPUAG Kal OXI atmd TO OTIYMIOTUTTO TNG MNXAVAG
YPO®IKWYV. KA&TI TETOI0 Ba dnuioupyouce peyaAa TTPoBARKATA KAl yIa va Ta EETTEPACOUNE
autd Ba émperre va ypdwoupe emmmAéov kKwdika. Emiong 10 mTpdypapud pog Ba
avayvwpIfoTav wg pia atrAr epappoy Win32 kail Ox1 wg epapuoyn YPa@IKwy TO OTT0io
Ba dnuioupyouoe TTepAITEPW TTPORAAUATA Kal Ba xpelaldTav TTEPAITEPW KWOIKAG YIa VO
AuBouv. EidIkad og cuoTApaTa OTTWG gival Ta Windows Vista kai Ta Windows 7 KpiveTail
atmmapaitnTo va EEPEl TO oUOTNUA €AV Wia eQapuoyr TTou TPEXEN Eival aTTAn epapuoyn i
EQAPUOYN YPOPIKWY, YIaTi Ta TTEPIBAAAOVTA QUTA XPNOILOTTOIOUV TNV KAPTA YPAPIKWY
yla va emmTeAécOUV dIAQopa ypa@IKA OTnV €TMIQAVEId €pyaoiag Toug. Edv ¢Epel 10
AEITOUpyIKO cUCTNUa OTI Hia EQApUOYr TTOU TPEXEI Eival EQAPPOYT YPAPIKWY, UTTOPEI va

QATTEVEPYOTTOINOEI T €PE€ QUTA 1 akOua Kal va KAvel BEATIWOEISC WOTE va OWOEl
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TTPOTEPAIOTATA VIO TO TTPOYPANMA YPAPIKWY OTN KAPTA YPaPIKWY TTapd OTa €QE TOU

TTEPIBAANOVTOG.

O deuTEPOG TPOTTOG, O OTTOIOG €ival KAl EUKOAOTEPOG KAl TTI0O OWOTOG, €ival VW £XOUNE
onuIoupyAoel dia epapuoyn ypa@ikwyv XNA, va dnAWCOUNE Kal va XPnNOIMOTTOINCOUE
avTikeipeva @opuag Win32 ta otroia kal 6a Ta opicoupe va diaxeipiCovial Ta YPaQIKA
MaG. AuTOg o TpOTTOoG BERAIA gival Aiyo TTI0 TTEPITTAOKOG aTTO TOV TTPWTO OIOTI B TTPETTEI N
MNXOVA YPA@IKWY Va “akoUEl” TIG aAAAYEG TTOU YivovTal OTa KOUUTTIA TNG @OpHOG, aAAd
Kal N @Opua Ba TTPETTEl va “eCavaykKAlel” Tnv unxavr yPog@IKWV yia KATTOIEG EVEPYEIEG,
otav auté kpivetal amrapaitnTo (force). Mape, Aoimmdv, va douue WS Ba YTTOPECOUNE vVa

Ta KAvoupue 6Aa auTd.

A@pou éxouue dnuioupyhoel pia kairvoupla epappoyr] XNA kal €xel dnuioupynBei o
BaoikdG KWOIKAG autopaTa, Ba TTaue aploTepd oTo TTapdBupo Solution Explorer kai Ba
TTatiooupe Oggi KAIK €TTAVW OTO Ovopa Tou Project kal €TTeira €TTIAEYOUPE DIODOXIKA
Add->Windows Form. Auti n evépyeia n otroia @aivetal Kal oTnv €lKOva TTapakdaTw Ba
TTpooBéoel pia @Opua oTnv e@apupoynl uag. EmmAEyoupe yia €ukoAia 1O Ovopa

“ControlForm” kai Trataue Add.

Soution xlorer — x| Convalromcs Desgn) < [

= | @ (2] ;
- Solution KNAFRM' (2 projects) | us = |[=]E=
a 57 XNAFRM
. [=d Prop ¥4 Build
= Refel Rebuild
ail Cont cl
=] Cont =an
] Gar| % Publish...
#] Gam Run Code Analysis
L&l Gam Package as XNA Creators Club Game
EProg | lste Code Met
P .—_—Ml KMAFRM dlculate Lode rcs
“3] Refer 'J Create Copy of Project for Xbox 360
Add k New Item... Ctrl+ Shift+A
Add Reference... Existing ftem... Shift+ Alt+A
Add Content Reference... Mew Folder

Add Service Reference... Windows Form...

69;; View Class Diagram User Control...
Set as StartUp Project

Debug *

"_j Soluti... ﬁ ,_3 Add Solution to Source Control...

Eikéva 39. Npocbrkn ¢épuag atnv eQapuoyn.

Component...

SEEE D EE

Class...

@a mmapaTtnpricoupe Tws ota References Ba TpoaTeBoUV KaTTOIES BIBAIOBAKES KOl QUTO

gival Aoyiko. Eivar o1 BIBAIOBAKES 01 OTTOIEG €ival ATTAPAITNTES YIQ VA XPNOIKJOTTOICOUNE
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QVTIKEINEVA QOPPAG OTNV €Qapuoyn pag. Agou, Aoimdv, €xel dnuioupynOei Eva kaivoupio
QVTIKEiNEVO @Opuag oTo Project pag, Tatdue SITTAG KAIK €TTAVW TOU YIA va AVOIEel TO
TTapdbupo diaxeipiong degId. e autd TO ONMEIO PTTOpoUPE va elodyoupe Buttons
TextBoxes Kai  GAa, OTTwg  KAVOUPE  HPE  TIG  TUTTIKEG  E€QAPUOYEG
WindowsFormsApplications. lNa va douue Twpa TNV TEXVIKN dlacuvdeons GOPPAg UE
YPOQPIKA TO YOVO TToU Ba KAVOUE €ival va TTPOCOECOUNE TTAVW OTN QOPHA £va KOUUTT
ME TO Ovopa “TestButton” kal pe Keipevo 0TI BEAouPE. AQOU TEAEIWOOUNE PE AUTO, TO

QATTOTEAEOHQ TTPETTEI VO PAIVETAI TTAPOMOIO YE TNV TTAPAKATW EIKOVA:

—— TestButton Systern.Windows.Ferms.But -
= =EsT :
- Bl
: (ApplicationSetti o
:(DataBindings’
(Mame) TestButton

AccessibleDescri
AccessibleMame
AccessibleRole  Default
AllowDrop False
Anchor Top, Left
AutoEllipsis False
AutoSize False
AutoSizeMode  GrowOnly
BackCelor |:| Control
Backgroundlmag[l (none)
BackgroundImat Tile

Canrcackialidatiae Troas

Eikéva 40. NpocBrkn KouuTriou Kal aAAayr] ovouaTog.

2€ auTd TO onueio Ba TpéTTel va katalaBaivoupe TTOTE TO KOUUTTI Ba gival TTATNUEVO Kal
TOTE OXI1. AUTO MTTOPEl va yivel e TTApa TTOAAOUG TPOTTOUG. Z€ QUTAV TNV TITUXIOKA
xpnoigotroinénkav didgopol TpoTrol. Edw Ba doupe évav ammAd. O@a TTpooBécoupe éva
avTikeipevo bool otnv kKAdon TG @Oppag 1O oTToio Kal Ba aAAdlel oUP@Wva HPE TIG
EVEPYEIEG TTOU KAVOUUE TTAVW OTO KouuTri. Otav 10 KoupTri Ba gival TTatnuévo authi n
METABANTA Ba yiveral aAnBAg Kal o€ AAAN TTEPITITWON WEUdNG. 21NV KAAon TG ¢OpuaAg,

Aoimév, ypd@ouue TOV TTAPAKATW KWOIKA:
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18 [Hnamespace XMAFRM

1

public partial class CentrolForm @ Form

{

;
[V U Iy
I

private bool isButtonPressed = false;

=] public ControlForm()

;
=l o s

1 {
18 InitializeComponent();

19 }

28

210 public beool isFormButtonPressed()

22 7

23 return isButtonPressed;

24 }

25

ply = private woid TestButton_MouseDown(object sender, MouseEventirgs e)
27 7

28 izButtonPressed = true;

29 }

38

310 private woid TestButton_MouseUp(chject sender, MouseEventirgs e)
32 7

33 isButtonPressed = false;

34 }

Kwdikag 23. KwdIkag yia evepyoTroinon cupBAavTog Tou KoupTriou TestButton.

21N ypapun 14, xpnoigotroloUpe uia UETABANT TTOU, OTTWG E€itTape, Ba aAAdGdel
oUP@WVA PE TO €AV TO KOUWTTI €ival TTaTnUEVO €iTe OXI. Tnv opifouue wg private €101
WOTE va PTTopoulv POVo Ta AVTIKENEVA TG @Opuag va Tnv BAéTouv. Me Tn BonBeia Tng
ouvaptTnong OPwe OoTn yPauPn 21, ymopouue va AapBdavouue TNV TIPA AuTh Kol JEow
TNG MNXAVNG YPAPIKWY, OTTWG Ba doUPE apyoTEPQA, YIa aUTO KAl N ouvapTnon opigeTal
w¢ public. ZTnv ypapuni 26 kai 31 dnAwvoupe dUoO events, OTav TTATAPE TO KAIK Kal
oTav a@rvouue TO KAIK avTioToixa Ta otroia Kal aAAGlouv Tnv TIPR NG METABANTAG
isButtonPressed oe¢ true kai false avriotoixa. AQou £xoupe TeEAEIWOEl OAEC TIC
ammapaitnTeg d1adIKATIEG TTOU APOPOUV TNV GOpPa Eival WPA va TTAPE OTNV PNxavi

YPAPIKWYV Kal va YPAWoUuEe Aiyo KWOIKA Kal EKEI.

Eg@ooov xpeialOuaoTe JOVO €va QVTIKEIMEVO QOPUAG TO OTTOI0 Kal Ba TPEXE! yia OAn TN
dldpkeld NG CWNG TOu TIPOYPAUMOTOG, Ba OnAwooupe €va  AVTIKEINEVO TUTTOU
ControlForm otnv ouvdptnon Initialize() ™G pNXavAg ypa@ikwyv kal Ba T1o

EMPAVIOOUUE, OTTWG QAIVETAI TTAPAKATW:
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14'[] public class Gamel : Microsoft.Xna.Framework.Gams

15 {

16 GraphicsDeviceManager graphics;

17 SpriteBatch spriteBatch;

13 ControlForm ctrlForm;

19

28 B public Gamel()

21 {

22 graphics = new GraphicsDeviceManager(this);
23 Content.RootDirectory = "Content™;
24 | }

25

26flE protected override woid Initialize()
27 {

28 ctrlForm = new ControlForm();

29 ctrlForm.Show();

38 base.Initialize();

31 | }

32

Kwdikag 24. Anuioupyia Kai EHQAvIoN VOGS AVTIKEINEVOU QOPUAG.

BAétToupe TTwg otnv ypaupn 18 dnAwvoupe éva avTikeipevo Tuttou ControlForm kai
otV YPauu 28 OeOpeUOUPE MVAMN yId QuTO. ZTNV €TTOMEVN yPAPun, TV 29 T1O
eMeaviCoupe. Eav Tpé€oupe Twpa autd TO TTPOYPAUPa Ba €XOUPE TO TTOPAKATW

atroTéAeoua:

[ ControlForm

Eikéva 41. H epapuoyn ypa@ikwy Pe opua.

Méxpl €dw OAa @aivovtal TTOAU KaAd. Opwg e€dv Tmathocoupe 10 Kouutri OK dgv Ba
OUpBEl aTTOAUTWG TiTTOTA BIOTI TO JOVO TTOU KAVEI TO KOUWUTTI auTO €ival va aAAGdel Tnv
TIUA piag peTaBANTAG. Mdpe va doupe AOITTOV TTWG PTTOPOUNE va “dlaBAacouue” Tnv TIPA
TNG METAPANTAG QUTAC KAl va KAVOUME TIC QATTAPQITNTEG EVEPYEIEG avAAoya ME TNV

KatdoTtaon Tou BpiokeTal TO KOUUTTI. TNV ouvapTtnon Draw() TNG unXavig ypagikwy,
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Aoitdv, Ba eAéyxouue KABe @opd €dv TO KouuTri eival oe katdotaon Down n Up.
AvdAoya pe Tnv Karaotaon auth Ba aAAAdel Kal TO KEIPMEVO TTOU gu@avideTal €A 0T
MNxavr ypa@ikwyv. To TTwW¢G MUTTOPOUPE VA E€UQAVIOOUNE Keinevo €xel KaAu@Oei o€

TTPONyoUnEVO KEQAAaIo Kal Ogv Ba yivel ava@opd eOw.

513 protected override void Draw(GameTime gameTime)
52 {

53 GraphicsDevice.Clear(Color.CornflowerBlue);
54

55 spriteBatch.Begin();

56

57 if (ctrlForm.isFormButtonPressed() )

58 I

59 spriteBatch.DrawString(sprfnt, "Pressed”, new Vector2(2ef, 2ef), Color.white);
& 1

61 else

&2 I

63 spriteBatch.DrawString{sprfnt, "Not Pressed”, new Vector2(2ef, 26f), Color.White);
(71 1

65

66 spriteBatch.End();

67

68 base.Draw(gameTime);

69 | 3

70 |}

71|}

Kwdikag 25. KwdIkag EAEYXOU KOUUTTIOU, HECW TNG MNXAVAS YPOAPIKWY.

Qaivetal kabapd OTO TTPONYOUUEVO KOUMATI KWOIKA TTWG EAEYXOUUE TV KATAOTACN TOU
KOUMTTIOU pE TnVv BorBeia Tng ouvapTnong oTn ypaupn 57 isFormButtonPressed() Tnv
oTroia Kal uAotroifoaue 1o Tpiv. Edv 1pé€oupe Twpa TO TTPOYPOUMUA QUTO KOl
TTATACOOUME TO KOuuTri Ba doupe OTI TO Keiyevo Ba aAAdgel oe Pressed, evw €av T0

aprioouue Ba aAAdel o Not Pressed OTTwg @aiveTal TTapakaTw:

# XNAFRM

Pressed

[ ControlForm

Eikéva 42. To TeAIKO TTpOYPAUMa EAEYXOU KOUUTTIOU ATTO T HNXAVH YPOPIKWY.
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Eidape AoItrdv TTwg pe TTOAU EUKOAO TPOTTO PUTTOPOUNE VO OUVOECOUUE Hia gOpPa PE TNV
pMNXavn ypa@ikwy Kal avaloya MPE TIG EVEPYEIEG TTOU KAVOUWE OTNV @Opua auth va
TTAipVOUPE T avaAoya aTToTEAEOUATA. 2TO XEPI Hag BERaia gival To TI Ba KAVEl AUTr n

@OpHa Kal To WG Ba gival. O1 MBavoTNTES €ival atrePIOPIOTEC!

A@oU Aoimov éxouv KaAu@Bei Ta BaciKG KOPMPATIO €10aywyhng OTNV KNXAVH YPAPIKWY
XNA kai oto Microsoft Visual Studio, oto emTopevo kepdAaio Ba yivel TTapouaiaon Twv
KAQOEWYV TTOU XPNOIYOTTOINONKAV yia va TTapaxBei To TEAIKO ATTOTEAECOUQ TO OTTOIO Kal

cival oxediaon Ttotriou 3D Kal N dlaxeipion Tou JEOW Piag @OPUAG.
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O kwdIKAg auTAG TNG TITUXIOKAG €pyaciag, €XEl QVTIKEIUEVOOTpaPr oxediaon Kai
TrepIAauBavel 13 KAAOEIG, KABE pia atrd TIC OTTOIEG AVTITIPOOWTTEUE! €ITE KATTOIO KOUUATI
TOU TOTTiOU, €iTE Pia AsIToupyia €1Ti auToU. 2€ auTO TO KEQAAAlo Ba yivel avagopd o€
QUTEG TIG KAGOEIG KAl TO TI TTEPIEXEI — TI OKOTTO €X€l — N KABE pia Kal oTa €TTOMEVA

Ke@AAaia Ba yivel avaAuon KaBe piag KAdong.

Mépa amd autég TIG 13 KAAOEIG, N TITUXIOKK EPYQOia TTEPIEXEI KAl TPEIG YPOPUEG ATTO TIG
OTTOIEG N Mia gival eAéyxou, N GAAN eu@AvIoNG TTANPOPOPIWYV KAl N TEAEUTAIA UAOTTOIE TOV
KEPOOpa avapovAg Tou  eu@avifetal otnv 08ovn. O1 13 KUpleg KAAOEIS Tou
TTPOYPAUMATOG  XPNOIMOTIOIOUV  ETTIONG KOl TOV  ETTECEPYQOTH TTEPIEXOMEVOU. Ta
QVTIKEIMEVA TA OTIOI0  XPNOIMOTTOIOUVTAl aTTO TIG KAACEIC — OO0€EG XPNOIMOTTOIoUV
QVTIKEIMEVA — €ival dlaxwpiohéva O QAKEAOUG yia TTI0  €UKOAN avayvwon Tou
TTpoypduuatog. lMapakdTw TTapoucialovial oXnUATIKE o1 KAGOEIC Madi pe  Tov
ETTECEPYQOTH) TTEPIEXOMEVOU, EVW OTNV Ouvéxela Ba doBei uia €€iynon yia 1o KABe €va

avTIKeiyevo atmod autd:

Camera 1 Sun SunCuad
-
1 1 4
1
FileHandler 1 1‘ Renderar ShyBox
1 z—
* 1
e el 1
1
InfoClass 1
1 Water
1
ControlForm 1
3 'y Map
1 1
: 1 S
1
Wait About SndPayer 1 1
QuadTree MathExtra

Eikéva 43. O1 KAGoE€IG TOU TTPOYPAUHATOG.

O1rwg @aivetal kal o1o diaypauua UML, n Kupiwg KAGon Tou TTPOYPAUMATOC, €ival n
kKAdon Renderer, n oTroia Kai gival UTTEUBUVN yIA TNV APXIKI dNUIOUPYIa TwV UTTOAOITTWV
QVTIKEIMEVWYV apXIKA Kal yia Tnv avavéwon (Update) kai guy@davion autwv (Draw)

apyoTepa.

87



Apxikd, Aoittév, n kKAdon Renderer xpnOIPOTIOIEI TO QVTIKEIMEVO TNG KAPEPAG e Ovoua
Camera. 2¢ autd TO OnNMEIO TIPETTEI va TTOUME OTI dia KAPEPA yia €va TTaIxvidl
TPIOdIACTATO €ival (WTIKNG onuaciag. Méoa og autrh TNV KAGON, OAa Ta QVTIKEIYEVA POG
OTTWG €ival To vepd, 0 oupavdg, Ta oUVVEPA Kal GAAa (wypa@ifovTal he Baon auThv TNV
Kauepa. Edw péoa trepiEXovTal €vvoleg TTEPIOTPOPAS KAPEPAG, TTEdI0 0paTOTNTAG KAl

AAAa. Ze eTopevo KepaAaio Ba avaAuBouv 6Aa Ta TTapatTavw.

‘Etreira n KAdon Tou AAIoU pe dvopa Sun xpnoigoTrolEiTal atrd Tnv Kupia KAAGon. Auth n
KAGon e€ivar utrelBuvn yia TNV €u@Avion Tou nAlou otnv TITuxiaki. H kAdon sun
Xpnoigotrolei ue tnv oeipd NG 4 kKAdoeic SunQuad n k&Be pia ammd TIC OTToiEC €ival
UTTEUBUVN VIO TNV EPPAVION VOGS KOPPATIOU aTrd Ta 4 TTou atrapTi(ouv Tov fAIo. AnAadn

TOoV A0 TOV id10 Kal TIG 3 avTavAKAACEIG TOU OTTWG QAIVETAI OTO TTOPAKATW OXNMA:

Eikéva 44. Ta 4 koppdTia Ta o1roia amapTtiouv Tov RAIO.
‘Ereima, uttdpxel hia KAGon tTou xpnolpoTrolgital atrd tnv Kupla ge dvoua SkyBox. Auth
N KA&Gon €ival utreBuvn yia TNV eu@Aavion Tou oupavou pEca OTO Traividl. Av Kal o
oupavog @aivetal TTOAU pealioTIKOG, dev gival TiTToTa AANO aTtd £€1 €IKOVEG, Ol OTTOIEG
@opTwvovTtal e Tnv Bordeia Tou Content Manager. O oupavog QaiveTal 0TNV TTAPAKATW

gIKOvVA:

Eikéva 45. O oupavog Tou TTaixvidiou.
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MapakdTw TTapoUcIAleTal €va ATTO T ONPAVTIKOTEPA KOMMPATIO TNG TITUXIOKAG, TO
KOMMATI TOU TOTTIOU fj TOU XAPTN, OTTWG TTOAU OuxXVvA QVva@EPETAl OTNV OPOAoyia Twv
TTaxvIOIwV. H gu@avion Kal n €megepyacia Tou XAPTN TNG TITUXIOKNG YIVETAlI PE TNV
kKAdon Map, n otroia xpnoigotrolei Tnv KAdon QuadTree, dI0TI £XEl KATAOKEUAOTEI UE
TETPAOIKO OEVIPO — KATI yIa TO OTTOi0 Ba PIAOOUME OTNV CUVEXEIQ — Kal TNV KAGON
MathExtra n otroia TrepIEXEl KATTOIEC HABNUATIKES TTPALEIC TTOU €ival XPAOIMES yia TV

emegepyaoia Tou TotTiou. ‘Evag Tuxaiog XApTng TNG TITUXIAKAG QAIVETAI TTAPOKATW:

Eikéva 46. 'Evag Tuxaiog XapTng atmmod Tnv TTTUXIAKK.

Quoikad og €vvoleg uwnAOTEPES, KaTA €va TPOTTO 0 XApTng “eCaptatal” amd Tov nAIo,
aAAG kal autoég Pe TN oglpd Tou atmd Tov XapTtn. O X&pTng TToU TTAPOUCIACTNKE OTNV
TTPONYOUMEVN €IKOVA, AV Kal €XEl MEOA TNV €vvola TOU UWOug eV UTTOPOUME va TO
KataAdBoupe, yiati ouxva 1a PATIa Pag Kavouv dlagopa “traiyvidla” Ye 1o @acua Twv
OKTIVOBOAIWYV. Z€& TTEPITITWON OUWG TTOU PWTIOCOUUE EUEIG TOV XAPTN, TOTE Ba apXiooUuE

va avTIAauBavopaoTe TnV TPITA diIdoTacon, OTTWGS QAiveETal OTNV TTAPAKATW EIKOVA:

Eikéva 47. O xdpTng QWTIOPEVOG.



MpoxwpwvTtag, AoImov, £xoupde TNV KAGCN N OTToia €ival XProIun yid TNV KATAOKEUN TOU
VEPOU OTOV XWPO Hag. Autr n KAGon €ival n kKAaon Water, n otroia €xel Tnv duvatoTnta
va “avTikatoTrTpiel”, va (wypaifel OAa 60a €XOUUE KATAOKEUAOEI OTOV XWPO MAG,
ETAvw o€ OUO TPiywva, KATI TO OTTOI0 Ba AvA@EPOUNE ApPYOTEPA TTWG PTTOPOUNE VA TO

EMTUXOUNE. 'Eva Tuxaio oTIyMIOTUTTO TOU VEPOU QaiveTal TTAPAKATW:

Eikéva 48. To vepd Tn TITUXIOKAG.

MAéov kal Pe TNV ava@opd oTa Bacikd cucTaTIKG Ta oTToia aTtrapTiouv TO TTaIxVidl,
EXOUE TEAEIWOEI PE TIG KUPIEG KAAOEIG TOU TTPOYPAUMPATOS. 2TNV CUVEXEIQ €XOUME TNV
kKAGon FileHandler n otroia ptropei va ammoBnkevuel Tnv KATAOTAON TOU TOTTIOU TTOU
BpiokeTal ekeivn TN OTIYUA, dAAG Kal va TNV avakTd. ETTiong, XpnoIYOTIOIEITAI Jia TEXVIKN
ATTOTPOTIAG aAAAYNG apxEiou, KATI TO OTTOI0 Ba TO ava@EPouuE OTnV cuvéxela. ‘ETeima n
kAdon InfoClass, €xel Tnv duvatdTtnTa va ep@aviel TTANPoPopieg oTnv 086vn PJag Pe TNV
XPNon piag atrAng Bouptoag, OTTWG EiXaUE avapEépel € TTPONYOUHEVO Ke@aAalo. TEAOG,
€XOUME TNV KAAon eAéyxou Tou TPIOBIAOTATOU TOTTIOU Mag. AuTr n KAGON eA€éyxel Ta
TAvTa héoa oTtnv TITuxiaky. MTTopoUue PE AuTAV VO KOTAOKEUACOUWE Kalvoupia TOTTiq,
va aT1ToOnNKEUOCOUNE, VO AVAKTACOUUE, va ETTECEPYOOTOUME TO TOTTIO, TO VEPO Kal AAAQ.
AuTA n KAGon ival n kKAdon ControlForm Ttnv otroia Kal xpnolWOTToIEl N KUpIa KAAoN, N
Renderer, (O0TTwg €iTTOUE KAl O TTPONYOUUEVO KEPAAQIO XPNOIMOTTOINONKE N ATTAOIKN
EVOWMATWON @6ppag péoa oe ypa@ikd). H kAdaon ControlForm pe tnv ogipd Tng
xpnoigotrolei Tpeig kKAdoelig. Mia atrd autég eivar n Wait n otroia pag eugavilel €vav
KEpoopa avapovAg otnv 08ovn. Mia dAAn cival n About kAdon, n otoia epgavicel pia
POpHa OTTOU TTEPIEXOVTAI TTANPOYPOPIES YIa TNV epyacia autrh. TEAog n kKAdon SndPlayer
gival n KAdon n otroia €ival IKavr va TTaigEl apyeia AXoU Kal XPNOILOTIOIEITAlI KAl AUTh)
atro TNV KAGon ControlForm — gAéyyou.
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MeTd ammd pia ouvioun ava@opd oTIC KAAOEIG TTou XpnolyoTtroinenkav, Ba pétel va
TTOUNE TTWG TTPOYPOUMATIOTIKA QaivovTal APKETA KAAEG. Oa TTPETTEI OUWG VA KOITANE KAl
TTAVTA TO ATTOTEAEOUA, ONAADK YE GAAa ASyIa €TTEION TO ATTOTEAEOUQ TTPETTEI va Eival Eva
TOTTiO pE vePO, oupavd Kal GAAa avTikeipeva, dev @TAvEl PUOVO N KATAOKEUR Twv
KAGoewv, aAAd Kal n Xprion TOUuG Kal, ONUAVTIKOTEPA, N EUPAVIO TOUG PE TNV OWOTH
ocipd. MNa mapddeiyya o€ TEPITITWON TTOU 0 oupavoeg (wypaifoTav PeTd Tov HAIo, Ba
gixape AoyikG o@daAua d10TI 0 TTPWTOG Ba €KpuBe TOoVv OEUTEPO, KATI TO OTToI0 Ba NTaV
avemouunTo. ETiong Ba émpette va yvwpifoupe KABE @opd eAv UTTAPXEI TOTTIO WOTE VA
MNV Cwypagifovtal oKIEG attd Tov AAIO Xwpig Adyo. ‘Eva Tétolo ammotéAeopa Ba ATav 10O

AiyoTEPO QOTEiO.

2e emmopeva Ke@dAAaia, Ba yivel TTAAPNG avag@opd OTIG ETINEPOUG KAAOEIS TTOU

XPNOoIJoTTOoINBNKav.
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H kA&on TAnpo@opiwv - InfoClass -, €ival pia xpAoiun KAAon n oTroia wg oKoTTd €XEl
TNV e@Avion PonBeiag otov XpnoTn. Etiong, emreAei kai GAAEG AsiToupyieg OTTWG auTh
TNG EMPAVIONG OKNVWYV ava deuTePOAETITO. AUTH N PETPNON TWV OKNVWV €ival yVwoTA
w¢ FPS Coutner. TéAoG pag ep@aviel TTANPOQOPIES yIa TOV TPEXOVTA XPAHOTN O OTT0I0G

TPEXEI TO TTPOYPANUA, VIO TO AEITOUPYIKO GUCTNUA, TNV WPa Kal AAAQ.

Apxikd, Ba aoxoAnBouupe pe TNV Ponbeia TTou gp@avifetar otov XpAotn. 'Eva

OTIYMIOTUTTO TNG BONBEIag aTTd TNV TITUXIAKA QAiVETAI OTAV TTAPAKATW EIKOVA:

Eikéva 49. Epgdvion BoRbeiag.

AuTA n Aeitoupyia dev xpnoidoTrolei Tirota GAAo TTapd €va @ovro atmd Tov Content
Manager, kai pia Bouptoa, 6TTwG €idaue o€ TTponyoupevo Ke@aAaio. MNatwvtag, AoITTov,
KATTOIO KOUUTTI ETTAVW OTNV QOpUa, KaAouue Tnv cuvapTtnon drawHelp() Tng otroiag n
AeiToupyia gival va Eekiva TNV Cwypa@ikr) duodidoTaTwy ypadikwy (spriteBatch.Begin()),
va Cwypa@iCel, kal va kKavel €€0do amd Tnv Cwypa@ik ducdidoTaTwy YPAPIKWY

(spriteBatch.End()). To kouuTri TNG @OPPOG Eival TO TTAPAKATW:

e Cither
System Microsoft Windows NT 6.1.7601 Senvice Pack 1
User MagiciaM
Dste 590011 ===
Time :53:43

Total Run Time 0:5:250

Display Help About Application... |

Eikéva 50. To koupTri TTou onuartodoTei TNV egpavion BoRBeiag oTov XpRoTn.

21NV ouvéxela Ba avagépouue TTWG douAeuel évag Fps Counter. H pétpnon Twv oknvwy
ApXIKA va TTOUME TTWG €ival TTOAU ONUAVTIKI) O QPKETEG TTEPITITWOEIS OIOTI UTTOPOUUE

EMEIGC oav XPAOTEG va DIATTIOTWOOUUE €AV TO TTAIXVidI aG TPEXEI “OMAAG”, KOITWVTAG TIG
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OKNVEG ava OEUTEPOAETTTO. Z€ TTEPITITWON TTOU TTEQPTOUV Ol OKNVEG onUaivel 0TI KATI deV
TTAEl KaAQ €iTe pge TO Aoylouikd Tou cuoTAuaTog (Drivers KApTag ypagIikwy), €Te YE TO
UANIKO (TToAaid kapTa ypagikwy). ETtriong, ol peiwpéveg oknvEG PTTOPET va gival aimia
TTOANMWV GAAwvV TTpayudtwy. MNAavTwg TTapapEVEl TO ONUAVTIKOTEPO PETPO OUYKpIong. Ol
ETAIPIEG EAEYXOU UAIKOU TEAOG, XPNOIUOTTOIOUV TIG OKNVEG TTOU eu@avicel éva traixvidl
TTAvw O€ OIOPOPETIKEC KAPTEG YPOAPIKWY £TOI WOTE VA TIG OUYKpPivel PETagu Toug. Ol
OKNVEG ava OEUTEPOAETTTO yIa Ta TTaIXVidIA, €ival KAEIDwMEVES OTIG 60. YTTApyouv TpOTTOI
BéBaia va TIG EekAEIdwoouPE, ald KATI TETOI0 Ba €Kave TO TTAIXViOl HAG VO PNV TPEXE!

OMaAd (Ba £Tpexe TTOAU ypriyopa).

H Aoyikn) yia va douAéwel £vag TETOI0G NETPNTAG €ival aTTAr: ToTroBeToUpE €vav PETPNTH
O OTI0i0G METPAEl TTOOEG QPOPEG KOAEiTal n ouvdaptnon draw(), n otoia (wypaiel
avTikeiyeva oto Tomio. Emiong otnv  ouvdptnon avavéwong update(), Ba
TOTTOBETACOUNE Kal Evav PETPNTH XIAIOOTWYV TOU BEUTEPOAETTTOU O OTTOIOG MOAIS QTACE!
oto 1000 (dnAadr éva deuTePOAETTTO), Ba ONUATODOTEI TNV EUPAVION TOU ABPOoIoPATOG
TOU PETPNTI OKNVWYV. ZTNV CUVEXEIQ O PETPNTAG pNdevieTal. Mapakdtw gugaviovTal o€

KWOIKa OAa 6ca avapépinkav:

54 [£ public wvoid addFrame()

55 {

56 fps++;

57 }

28 [ public veoid update(GameTime gameTime)
3@ {

31 totalRunTime += (fleoat)gameTime.ElapsedGameTime.Milliseconds;

33 if (totalRunTime >= lee8.8T)

34 {

35 Renderer.controlForm. InfoGFPS.Text = fps.ToString();
36 totalRunTime = @;

37 fps = 8;

38 }

Kwdikag 26. O aBpoIoTAG OKNVWV.

OmoTte, otnv ouvdptnon draw() 6a kaAouue eueic Tnv ouvdptnon addFrame() otnv
ypauun 54, €meira otnv ypappés 31 abpoioupe Tov XPOVO KAl OTNV €TTOUEVN YPAUUN,
TNV 33 eAEYXOUME €AV EXOUME CETTEPAOEI TO DEUTEPOAETTTO KAl KAVOUUE TIG ATTAPAITNTEG

EVEPYEIEG VIO TNG EPPAVIONG AUTAG TNG TTANPOPOPIAS OTNV QOPUA.
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2TNV €TTOMEVN €IKOVA @aiveTal éva OTIYMIOTUTTO atrd Tov PETPNTA autd TTadvw oTnv

TITUXIOKI:
w
%, Control Form [
Camera Shybioe Sun Water Map Textures Settings | Info Debug/Save

Ifh Graphics Device Model

Device Model AMD Radeon HD 6400M Series
Sub-System D H9248677

Wendaor 1D 4053
Device 1D 26464
Revision 0

FPS &0

Eikéva 51. O petpntAg oknvwy avd SeuTEPOAETTTO.

Akopa, pia TeAeuTaia Asitoupyia Tnv oTToia €TTITEAE AUTH N KAGON €ival, OTTWG €ITTAUE, N

EMPAVIOT AKOUA TTEPICOOTEPWV TTANPOPOPIWV. AUTEG ouvVOoWiCovTal TTAPAKATW:

-Epgavion mAnpogopiwv TTouU agopoulv Tnv KAPTA Ypa@ikwy, OTTwg £kdoon,

KATAOKEUAOTH, MOVTEAO Kal GAAQ.

-Epgavion mAnpo@opiwv TNG KAPEPASG, O€ TI KATAoTOON Eival (OTAoIun A

KIvOoUUEVN), TO onuEio TTou BpiokeTal, TO UYPOGS Kal TO ETTAVW PEPOG TNG.

-Epgpavion mAnpogopiwv TTou agopouv To ouoTnua, OTTwG Eival o XproTng o
OTT0IOG TPEXEI TO TTPOYPAUMA TNV BEBOUEVN XPOVIKN OTIYUA, 0 XPOVOG TTOU TTEPACE

atoé TNV évapén Tou TTPOYPAUMATOG, N TRPEXOUCA WPA KAl N NUEPOMNVia.

‘Eva Tapadelypa ePeaviong TTAnpo@opIwy ETTAVW OTNV QOPHA QAiVETAI TTAPOAKATW:
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"\ Control Form
Camera Skyboe | Sun Water Map Teatures Settings Irfa Debug/Save

Iri- Graphics Device Model

Device Model AMD Radeon HD 6400M Series
Sub-System IO h9248677

Vendor D 4058

Device D 26464

Rewvision 0

FPS 49
=4 Camera

State Fixed

Aspect Ratio 1600:875

X Y z
Position -3 800 -5
View -8,335537 799,658 -4 335537
Up 02418447 0.93965926 02413447
9 (Other
System Microsoft Windows NT 6.1.7601 Service Pack 1
User
Date 31912011 _Play | Stop |
Time 16:23:45

Total Run Time 0:5:200

Display Help | About Application...

Eikéva 52. Ep@dvion TTAnpogopiwy aTnv ¢Opua.

H eupdvion TAnpo@opiwy yivetalr pe €ToleEG ouvapTtrioelg Tou Microsoft XNA. Mo
OUYKEKPIMEVA O1 TTANPOPOPIEG TNG KAPTAG YPAPIKWY AVTAOUVTAl HECW TOU AVTIKEIUEVOU
GraphicsDeviceManager, TTou €ival 0 X€IPIOTAG TNG KAPTAG YpaPIKwV. O1 TTANPOPOPIES
QUTEG ouvowidovTal OTOV TTAPAKATW Trivaka (n ouvdptnon ToString() YETATPETTEI TNV

TTANPOYOpPIa o€ KEIPEVO):
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Luvaptroeig XNA AEITOYPTIA

Renderer.graphics.GraphicsDevice. Adapter.Description.ToString ); MNeprypagn mpooappioyéa
Renderer.graphics GraphicsDevice Adapter.Deviceld ToString(); AvayvwploTikd Tipocappioyea
Renderer.graphics.GraphicsDevice Adapter.Revision.ToString(); ExSoon mpooapyioyéa

Renderer.graphics.GraphicsDevice Adapter.SubSystemid.ToString(); Avayvwpiotiké CHIP mpooappioyea

Renderer.graphics.GraphicsDevice Adapter.Vendorld.ToString(); AVayvpIOTIKG KOTAOKEVAOTT MPocappoyEa

Kwdikag 27. O1 cuvapTHoEIg yia GVTANON TTANPOQOPIWY aTTd TNV KAPTA YPAPIKWY.

2TNV OUVEXEID YIa va TTAPOUME TNV £€KOOON TOU AEITOUPYIKOU CUCTANOTOG OTO OTIOIO

TPEXEI N EQAPUOYK], KAAOUUE TNV €€1RG ouvapTNON:
System.Environment.OSVersion.ToString();

Kwdikag 28. Kwdikag Ayng ékdoong AsiToupyikol OUCTAUATOG.

Me 1nv idla Aoyikr) UTTOPOUUE va OECPEUCOUPE TO OVOUA TOU XPrOTn O OTI0iog
XPNOIYOTIOIET TNV EQAPUOYA:

System.Windows.Forms.Systeminformation.UserName;

Kwdikag 29. O TpéExwy XprRoTng TG EQapUOoyng.

TENOG, yia TNV TIEPITITWON TNG WPOG Ba XPNOIYOTTOIOOUUE TO £TOINO QAVTIKEIMEVO
DateTime mng C#:

DateTime.Now.Day + "/" + DateTime.Now.Month + /" + DateTime.Now.Year,

Kwdikag 30. H nuepounvia Tou cuoTAPATOG SIAXWPICKEVN UE TOV XapakThpa “/”.
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H avatmrapaywyr apxeiwv fxou, €ivar mTAéov amd Ta ONUAVTIKOTEPO KOPMATIO TWV
TTaIXVIBIWV Onuepa. Agv gival €TTiong Tuxaio To yeyovog 0TI, Ta TTalxVidla ouvrBwg TTou
KUKAOQOPOUV OTnVv ayopd, ouvodeuovtal Pe éva CD To OTToio TTEPIEXEI TOUG AXOUG —
soundtracks — Kal JEPIKEG QOPEG AKOUA KAl T NXNTIKA @€ Tou TTauXvIdlou. [evikdTepa
Ba pTTopoucape va TTOUME OTI SATTAVWVTAI OPKETOI TTOPOI KAl XPHMATA YIO TNV UOUTIKN
emévduaon evog TTaixvidIoUu, KaBwg ol fXol Kal n Jouaoikn Tpoodidouv d1adpacTIKOTATA

Kal wvTavia oTa TTaixvidid.

H avatrapaywyn apxeiwv AxXouU, €T HOUTIKN €iTE NXNTIKA €QE, OTNV UNXAVH YPOPIKWY
XNA egival oAU attAf. AuTr] TNV OOUA&IG AoITTOV O€ AuTA TNV €Pyaoia TNV €TTITEAE N
kKAdon SndPlayer. ZuvA\Bwg n Aoyikr] yia va Trai¢oupe £va apxeio nxou eivai n idla o€
OPKETEG TTEPITITWOEIG: AiVOUME TNV TOTTOBECIA TOU apXEioU XOU, ETTEITA TO QPOPTWVOUUE
oTNV PVAMN Kal TEAOG TO avaTTAPAYOUE, EITE TO OTANOTAE, EITE TO “TPEXOUNE” UTTPOG KAl

Tiow.

H kAdon SndPlayer £xel KaTaOKEUAOTEI £€T01 WOTE OTAV ONPIOUPYEITAI VO QOPTWVEI TO
NXNTIKO KOUUATI TNV pviun. ‘ETol Aoyikd TTpETTEl va TTEPIEXEI EVTOAEG POPTWHATOS OTOV

constructor Tng KAAoONG OTTWG QAIVETAI OTOV TTAPAKATW KWOIKA:

12 public ScundPlayer soundPlayer = new ScundPlayer();

14 = public SndPlayer()

15 I

16 soundPlayer.SoundLocation = Directory.GetCurrentDirectory() + "\\RedCarpet.wav";
17 soundPlayer.Load();

Kwdikag 31. KwdIKag opTWHATOG apXEIOU XOU OTN KVAHN.
21NV ypauun 16 opifoupe Tnv d1adPOWr TOU apXEiou fXou, akoAouBwg oTtn ypauun 17

QPOPTWVOUNE TO KOPUATI otnv pvAun. MNa va avamapdyouhe Tov AXO TTOU WOAIG

POPTWOAUE OEV £XOUME TTAPA va KAAECOUNE TNV ETTOMEVN OUVAPTNON:

L]

= public void play()

21 {

22 soundPlayer.PlayLooping();
23 }

25 = public woid stop()

26 {

27 soundPlayer.Stop();

H

Kwdikag 32. Avatrapaywyn apxeiou Axou.
103



KaAwvTag Tnv ouvapTnon oTn yPauun 22, opifoupe 0TI Ba {eKIVAOEI N avatmapaywyn Kai
OTI PMOAIG TO Tpayoudl Ba @T1doel o010 TEAOG Ba Cekivioel kKal TTAAI a1rd TNV apxn
(PlayLooping). ZTnv ypauun 27 o KWOIKAG €XEl TNV IKAVOTNTA VO OTOPATAEl TNV

aAvaTTapaywyr] Tou TPEXOVTOG NXOU.
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Mpiv apxiooupe va avaAUOUPE TOV KWOIKA O OTTOI0G Jag BonBd va KataokeudooUupE TV
Kauepa Ba oulntriooupe Aiyo Tnv agia kal Tov pOAo piag KAPEPAS oTa TPIOOIGOTATA

TTaIXVIdIA ] YEVIKOTEPA OTIG EQAPHPOYES TPIODIACTATOU XWPEOU.

O1Twg €xoupe avagépel Kal o€ TTPONYOUUEVO KEQPAAAIO, N KAUEPA YIa Wia TpIodidoTaTn
epapuoyn gival CWTIKNG onuaoiag. H Kauepa avTITTpoowTTEUEl TO “UATI” TOU XPAOTN TNV
OPICUEVN XPOVIKN OTIYUR ONAAdr JE TToIa OTITIKI YWVid KOITAPE OTO ETTITTEDO KAl ATTO
Tola 6éon. H pnxavr ypoa@ikwv XNA aTtrelkovidel Ta QvTIKEIJEVA Jag OTTWG auTd
@aivovtal amd Tnv KAPEPA. & Kapia TTePITITwon Oev PTTOPOUPE va (wypaioouuE
TPIOBIACTATO QVTIKEIUEVO XWwpPic avagopd oTnv kauepa. OAa yivovTtal ye Bacn auth.
O1oT1E TTPIV aKOPA CWYPAPIcOUUE OTIOATTOTE TTPETTEI VO OPICOUME TNV B€0N TNG KAPEPAG
KAl TTWG QUTA KOITAZEI OTOV XWPO. TNV KAPEPO OE AUTAV TNV €PYOOCia TNV UAOTTOIEI N

kKAaon Camera.

E1dIkOTEPQ, yIa va KATOOKEUAOOUUE Mia KAUEPQ, TTPETTEI VO OPICOUME Tpia TTpAyuaTA:
Tnv Béon TnG, TTOU KOITAEI Kal TO £TTITTEDO TTPOPROANRG. Na va To KAvoupe auTtd Ba TTPETTE
va opiooupe dUo Trivakeg. Tov Trivaka TTPoBoAAg Kal Tov TTivaka dmmoyng (Projection
kal View Matrix). Autd OAa xpeidlovrtal €101 WOoTe N unxavh ypagikwyv XNA va utropei
VO JETATPEWEI TA TPIOBIACTATA QVTIKEIYEVA PaG 0€ OUODIACTATA WOTE EPEIG VO UTTOPOUME

va Ta BAéTToupe otnv ducdidoTarn 08dvn pag.

ApxIkd, yia va opicoupe Tov View Matrix Ba TTpétrel va KAAECOUNE Pia ouvdpTnaon Tou
XNA. KaAwvTtag auth Tn ouvdaptnon Ba €xoupe TAEov TNV B€0N TG KAPEPAG Pag Kal TNV
KaTeuBuvon oTnVv OTToia KOITAEL. 2TnV ouvéxela, Ba TTPETTEl va opicoupe Tov Projection
Matrix o otroiog €ival n TTPOPOA TNG KAPEPAS Kal TO TTWG KOITAEl Tov Xwpo. Ol

OUVOPTAOEIG QUTEG TTAPOUCIAloVTal TTAPAKATW:

view = Matrix.CreatelookAt(position, target, upVector);
74 projection = Matrix.CreatePerspectiveField0fView(fov, aspectRatio, NearPlane, FarPlane);

Kwdikag 33. Opiovtag Tnv KAPEPQA.

2TNV ypapun 73 KaTaokeuddoupe Tov TTivaka Owng PE TNV BonBeia Tng ouvaptnong
CreateLookAt. g autrjv Tnv ouvdapTtnon OTTwg QaiveTal TTPETTEI va OpicoUPE TNV B€on
(position x,y,z), Tnv KaTevBuvon (target x,y,z) Kal T0 €mavw didvuopa, dnAadn TToU
Bpioketal n kopun TG (upVector x,y,z). Ti Ba éxouue TTEPITTOU POAIG TEAEIWOOUNE HE
TOV TTPWTO TTIVOKA TTAPOUCIACETAI OTNV ETTOUEVN EIKOVA:
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Eikéva 53. O mivakag 6yng TG KaPePaG.

‘Etreita, otnv €mouevn ypauun, otnv 74, Ba TTpETTEl va opiocoupde TNV TTPOROAR TNG
Kapepag. Me aAAa Adyia o€ autd TO ONMPEIO KATAOKEUACOUWE TOV PAKO TNG, TO “WaTI” TnG.

Edw Ba opicoupe o600 TTEdI0 Ba KOITAEI, TTOOO PAKPIA KAl KOVTA.

lMNa autdé 10 okotrd Xpelalduaote 10 fov (field of view oe poipeg), To aspect ratio, 10
OTTOIO TTPOKUTITEI ATTO TO TTAATOG Kal To UWoGS TNG 086vng Kai To Near kai Far plain, 61rou
€KEi opifoupe Pe apIBUOUG, TTOOO KOVTA Kal TTO00 pakpid Ba koitdel n kapepa. Ooov
a@opd TNV KOVTIVA atrooTacn, €Av auTr opioTei o€ PIKPO voupepo TOTE Ba €xouue ThV
OuvaTtoTNTa VA TINYaivOuue TTOAU KOVTA OTO QVTIKEIMEVA Kal va pnv Xavovtal. Edv autd
TO VOUPEPO OpIoTEI PEYGAO TOTE Ta avTiKeEipeva 600 Ta TAnoialouue Ba xavovtal
ypnyopotepa. Mpétel va TpooEEouPE autd TO VOUUEPO va unv gival Oekadiko, dIOTI o€
MEPIKEG TTEPITITWOEIG Ba €XxoUpE TTPORANUA PE TNV TTPOROAA Twv avTIKEINEVWY, BI16TI Ba
XAveTal n akpifeia. ZTnv ouvéxela, kal 6oov agopd Tnv POKPIvA atTdoTacn, €av TNV
opiocoupe o€ UIKPO VOUPEPO Ba TTPETTEI VA TTRYAIVOUUE TTOAU KOVTA OTA QVTIKEIMEVA POG
€101 WOTE QUTA va €ival opatd. Z€ AvTiOETN TTEPITITWON TA AVTIKEIiYEVA dev Ba xavovral

€UKOAQ OO0 ATTOUOKPUVOPAOTE TTapd Yévo o€ ueyAaAn amdéoTaon.

Autda Ta dU0 vouuepa gival onuavTika O10TI Ba TTPETTEl va BAETTOUME TA QVTIKEIUEVA OGO
KOVTA 1 600 PakpId xpeiddetal, pealioTikd. MNa Tapddelyud, £va AvTIKEIMEVO TO OTTOI0
ATav opatd o€ TEPACTIO aTTOoTach Ba ATav avetmOuunTto d10TI Ba BEAQUE va EOTIAOOUE
TNV TTPOCOXI TOU XPrioTn aAAoU TTapd OTO ATTOUOKPUOHEVO avTiKEiuevo. Mia atroywn yia

TO TTivaKa TTPOBOANG TNG KAPEPAS TTAPOUCIACETAI OTNV ETTOPEVN EIKOVA:
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Ommikd nedio Far Plane

Eikéva 54. O trivakag TTpoBoAng TG KAUEPAG.

AQou TeAeiwooupe AOITTOV JE TNV APXIKOTTOINON TNG KAUEPAG, TTPETTEI OTNV CUVEXEID VA
TNV QVAVEWVOUUE avAaAoya MPE TNV Kivnon Tou TTOVTIKIOU. H OUYKEKPIYEVN KAPEPA TNG
TITUXIOKNG €ival pia kKauepa TuTTou Quake, TpwTtou TTpocwTrou. H péBodog pe Tnv otroia
N KAPePa ETTITUYXAVEI TNV TTEPIOTPOPN TNG ME TO TTOVTIKI Kal TV Kivnonf TNG ME Ta

TTAKTPA TOU TTANKTPOAOYIOU TTEPIYPAPETAI TTOPAKATW.

H ouvdapTtnon n otroia emiteAei Tnv Kivnon oto traiyvidl, givail n Pollinput Tng KAGong Tng
KAuePas. Auth n ouvdptnon Ba TTPETTEN va TTAPElI WG OPICPA TOV XPOVO TTOU TPEXEI TO
TTaIXVidI, €701 WOTE N Kivnon va €ival OhOAr. XTNV OUVEXEIA YIiVETAI EAEYXOG €AV Eival
TTATNPEVO KATTOIO TTAAKTPO OTO TTANKTPOAGYIO, £T01 WOTE va TTPOCOECOUNE TNV dlapopd
atrd Tnv Tponyouuevn B€on oTnv KAPepa. KAt TTapouoIo yiveTal Kal e TO TTOVTiKI. Edv n

Béon Tou TTOVTIKIOU gival dIaQOPETIKA aTTd auTr TTou ATav TEAEuTaia, TOTE yiveTal Kivnon.

BéBaia oe kdBe avavéwon TNG KAPEPAS Ba TTPETTEI va avaveEWVOUUE TV B€on Tng, TV

OTITIKA TNG ywvia, TO TTAvw PEPOG TNG Kal AAAQL.

O kwdIKag TTou UAOTTOIEI OAQ TA TTPOAVAPEPBEVTA TTAPOUCIACETAI TTOPAKATW:
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112 E private woid PollInput(fleat amountOfMovement)

113 {

114 keys = Keyboard.GetState();

115 currentMouseState = Mouse.GetState();

116

117 if (state != State.Fixed)

118 {

119 Vector3 moveVector = new Vector3();

128

121 if (state == State.FirstPerson)

122 iy

123 if (keys.IsKeyDown(Keys.D})

124 7

125 moveVector.X -= amountOfMovement;
126 }

127 if (keys.IsKeyDown(Keys.A)})

128 7

129 movevector.X += amountOfMovement;
130 }

131 if (keys.IsKeyDown({Keys.5})

132 7

133 moveVector.Z -= amountOfMovement;
134 }

135 if (keys.IsKeyDown({Keys.W})

136 7

137 movelVector.Z += amountOfMovement;
138 }

139 if ([ keys.IskKeyDown{Keys.Z})

148 7

141 moveVector.Y -= amountOfMovement;
142 }

143 if [ keys.IsKeyDown({Keys.X})

144 {

145 movelvector.Y += amountOfMovement;
146 }

147 }

Kwdikag 34. H kivnon Tng KAuepag pe tnv porbeia Tou TTANKTPoAoyiou.

Apxikd, otnv ypauun 114 AapBdvoupe Tnv KATAOTOON Twv TIANKTPWY TOU
TTANKTPOAOYyiou, €101 WOTE APYOTEPO va OIATTIOTWOOUME TTOIO KOUMTTIA €XOuV TTaTnOci
ApPXIKA Kal TTOIEG EVEPYEIEG Ba KAVOUMPE apyoTepa. ZTn ypauun 119, otnv peTaBAnTA
moveVector Ba 1TpocBEooupe OAEG TIG KIVAOEIG Ol OTTOIEG £yIvav AVTIANTITEG ATTO TO
TTANKTPOAGYI0. ApydTepa auTdv Tov vector Ba Tov TTpooBEécouphe OoTnV TpExouoa Béon

TNG KAPEPOAG £TAI WOTE AUTH VA UETAKIVNOEI.

MapakdTw TTAPOUCIACETAI TTWG ETTITUYXAVETAI N TTEPICTPOYPN TNG KANEPOAG:
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153 if (!Renderer.controlForm.Cameralnvert.Checked)

154 {

155 if (currentMouseState.X != previocusMouseState.X)

156 rotation.¥ -= amountOfMovement / B8@.8f * (currentMouseState.X - previousMouseState.X);
157 if (currentMouseState.¥Y != previousMouseState.Y)

158 rotation.X += amountOfMovement / B8@.8f * (currentMouseState.Y - previousMouseState.Y);
159 }

168 else

161 {

162 if (currentMouseState.X != previcusMouseState.X)

163 rotation.¥ -= amountOfMovement / 88@.ef * (currentMouseState.X - previousMouseState.X);
164 if (currentMouseState.Y != previcusMouseState.Y)

165 rotation.X -= amountOfMovement / 88@.ef * (currentMouseState.Y - previousMouseState.Y);
166 }

167

168 Mouse.SetPosition(screenCenter.X, screenCenter.Y);

Kwdikag 35. YAotroinon mepIoTpoPAg TNG KAPEPAS PE TO TTOVTIKI.

Apxikéa otnv ypaupn 153 eAéyxoupe €dv n emAoyn “inverted camera” gival mmIAeypévn,
€101 WOTE N KAPEPA va KIVEITAI OTTWG KIVOUVTAl Ol KAWEPEG OTNV TTPOCOUOIWON
agpotmmAdvwy, OnAadrh avarmoda. ‘Emeira, pe tnv Borbeia evdg vector OoTOV OTT0IO
TTPOCBETOUNE KABE popd TIC BIaPOPEC TNG BEGNG TOU TTOVTIKIOU, £XOUME TNV “TToodtnTa’
NG TTEPIOTPOPNG. AuTtdv TOV vector Ba Tov XPNOIUOTTOIOOUHE apyoTEPA yia Vo
“‘@midEoupe TTEPIOTPO®N” Mia ouvaptnon n otroia ulotrolgital 0To XNA Kal TTapéXETal
£TOIUN KaI TNV OTToia Ba TNV TTAPOUCIACOUNE apYOTEPQ. ZTNV ETTOMEVN EIKOVA QPAiVETAI TO
KOUMTTI “avatrodoyupiopartog” TNG KAPEPAG:

Camera | Skybox | Sun Water Map Teatures g

Eikéva 55. KoupuTtri avatrodoyupiopatog TG KAUEPAG.

2TNV OUVEXEID TTOPOUCIAZeTal Hia TTOAU ONUAVTIKI) ouvapTnon n oTroia  €TMITEAEI
emavagopd NG KAauepag. H ouvaptnon ResetCamera emava@épel TNV KAUEPA OTNV
apXIKA TNG KATaoTaon Pe ohaAf Kivnon. AuTA n AeIToupyia EvEPYOTTOIEITAI JE TO TTATANA
TOu Kouutriou “Reset Camera” mavw oTnv @Opua diaxeipiong OTTwS @aivetal otnv

TTAPAKATW EIKOVA:
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i —_—rrep
Y% Control Form [rr—

Camera Skybox Sun Water Map Textures Settings Info Debug/Save

F=¢ [ Invert Camera

754 Camera Speed —— Ji

Slow | Default| Fast |

o« =]

Eikéva 56. ETTava@opd TNG KAUEPAG.

H Aoyiki TnG emava@opdg eivalr TOAU atrAr): Kartapxriv n ouvaptnon ResetCamera
KaAgiTal ouvexwg kab oAn tnv didpkeia TG e@apuoyng. Kam 1étolo 6uws Aoyika Ba
ETTPETTE VA KAVEI TNV KAPEPA VO ETTAVOPEPETAI OUVEXEIQ XWPIG va UTTApXEl Kivnon. Me
Tnv Ponbeia Ouwg piag bool petapAnTtAg, evepyoTtrolcital TO cupPBav. AnAadri n
MeTaPBANTA isReseted Ttrapauével true otnv OIAPKEIA TNG €QOAPUOYNS Kal €101 Ogv
uTTdpxel eTavagopd. Edv, duwg, TartnBdei To KouuTri TNG @OpPAg yia eTTava@opd autn
yiveTal Yeudng Kal €101 TTAEOV TTPETTEI VA ETTAVAPEPDBEI N KAPEPQ OTNV ApPXIKN TNG B€on

TTPIV Yivel Kal TTAAI aAnBnig. O KwdIKAG evePyOTTOiNONG QAIVETAI TTAPAKATW:

1584 [ public woid resetCamera()
185 {

186 if (isReseted)

187 {

188 / /Do Nothing

139 returng

190 }

191 else

192 {

Kwdikag 36. Kwdikag evepyoTtroinong emava@opdg.

Otav mAéov evepyoTroinBei auTh) n Asitoupyia, Ba TTPETTEI TTPIV OPICOUME TNV YETABANTN
isReseted w¢ aAnBn kai TTAAI va gipaoTe aiyoupol OTI N KAuepa Ba BpiokeTal OTO APXIKO
onueio ekei amd otou ekivnoe. MNa autd Tov Adyo oTnv dnuioupyia TnG KAAong tng
KAMEPOAG ATTOBNKEUOUPE TNV KATACTOOT] TNG KAl £TTEITA OTAV YIVETAI N ETTAVAPOPA HE Mia
agaipeon eAéyxoupe Tnv dlagopd TnG atrd TNV apxikn g B€on kal o€ KABe avavéwon

TTpocBéToupe 70 10% TNG dlawopds TnG. 'ETol éxoupe éva @€ eTava@opdas ypryopo
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oTnv apxn Kal 1o apyd 6co mAnoidloupe oto onueio. Etmiong pyéoa oe auti tnv
ouvapTtnon eAEyxouue €av n dlagopd cival pikpoTepn f ion atmdé 1o 0.1 €101 WOTE va
oTapartoouue dIOTI €ival OUOKOAO Kal JAAAOV Tuxaio va TTETUXOUME OAIKR €TTAvVAPOPA

TTpooBéTovTag KABE Yopd 10 10%.

Apou BéRaia €pBoupe TOOO KOvTd opifoupe Tnv KAPeEpa oTnv apxikn Tng Béon. O

KWOIKAG TTaPAKATW Ba pag fondrjoel va Kkatavorjooupe Tnv d1adikacia eTTava@opag:

L

float cameraPositionXDifference = cameralnitialPosition.X -peosition.X;
194 float cameraPositionYDifference = cameralnitialPosition.Y -position.Y;
19 float cameraPositionZDifference = cameralnitialPosition.Z - position.Z;

L
| noun

197 float cameraRotationXDifference = cameralnitialRotation.X - rotation.X;
198 float cameraRotation¥YDifference = cameralnitialRotation.¥ - rotation.Y;
a9 float cameraRotationZDifference = cameralnitialRotation.Z - rotation.Z;

oa

(<]

//Check Settings
if ((Math.Abs(cameraPositionXDifference) <= ©.1) && (Math.Abs({cameraPositio

= Ll pa

if ((Math.Abs({cameraRotationXDifference) <= 8.1) && (Math.Abs(cameraRot

1
izReseted = true;
Renderer.controlForm.addToConsole("Camera reseted.”);

=] o

o= < I T R I R T R |
s

I
] ]
[
=i
A
m

position.X += cameraPositionXDifference * @.1°7;
position.¥ += cameraPositionYDifference * @8.1f;
position.Z += cameraPositionZDifference * @.1f;

=
= pa P
&=

rotation.X += cameraRotationXDifference * @.1°T;
rotation.Y += cameraRotationyYDifference * @8.1°f;
rotation.Z += cameraRotationZDifference * @8.1f;

=] n

=

| T I s I = O ™ O = T ™ O O Bt T I

I
[Ny i

I
el

Kwdikag 37. H eravagopd NG Kapepag.

BAEToupe TTwg oTIG ypappéS 193 €wg 199 xpnoigoTtroloupe KATTOIEG PETABANTEG £TO1
WOTE va £XOUME TNV dIaQopd TNG KAPEPAG. ZTIG YPAUPEG 202 €wg 207 eAéyXoupe €dv
auTEG o1 BIaPOpPEG gival PIKPOTEPES aTro To 0.1 OTTwG eitTtape TrpIv. AT TIG YPAUMES 212
¢wg 218 mrpoobéToupe KGBe popd 10 10% NG dlapopds. ‘ETaol TTOAU atmmAd €xoupe Tnv

ETMOTPOYPN TNG KAPEPAG OTO APXIKO CNMEIO PE TNV BONBEIa VOGS QE.

Mia TTOAU xpAoIun ouvdpTnon €Triong H€oa oTnv KAGoN TNG KAUEPAG €ival N ouvapTnon
GetPickRay(), n otmoia pag Bondd va £Xoupe pia vonTh akTiva yia onueio TTou BpiokeTal
TO TTOVTiKI pag. Mg autiy Tnv TOAKTIKA TNG vONTAG akTivag eival duvatov apyoTtepa va

KataAdBoupe TTou akpIBws OTov TPIOBIACTATO XWPEO PPICKETAI TO TTOVTIKI JOG aTTd TNV
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duodidoTtatn 086vn pag. H vontAi akTiva TTou TTaipvoupe atd auTAv Thv ouvapTnon

TTAPOUCIACETAI TTAPAKATW:

Far plane

Séon movTiIKIoU TIdvw oTnv oBdvn

Osartrng

<

Mear plane

H akTiva.Tou movtikiod

Eikéva 57. H vonthj akTiva Tou TTovTIKIoU.

‘ETO1I OTTWG QAivETAl KAl OTAV TTPONYOUMEVN €IKOVA UTTOPOUME TEAIKA VO KATAVONOOUWE
ME TTOI0O ONMEIO OUYKPOUETAI TO TTOVTIKI MAG, £T01 WOTE OTTWG Ba douue apyoTepa va

MTTOPOUE VA £TTECEPYACTOUNE TO TOTTIO. O KWAIKAG TTAPOUCIACETAI TTOPAKATW:

82 public Ray GetPickRay()

83 Iy

54 MouseState mouseState = Mouse.GetState();

85

86 int mouseX = mouseState.X;

87 int mouseY = mouseState.Y;

a8

39 float width = Renderer.graphics.GraphicsDevice.Viewport.Width;
98 float height = Renderer.graphics.GraphicsDevice.Viewport.Height;
91

a2 double screenSpaceX = ((fleoat)mouseX / (width / 2) - 1.e8f) * aspectRatioc;
93 double screenSpaceY = (1.8 - (flocat)mouseY / (height / 2));

54

a5 double viewRatio = Math.Tan(fov / 2);

96

a7 screenSpaceX = screenSpaceX * viewRatio;

98 screenSpaceY = screenSpaceY * viewRatio;

Kwdikag 38. MpwTtn @Aacn eviomopoU aKTivag TTOVTIKIOU.

BAéTTOUpPE TTWG QpPXIKA OTIG ypaupés 84 éwg 87, deopelouue Tnv Béon oTnv oTroia
BpiokeTal To TTOVTIKI. ‘ETTEITaA, OTIC Ypaupés 89 kai 90 mrpétTel va {EPouuE TO PEYEBOC
€€O00U TNG KAPTAG YPAPIKWY. ZTIG ETTOUEVEG YPAUMESG Ba opicoupe PEXPI TTOU Ba @TAVEI

N OKTiVQ TOU TTOVTIKIOU PAG, WOTE TA AVTIKEIMEVA VA EVTOTTICOVTAI HEXPI QUTO TO ChEIO.
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139 Vector? cameraSpacellear = new Vector3((float)(screenSpaceX * NearPlane), (float)(screenSpaceY * NearPlane), (float)(-NearPlane))

Lol Vector? cameraSpacefar = new Vector3((float)(screenSpaceX * FarPlane), (float)(screenSpaceY * FarPlane), (float)(-FarPlane));
12

163 Matrix inview = Matrix.Invert(view);

lo4 Vector? worldSpaceNear = Vector3,Transform(cameraSpacellear, invView);

105 Vector? worldSpacefar = Vectord.Transform(cameraSpaceFar, inwiew);

106

107 Ray pickRay = new Ray(worldSpacellear, worldSpacefar - worldSpaceesr);

1a3

109 return new Ray(pickRay.Position, Vector3.Normalize(pickRay.Direction));

Kwdikag 39. OAokANpwon @aong eVIOTIOUWOU aKTiVAG TTOVTIKIOU.

21NV OgUTEPN PAON AOITTOV BAETTOUPE TOV KWOIKA PE TOV OTTOIO0 MTTOPOUME TEAIKA va
€XOUME Mia vonTl OKTiva TOU TIOVTIKIOU. 2TO TEAOG TOU KWOIKA OTTAWG KAVOUME
KAVOVIKOTToinon Tou d1avUoNaTOS pag he Tn ouvdptnon Normalize 8161 pag evOlagEpel
n &1euBuveon Kai o€ AAAN TTEPITITWON PTTOPE va Byaivaue eKTOG opiwv. MNapdadeiyua Eva
didvuopa (30,-5,0) 6a yivotav (1,-1,0). OAa BAETTOUPE TTWG KAVOVIKOTTOIOUVTAI YE BAon

TOV Q000 BIOTI pag evOIOPEPEI N TEAIKNA KATEUBUVON Kal OXI Ta VOUUEPAQ.
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O oupavog gival pia TTOAU onuavTikh BeATiwon yia Tnv epappoyr. Tov oupavéd Tov
uAoTrolei N KAdon Skybox. MAéov ptTopoUpe va €XoUpE OXI HOVO £va HOVOXPWHO QOVTO,
aAAG évav wpaio aTeAeiwTo oupavd. BéBaia yia Tou Adyou 10 aAnBég dev gival kal TG00
ateAciwTog. YTTApYel pia TeXVIK TTou akoAouBeital. H Texvik éxel w¢g €¢AG: Oa
TOTTOBETAOOUNE £E1 €EIKOVEG YUPW OTOV XWPO OE Wia JOKPIV) atrdéoTaon Kal oUPQWva JE
TNV Kivnon 1mou Ba €xel N KAUEPA pag OTTou €idaue TpIv, autég Ba uetakivouvtal. ‘ETol
Ba diveTal n eviuTTwon aTov XpRoTn 0TI 0 oupavaog gival atrépavtog. Me auTtrv TNV atrAi
TEXVIKA Kal JE aTTAG KwdIka Ba uAotroinBei 0 oupavdog. H kapepa BERala Ba TTapapével
TTAVTA OTO KEVTPO QUTWV TWwV £€1 €IKOVWYV. pétrel TTpIv OPWwS aKOUa QOPTWOOUNE TIG
€IKOVEG va opiooupe Evav “OKEAETO”. AUTOG 0 OKeEAETOG O¢ev gival TiTTota GANO TTaOPAd éva
MovTENO OTToU TTévw Tou Ba TOTTOBETHCOUNE TIG £€€1 €IKOVEG TOU oupavou. YTTapxouv
ETOINO TTPOYPANMATA €TO1 WOTE AUTEG OI EIKOVEG TTOU Ba TOTTOBETACOUNE va @aivovTal
ouvexeic. Epeic atrAwg TotToBeTOUNE Mia €IKOva Pe oupavd Kal autd Ta TTPOYPAPuaTa
MOG ETTIOTPEPOUV AUTEG TIG €I €IKOVEG PE T avTioToixa ovopaTa: MNavw, KATw, EUTTPOG,
Tiow, 0e€Id Kal aploTepd. MNapakdTw @aivovtal o1 €¢1 €IKOVEG TTOU aTTOTEAOUV €£vav

TUXQio oupavo:

Eikéva 58. Ta koppdTtia evég oupavou.

MapakdTw TTaPouUsIAdeTal O KWOIKAG PE TOV OTTOI0 PTTOPOUUE VA KATAOKEUACOUME TOV
oupavoe otnv pnxavr ypa@ikwv Microsoft XNA. H Aoyikr] OTIG UTTOAOITTEG PNXAVEG

TTOPApEVEL N idia:
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public class SkyBox
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float scale = leef;

public SkyBox()
1

[ I I
1

skyBoxModel = Renderer.content.Lload<Models(@"content\\Skybox\\skybox™);
LoadTextures("clearblue™);

[ S T S R R ]

i R =

Kwdikag 40. AGAwGoN apxIKwv PETABANTWV.

ATIO TIG YPOUMEG 8 £wg 13, dnAwvoupe avTiKEiyeva TUTTOU Texture2D Ta oTToia Ta Eixaue
OUVaVTAOEI KAl O TTPONYOUHEVO KEQAAalo. AuTd Ta avTikeiyeva Ba kpatolv Ta 6 uépn
TOU oupavou. 2TnVv ypauun 14 n dnAwon evog avtikeiyévou Model Ba pag Bonbnoer va
KPOTACOUNE TOV “OKEAETG” TOU oupavoU. 2& TTPONYOUNEVO KEPAAAIO EiXAPE avapEPEl OTI
MTTOpOUNE va eEAyoupe TETOIO HOVTEAQ pE TNV BonBeia TTapddelypa Tou 3DS Studio Max.
Auté TO apxeio av TTPOCTTOBACOUME va TO avoifouue MPE €vav KeElhevoypdgo Ba
OIATTIOTWOOUUE OTI ATTOTEAEITAI OTTO XINIAOEG CUVTETAYUEVEG OTO XWPO. AUTO OKPIPWG
gival Kal N yEQpupa ETTIKOIVWVIOG JOVTEAOU PE UNXAVIG YPAPIKWY. 2TNV CUVEXEIQ, OTNV
ypauun 15 dnAwvoupe pia petaBAnTi Xwpou, Ye TNV BorBela TNG OTToiag PTTOPEi N
MNXOVA YPAQIKWY VO KATaAdBEl o€ TI XWpo PBpiokeTal o oupavog pag. MNa Tapddeiyua
€AV 0 XWPOG €ival TEPACTIOC TOTE TO AVTIKEIMEVO Ba @avei PIKPO. ZTIG YpaupEG 21 kal 22
ME TNV BOABEIO TOU ETTECEPYOOTH TTEPIEXOUEVOU QPOPTWVOUNE TIG EIKOVEG OTNV WVAMN,

onAadn oTta avTikeipeva Texture2D.
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TNV ouvéxela Ba TTapouciacTei Kal n uAoTToinon Kal TG ouvapTtnong LoadTextures:

5 E public veid LoadTextures(string skyName)

26 {

27 skyBoxBack = Renderer.content.Lload<Texture2Ds(@"content\\skybox\\Textures\\" + skyName + " back");
28 skyBoxFront = Renderer.content.load<Texture2D»(@" content\\Skybox\\Textures\\" + skyName + "_front™);
29 skyBoxDown = Renderer.content. Load<Texture2Dx(@" content\\Skybox\\Textures\\" + skyName + " _down");
3@ skyBoxUp = Renderer.content.load<Texture2D»("content\\Skybox\\Textures\\" + skyName + " _up");

31 skyBoxRight = Renderer.content.load<Texture2D:(@" content\\Skybox\\Textures\\" + skyName + "_left");
32 skyBoxLeft = Renderer.content. Load<Texture2Dx(@" content\\Skybox\\Textures\\" + skyName + "_right");
33 1

34

35 E public veid Update(Vector3 cameraPosition)

36 {

37 world = Matrix.CreateScale(scale) * Matrix.CreateRotationX(MathHelper.ToRadians(-2ef)) *

38 Matrix.CreateTranslation(cameraPosition);

39 1

4a

Kwdikag 41. ®épTwon eIkGVWV Kal dnuioupyia Xwpou.

2TIG YPOUMEG 27 €wg 32 yiveTal @OPTWON TWV AVTIKEIMEVWY OTNV PUVAUN. ZTNV Ypauun 37
TTOPOUCIAZETAI O ETTIONPOG TPOTTOG dnuIoupyiag evog xwpou: MNMoAAatTAacialoupe Tnv
avaloyia (scale), pe Tnv TePIOTPO®N (-90 poipeg) kal TEAOG Pe TV BE0N TNG KAUEPQG,

£TO1 WOTE VA PETOKIVEITAI O KUBOG GUPPWVA HE TNV KAPEPO OTTWG AVAPEPAUE TTPIV.

TéNog Ba TTapouciacTei N PEBodog pe TnNv Pordeia NG oTroiag Ba KATAPEPOUUE ATTAWG

va {wypagicoupE TOV oupavo:

46 toreach (ModelMesh mesh in skyBowModel.Meshes)
a7 {

43 foreach (BasicEffect meshEffect in mesh.Effects)
49 {

5@ meshEffect.World = world;

51 meshEffect.View = view;

52 meshEffect.Projection = projection;

53

54 meshEffect.TextureEnabled = true;

55 meshEffect.LightingEnabled = false;

56

57 switch (mesh.MName)

58 {

59 case "up":

68 meshEffect. Texture = skyBoxUp;
61 break;

62 case "left":

63 meshEffect. Texture = skyBoxLeft;
G4 break;

65 case "right™:

66 meshEffect. Texture = skyBoxRight;
67 break;
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68 case "back":

69 meshEffect. Texture = skyBoxBack;

7@ break;

71 case "front":

72 meshEffect.Texture = skyBoxFront;

73 break;

74 case "down™:

75 meshEffect.Texture = skyBoxDown;

76 break;

77 3

78

79 meshEffect.Alpha = Renderer.controlForm.Skybo:
g8 meshEffect.DiffuseColor = new Vector3(Renderer.
81 meshEffect.EmissiveColor = new Vector3(Renderer
a2 3

E mesh.Draw();

Kwdikag 42. Zwypa@ilovTag Tov oupavo.

lMNa autd To OKOTTO XPNOIYOTTOIOUNE Mia TTadpa TTOAU €UXPNOTN OUVAPTNON TTOU UTTAPXEI
oTnv YAwooa C#, tnv foreach. H ocuvdpTtnon aut Ba mAonynBei oe OAa Ta avTIKEIPEVA
Miag ouANOYRG XWpPIC va yVwPICOUUE €K TWV TTPOTEPWYV TOV APIOUO TOUG. ZTNV Ypauun 48
xpnoigotroloupe  €va  Baoikd e@é. Apyotepa Ba  doupe  TTWG  MTTOPOUME  va
OnUIoUPYNOOUME Kal Ta OIKA Hag. MAaviwg o€ auTh TNV TTEPITTTWOoN Yag BoAeuel dIoTI
EXOUME va ep@aviooupe POVO 6 €IKOVEG. 2TIG ETTOMEVEG YPAMMES puBuioupe TOV
QWTIOPNO KAl KATTOIEG AAANEG TTAPAMETPOUG Kal TEAOG OTIC YPAPUEG 59 Ewg 76
XPNOIMOTIOIOUPE TNV OUuvAPTNON case Yid va OPICOUMPE TIG EIKOVEG Ol OTroieg Ba
eMavifovtal. 21NV ypaupn 83 amAwg (wypaiCoupe To JOVTEAO POG. To atmmoTéAsoua

BéBaia Ba gival BeauaTikG, OTTWG TTAPOUCIAZETAI OTNV TTOPAKATW EIKOVA:

Eikéva 59. O oupavdg TnG TITUXIAKAG.
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O nAiog eival éva GAAO onuavTikd KOPMPATI autig TNG epyaciag. Tov HAI0 UAOTTOIEN N
KAGon Sun. ©a douue o€ autd TO KEPAAQIO TTWG MTTOPOUNE VO KOATAOKEUAOOUWE TOV
OIKO pag nAIo. ZTnv ouvéxela Ba douue TTWG yvwpiovtag Tnv B€on Tou nAiou PTTopoUpE

VO QWTIOOUUE TO TOTTIO PAG.

ApxIK& va TToupe 0TI Ba B€EAape 1davikd Tov RAI0 Yag va yupvdael yupw atro éva onueio
ava@opdag. 210 idlo onueio ava@opdg Ba TOTTOBETACOUNE Kal TO TOTTIO POG apyoTEPQ.

Mwg PTTOopOUNE AOITTOV VA UAOTTOINOOUNE KATI TETOIO;

ApxIK& va TToUuE TTwG Kal TTAAI Ba XpNOIUOTTOINOOUUE TOV ETTECEPYQOTH) TTEPIEXOUEVOU
yia va QOPTWOOUNE Ta 4 oTpwuaTa Tou nAiou. Ta 4 oTpwpaTa Tou NAiou atroteAouvTal
atmo 4 textures €K TWV OTTOIWV TO TTPWTO €ival 0 AAIOG Kal Ta UTTOAOITT Tpia €ival ol
KUKAOI TTOU gp@avifovTal OTav KOITAUE WE TNV KAUEpa atreuBeiag tov nAlo. Kar T€To10

EM@aviIeTal TTAOPAKATW:

Eikéva 60. Ta 4 otpwparta Tou AAIOU Kal 01 KUKAOL.

ApXIKG opifoupe Ta Tpiywva Kal TIG KOPUPES PE TNV BorBeia Twy oTToiwv Ba uTTOpECOUNE

va {wypagicoupe Tov NAI0 apyoTeEPA.

Mpiv TTpoxwpAoouue Ba TTPETTEI VA AVAPEPOUNE TO TI YIVETAI PE TIC KOPUPEG Kal Ta
Tpiywva Kkai yiaTi pia tétola dnAwaon eival onuavTik. Me tnv BonBeia Aoimmév evog
evlIGueoou buffer o o1T0i0g TTEPIEXEI TPIYWVA KAl KOPUPEG, N KAPTA YPAPIKWY UTTOPEI Va
€€OIKOVOUAOEI TTOPOUG KAl YVHN, WOTE va XpnolhoTToinBouy yia AANeg BOUAEIEC. AuTOG

o buffer xwpiletar oe duo koupaTia: ZTov Vertex kai otov Index buffer. Ztov vertex
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buffer 8a dnAwooupe dAa Ta Tpiywvd pag 6TTwg gival kal otov index buffer TIC Kopu@ég
Kal TTwG autég evwvovtal. OAn tnv utréAoittn uAotroinon 6a tnv avaAdBer n pnxavn
yPa®IKwy. lMapadeiyuya dUO TPIYWVWV KAl TTWG EVWVOVTAI Ol KOPUQPEG €TOI WOTE N

MNXOVHA YPA@IKWVY Va KaTavonoel 6Tav Ta Tpiywva yEIToveUOouY, gival To €EAG:

Index[0] =0 ;
Index[1] =1;
Index[2] =2 ;
Index[3] =1;
Index[4] = 2 ;
Index[5] =3 ;

Kwdikag 43. NMapdderyua dnAwaong index buffer.

H unxav ypa@ikwyv, Aoimmov, BAETTOVTAG KATI TETOIO Kal yvwpilovtag Ot €xel U0

Tpiywva Ba pag dwaoel KAt oav To akOAouBo oxnua:

0= 2

Eikéva 61. Ta Tpiywva Tng TTponyouuevng dnAwaong.

MpoxwpwvTag AoITdv TTapouciddeTal 0 KWAIKAG 0 OTT0I0G KAaTaokeuadel autd Ta buffers:
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39 private void SetUpVertices(Vector? size)

40 {

41 size *= 8.5f;

42 Vectord p@ = new Vector3(-size.X, -size.Y, of);

43 Vector3 pl = new Vector3(-size.X, size.Y, @f);

= Vectord p2 = new Vector3(size.X, -size.Y, of);

45 Vector3 p3 = new Vector3(size.X, size.Y, ef);

44

47 vertex = new VertexPositionTexture[4];

43 vertex[@] = new VertexPositionTexture(p@, new Vector2(ef, ef));
49 vertex[1] = new VertexPositionTexture(pl, new Vector2(ef, 1f));
58 vertex[2] = new VertexPositionTexture(p2, new Vector2(1f, of));
51 vertex[3] = new VertexPositionTexture(p3, new Vector2(1f, 1f));
52

53 vertexBuffer = new VertexBuffer(Renderer.graphics.GraphicsDevice, typeof(VertexPositionTexture), vertex.length, BufferUsage.None)
54 vertexBuffer.SetData<VertexPositionTextures (vertex);

55 1

56

57 [ private void SetUpIndices()

58 {

59 short[] Indices = new short[6];

6@

61 Indices[8] = @;

62 Indices[1] = 2;

63 Indices[2] = 1;

64

65 Indices[3] = 1;

66 Indices[4] = 2;

67 Indices[5] = 3;

68

69 indexBuffer = new IndexBuffer(Renderer.graphics.GraphicsDevice, typeof(short), Indices.length, Bufferlsage.lone);
78 indexBuffer.SetData<shorts(Indices);

Kwdikag 44. O kwdIKag yia dnAwaoelg Tpiywvwy PJéoa oTov buffer.

21NV ypauun 53 kai 54 opiCoupe Tov buffer Twv Tpiywvwy evw TTpIv £xoupe dnAwael OAa
MOg Ta Tpiywva atro Ta otroia Ba atroteAsital o AAIOG. 2Tnv 69 kal 70 ypauur opifoupue
Tov index buffer. Na tToupe 611 auTéG 01 SNAWOEIG I0XUOUV YIa OAQ TA KOPPATIO T OTTOIO
ammaptiCouv TOoV AAIO. ZTNV OUVEXEID yia va Cwypa@ifouue autd Ta KOPPATIO Ba

KaAéooupue Tnv ouvapTtnon Draw:

1e3 foreach (EffectPass pass in effect.CurrentTechnique.Passes)

189 {

118 pass.Apply();

112 Renderer.graphics.@raphicsDevice.Indices = indexBuffer;

113 Renderer.graphics.GraphicsDevice. SetVertexBuffer (vertexBuffer);

114 Renderer.graphics.GraphicsDevice.DrawIndexedPrimitives (PrimitiveType.TriangleList, @, @,
115 }

116 }

117

Kwdikag 45. Kwdikag eupaviong evog Layer Tou AAIOU.

OAa 1a Tponyouueva Kal 0,71 agopd Tov Ao BpiokovTtal otnv KAaon SunQuad. Autiv
TNV KAGON, OTTWG EXOUUE QVAPEPEI KAl OE TTPONYOUUEVO KEQPAAAIO, TNV XPNOIUOTIOIEI N

KUpla KAGon Sun, T1éooepic @opég. To poOvo Tou  pével Aoimmov  gival  va
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Xpnoigotroiooupe TNV KAGon SunQuad pe TEOOEPIG BIAPOPETIKOUG TPOTTOUG OTNV

kKA&on Tou RAlou. O TTapakdTw KWdIKag KAVEl akpIBwg auTr) TNV doUA&Id:

58 E private wold InitLayers()

51 7

52 layer = new SunQuad[4];

53 layerPos = new Vector3[4];

4

55 layer[@] = new SunQuad(new Vector2(lef, 1lef), “lens@4", 120f);
56 layer[1] = new SunQuad(new Vector2(l2f, 12f), "lens@3z", 12f);
57 layer[2] = new SunQuad(new Vector2(lef, 1@f), “lensa@z", 3ef);
58 layer[3] = new SunQuad(new Vector2(15f, 15f), “lens@l", 15f);
59 }

e

Kwdikag 46. PSpTwaon Twv TE00ApWV ETTITTEOWV TOU NAIOU GTNV INXAVH YPOPIKWV.

‘ETo1 TTAEOV a@OU £XOUUE QOPTWOEI TO KOUPATIA TOU AAIOU OTn PvAUN Ogv PEVEL TTApd va
Ta gp@aviooupe. Emmeidn eimape Twg otnv apxni 8a BéAape 1davikd o Alog pag va
BpiokeTal o€ pia AoyIKA a1TOOTACH ATTO TOV TTAPATNENTA KAl VO TTEPICTPEPETAI YUPW aTTO

éva onueio ava@opdg, KATI TETOIO TO TTETUXAIVOUNE E TIG TTAPAKATW CUVAPTAOEIG:

61 [ public void Update()

&2 I

63 /fAngle

64 rotation.¥ += (float)LongitudeSpeed;

65

66 //Elevation

67 rotation.X -= (fleat)LatitudeSpeed;

it

69 position = Renderer.camera.position;

7a

71 //5ame code as the camera

72 rotationMatrix = Matrix.CreateRotationX(rotation.X) * Matrix.CreateRotationY(rotation.Y);
73 targetPos = position + Vector3.Transform{new Vector3(®, @, 1), rotationMatrix);
74 Vector3 upVector = Vector3.Transform(new Vector3(@, 1, @), rotationMatrix);
75 direction = Vector3.Normalize(targetPos - position);

76

77 lightPower = Renderer.controlForm.SunLighting.Value * (8.1f};

73

79 if (Renderer.controlForm.VerticalMoveEnable.Checked)

8@ LatitudeSpeed = Renderer.controlForm.VerticalMovSpeed.Value * 8.0017;
81 else

82 Latitudespeed = @;

83

84 if (Renderer.controlForm.HorizontalMoveEnable.Checked)

85 LongitudeSpeed = Renderer.controlForm.HorMoveSpeed.Value * @.8017;

86 else

87 LongitudeSpeed = @;

L

89 layer[@].alpha = Renderer.controlForm.sunGlowSetting.Value * @.17;

=l layer[1].alpha = Renderer.controlForm.sunGlowSetting.Value * @.17;

a1 layer[2].alpha = Renderer.controlForm.sunGlowsSetting.value * @.1f;

92 layer[3].alpha = Renderer.controlForm.sunGlowSetting.Value * @.17T;

a3 distance = Renderer.contrelForm.sunZoomSetting.Value;

94

as Updatelayers();

96 1

Kwdikag 47. KwdIkag TTEPICTPOPIG TOU RAIOU.
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2TIG YPAPUEG 64 Kal 67 deCPEUOUNE TA VOUUEPA TA OTTOIO TTPOCBIdOUV TTEPIOTPOPT) OTOV
NAlo, oTov @&ova y kKal oTov Afova X avrioToixa. H TrepioTpo@r) Trapoucialeral

TTAPAKATW:

Eikéva 62. MNepioTpon otov dEova y (A onueio) kai x (B onueio).
‘ETOol €dv @avraoToUhe TIwG AMOOTAV TTapatnpentég péoa oTo Totrio 0 NAIog Ba
TTEPIOTPEPOTAV ATTO TA OECIA PAG TTPOG TA APICTEPA PAG, KAl ATTO PTTPOCTA PAG TTPOG TNV
TTAATN pag. Ag avaAuooupe AoitTév Aiyo Tov KwIKa. IMNa va TTITUXOUUE TTEPICTPOPH OTNV
pnxavh ypagikwv XNA Ba XpnOIMOTIOINCOUPE dia €Toiua ouvdptnon dnuioupyiag
TTEPIOTPOPNAG TTOU pag TTapéxeTal. H ouvaptnon aut ovopddletal CreateRotation kai
gival IKavA va pag dwaoel TTEPIOTPOPL 0 OAOUG TOUG AEOVES (X,Y,Z) KAl OCUVAVTIETAI PIE TO
id10 6vopa o€ TTOANEG pnxavég ypagikwy. ‘ETol, otnv ypapun 72 Tou KWwdIKa OpifoupEe
Tov TTivaka (Matrix) TTepIoTPO®NG. ZTNV Ypauun 73 opifouue Tov 0TOX0, dnNAAdK TTPOG Ta
TTOU TTNYQIVEI TO AVTIKEIMEVO PAG KAl QUTO TTETUXAIVETAI PUE TNV TTPOCBNKN TNG B€0Nng oTOV
KAVOVIKOTTOINUEVO  TTiVAKA  TTEPIOTPOPNG. 2TNV  Yypauun 95 atmmAwg KaAoUpe pia
ouvdptnon Update() O0TTOU avaveWVOUE TIG TTAPAUETPOUG TOU nNAiou CUP@WVA JE TIG

TTPAEEIG TTOU TTPoNyAONKav.

Twpa Ba Tape va e¢eTdooupe Tov KWAIKA HLSL TToU XpNoIYOTTOINONKE YIO TO KOPUATI

TOU nAiou:
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sampler TextureSampler = sampler_state
{

Texture = (Material);

ADDRESSU = CLAMP;

ADDRESSY = CLAMP;

MIPFILTER = LINEAR;
MAGFILTER = LINEAR;
MINFILTER = LINEAR;
MIPFILTER = LINEAR;

b

struct V5_INPUT

1

float4 Position : POSITIONS;
float2 Texcoord : TEXCOORD®;

b

struct V5_OUTPUT

1

float4 Position : POSITIONS;
Tloat2 Texcoord : TEXCOORD® ;

b

Kwdikag 48. O kwdIKag yia 1o @€ Tou fAIou.

O kwdIkag o€ authi TNV TEPITTTWON €ival TTOAU atTtAdG. 2Tnv apxf) dnAwvouue évav
sampler pe T BoriBeia Tou oTToioU Ba PTTOPECOUNE VO BWOOUNE KATTOIEG PUBUICEIS YIa
TNV €u@avion Tou fRAiou. O1 pubuiceig TTou akoAouBouv péoca oe auth Tnv dRAwon,
“dlarafouv” 1o texture TTou Ba XPNOIYOTTOINBEI va EYPAVIOTEI HE UWPNAR TTOIOTNTA OKOPO
KAl atrd TTOAU KOVTIVEG ATTOOTACEIG. 2TNV CUVEXEID aKOAOUBoUV Kal AAAEG puBuioelg.
21NV ouvéxela BAETToupe TTwg wg gicodo (VS _INPUT), €xoupue opioel Tnv BEon Kail TIG
OUVTETOYMEVEG TOU texture kal wg €E0do Ta idia dedouéva. lMpiv TTPOXWPEHAOCOUUE
TTapakdTw Ba Trepiypdywoupne Aiyo Tnv petaBAnT TEXCOORDO. Mg auTtry TNV JETABANTN
MTTOPOUME VA ONAWOCOUMPE OTNV HMNXAVA YPAQIKWY TIOI0 KOUMATI Tou texture TTou
€I0AYOUNE WG €i00d0 va gival pavepd OTOV XPrOTn Kal TTo10 Ox1. AUTEG OI GUVTETAYUEVEG
ouxva avagépovtal kali wg UV Coordinates. =Zekivave amd Tov apiBudé 0 kai

KataArjyouv otov apiBud 1. ‘Eva rapddeiypa @aivetal TTapakaTw:
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u=0 w=0 (==t

u=0, v=1 u=1, v=1

Eikova 63. Texture Coordinates.

BAéToupe TTwg oTnv TTponyoupevn €IkOva @aivovTal KaBapd Ol CUVTETAYUEVEG TTOU
AvVaQEPAPE TTOIO TIPIV KAl TI QUTEG avTITTpoowTrevouv. [Aéov eipaoTte oe Béon va

OnAwaooupe TToI0 KOPUATI Tou texture BEAOUNE va XPNOIKJOTTOINOCOUE.

2uvexidoviag pe 10 €QE TOU nAiou, Ba TTpooTTaBrilooupe va Tov KAveEl va AAUTTEl
TTEPICOOTEPO OTAV TOV KOITAPE atTeuBeiag, KaBwg Kal GAAEG puBuioeI yia TO TEAIKO QWG

10U Ba pog divel:

float4 Texture(P5_INPUT Input) : COLOR®

1
float4 FinalColor = tex2D(TextureSampler, Input.Texcoord);
FinalColor.rgh += (1.8 - FinalColor.a) [/ 2;
FinalColor.rgh += glow;
return FinalColor * Alpha;
s

Kwdikag 49. Pubpioeig pwTtiopou fAiou.
210V TTaPaKATW KWOIKA BAETTOUME TTWGS dNAWvVoUNE pia peTaBAnTr TuTTou float4 n otroia

Ba Kpatd ToV TEAIKO HOG QWTIOUO. Me Tnv BorBeia KATTOIWY €CWYEVWY PETABANTWY TTOU

Aaupdavoupe, dnAadr) OlOQOPETIKEG avaAoya WPE TNV KATAOTOON TOU TraIXVvIdIou,
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MTTOPOUME va ETTIOTPEWPOUUE OTO TEAOG TO “TEAIKO Xpwua” Tou AAIOU. ZTnV OUVEXEID

“xTioupe” auTég TIG OUO PEBODOUG PE TOV TTAPAKATW KWOIKA:

technique TransformTexture

1
pass P@
1
AlphaBlendEnable = true;
srcBlend = SrcAlpha;
DestBlend = InvSrcAlpha;
VertexShader = compile ws_2 @ Transform();
PixelShader = compile ps_2 @ Texture();
h
b

Kwdikag 50. OAOKApwaon eVIOAWV.

Aivoupe apyxIKG KATTOI0O OVOMPQ YIa TNV TEXVIKN TTOU XpnoldoTroleital (TransformTexture)

Kal €TTEITa oTo TEAOG dNAWVOouUE TTola ouvapTnon Ba emiTeAEl TNV douAesid Tou Pixel
Shader kai Troia Tou Vertex Shader.

132






Mpiv TTPOXWPEACOUKE OTO TOTTIO KAl TTWGS AUTO UAOTTOINONKE, Ba PIAACOUUE VIO PEPIKES
MOaONuUaTIKEG uEBODdOUG TTOU XpnaolPoTToIRBnkav O auTiv TNV gpyacia kai BonBouv o€
d1dopeG AsIToupyieg Tou TOTTiOU. AUTEG O HaBNUATIKEG uEBODOI UAOTTOIOUVTAI HECT OTNV
KAGdon MathExtra.

Apxik& 6a aoxoAnBouue pe TOoV QWTIOWG Tou TOTTiou. Méoa oTnv kAGon MathExtra
UTTAPXEl Mia ouvdapTnon n OTToia TTAIPVEl WG OPIoHA £va TPiYWVO Kal ETTIOTPEPEI TOV
QWTIOPS TOU. ZUXVA O QWTIOPOG TWV TPIYWVWV ava@épetal wg normal, yia autd Kai
auT) n ouvaptnon autr] ovoudletal getNormal(). Mpiv TTpoXwPACOUUE, OUWG, OTNV
uAoTTOiNCN TNG CuvAPTNONG AUTHS Ba WIAOOUMPE YEVIKA yIa TOV QWTIONO OTa Tpiywva

Miag HNXaVNAG YPOPIKWY.

Edv mmapatnpoape TponyoUUEVES EIKOVEG ATTO TN TITUXIOKN epyacia Ba SIaTTIOTWOAE
TTWG aKOMUA Kal o€ €va terrain he XpWHOTA, OEV KATAPEPVOUNE va EXOUME TNV aicbnon

TOU BABoug. MaparnproTe TNV d1a@opa OTIG dUO TTAPAKATW EIKOVEG:

Eikéva 64. Xwpig @wTiIond n aioBnon tng 1pitng didotaong XAaveral.

O1 dUo auTég €IkOveG aTToTEAOUV TO idl0 OTIYMIOTUTTO aTTd éva ONMEIO TOU TOTTIOU.
ApioTepd, pe Xpnon QwTIoPoU To WATI pog apyicel va kataAaBaivel Tnv €vvola Tou
BaBoug. Aegid, kam Tétolo dev yiveral. MNMwg, dpwg, YTTOPOUUE va EI0AYOUUE TNV £vvola
TOU QWTIOPOU OTNV €QAPMPOYA Kal TTOOO QWTIONO Ba TTpéTel va “pigoupe” KABe @opd
wWaoTe va gival pealioTIKO; KaTl T€To10 dev €ival Kal TTOAU OUOKOAO Va YiVEl. ZKEPTEITE TO
QWG Tou nAiou To oTToio TaIBEVEl TTPOG Pia kKateuBuvan. O NAIOG YEVIKA ava@EéPETal WG

KATEUBUVTIKA TTNYA @WTOG. KATI TETOIO TTAPOUCIACETAI OTNV TTAPAKATW EIKOVA:
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Eikéva 65. To @wg Tou AAIoU Tagideuel TTpog Wia katelBuvan. H eikéva deixvel To TTOGO0TO
PWTOG TTOU TTPETTEI VA avTavakAaoTel. MeyaAuTepn ammdéoTaon UTTAE YPOAUKAG OnMaivel Kal

NYOTEPOG GWTIOUAG OTNV CUYKEKPIKEVN ETTIQAVEIQ.

Mapatnpwvtag TNV TTPONYoUUEVN €IKOVA YIVETAlI KATavonTtod OTI TTPETTEI VA EI0AYOUE
OTNV MNXOVI YPAQIKWY TNV £VVOIa TOU TTOOOCTOU avTavakAaong ewTog. Eav oto oxniua
b TTapaTnPriOOUNE TIG KOKKIVEG YPAMMPEG KAl TIG ATTOOTACEIG TOUG aTTO TIG UTTAE Ba doUpE
OTl autdé TO TTOOOV €ival OPKETO yia authi Tnv €vvola, n amoéoTtacn dnAadn (Ta
OuVNUITOVA) TWV KOKKIVWYV YPOUPWY UE TIG UTTAE. EpEIG TO pOVO TTOU €X0UNE va KAVOUUE
gival va dwooupe oto XNA TNV UTTAE YPAUMR Kal autd Kavel GAOUG TOUG aTTapaiTATOUG
UTTOAOYIOHOUG VIO €PAC. Mwe Ouwg gueic Ba Bpoupe Tov QWTIOPO yia KABE éva atmod Ta
Tpiywva pag; MoAUu amAd. Edv yvwpifoupe TIG dUO TTAEUPEG aTTO €va TPiywvo TOTE
MTTOPOUME VA TTAPOUUE TO YIVOUEVO TWV TTAEUPWYV Kal auTtd Ba pag dwoel ToV QWTIONO
TouG. ‘ETO1 Ba KATOOKEUAOOUWE Wia cuvapTnon n oTroia Ba TTaipvel TIG TPEIG KOPUPES
EVOG TPIYWVOU, ETTEITA JE AUTEG TIG TPEIG KOPUPES Ba Bpiokoupe TIC BUO TTAEUPES TOU Kal
TENOG TO YIVOPEVO TwV TIAEUPWV QuTwv Ba €ival 0 QWTIONOG Tov OTToio Kal Ba

emOoTPEYOUNE. 'ETOI £XOUpE TOV TTAPAKATW KWOIKA:

11 = public static Vector3 GetMNormal({Vector3 pl, Vector3 p2, Vector3 p3)
12 i

13 Vector3 vl = p2 - pl;

14 Vector3 w2 = pl - p3;

15

18 Vector3 norm = Vector3.Cross(vl, v2);

norm. Normalize();

return norm;

s w4

a2

Kwdikag 51. O pwTioudg Tou ToTTioU.
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H ouvdptnon, GetNormal, TTaipvel wg épioua €va Tpiywvo, dnAadn TIG TPEIG KOPUPES
Tou. 2TIG ypauuég 13 kai 14 Bpiokoupe TIG dUO TTAEUPEG TOU Kal TEAOG OTNV YPAPUr 16
Bpiokoupe TO yIvopevo (Cross Product). ZTnv €mmOPEVN YPAUUA KOVOVIKOTTOIOUNE TO
ATTOTEAECUA YIO va MPNV Byoupe €KTOG opiwv, OTTWG €idAPE KAl O TTPONYOUHEVO

TTAPAdEIYMA, KAl TEAOG TO ETTIOTPEPOULE.

2Tnv ouvéxela, Oa JIAqoouue yia pia TTOAU  onuavTikf ouvapTnon, n oToia
XPNOIMOTTOIEITAI KATA KOPOV KAl TNV WYNQIAKN £TTEEEpyaaia eikdvag. Autry n ouvapTnon
@épel Tov TiTAO “06puBog Perlin” 3 “Perlin Noise”. O 86puBog Perlin gival éva €@é 1o
o1T0i0 €xel dnuioupynBei atrd UTTOAOYIOTEG yia utToAoyIoTEG aTTd Tov Ken Perlin. Avikel
OTNV KaTnyopia Twv SIadIKaoTIKWVY UQWV Ol OTToie¢ pag BonBouv va au&foouue Tov
PEOAIOPO TWV QVTIKEIMEVWVY OTA YPOQPIKA TwV UTTOAOYIOTWYV. AUTH n ouvapTnon JTTopEi
va éxel “weudoTuxaia” eupdvion, Ta OTOIXEI OUWG TTOU TNV aTTapTi(ouv €XOUV TO idIO

MEYEBOG, OTTWG aiveTal OTNV TTOPOAKATW EIKOVA:

Eikéva 66. O 66pupog Perlin.

O 66puBog Perlin BupiCel 10 €@€ TG TNAEdPAONG, YVWOTO Kal WG XIOVIO OTOUG
TEPIOOOTEPOUG OTTO €PAG. H 1816TNTa TOU BopPUPBOU AUTOU KAl CUYKEKPIPEVA TWV iCWV
MEYEBOUG OToIXEIWV TTOU TOV aTTAPTICOUV, €XEl TTOAEG KAAEG ouvéTTeleg. KaTtapyniv pag
OIEUKOAUVEI OTNV €UKOAN Kal atrAr] SlaxEipior Tou. TNV CUuVEXEIQ, Kal Adyw Twv icwv
OTOIXEIWV TOU, PTTOPOUV va TOTTOBETNOOUV Ot POBNUATIKEG EKPPAOCEIS €101 WOTE va
onuioupynoouv oelpég atrd Opop@eg dIadIKAOTIKEG UPés. O B6puBog Perlin etriong
XPNOIMOTIOIEITAI YIa TNV dnuioupyia KaTTvoU, QWTIAG KAl CUVVEQWYV. ZTNV EPYQOia auTh
auTtdg o B6puBog Ba pag Bondroel oTnv dnuioupyia evog Tuxaiou TotTiou. EpEIC atTAwg
Ba AapBdavoupe TIG KAIJOKWOEIG TOU Jaupou xpwuatog, atmd 0 éwg 255 kal auTtég Pe Tnv
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ogipd Toug Ba avTITTPOOWTTEUOUV Ta UWn Twv AdQwv. 'Eva mTapddeiyua dnuioupyiag

€vOG Tuxaiou ToTTiou e BOpuBo Perlin, TrTapouaiadeTal TTAPAKATW:

Eikéva 67. Anuioupyia Tuxaiou ToTtriou pe 66pufo Perlin.

H ouvdptnon BopuBou Perlin uAotroigital TTOAU atmAd. KaTtapxnyv €ival pia ouvaptnon
Ouo OdiaoTtdoewv. 'ETol gueic TTPETTEl va KOATAOKEUGOOUMPE Mia ouvdptnon e duo
opiopaTa Ta otroia Ba eival o1 aveEdpTNTEG METAPRANTES Kal Eva OpICHA TuXaiou apiBuou.

‘ET01 £X0oUpE TOV €GAG KWOIKA:

24 B public static float PerlinNoise(int x, int y, int random)

25 {

26 Random rand = new Random();

27 int n=x+y * 57 + rand.Next(@, random) * 131;

28 n=(n<<13) “n;

29 return (L.8f - ((n * (n * n * 15731 + 789221) + 1376312589) & ex7fffffff) * 0.00EEE0000931322574615478515625T);

Kwdikag 52. H ouvdaptnon BopuBou Perlin.

BéBaia uttdpxouv apkeTEG akOun uhotroinoelg Tou Kwdika Perlin. H cuykekpipyévn autn
ouvAapTNOoN TTOU UAOTTOINBNKE O€ AUTAV TNV €pyaacia gival XpAolun yia va AdBoupe Ta
oyn Twv Tpiywvwy. OAa Ta utrdéAoITTa yivovral autopata oTrd TNV PNXavh YPoQ@IKwyv

XNA. H ouvdpTtnon autr £xel wg Baoikd aToixeio BERaia TRV TuXIOTNTA.
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To TOTTiO OTNV €@APUOYr TTOU QvOTITUEOUE KATOOKEUAleTal pe Tnv Bonbeia evog
TETPAdIKOU Oévipou. OTTwG €XOUME TTEI OE€ TTPONYOUMEVO KEPAAQIO TO TOTTIO yia Ta
TTaIVvidla gival Ao Ta 1Mo ONPAVTIKA KOPMUATIA TOUG KOl KATAVAAWVEI TTOAAOUG TTOPOUG
OI10TI TTPETTEI CUVEXWG VA €ival EPPAVEG OTOV XPnoTn aAAd kal va Tou divel Thv aicbnon
Tou atrépavTou. Eav mpootraBoucaue va eTIALOUE TO TOTTIO aTTAd, dnAadr dnAwvovTag
ammAd Tpiywva Ba Arav aduvarto. Katapxrv dev UTTAPXEl KAPTA YPOPIKWY OKOPG OTnV
ayopd n otroia d1a0ETEl TOON PEYAAN UVAPN TOON WOoTE va “Cwypagioel” £va agloAoyo
TOTTiO. Ta EKATOUMUPIO TWV TPIYWVWYV TTOU XPEIACETAI TO TOTTIO YIA VO KATAOKEUAOTE Ba
POpPTWVAV TNV KAPTA YPAPIKWY KAl Ol OKNVES ava deuTePOAETTTO, dnNAadr n ammédoon Ba
ETTE@TE OpANATIKA. MWG OUWG KATAPEPVOUV VA ATTEIKOVIOOUV PEYAAA TOTTIO yPryopa Kal
ME akpiBela; MNa autd ummdpyxouv OUo Baocikég Auoelg. H pia eivar n Auon 10U
XPNOIUOTTOINONKE O€ QUTH TNV €PYaCia Kal akoUgl OTO OVOPQ TETPADIKO BEVTPO Kal N

AAAN, TTIO €IBIKEVPEVN Kl ouyxpovn To ToTTio ROAM.

MpwTta Ba doupe TTWG AsIToupyouv Bacikd auTég ol uEBodOI Kal ETTEITA Ba MIAOOUUE Kal

yia Tig dUo.

Na TToUhE apXIKA TTwG TO KOIVO KAl QuTWwY Twv dUo PeBOdwv eival To “TTaixvidl” e Tnv
Kauepa. H Béon kai 1o paT TG KApEPAG Taidel onuavTikd poAo Kal oTig duo peBddoug.
Mia oAU atmAr} Auon cival 611 dev Ba BéAape o€ Kapia TTePITTTwon va dnuioupyouvTal
Kal va eTTegepyddovTal KOPUATIO Tou ToTTiou, dnAadn Tpiywva, Ta oTToia dev PAETTOUE.
AuTO a1Td POVO Tou pag €xel BonBrioel auéows va owooupe TepdoTio bandwidth Tng
KAPTAG ypa@Iikwyv. To T yivetar €TmeITa Pe TIG KABE pia ammd autég TIG peBOdoug

TTEPIYPAPETAI TTAPAKATW.

Apxiké Ba aoxoAnBouue pe TNV uEBodo ROAM. Ta apxIk@ TTpoépxovTal atmo TIG AEEEIC:
Real-Time Camera-Dependent Optimally Adapting Mesh.

Aut n pEBOBOG cival n BEATIOTN AUon yia Ta ToTria aAAd Kai n 1o dUuokoAn. OAo 10
TOTTiO eKIvAEl e dUO aTTAG Tpiywva. ATTO eKei Kal TTEPA Kal avaAoya Pe TV B€on Tng
KAMEPOG TA TPIywVaA aTTOQaCifouv €dv Ba OTTACOUV O€ PIKPOTEPA VIO VA PAG TTAPEXOUV
peyoAUTepn AemtTopépeia. MNa  mapdadeiyya, €dv  @avractoUue OTI n  elkOova 68
QVTITTIPOOWTTEVE €V TOTTIO, METAKIVOUMEVOI Aiyo TTI0 KOVT& O€ autd Ba ETTPETTE va
aug¢ooupe TNV AeTTTopépeia yia TTapddelypa otnv Oegid TTAeupd OTTWG PaiveETal OTNV

gIkOva 69:
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Eikéva 68. To apxiké Totrio pe N péBodo ROAM.

Eikéva 69. AAACel n Béon Tng K&pepag OTTOTE Ta TPiywva oTa deCId atroPaai¢ouv

OTI TTPETTEl VA OTTACOUV O€ HIKPOTEPA WOTE VA PAVOUV Ol AETTTOUEPEIEG.

BéBaia, autr n TeXVIKN Hag TTPOCOEPEI TTAPA TTOAAG TTAEOVEKTHAPATA Kal dlaxeIpideTal
opBd Toug TTOPOUG TOU CUCTANATOS YA YIaTi atrd TNV pia TTAeupd Ogv eTTECEPYACOVTAI
KOUMATIO TOu TOTTiou Ta oTroia dgv @aivovTal Kal a1rd TNV GAAn dev egu@avifovral

AETTTOPEPEIEG OTO TOTTIO €AV OEV TIG XPEIALOUOOTE.

Opwg, autr n péEBodog dnuioupyei Eva PIKPO TTPORANUATAKI TO OTTOI0 AUVETAI OTTWG Ba

OOUME OTNV OUVEXEIQ.

2€ TIEPITITWON TIOU €va €TTTTEDO TPIYWVWY KATOOTEI ONUAVTIKO va gP@Qavioel TIG
AeTTTONEPEIEG TOU, OiXxwg auTd va Kpivetal atmrapaitnto o€ GAAo eTTiTredo, Ba €xoupe TO

€¢NG TTPOBANPA TTOU TTAPOUCIACETAI OTN TTOPAKATW EIKOVA:
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Eikéva 70. Anuioupyia Kevwy AOyw SI0QOPETIKOU ETTITTEDOU.

H Auon yia va getmepdooupe 10 TTPORANPA autd cival atTAi: avti va douAeUoupE pE
emmimeda, dnAadrn pe OAa Ta Tpiywva TTou TrEpIAapBdAvovTal yéoa o€ KABe etmiTedo, Ba
OOUAEWOUUE PE KABE TPiywVOo EeXxwploTd. OTToTE KABE POPA TTOU £va TPIYWVO XPEIOOTEI
va augnoel Tnv AeTtopépeld Tou, autd Ba otrdel oe duo HIKPOTEPA. AUuTO pOg divel

MEYOAUTEPO EAEYXO TTAVW OTA TPIYWVA POG.

2TNV TTOPAKATW EIKOVA QAIVETAI N TEXVIKA QUTH:

Eikéva 71. AouAeUovTtag pe kGBe Tpiywvo EexwpioTd

TeNIKA, auTh n PEBodOG dev Ba TTPOKAAECEI KEVA OTO TOTTIO Pag. Kal TTaAI Ouwg UTTOpEI.
Mpiv ouvexiooupe TTapokdTw, ag €Enyfoouue Aiyo TTIO TTEPIYPAQPIKA Yia TToI0 Adyo
onuioupyouvTal Ta Kevd. @a TTapaTnProapE atrd TIG TIPONYOUUEVEG EIKOVES TTWGS TA KEVA
OnMIoUpPYoUVTal KOVTA O€ Tpiywva Ta otroia dev €xouv otracel. AnAadni Ta Tpiywva Ta
oTToia TTOAU atmAd Ogv akoupuTrave e AAAa dev €xouv Kavéva atmoAUTwg TTPORANUa.
AuTd TTOU €£x0ouv TTPORANUA €ival auTd TTOU yeIToveUouv Pe AAAa Tpiywva. OTToTE TEAIKA
yla va AuBei 1o TPOPBAnNuUa autd Ba TTPETTEl TTPIV. OTTACOUME TA TPiywva oG va
BePaiwBoupe OTI TA YEITOVIKA TOUG €ival OTTACHEVA. TNV TTAPOKATW €IKOVA @QaivovTal

Tpia aocpaAf “oTraciyara’
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C
Eikéva 72. AKoun Tpia ac@alf otraciyara.

To Tpiywvo TO OTTOI0 PAG TTPOKAAEI TO TIPOBANUA YE TA OTTACIPATA, OTTWS AVAPEPAUE KAl
TTpIV, €ival auTd TTou yeIToveUel ue AAAa evdg GAAou emITTEdOU, auTd TO TPiywvo OTnV
€IKOVA POG €ival TO TPIYWVO TTOU CNUEIWVETAI JE TO YPduPa “X” oTnv eIkOva 72. ZTnv idia
gIKOvVa QaivovTal ETTiIoNG Tpia ac@aAr otraciyara oto degi etriredo. Autd gival 10 “A”, TO
“B” kal To “C”. Eav twpa 10 Tpiywvo “D” otmrdoel Ba TTpokaAécoupe oTTdcoiuo. AnAadn)

OTTWG OTNV TTAPAKATW EIKOVA:

Eikéva 73. Anuioupyia oTragiyaTog.
To apyIko Tpiywvo €xel oraoel o€ “E” kal “F” xwpig va TTdpoupe utrdyn Tnv yeITovia Tou.

AUTO ap€owg Ba TTPOKAAECEI TO TTPOBANUA TTOU QAIVETAI OTNV TTOPAKATW EIKOVA:
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Eikéva 74. AkOpa éva oTrdoiyo Adyw EAAEIPNG eAEyxOU yeIToviag.

MpoxwpwvTtag Ba doUuue avaAuTIKG Tn PEBODO TTOU XPNOIMOTTOINBNKE yia AUTAV TNV
EQApPMOYN, N OTToiI0 XPNOIKOTTOIEI JOVO TO TETPABIKO BEVIPO WOTE va “kpUWel” atrd TNV
KAPTA YPOQPIKWY KOPMPATIA TOU TOTTiOU Ta OTToia Ogv T BAETTOUME €UEIG 1] KAAUTEPA N

KApepaQ.

AuTO Ba gAa@puvel Katd TTOAU Tov QOPTO gpyaciag NG KApTag ypa@ikwyv. H pébodog
Xpnoigotroinong evog TeTpadikou dEvipou eival atrAf. Eivar n idia diadikacia pe éva
octree, OTTOU OTTACOUHE TA APXIKA PEYAAQ KOUPATIO TOU TOTTIOU O€ PIKPATEPA PEXPI EVOG
opiouEVou onueiou. KAt TETOIO @aiveTal OTNV TTAPAKATW €IKOVA, OTTOU TO APXIKO TTAEYUO
16X16 €0TTO0€E O€ TECOEPA PIKPOTEPA KOUMPATIA, TA OTTOIA PE TNV OLIPA TOUG OTTACAVE O€

TEOOEPA UIKPOTEPQ:

15

Eikova 75. ‘Eva 1eTpadikd OEvTpo.
21NV ouvéxela BEAoupE, OTTWG EITTaPE apxIKA, auTtd To TTAEyPa va aAAnAemdpd Pe TV
Kauepa pag. Kam 1é€tolo Ba yivel ge Tov TpOTTO TTOU QaiveTal OTAV TTOPAKATW EIKOVA

OTTOU TO ONUEIQ TA OTTOIA TTPETTEI VA EMOAVICTOUV QWTICOVTAI PE YKPI XPWHA:
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Eikéva 76. H Acitoupyia Tou TETpadikou OEVTPOU.

OT1rwg eitrape Kai TpIv, To TETPAdIKO KEVTPO €ival pia atrAoTToinuévn €Kdoon Tou octree.
Mia TTepioxr) €vOog TETPABIKOU OEVIPOU, €va KOUTI OTTWG @QAiveTal OTAV TTPONYyoUUEVN
EIKOVA, XPEIAZETAlI VO XWPIOTEI O€ TEOOEPA MIKPOTEPA €VW OE €va OCtree O€ OXTW
KUBoug. ETriong o€ éva octree Ba TTpETTel va KPATAPE OAEG TIG BETEIG TWV “TTAIdIWV” EVW

oTO TETPADIKO OEVTPO eV XPEIAZeTAl VA a0X0ANBOUUE PE KATI TETOIO.

To 1eTpadikd 6€vipo 10 UAoTToIEl N KAGon QuadTree péoa oTnv eQapuoyn Hag. ApxIKa

B0 KOTAOKEUAOOUE TOV KWOAIKA yIa TOV KABE éva KOUBO:

11 = public class Node

12 {

13 public MNodeType Type;

14 public BoundingSquare BoundingCoordinates = new BoundingSquare();
15 public int[] Branches = new int[4];

16 public BoundingBox boundingBox;

17 public List<int®> TriangleIDs = new List<int:();
18 public int ID;

19 public int ParentID;

20 }

22 [ public enum MNodeType

23 {

24 Leaf = @,

25 Node = 1

26 }

Kwdikag 53. O kWdIKAG TTOU avTITTPOoWTTEVEI TOV KABE KOUBO.
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21NV ypauun 13 xpnoigotroloUue pia YeTaBAnT 1Tou Ba avayvwpilel Tov KOPPBo uag.
AUTOG uTTopPEl va gival OTTWG @aiveTal oTnv dnAwoN oTnNV Ypauun 22 £éwg 26, €ite évag

AAAOG KOUBOG, €iTe pia attdANER TOU.

2NV ypauun 14 dnAwvoupe évav TuTTo peTaBANTAS BoundingSquare, yia va 1o
XPNOIUOTTOINOOUUE apyOdTEPA VYIA TOV EVIOTIONO OUYKpouong ME TO TrovTikl. To
BoundingSquare trpoo@épeTal atmd tnv PiIBAI0OAKN Tou XNA Kkai gival évag Xwpog oTov
OTT0iO TTEPIKAEiOVTAI BIA@OPa TTPAYUATA, £TOI WOTE VA KOTAVOOUUE TIG OUYKPOUOEIG KABE
@opd. Méoa o€ autd TO “KOUTI” UTTOPOUNE VO TOTTOBETHOOUNE OTIBATTOTE XPEIO(ONAOTE
yIQ EVTOTTIOMOUG OUYKPOUOEWV. 2av £va TTAPAdEIYUA VA avAQEPOUNE TNV TTEPITITWON
EVOG TTOAU yvwoTou Traixvidiou Tou Arkanoid, OTO OTI0i0 yiO va HTTOPOUCAME VA
KatoAdBoupe Kk&GBe @opd edv uTttApxel OUykpouon WTTGAaG pe €va  block 6Ba
TOoTTOBeTOUCOUE TO KABE €va block o€ éva BoundingSquare kail To0 UTTaAGKI o€ éva GAAO.

AuUTO @aiveTal oTNV TTAPAKATW EIKOVA:

Eikéva 77. Evromoudg cuykpouong pe Xprion BoundingSquares.

TéNog, aiCel va avagépoupe OTI Ta TETPAYwVa OEV Eival APKETA PEPIKEG POPEC VIO TOV
eviommopd ouykpouong. MNa TTapddelyya, yia 1o TTEPITTAOKA  POVTEAQ, OTTWG YIa
avlpwTroug, OTnNV TIPAYUATIKOTNTA YiVETAI XPAON TTOAAWVY JIAQOPETIKWY OXNUATWY,

OTTWG €ival oQaipeg Kal AAAQ.

2uvexidovrag otov KwdIka 53, otnv ypauun 15 dnAwvouue Tnv petaBAnTr Branches n
oTroia Kal 8a kpatdel Ta 4 onueia Tou KAatwTepou emmTédou, dnAadr) Ta TTaidid Tou KABe

KOuPou. TéAog, pia onuavTikr dAAwaon Bpioketal otn ypauun 17, 61Tou ekei Ba kpaTdue

147



KABe @opd Ta Tpiywva TTou Bpiokovtal uEoa 0 auTdv ToV KOUPBO 1 TO KOUTI OTTWG EIMTapE

TTPIV.

2TOV TTAPAKATW KWAIKA TTapouacialetal o Constructor Tng KAdong QuadTree:

46 [ public QuadTree(float MapWidth, fleoat MapHeight, Vector2 CellSize, Map.Tri[] Triangl:

Kwdikag 54. O constructor Tng kKAdong QuadTree.

O1rwg kataAaBaivouue kal atmd Tov TTponyouuevn dAwaon, yia va KATOOKEUAOOUUE TO
TETPODIKO OEVTPO XpeladeTal va dNAWOOoUPE TO UWOG Kal TO TTAGTOG Tou XAPTn, TO
MéyeBog TTou Ba €xel To KABe KouTi pe Tpiywva Kal TEAOG €va dévrpo ue Tpiywva. H
MeTaBANTA Map Tng yYAwooag C# ulotroicital pe 6€vTpo Kal pag Bonbd va evrotTiooupe

Tpiywva &EPovTag KATTOIO TOUG XAPOAKTNPIOTIKO, yia TTapadelyua 1o 1D Toug.

ApxIKd, AoItrdv, uttoAoyiCoupe TO PMAKOG Kal TO TTAGTOG TOU TTAEYUOTOG ATTO Ta UEYEDN

TTOU pag divovtal dIaIpwvTag PE To HEYEBOC KABE KEAIOU:

GridwWidth = MapWidth / CellSize.X;
GridHeight = MapHeight / CellSize.Y;

[N ;]
[ ]

Kwdikag 55. EUpeon urikoug kal TTAGTOUG.
E@ooov 1ma yvwpifouue 10 YAKOG Kal TO TTAATOG PTTOPOUNE va BPOUNE TwV aplBud Twv
“@UAAWV” TTOU aTTapTiouv TO TETPABIKO Pag OEVTPO Kal ETTEITA TOUG KOUBOUG Tou. TEAOG,

Kataokeualoupe TNV AioTa KOUBwWV:

int numberOflLeaves = ((int)Gridwidth / 4) * ((int)oridHeight / 4);

int numberdfNodes = CalcNodeNum(numberOfLeaves, 4);
MNodeList = new List<Node:(numberOfNodes);

wownownwn

=] O A

Kwdikag 56. EUpeon UMWY Kal KOPBwv-Anuioupyia AioTtag.

TeAeuTaia pag Kivnon €ival va dnUIoupyroouuEe éva PeYAAo “KouTi”, OTTwWG EITTaPE oTnV
apxnl (BoundingBox). Auté TO KOuTi Ba OTrdel Ot MIKPOTEPA HEXPI va QTACEl TO
{nToupevo péEyeBOG Tou peyéBoug keAlou (CellSize). 2tnv ouvéxela uttoAoyiCoupde Kal

QATTOBNKEUOUE TIG CUVTETAYHUEVESG OAWV TWV KOUTIWV TTOU dnuioupyrenkav.
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Méoa o€ autAv Tnv KAdon uloTrolgital €miong pia ouvdptnon n otoia uyag ponda va
KATAVONOOUNE €AV KATTOIO TPiywVvOo BpiokeTal péoa o€ KATTOI0 KOUTi. H ouvapTtnon auth
é€xel 710 6voua InsideBoundingBox kai emoTpé@el pia bool petaBAnTh €dv KATTOI0
Tpiywvo Bpioketal yéoa oe éva kouti. Emmiong, péoa oe autAv Tnv KAdon uttdpxouv
OUVAPTAOEIG Ol OTToiEG TPEXOUV OTav auTd KataoTel atrapaitnTo. MNa mapddeiypya €dv
aAAGEoupe To PEYIOTO UWOG TOU TOTTIOU Ba TTPETTEI va UEYOAWOOUPE Ta KOUTIG Kal oUTw

KAOe €€NnG.
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H kAdon Tou ToTTiou Map uAoTTolEi OAEC TIC ATTAPAITATEG AEITOUPYIEG TTOU XPEIAlONOOTE
yla €va TOTTIO KAl XPNOIUOTIOIEI Eva TETPABIKO JEVTPO YIa VA DIAXEIPIOTEI TOV £€QUTO TOU.
O1 Aeitoupyieg Tou gival apkeTég: MTTopouue va dnPIoUPYACOUNE éva PIKPO, HECQIO Kal
TEPAOTIO KEVO TOTTIO. 'ETTEITa UTTAPYXOUV OUVOPTACEIC BOPURBOU KAl CUVAPTHOEIS XPRoTN
woTe va aAAGéel n diapodpewaor) Tou avaloya Pe Tov TTIAeyuéEVo BOpuBo. Oa douue o€
YEVIKEG YPOUMEG ME TTOIO AOYIKN A&IToupyei. ApXIKA aG TTOUME TTWG dNUIOUPYOUME Eva
Kalvouplo ToTrio. [Na va To Kavoupue autd Ba TTPETTEl va TTATACOUUE TO KouuTTi “Medium”,
ag TToupe oTnv Kaptéha “Map”, yia éva TOTTio peocaiou peyéBoug. AuTO TO KOUUTT

Qaiveral 0TNV TTAPOKATW EIKOVA:

Camera Slybox | Sun Water Map Textures Settings Irfa Debug/Save

ﬁ Mew Map

S R |

Eikéva 78. Anuioupyia evég pecaiou ToTTiou.

Méxpr €dw €xouv yivel RO TToAAG. ‘Exel dnuioupynBei pia kKAdon TeTpadikou dévTpou,
E€XOUV UTTOAOYIOTEI Ta Tpiywva, Ta QUAAQ Ol KOUPOI, Ta KOUTIA TToU Ta TTEPIKAEiouV OAa
auTd, OTTWG E€TTIONG KAl Ol OUYKPOUOEI§ Toug. ETmmiong, OTTwg cixaue TTEl Kal oTnv
TEPITITWON TOU nAiou, 0 XAPTNG Ba XPNOIYOTIOIE KAl AUTOG TNV EVOIGUEDN MVAMN

(Vertex/Index Buffer) yia Adyoug £¢oikovounong mopwv.

Edv TTaTACOUNE TO KOUUTTI TTOU TTAPOUCIACTNKE TTAPATIAVW TO TTPOYPAPUa Ba aTToKpIOEi

EMPaVICOVTAG HOG £VA TOTTIO TTEPITTOU £TOI:

Eikéva 79. ‘Eva ToTrio pecaiou peyéBoug.
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To 1otrio @aiveral TTOAU KaAG. KaBoAou peaMioTIKO OpwG. MNa va TTPOCOPOIWOOUUE Hia
avwuoAn em@dveia Ba mmpooBécoupe B6pufo. MNa TTapdadelyua, yia va TTPocbEécouue
B6puBo Perlin, autd 10 KAvoupe PEOA ATTO TNV KAPTEAQ TOU XAPTN €AV TTATAOOUUE TO

koupuTtri Perlin Noise. To TTpoypauua 8a atmrokpiBei TTepitrou £T01:

Eikéva 80. Totrio pe 66pupo Perlin.

Mapakdtw Ba doupe TIG cuvaptrioelg BopuBou. O1 cuvaptioelg BopuBou Perlin kai
Tuxaiou BopuBou (Random), KOBWG ETTIONG KAl OI CUVAPTROEIG ETTIAEYUEVEG ATTO TOV

XPARoTn uAotrolouvTal oTnv ouvdptnon RandomizeHeight.

1858 switch (randomGenType)

1851 {

1les52 case GenerationType.Random:

1@53 currentHeight = (float)random.Next(randomHeight.X, randomHeight.¥) * @.@1f;
1854 break;

1855 case GenerationType.PerlinNoise:

1856 currentHeight = MathExtra.PerlinNeise(x, y, 288) * 5.ef;
1857 break;

1@58 case GenerationType.FieldNoise:

1@59 currentHeight = (float)(Math.5in(x));

1866 break;

1861 case GenerationType.CustomMoise:

1862 float first =@ ;

1863 float second = @ ;

Kwdikag 57. ZuvapTrioeig Bopupou.

KaBwg emAéyoupe dIapopeTiKO TUTTO yevvATpIag BopuBou, n WeTABANTA OTn Ypauun
1050 aAAGCel kal avéAoya pe auTtrv KaAgitalr n ouvapTtnon yia mpoéoBeon BopuBou oTo

TOTTi0. OTTOTE £XOUNE TPEIG DIAPOPETIKES YEVVATPIEG BopURou:
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- Tnv Perlin
- Tnv Tuxaia
- Kai etmiAoyn) Tou XpnoTn.

EiIdIkd oTtnv TeAeutaia yevvATpia, O XPNOTNG £€xel TNV duvatotnta va emAégel dUo
OIOQOPETIKEG OUVAPTACEIG (NUITOVO, ouvnuiTovo, £QaTToPévn Kal AAAa), OTTwG €TTioNG
Kal TNV TTPAgn TTou Ba yivel JETagU Twv OUVAPTHOEWY WOTE va TTpooTebei B6puog oTo
Totmio. ‘Eva mapddeiyua mpoéoOeong nUITOVOU Kal EQATITOPEVNG QAIVETAI OTNV ETTOPEVN

£IKOVA:

Eikéva 81. ©6pufog emmAeypévog atmo Tov XproTn.

Mia onuavTiki AciToupyia Tou TOTTiOU €ival N €goudAuvon, N OTToia CUVAVTATAI KAl OTAV
wneiakn emeéepyacia €IKOVOG. 2TnV OeUTEPN TTEPITITWON £XOVTOG TO IOTOYPAUMUA TNG
€IKOVAG (Ta XPWHATA TTOU UTTAPXOUV Kal TTO0EG POPES PEoa OTNnV €IKOVA), UTTOPOUUE va
KAVOUME €EOMAAUVON TWV XPWHATWY WOTE VA PNV €XOUPE ATTOTOUEG METOROAEG. ZTnV
OIKN YAG TTEPITITWOTN, MTTOPOUME VA ECOUAAUVOUE TIG KOPUPEG WOTE VA PNV UTTAPXOUV
TTOAU HEYAAEG 1 TTOAU HIKPEG KOPUQPEG, QUTOG O Opog ouvavtatal PE TNV A€En

smoothing.

lNa va karavooouue WG doUAeUel auTr n dladikaoia Ba TTapoucIAoouPE apxIka duo
eIkOveS. H pia givar n TpwtdTUTIN KOl N AAAN n €§iI00ppOTTNUEVN PE TA 1I0TOYPAPUATA

TOUG:
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“Illllll M.

Eikéva 82. H cikdva TTpIv Kal JETA TNV €6100pPATTNON I0TOYPANUATOG.

Mapartnpouue o€ auTAV TNV TTEPITITWON OTI N €IKOVA KATA pia évvola “atrAwveTal” Kail €101
g¢xoupe TOI0 “OwoTd” Ypwpata. O KWAIKAG TNG E£PAPPOYNG MAG KAVEl TTapdpoia

AeiToupyia eTévw OTO TOTTIO:

1179 E public woid SmoothHeightmap()
1180 {
1181 for (int v = 8; v < size.¥; y++)
1182 {
1183 for (int x = 8; x < size.X; ®x++)
1184 {
1185 int[] bitID = new int[5];
1186 bitID[@] = % + v * size.X;
1187 bitID[1] = (x + 1) + vy * size.X;
1188 bitID[2] = (x - 1) + vy * size.X;
1189 bitID[3] = x + (v + 1) * size.X;
1198 bitID[4] = x + (y - 1) * size.X;

-
1192 JiMake a list of surrounding bits, considering map edges
1193 List<float> pixelColor = new List<float>();
1195 pixelColor.Add(bits[bitID[@]].ToVectord().X);

196
1197 if (bitID[1] > @ && bitID[1] < bits.Length)
1198 pixelColor.Add(bits[bitID[1]].ToVectord().X);
1199 if (bitID[2] > @ && bitID[2] < bits.Length)
1208 pixelColor.Add(bits[bitID[2]].ToVectord().X);
1281 if (bitID[3] > @ && bitID[3] < bits.Length)
1282 pixelColor.Add(bits[bitID[3]].ToVectord().X);
12a3 if (bitID[4] > @ && bitID[4] < bits.Length)
1284 pixelColor.Add(bits[bitID[4]].ToVectord().X);

Kwdikag 58. E¢opdAuvan Kopugwv.
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271G Ypaupég 1181 £wg 1190 0 aAyopIBuog £xel wg €EAG: Oa TTPETTEl va yvwpilouue Ta
“‘Oyn” TNG yeIrovidg Tou KABE TPIYWVOU WOTE VO ATTOPACIOOUNE TTOI0 UWOoS Ba €xel To
Tpéxov. Q¢ yeITovid TpIywvou evvoouvTal Ta dITTAava Tpiywva OTTwG @aivetal oTnv

TTAPAKATW EIKOVA:

G | H I

Eikéva 83. sitovid 3X3

Me GAAa AGyia, oTav £pBel N ogipd Tou TpIywvou “E” €101 WOTE VA ATTOPACICOUNE YIa TO
Uyog Tou, Ba AdPoupe uttoywn Ta Tpiywva “‘A”, “B”, “C”, “D”, “F", “G”, “H” ka1 “I”. ZTg
ETTOUEVEG YPAPUEG TOU KWOAIKA AUuTO TTOU €XOUME va KAVOUME gival va aBpoicoupe autd
Ta 0Yn Kai va Ta d1aIp€COUNE PE To TTANBOG Toug TTou gival To 9. 'ET01 TTOAU atTAd, e €va

Bpoyxo o otroiog Ba TpéLel yia GAa Ta Tpiywva TOu TOTTioOU Jag, Ba £Xxoupe oav oUVOAO

éva e€opalupévo Totrio. To atroTéEAeopa @aiveTal oTnV TTAPaKATW EIKOVA:

Eikéva 84. ApioTepd TO TOTTIO TTPIV TNV £€0UAAUVON. Ag€IA TO TOTTIO PETA.

To emdpevo Béua e To otToio Ba aoxoAnBouue cival n eTTeéepyacia Tou TOTTIOU. 2TnV
e@apuoyn divetal n duvardTnTa OTOV XPHOTN VA ETTECEPYAOTEI TO TOTTIO PE TO TTOVTIKI,

QiVOVTAG TOU OPKETA EPYOAEIN. ZUYKEKPIMEVA UTTOPOUE:
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- Na avuypwooupue KOpUPEG.

- Na 11I¢ XapunAWOOUE.

- Na 11g eCOJOAUVOULE.

- Na 11¢ xapnAwaooupe ato onueio “0”, TEppa KATw.

- Na emAEEOUE pia Kopu@r) Kal va dWOOUUE OTIG TTAAIVES TO id10 UYWOG.

2¢ KABe avavéwon, AoITTov, TNG KAPTAG YyPa@IKWV eAEyXOUPE €Av €xel aAAdgel To
epyaAeio 1o otroio emmegepyddeTal TO TOTTO KAl av auTtd eival didgopo atmmd TO

TTPOETTIAEYMEVO. Me GAAa Adyia TO TTPOETTIAEYUEVO €pyaAgio gival auTd TToU QaiveTal OTNV
TTAPAKATW EIKOVA:

* & & -

Lower Smooth Flattern Buldoze

Eikova 85. To mrpoetmiAeyuévo epyaleio. Kapia evépyeia dev Ba yivel.

Eav autd aAAagel Aoimmov, OTTwG EiTTaPE Kal TIPIv, N PNXavh ypa@ikwy Ba JTrel o€

kardotaon edit kal Ba eNQAVIOTEI O KEPOOPAG EVTOTTIOUOU B€0NG TTOU QaiveTal OTNV
ETTOPEVN EIKOVA:

* |w

Fiatiern Eildize

W Smacth Map

ﬂ Trvwen Map |

k-4 Claz-Man

Eikéva 86. O képcopag eviomopou B€ong.

Otav Aoimrév Kdvoupe éva KAIK 0€ AQuTAV TNV KATAOTOON TTOU BPICKOUOOTE, N KOPU®PH
TTOU €XOUME ETTIAEYUEVN Ba KAVEI QUTAV TNV EVEPYEIQ TTOU EUEIG EXOUME ETTIAEEEI ATTO TO
pMevou. MNa autd Tov AOGyo TpEXEl Wi ouvApTnon n OTToid OuvavTatal OoTnv KAAon

MathExtra pe To évoua Checklntersection.
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AuT] n ouvdaptnon AapBdaver apxik& TV KATAOTOON TOU TIOVTIKIOU, WETAQPAEl TnVv
oduodidoTtaTtn 086vn o€ TpIodIGCTATN Yia XApn Tou ToTriou Kal auTd yivetal BEBaia pe v
BorBeia TNG KAPEPAG, OTTOTE TEAIKA KATOOKEUACOUUE TNV OKTiVA TOU TTOVTIKIOU, OTTWG
cidaue o€ TTPonyoupevo KEQAAAIO, WOTE va KaTaAdpoupe pe TT0I0 BoundingBox
AAANAEMIOPA N aKTiva Tou TTOVTIKIOU. OTTOTE £x0oUupEe TTAEoV pia gekdBapn eikéva yia 1o
TT0I0 TPpiywva TTAéov Ba petakiviiooupe. OTav BeBaiwg a@AoouPe TO KAIK TOU TTOVTIKIOU
@eUYOUNE aTTO TNV KATAOTAON ETTECEPYATIAC KAl YiVOVTAI KATTOIEG ETTITTAEOV EVEPYEIEG
OTTWG QUTH TNG MEPIKAG €EI00pPATTNONG TPIYWVWY WOTE VA PNV EXOUPE ATTOTOMEG

KOPUQPEG.

TEéNOG, KatTola AAAQ onuavTiKA epyaAEia TTOU TTPETTEI VO AVOPEPOUE €ival O ETTITTAEOV
QWTIONOG OTO TOTTIO pag, KABwG kal n TPOROA Tou ot TAéypa. Autd 1o dUO
TTeTuxaivovTal e TNV BonBeia tou Vertex/Pixel Shader. To pwTo €ival pia TTapdpola
TTEQITITWON ME auTr) Tou AAIOU OTTOU ATTAWG AUEAVOUNE TOV QWTIOUO TWV TPIYWVWYV KAl
TO OEUTEPO €ival pia eVIOA} OTOV TPOTIO E€UQAVIONG TWV TPIYWVWYV. H evioAf auth

eloayetal otov Pixel/Vertex Shader wg pia diagopeTikr) péBodo:

technique TransformTexture

1
pass P@
1
VertexShader = compile wvs_3 @ Transform();
PixelShader = compile ps 3 @ Texture();
h
¥
technique TransformWireframe
1
pass P@
1
VertexShader = compile ws_ 3 8 Transform();
PixelShader = compile ps 3 @ Texture();
FillMode = Wireframe;
h
b

Kwdikag 59. EVaAAAKTIKOG TPOTTOG EM@AvIoNG Tpiywvwy e Tov Vertex/Pixel Shader.

Maparnpouue oTov TTPoNyoUuEVO KWK HLSL 611 autd 1TTou aAAGdeEl €ival gia ypauun
TTapamavw, n FillMode n otroia taipvel Tnv iy WireFrame €101 woTe 6,71 TTEPAOEI

péoa atrd Tov V/P Shader va (wypa@ioTei Je TNV JEB0SO Tou TTAEYUATOG.
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TéNog, Ba douue TNV PEBODBOC e€aywyng Tou XApTn o€ eIKOva Pe KaTadAngn .png. Auth n
AeiToupyia €ival TTOAU Xproiun OI10TI apyoTepa av  XpelaoTei Ba PTTopécOulE va

POPTWOOUWE, TOV XAPTN JOVO, aTrd pia eiIkéva pe KatdAngn .png.

O kwdIkag gival 1Id1aiTepa atrAdG:

271 [ public wvoid SaveHeightMap(string filename)

272 I

273 UpdateHeightFile();

274 FileStream stream = new FileStream{filename+".png", FileMode.Create);
275 heightmap.SaveAsPng(stream, heightmap.Width, heightmap.Height);

276 stream.Close();

277 }

Kwdikag 60. AtroBrikeuan Xaptn wg eikéva pe KatdAngn .png.
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AQoU €xoupue TOTTOBETAOEI OAQ TA ATTAPAITNTA OTOIXEIQ OTO TOTTIO POG Eival KAIPOS va
atmmodwaooupe Aiyo TTapatrdvw peaAiopo. Autd Ba 1o Kdvouue TTPoaBETOVTAG VEPO TNV
epapuoyn pag. Eival pia KATTwg ePitTAokn PEB0dOG, aAAG OXI OUOKOAN. ATTAWG TTPETTEI
va akoAoubnBouv Ta Bruata moTtd. To amotéAeopa TeAIKA agidel Tov kOTTo. To vepd
uAoTroiital péoa otnv KAaon Water. Mevikwg yia Ta TpiodidoTtata Traixvidia utrdpxouv
OUOo Baoikoi TPOTTOI PYE TOUG OTTOIOUG UTTOPOUME VA AVATTOPACTIOOUME TO vePO. H pia
MEBODOG €ival TO VEPO TTOU MOIALEl EKEIVO TOU WKEAVOU HE T KUMPATA KAl BEAEI ApKETA
Tpiywva dI0TI XpeldleTal va pubuifoune TO UYWog KABE @opd Kal n deUTEPN TEXVIKN €ival
QuTh Tou vEPOU TNG Aipvng, TTou, OTTWG Ba doupe, UAOTTOIEITal JE JOVO OUO Tpiywva.
Eival ammAwg éva etTiTredo 61ToU Ba TTEPVAUE OUVEXWG aTTd TTAVW TOU €va texture woTe

va dnpioupyouvTal PEAAICTIKOI KUPOTIOWOI. To vepd @aiveTal 0TV TTAPAKATW EIKOVA:

Eikéva 87. To vepd TnG €QapuoyniG.

2uvexidovTag, TTPETTEl VO TTOUPE TTWG TO VEPO Oev €xel ATTO POVO TOU KATTOIO XPWHA.
Eival atrAd évag €Eutrvog ouvduaoudg duo Trpayudtwy: AvtavakAaong kal dia@aveiag
dnAadn Reflection kai Refraction Map. To vepd avtavakAd 6,TI UTTAPXEI OTO TOTTIO PO,
aAAG @épel kal kKATTOI0 BaBUS diagdvelag €101 WOTE va BAETTOUUE Ta TTPAYMATA ATTO
KATW TOU. 2TNV TTOPAKATW €IKOVA @aiveTal he TTola dladikaaoia AEITOUpYEi TO veEPO, WOTE

VQa JTTOPECOUE VA TO KATAVONOOUHE KAAUTEPQ:
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Reflection Map

Tehkd vepd

Refraction Map

Eikéva 88. H diadikacia ey@aviong Tou vepou.

O1rwg BAETTOUME KOl OTO TTPONYOUPEVO OXAMA, YIO VA KATAOKEUAOOUWE TO vePO Oa
mpétrel va yvwpifoupe Tov Reflection kai Refraction Map yia kaBe pixel, woTte va 1a
eMQaviooupe péoa oTIG UPEG (textures). ‘ETol Ba éxoupe éva TEAEIO KaBPEPTN. To vepod,
Ouwg, TToTE dev gival TEAEIOG KaBPEPTNG. Ta avTikeEipeva Tou gu@avifovral TTAvw Tou
aAAoiwvovTal Adyw TwV KUPOTIOPWY Tou. Zuvexiovtag Ba TTpETrel dTav KOITAUE TO VEPO
va BAETTOUME TIG HEPIKEG AVTAVAKAGOEIG TWV AVTIKEIMEVWY TTAVW Tou, dAAd Kal péoa atrd
autd. Autév Tov ouvduacud Ba Tov emTuxouue pe Tov Fresnel Combinator. Méxpi
OTIYMAG €XOUPE éva vePD TO OTTOIO PEPEI KUPATIOPOUG Kal gival TreviakdBapo PtTAe. MNa
va TO KAvoupe Aiyo 1o peaAIoTIKO Ba aAAOIWGCOUNE AiyO TO Xpwua TOU O€ KATI TTOU

TTANCIALEl TTIO KOVTA O€ UTTAE-YKPI.

Mpiv TTpoxwprooupe Ouwg Ba TTpéTTel va opiocoupe Ta dUO Tpiywva Ta oTroia Ba

QVTITTPOOWTTEUOUV TNV €TMIQAvEIa. AUTO yiveTal OTTAG JE TOV €£EAC TPOTTO:

42 E  public woid setUpWaterVertices()

a3 {

2z VertexPositionTexture[] waterVertices = new VertexPositionTexture[6];

45

46 waterVertices[8] = new VertexPositionTexture(new Vector3(-10@e88, waterHeight, -108088), new Vector2(®, 1));
47 waterVertices[1] = new VertexPositionTexture(new Vector3(width, waterHeight, @), new Vector2(@, @));

43 waterVertices[2] = new VertexPositionTexture(new Vector3 (@, waterHeight, length)}, new Vector2(l, @));

49

5@ waterVertices[5] = new VertexPositionTexture(new Vector3 (@, waterHeight, length}, new Vector2{l, 1));

51 waterVertices[3] = new VertexPositionTexture(new Vector3(width, waterHeight, @), new Vector2(®, 1));

52 waterVertices[4] = new VertexPositionTexture(new Vector3(width, waterHeight, length), new Vector2(l, @));

53

54 waterVertexBuffer = new VertexBuffer(Renderer.graphics.GraphicsDevice, VertexPositionTexture.VertexDeclarati
55 waterVertexBuffer.SetData(waterVertices);

56 }

Kwdikag 61. Anuioupyia dU0 TPIYWVWYV TTOU AEITOUPYOUV WG ETTIQAVEIA VIO TO VEPO.
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16.1 - Anpioupyia Refraction Map

Apxikd Ba doupe TTWG PTTOPOUME va KaTaokeudooupe Tov Refraction Map. H TexvIki
EXEl WG €ENG: Oa XPEIOOTEI VA ATTEIKOVIOOUME KATTOIO KOUUATIA TOU TOTTIOU PECQ O€ €va
texture (To vepd). Me AAAa AOyIa, XPEIO(OUAOTE YOVO PEPIKA TTPAYUATA T OTTOI BAETTEI
n kduepa. Mo va amEIKOVIOOUPE avTiKEiyeva o€ €va texture Ba xpelaoTei va

XPNOIMOTTOINCOUE TIG TTAPAKATW UETABANTEG:

]

float waterHeight = Renderer.controlForm.waterHeight.Value;
int width, length;

F
d k3 =

20 refractionRenderTarget;
re2l refracticnMap;

Kwdikag 62. Xprion HETABANTWYV yIa ATTEIKOVION O€ texture.

H petaBAnTA otnv ypapun 10 xpnoIYoTIOIEiTAl VIO VA OPICOUME TO UWOGS TTou Ba €xEl To
vepO pag. Or ypauuég 13 kal 14 gival XpAOIPES VIO TNV ATTEIKOVION QVTIKEIMEVWVY TTAVW
otnv uen pag. O1 TapakdTw YPAPUES KWOAIKAG XPNOIMEUOUVY YIa va OpicouUuE TToI0G Ba

gival o “otéxog” atmreikéviong:

refractionRenderTarget = new RenderTarget2D

F

28 (Renderer.graphics.GraphicsDevice,

29 Renderer.graphics.GraphicsDevice.PresentationParameters. BackBufferWidth,

3@ Renderer.graphics.GraphicsDevice.PresentationParameters. BackBufferHeight,

31 false, Renderer.graphics.GraphicsDevice.PresentationParameters.BackBufferFormat,
32 Renderer.graphics.GraphicsDevice.PresentationParameters.DepthStencilFormat);

Kwdikag 63. OpifovTag Tov “OTOX0” aTTEIKOVIONG.

2Tnv ouvéxela, Ba TTpétel va opicoupe éva clip plane €101 woTe va {wypa@ifoupe Povo
0,TI BpiokeTal KATW ATTO TO vEPO €TTAVW OTO vePO. Na va 1o KAvoupe auTd, ouviBwg
XPEIGdovTal APKETEG PHOBNUATIKEG TTPAEEIC. MNa va To opiooupe, Aoittdv, Ba TTpétTel va
¢époupe TNV KOTEUBUVONR TOU Kal TO KEVIPO OTO OTTOi0 BpPiOKETAI TO TOTTO. TNV
TTEPITITWON MOG auTd Ta vouuepa gival attAd va Ta Bpouue dIOTI N ETIPAVEIG PJag €ival
eTiTredn. O TTapaAKATW KWOIKAG pag Bonbd va OpicoUPE AUTHV TNV ATTOKOUUEVN TTEPIOXN

TTOU Ba ATTEIKOVIOTEI ETTAVW OTNV ETTIPAVEIQ apyOTEPQ:
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188 [ private Plane CreatePlane(float height, vector3 planeNormalDirection, Matrix currentViewMatrix, bool clipside)

189 {

198 planeNormalDirection.Normalize();

191 Vector4 planeCoeffs = new Vector4(planeNormalDirection, height);
92

193 if (clipside)

195 planeCoeffs *= -1;

196 1

197

198 plane finalPlane = new Plane(planeCoeffs);
1499 return finalPlane;

200 }

Kwdikag 64. Anuioupyia clip plane.

‘Emreira, 8a mpémel va {wypa@icoune auTr] TNV ATTOKOPMEVN TTEPIOXN E€TTAVW OTO

ETTITTEDO YagG.

-] private void DrawRefractionMap()

{
Plane refractienPlane = CreatePlane(waterHeight + 1.5f, new Vector3(®, -1, @), Renderer.camera.view, false);
effect.Parameters["ClipPlaned"].SetValue(new Vector4(refractionPlane.Normal, refractionPlane.D));
effect.Parameters["Clipping"].SetValue(true); // Allows the geometry to be clipped for the purpose of creating a ref
Renderer.graphics.GraphicsDevice.SetRenderTarget(refractionRenderTarget);
Renderer.graphics.GraphicsDevice.Clear(ClearOptions.Target | ClearOptions.DepthBuffer, Color.CornflowerBlue, 1.8f, @);
if (Renderer.heightmap != null & Renderer.controlForm.waterMapReflection.Checked)
!

Renderer.heightmap.Draw(Renderer.camera.view, Renderer.camera.projection);

}
Renderer.graphics.GraphicsDevice.SetRenderTarget(null);
effect.Parameters["Clipping"].5etvalue(false); // Make sure you turn it back off so the whele scene doesnt keep rende
refractionMap = refractionRenderTarget;

h

Kwdikag 65. TeAIkOg kwdikag eupdviong Refraction Map.

MAéov €xoupe TeAElwoel PE TO TIPWTO  KOMMPATL  [llopakdtw Ba  douue  TTwg

Kataokeualoupue kal CwypagiCouue Tov Reflection Map.
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16.2 - Anpioupyia Reflection Map

ApxIkd, yia va OnUIOUPYAOOUUE OAEG TIG QVTAVOKAAQOEIG TWV QAVTIKEINEVWYV TTOU
BpiokovTal OTOV XWPO ETTAVW OTO VEPO Ba XPEIAOTOUWE TIG TTOPAKATW UETABANTEG:

16 RenderTarget2D reflectionRenderTarget;
Texture2D reflectionMap;

Kwdikag 66. MeTaBAnTéC amapaitnTeg yia T dnuioupyia Tou Reflection Map.
AUTO TTOU TTPETTEN VA YiVEI O€ AUTHV TNV TTEPITITWON €ival atTAd: Oa TTPETTEl va EEPOUNE O€
TTo0I0 B€0n BpiokeTal n Kauepa €101 woTe va (wypaifouue O,TI UTTAPXElI ATTO TTAVW TNG

ETAvw oTnVv €m@aveia. H TapakdTw eikéva Ba pag Bondrnoel va dIOAEUKAVOUNE PEPIKA

TTpdyuaTa:

Water level
Z=b

Z=0

AR

Eikéva 89. H avravdkAaon Tng KAPePAG.

O1rwg @aivetal atnv TTPONyoulevn €IKOva, O,TI @aiveTal ammd Tnv KAauepa A TTPETTEN va
Qaivetal otnv Kauepa B avamoda. Epeig teAikd Ba Tpétrel va {wypagicoupe O,Ti
@aivetal atrd TNV KAuepa B v O0TNV ETTIPAVEIA TTOU AVTITTIPOOWTTEVEI TO VEPO. Ouwg
auTd dnuioupyei Eva PIKPO TTPORANUATAKI: ZTNV TTEPITITWON TNG KAuepag B éva KopudTi
TOU TOTTiOU TTaPEUTTOdIEl TNV OTITIKA ywvia. Auté Ouwg OlopBwveTal Pe TNV £TOIUN

ouvdapTnon TToU KAvVauEe oTnv TTEPITTTwon Tou Refraction Map, clipPlane.

MpoxwpwvTag yia Tnv dnuioupyia TOTAG avTavakAaong Ba TTPETTEl va QTIGEOUME TOV
Reflection Matrix, dnAadry TOV QVECTPAUUEVO TIiVAOKA WOTE VA EUPAVIOTOUV Ta

avTikeigeva avatoda. Na autd n dnAwaon TG TTapakdaTw PETABANTAG gival Xprioiun:

10

19 Matrix reflectionViewMatrix;

Kwdikag 67. O aveoTpappEéVOg TTIVAKAG YA EMOAVION TOU avAaTTod0ouU XWPOU.
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‘ETreITa, PE TNV TTOPAKATW OuvdpTnon, o€ KABeE avavéwaon TN PNXAVAS ypagikwy Ba

Bpiokoupe Tov avaaTpopn B€on Kai oTrTIKG TTEdio TNG KAPEPAG:

81 [ public void update()

a2 {

83 vector3 reflCameraPosition = Renderer.camera.position;

34 reflCameraPosition.¥Y = -Renderer.camera.position.Y + waterHeight * 2;

85 Vector3 reflTargetPos = Renderer.camera.target;

86 reflTargetPos.Y = -Renderer.camera.target.¥ + waterHeight * 2;

a7

88 Vector3 cameraRight = vector3.Transform(new Vector3(l, @, @), Renderer.camera.rotationMatrix);
39 Vector3 invUpVector = Vector3.Cross(cameraRight, reflTargetPos - reflCameraPosition);

=l

91 reflectionViewMatrix = Matrix.CreateLookAt(reflCameraPosition, reflTargetPos, invUpVector);
92 }

Kwdikag 68. EUpeon avarmmodng 6£0ng TG KAPEPAGS KAl OTITIKOU TTediou.

TeNIKA, a@ou €xoupe OAOKANPWOEI OAES TIG ATTAPAITNTEG DIABIKOCIEG £XOUNE QTACEI OTO
onueio otrou €xoupe AGRBel Tnv B€on kai To oTITIKG TTEdio TNG KAPEPAg B OTTwg sitraue
otnv €ikova 89. TeAikd TO pévo TTOU MEVEI va KAVOUUE €ival va (wypa@icOUNE ToV

Reflection Map. O TapakdTw KwWdIKAG KAVEI aKPIBWS AUTO:

128 [ private void DrawReflectionMap()

121 {

122 Plane reflectionPlane = CreatePlane(waterHeight - @.5f, new Vecter3(®e, -1, @), reflectionViewMatrix, true};
123 effect.Parameters["ClipPlane@”].SetValue(new Vector4(reflectionPlane.Normal, reflectionPlane.D));

124 effect.Parameters["Clipping”].5SetValue(true); // Allows the geometry to be clipped for the purpose of creating a rei
125

126 Renderer.graphics.GraphicsDevice.SetRenderTarget (reflectionRenderTarget);

127

128 Renderer.graphics.GraphicsDevice.Clear(ClearOptions.Target | ClearOptions.DepthBuffer, Color.CornflowerBlue, 1.8f, @);
129

138 if (Renderer.controlForm.waterSkyReflection.Checked && Renderer.controlForm.SkyboxEnable.Checked)

131 i

132 Renderer.skybox.Draw(reflectionViewMatrix, Renderer.camera.projection);

133 1

134

135 if (Renderer.heightmap != null &% Renderer.controlForm.waterMapReflection.Checked)

136 {

137 Renderer.heightmap.Draw(reflectionviewMatrix, Renderer.camera.projection);

138 }

138

148 if (Renderer.controlForm.waterSunReflection.Checked && Renderer.centrolForm.SunEnable.Checked)

141 {

142 Renderer.sun.Draw(reflectionViewMatrix, Renderer.camera.projection);

143 }

145 effect.Parameters["Clipping”].Setvalue(false);

146 Renderer.graphics.GraphicsDevice.SetRenderTarget (null);

147 reflectionMap = reflectionRenderTarget;

148 }

Kwdikag 69. Atreikévion Tou Reflection Map.

2€ QUTO TO OnNuEio, aPoU £xouue TeEAEIWOEl PE TIG BACIKES dladikaoieg, Ba doupe Aiyo
Kwdika HLSH o oT1roiog cival amapaitnTtog yia TNV eueavion Tou vepou. Me dAAa Adyia,
OTTWG €ixaue el yia Ta Q€ oTnv punxavr XNA, 1o vepd Ba TTpéTTel va TTepAcel Péoa atmo

TwV KWOIKa HLSL kai £TeIma va (wypa@IoTEi.
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KaBwg n emmi@aveid pag gival TeAeiwg TTiTredn dev Ba XpelaoTei va UuTToAOyiocOUpE KATTOIA
METABANTA N oTroia va avTITTPoowTTeUEl ToV QWTICNO (normal). To yévo TTou £xouue va
UTTOAOYIOOUME €iVOl Ol OUVTETAYMEVEG TWV UQWV OTTWG KAVOUUE KAl OTOV TTAPAKATW
Kwolka. Edw tépa Ba TTPETTEl va OPICOUME Kal TV U@ N OTToia QOPTWVETAI OTTO TOV

OIOXEIPIOTH TTEPIEXOUEVOU KAl TTPOKAAEI TOU KUPATIOPOUG OTO VEPO:

WertexToPixel WaterVs(float4 inPos : POSITION, float2 inTex: TEXCOORD)

1
WWertexToPixel Output = (WWertexToPixel)®;

floatdxd4 preViewProjection = mul (xView, xProjection);

float4x4 prevorldviewProjection = mul (xWorld, preViewProjection);

float4xd4 preReflectionViewProjection = mul (xReflectionView, xProjection);

floatd4xd prelorldReflectionViewProjection = mul (xiorld, preReflecticnViewProjection);

Output.Position = mul(inPos, preWorldvViewProjection);
Output.ReflectionMapSamplingPos = mul{inPos, preWorldReflectionViewProjection);
Output.BumpMapSamplingPos = inTex/xWavelength;

Output.RefractionMapSamplingPos = mul{inPos, prelorldViewProjection);
Output.Position3D = mul{inPos, xWorld);

float3 windDir = normalize(xWindDirection);

float3 perplir = cross(xWindDirection, float3(e,1,8));
float ydot = dot(inTex, xWindDirection.xz);

float xdot = dot(inTex, perpDir.xz};

float2 moveVector = fleoat2(xdot, ydot);

moveVector.y += xTime*xWindForce;
Output.BumpMapSamplingPos = moveVector/xWavelength;

return Output;

Kwdikag 70. YTTOAOYIOUOG CUVTETAYHEVWY UQWYV OTNV YAwooa HLSL.
To TeAeuTaio TTOU TTPETTEI va UTTOAOYIOOUE €ival dUO voupepa. Tnv duodidoTatn B€on

TTOU BpiokeTal To TPiywvo, aAAG Kal Tnv ducdidoTaTtn Treplox TNV otroia “BAETTEl” n

OeuTepn KAUEPA. AUTO ETTITUYXAVETAI PE TOV TTAPAKATW KWOIKa HLSL:
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WPixelToFrame WaterPS(WVertexToPixel PSIn)

{

WPixelToFrame Output = (WPixelToFrame)@;

float4 bumpColor = tex2D({WaterBumpMapSampler, PSIn.BumpMapSamplingPos);
float2 perturbation = xWaveHeight*(bumpCclor.rg - @.5T)*2.8f;

float2 ProjectedTexCoords;

ProjectedTexCoords.x = PSIn.ReflectionMapSamplingPos.x/P5SIn.ReflectionMapSamplingPos.w/2.8f + @.5T;
ProjectedTexCoords.y = -PSIn.ReflectionMapSamplingPos.y/P5In.ReflectionMapSamplingPos.w/2.8f + @.5F;
float2 perturbatedTexCoords = ProjectedTexCoords + perturbation;

float4 reflectiveColor = tex2D({ReflectionSampler, perturbatedTexCoords);

float2 ProjectedRefrTexCoords;

ProjectedRefrTexCoords.x = PSIn.RefracticnMapSamplingPos.x/PSIn.RefractionMapSamplingPos.w/2.8f + @8.5T;
ProjectedRefrTexCoords.y = -P5In.RefractionMapSamplingPos.y/PSIn.RefractionMapSamplingPos.w/2.@f + 8.5F;
float2 perturbatedRefrTexCoords = ProjectedRefrTexCoords + perturbation;

floatd4 refractiveColor = tex2D(RefracticnSampler, perturbatedRefrTexCoords);

float3 eyeVector = normalize(xCamPos - PSIn.Position3D);

float3 normalVector = (bumpColor.rbg-@.5f)*2.6f;

float fresnelTerm = dot(eyeVector, normalVector);
float4 combinedColor = lerp(reflectiveColor, refractiwveColor, fresnelTerm);

fleoat4 dullColor = fleoat4(e.3f, @.3f, e.5f, l.aef);

Qutput.Color = lerp(combinedColor, dullColor, @.2fF);

float3 reflectionVector = -reflect(xLightDirection, normalVector);

float specular = dot{normalize(reflectionVector), normalize(eyeVWector));
specular = pow(specular, 256);

Output.Color.rgb += specular;

return Output;

Kwdikag 71. MetatpoTtrh Tpiywvwy o€ Pixel o kwdika HLSL.
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Eidape o mTponyouuevo Ke@AAaio TTwG gival duvaTtdv va CWOOUUE ToV XApPTn aTrd TO
TOTTiO pag. Mia Tétola evépyela Ouwg dev pag e€ac@alidel TTANPN Tavag@opd o€ Jia
KATAoTOON OTnNV OTToia PPIOCKOPAOCTAV, HE TIG OUYKEKPIMEVEG PUBUIOCEIS TTOU EiXAPE
emAEEEl. TNV KAGon FileHandler uAotroigital auTh akpiBwg n Asiroupyia. Eival duvatdv
va OOUAEUOUNE O€ €va TOTTIO KAl VO TO ETTECEPYACOPAOTE Kal EKEIVN TN OTIYMN va BEAoupue
va atrobnkelooupe 6An TNV TTapouca KatdoTtacor. To TTPORANUA TTOU UTTAPXE ATAV TTWG
Ba £TTPETTE VA ATTOONKEUOOUPE TTOAAG DIOPOPETIKA TTPAYUATA METAEU TOUG, OTTWG Eival TO
vepd, 0 RAIOG Kal AAAa o€ éva Koivo apxeio. Ta oToixeia Aoimmov OAa atroBnKeUTNKAV O€
text format. Auté BéBaia kdavel TNV amoBnikeuon KATTwWG avac@aAini dI0TI 0 KaBEvag
MTTOPEI va €xel TTPOCRACN OTO APXEIO Kal va TTEIPAEEI OTTOINOATTOTE PUBUION PE TO XEPL.
MNa autd Tov AOyo, Aoimmdv, TTPOOTEONKE OTNV QTTOBAKEUON apxeEiou pia OIKAEIda
ao@aAciag n otroia XpnolUoTToIEiTal aTTd TTOAAEG e@apuoyég onuepa. H diadikaoia €xel
w¢ €ENG: ZTNV QACN aTToBAKEUONG TOU APXEIOU PTTOPOUNE va atroBnkeUoouuE KATTOIO
oToixeia Ta otroia dev gival duvatov va aAAGEouv pe Evav attAd €TTEEEPYAOTH) KEINEVOU
Kal va gAéyxovTal KaTtd Tnv eopTwaon Tou apxeiou atrd tnv e@apuoyn. ‘Eva onuavtikd
oToIxgio TTou aAAGdel kal yiveTal duvaTh n karavonon TTpooBacng cival n nuUepounvia, n
OTTOIO KAl XPNOIYOTIOINBNKE O€ AQUTAV TNV EQApPUOYr, WOoTE KaTd TNV aAAayr Tou apxeiou
ammdé TOV XPrOTn VO QTTOTPETTETAI TO QOPTWHG TOU ApPXEiou OTNV PvAPN. ©a douue

TTAOPAKATW TTWG AUTO PTTOPEI va DOUAEWYEI.

Mpiv apxiooupe Aoimmov va ypagouue Ta dedopéva uag OTo APXEIo, TTAIPVOUUE TV wpa
TO AeTITO dnuIoupyiag, €101 TTPOCOETOVTAG Ta dnuioupyEiTal €vag KwdIKOS 0 OTToiog Kal

ypageTal 010 apxeio. O TTapakdTw KwoIKAg KAvel akpiBwg auTod:

15 //Code generation
16 int x = File.GetlLastWriteTime(filename).Hour ;
17 int y = File.GetlastWriteTime(filename).Minute;
18 int code = x + y ;

19 writer.Writeline({code);

Kwdikag 72. Anpioupyia KwdIkoU Kal aTToBAKEUON TOU OE apxEio.

‘ETreira atmd TNV a1mobrKeuon Kal TwV UTTOAOITTWV OTOIXEIWV TTOU ATTapTi(ouV TO TOTTIO,
OTTWG QUOIKA Kal TNV B€0n KAl TNV OTITIKN Ywvid TNG KAUEPAS TEAEIWVEI O OAYOPIOPOG
ammoBrikeuons. To vouuepo TTou YPAPTNKE OE €va TTAPAdEIYUA aG TTOUME TTWG ATAV TO
“24” eav 10 apxeio amoBnkeutnke oTiC 12:12 (12+12=24). Autd TO VOUNEPAKI EXEI

ypaoptei péoa oto apyxeio. Otav Ba traue va TpEgoupe 1O apxeio 8a eAéygel TO
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TTPOYPAUMA YIa auTd TO VOUUEPAKI av gival idI0 PE TNV NUEPOMNVia TpoTtroTroinong. Edv
Oev utTdpxel TTpOoRacn aTTd KEINEVOYPAPO TO apxEio Ba popTwOEei Kavovikd. e avTiBeTn
TTEPITITWON N NUEPOPNVIa TPoTToTToinoNG OAAAlel kal €101 Ta OUO voupepa dev Ba
OUPQWVOUV PETALU Toug. Me autdv Tov ammAd kKal £EUTTVO TPOTTO KATAQPEPVOUUE VO
ATTOTPEWYOUUE TNV TIPOCPacn OTO apxeio amod Kelwevoypdeoug. Puolkd otav yivel
avTIANTIT €EWTEPIKA TTPOCRacn, Ba pag euy@avioTei 1o prpvupa “file corrupted” kar Ba
TEPMATIOTEI N dIOBIKOCIA POPTWHATOG TOU apxeiou. H diadikaoia eAEyxou TTapoucIAgeTal

OTOV TTAPOKATW KWOIKA:

112 //Code check

113 string timeInFile = reader.ReadlLine();

114 int x = File.GetlLastWriteTime(filename).Hour;
115 int y = File.GetlLastWriteTime(filename).Minute;

116 int code = x + y;

118 if ( String.Compare(code.ToString(), timeInFile.ToString()) == @

=
5]
1]

F
=]

M v b=

System.Windows.Forms.MessageBox.Show("File is corrupted.™);

[ I I LR S Y Y N )
;

[
[ I R |
et

Kwdikag 73. 'EAsyxog akepaidTnTag apyeiou.
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MapakdTw TTapaTifevTal ol EIKOVES aTro TIG EKOOTEIG TNG TITUXIOKAG:

Hide and
Stop

Eikéva 90. H TpwTn €kdoon TnG TITUXIAKKG.

MepAapBavel TV emmITUXN @OPTWON TNG INXavig XNA Péoca o @Opua

L # b |
LS L] >
L ~ .

Eikéva 91. H de01epn €kdOON TNG TITUXIOKAG.

MpooTEBNKE XEIPIOPOG TNG KAUEPAG KAl EMPAVION ATTAOU TOTTIOU.
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Tac |Zaw | Wzves | Foso Samn |

Lecz enarn
rertl i

Eikéva 92. H 1pitn ékdoon TnNG TITUXIOKNAG.

MpooTéBnKe apxeio KATAYPAPHG YEYOVOTWY, QOPTWHA TOTTIOU aTTO apXEio Kal AAAEG ETTIAOYEG.

Eikéva 93. H 1é€1aptn ékdoaon NG TITUXIOKAG.

AMNNAEE N epyaAeIoBKN, TTPOCTEBNKE OUPAVOS Kal N KAUEPA TTAEOV XEIPICETAI PUE TO TTOVTIKI.

178



R ek Seloge  Uobow e

Eikéva 94. H méutn ékdoon TnNG TITUXIOKNAG.

MpooTéBNnKe vepPod.

Eikéva 95. H ékn kai TeAeuTtaia €kdoon TNG TITUXIAKAG.

AMNNAEE 0 TPOTTOG [E TOV OTTOIO EAEYXETAI TO TOTTIO WE TNV QOPUA Kal TTPOCTEONKAV OAa Ta

epyaAeia.
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MapakdTw TTapaTifevTal €IKOVEG HECQ ATTO OTIYUIOTUTTA TNG TITUXIAKAG:

Eikéva 96. Etreepyacia Tou ToTTiOU.

Eikéva 97. ANAayr upwv.

180



Eikéva 98. Mia dmmown atmd xaunAd.

Eikova 99. ®opTwaon piag eiIkévag xpriotn yia XapTn.
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Méoa o€ autd TO KEIPNEVO TTAPOUCIACTNKAV QPKETEC POOIKEG Kal £EUTTVEG PEBODOI Ol
OTTOIEG XPNOIMOTTOIOUVTAI PEXPI ONPEPA aTTd TIGC MEYAAEG eTaipieg BivreoTraixvidiwy. H
TITUXIOKI QUTHA €iXE WG OKOTTO VA avadeigel auTéG TIG BACIKEG HEBODOUG Kal Va TIG QPEPEI
o€ XauNAOTEPO €TTITTEDO WOTE va yivouv kKatavonTtég atrd 6Aoug. BERaia yia kKGBe pia
OIOQOPETIKA OKEWN UTTApXEl Kal KAtTola SIa@opETIKr) UAoTToinon. 1o TéAOG BéRaia

JIATTIOTWVOUNE OTI OAQ KATOAYOUV OTAV HABNUATIKY) OKEWN.

MpoowTTIKA TTOTEVW TTWG YIA VA TTPOYPANPATIOEI KATTOIOG TTaIxVvidla, XpelddeTal va gival
€QODIACUEVOG PE QPKETEG YVWOEIG TTIPOYPAUMATIONOU, JaBnuaTikwy Kal yepd veupa. Ta
TTauxvidia degv €ival amAwg pia diadikaoia n otroia, av PIAoUoauE 0TV YAWoOod Tou
TTPOYPAUUATIONOU, €XEl £va OnNUEIO €KKivnoNng Kal €va TTEPAg. Eival pia emmavaAnTrTiki
dladikaoia TNG oTroiag N MEAANOVTIKEG KATAOTACEIC €CapTwvTal dAueca ammod TG
TTPONYOUMEVESG Kal auTd YiveTal OUOKOAOTEPO €AV OKEQPTEI KAVEIG OTI UTTAPXEI EAAEIYN
oxedlaoTikou TTepIBAANovToC. BéBaia yia TIG yeviEG TTou Ba €pBouv Ba uTTdpxEl oiyoupa
Mia OXETIKI €UKOAIQ, BIOTI OI UNXAVEG YPAPIKWY 000 TTEPVAVE T XPOVIA YivovTal oAoéva
Kal 1o atrAouoTepeg. 'HON utrdpyouv tepIBaAAovTa avAatmTuéng Ta oTToia €ival TTOAU
euxpnoTa kal atmmAd 6tmmwg 10 3DS Studio Max. Edw TTpETTel va TToUdE OPwG OTI KAl auTd
Ta TTEPIBAAANOVTA O€ Kapia TTEPITITWOoN dev Ba ¢TACOUV TTOTE TNV TTPOCAPPOCTIKOTATA KAl

ETTEKTACIUOTNTA TWV UNXAVWY YPAPIKWY O€ YPAPUR EVTOAWV.

E€epeuvoviag Tov KOOPO Twv TTAIXVIOIWV KATTOI0G OIOTTIOTWVEI OTI 00Q TTI0 TTOAAG
MaBaivel kal yvwpilel, 7600 MO TOAU aufdvetal n TTOAUTTAOKOTNTA. AAAG n €uutn
avaykn yia €EepeUvVNON TOU QYVWOTOU, MOG QEPVEI TTAVIA OTTEVAVTI OE WpPAia Kal
@avtaoTikG atroteAéopara. EATTICw auTh n epyacia va yivel onueio ekkivnong Kai Tnyn
EUTTVEUONG VIO GAAEG EQAPPOYES Kal dnIoupyiag Kavoupiwy PHEBOdwY AyvwoTeS PEXPI

OnNMEPQ.
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