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MpdéAoyog

MNa TTOAAG XpOvIa, Ol TIPOYPAPUATIOTEG AVETTTUCQV TTAIXVIOIA yIa TNV
Java TTAat@opua xpnoigotroiwvTag To standard API Tng. Evw kdTroia atmd
aQuTd TTETUXAV XpnoiyoTroliwvTag Java 2D, Java 3D kai TTAR80g GAAwvV
APIs,katroia TpoBAfuaTa TNG TTAATQOPUAG EiXaV WG ATTOTEAETUA TTOANOI
AvBpwTTol va TNV TTAPABAETTOUV KAl VO uNV TV XPNOIUOTTOIOUV WG TTAATPOPHQ
QVATITUENG TTaIXVIBIWV Kal OAa padi odrynoav 0To CUPTTEPACHA OTI N Java dgv
gival KatdAANAN yia Tnv avdaTtrTugn TroloTIKwyY TTaixvidiwy. Evw oiyoupa n Java
Oev gival KATAAANAN yia avATITUEN TTAIXVIOIWY O€ TTOAANEG TTAIXVIOONNXAVEG,
€ival oTNV TTPAYMATIKOTNTA avayKaia yia TNV avaTrTugn TTaixviOIlwy o€

TIPOCWTTIKOUG UTTOAOYIOTEG, PDAS Kai KivATad TNAEQWVA.

‘Eva atré 1a Bacika TTAEOVEKTAMATA TNG Java EvavTl TwV TTEPICOOTEPWV
AAAWV YAWOOWV €ival N avegapTnaia Tou AEIToupyIKoU CUCTAUOTOG Kal
TAATQOPUAG. Ta TTpoypduuaTa TTou Eival ypaupéva o€ Java TpéXouve
akpIBwg 10 idlo og Windows, Linux, Unix kar Macintosh (ouvtopa Ba tpé€xouv
kal o€ Playstation kaBwg kal ge GAAEG KOVOOAES TTaIXVIOIWV) XWPIG va
XpelaoTei va Eavayivel yetayAwtTion (compiling) r} va aAAGgel o Tnyaiog

KWOIKAG yIa KAOE DIaPOoPETIKO AEITOUPYIKO OUCTNUA.

To TTapdv taiyvio oxedlidaoTnke €€ oAokApou pe Java. Eival pia
epappoyn yia PC n oTroia wWg oTOX0 TNG €XEl TNV avAdEIEn evOg BEIYNATOS TWV
TEXVOAOYIWV TTOU TTpocPEpovTal attd Ta APl TTou diabéTel n Java wg
TEXVOAOYia HEOO ATTO £va TTAIX VIOl TIPOOPICHEVO VIO YPUXAYWYIKOUG OKOTTOUG.
Eival éva katd kupio Adyo TpIodIaoTaTo TTaixVidl evw yia To [pa@iko

MepiBaAov XproTtn (GUI ) xpnoipoTtroiiénke Swing.

Abstract

For many years, developers were writing games for the Java platform

using its standard API. While some of them were successful using Java 2D,
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Java 3D many problems of the platform caused many people to overlooking
Java as a platform for developing high quality Games. While Java is not
suitable for Game Development in many game consoles it is compelling in

personal computers, PDAs and cellular phones.

One of the main advantages of Java against other languages is that its
platform is indepented from the Operation System. Programes written in Java
are running the same exact way in Windows, Linux or Macintosh without

having to recompile them or to change its source code.

This Game is written exclusivly in Java. Its an application designed for
a personal computer that serves a purpose of showing a sample of the Java
3D technology provided by its API, through entertainment. Its a three

dimensional game while its GUI is written with Swing.
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KE®AAAIO 1: Eicaywyn

AvEkaBev UTTPXE N BEANCN Kal N TTEPIEPYEIA YIA PIA EI0QYWYH OTOV
Mayiké Kal Xwpic opia KOO0 TwV YPa@IKWwY. H epapuoyn auth Eekivnoe Pe
QQOPMN TNV EKTTOVNON TNG TITUXIOKAG JOU Epyaciag Kal gival n apxn piag
TTPWTNG ooBapng TTPooTTAbEIng 0TNV eKuddnon Tou Java 3D API kal oTIg
BaoIkég Evvoieg Twv ypagikwy. H avatrtugn tng Ba ouvexIoTei Ye
TTEIPAUATIOPOUG KAl UAOTTOINCEIG VEWV TTPAYUATWY PE OTOXO TNV yvVwaon Kal

TNV EUTTEIPIAL.

210 KEQAAaIa TTOU aKOAOUBOUV TTEPIYPAPETAI TO ETTITPATTECIO TTAIX VIO,
OTTWG ONMIOUPYNONKE PE TA TTEPIEXOMEVA KAl TOUG KAVOVEG TOU. 2T CUVEXEIX
OKOAOUBEI pIa TTEPIANWN TWV TEXVOAOYIWV TTOU XpnaoigoTtroinénkav. ‘ETreiran
TTEPIYPAPN KAl avAAUGCT TwV KAAOEWYV TTOU OXEDIAOTNKAV £TO1 WOTE va
uAoTroinBouv o1 avTioToIxeS AEIToUpyieg KABWG Kal va oxedlaoTouv Ta
TTEPIEXOUEVA TOU TTAIXVIBIOU (KTipla, TOvVIA KTA.) o€ 3D 1repIBAAAOV Kal TEAOG
OKOAOUBOUV TTPOTACEIG YIa BEATIWON TNG EQAPPOYAG KABWG Kal oxEdIA yIa TV

ETTEKTAON TNG.

KED®AAAIO 2: MNMeprypagn Kai AvaAuon TwV KAVOVWYV TOU TTaiXVvidiou

To TTaiyVvidl autd KaB’ eauTtd uTTApXEl €OW Kal TTOAAG XPOVIa WG
EMTPATTECI0. 'EXOVTAG TO OTUA TOU KAQOIKOU TTaiXVvidIiou TG Mov_aTToAng o

TTaiKTNG €x€1 TNV duvaTéTNTa Va ayopddlel kal va XTicel TTOAUTEAN Eevodoxeia.

2.1 Nepiexoépeva Maixvidiov
To traixvidl atroteAgital atod:

e 'Eva tautrAd.

e Téooepa mOVIQ,Eva yIa KABE TTAIKTN.

e 'Eva {api apiBunuévo Kal Eva JE EIKOVEG yia TNV AdEIa KTIoTUATOG.

o XpAuara.

e EIKOOITTEVTE KTipIA XWPIOUEVA OE OXTW {EVODOXEIOKEG OVADES padi e
TOUG EEWTEPIKOUC TOUG XWPOUG.

o OxTW KAPTEG,Mia yia KABe Eevodoxeio.
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2.2 Kavoéveg Maixvidiou

To taiyvidl arroteAgital atmd 2 £wg 4 TaikTeG. AIOAEYEl 0 KOBEVAG ATTO
éva TovI,avaAoya JE TO XpWHA TNG apeoKEiag Tou ( KOKKIVO, UTTAE, TTpdaoIvo,
KiTpIvo ).

21OV KABE TTaiKTN,avaAoyei Eva TToo0 TTou avépxetal oTig 12.000, To
OTTOIO KaI PoIpAZeTal OTAV APXI TOU TTAIXVIOIOU.

Ol TTaiKTEG TOTTOBETOUV TA TMIGVIA TOUG OTO TAUTTAO.
To TaPTTAG,EKTOG ATTO TIG 4 BECEIG-Uia yIa KABE TTAIKTN-ATTOTEAEITAI KI ATTO:

e Tn diadpoun,TnVv otroia Ba akoAouBroouv ol TTaikTeG.H diadpopur) auth
gival TTou KaBopilel To Ti YTTOPEI va ayopAoEl i va XTio€l 0 KAOE
TTaiKTNG,avAaAoya Ye TO KOUTAKI 0TO oTToi0 Ba Bpebei pixvovTtag 1o
Cap1.H diadpoun TTapéxel oToug TraikTeg 2 check points,2 mOavoTnTES
yIa dWPEAV XTIOIUO KTIPiOU Kal 3 dWPEAV TTAPOXES EI00O0U.

e OxTtw gevodoxelakd CUYKPOTHUATA,TA OTTOIO AVAAUTIKA Eival:

Boomerang: €va KTiplo
President: T€ooepa KTipia
Waikiki: mévre KTipia

Taj Mahal: Tpia KkTipia
Safari: Tpia KTipia
Fujiyama: tpia Kripia
L’Etoile: TévTe KTipIa
Royal: T€éooepa KTipia

© NOoO O wNE

2€ O Ta CUYKPOTHHATA, EPOCOV TEAEILOEI TO XTIOINO OAWV TWV
KTIPIWV TOUG PUTTOPOUV VA XTIOTOUV Ol AVTIOTOIXOI EEWTEPIKOI XWPOI.
YTTapxel €vag yia kabe ¢evodoxeio.

A@ou Aoittév £xouv TOTTOBETNOEI T TTIOVIQ OTO TAPTTAS KI £XOUV
MOIPAOTEI TA XPAMATA,0! TTAIKTEG pixvouv TO (apl.OTav dUo 1 TTEPICCOTEPOI
TTAKTEG EPOUV TOV id10 apIBUO,LavapixvouV TTPOKEINEVOU VA KABOPIOTEl N
o€lpd Pe Tnv otroia Ba Traitel o KGO TTaikTNG.

MaiCel TTPpWTOG AUTOS TTOU Ba PEPEI TO HEYOAUTEPO apIBPO.OTToI0G,KATA
TN SIGPKEIQ TOU TTAIXVIOIOU QEPEI TOV apIBUO 6,Tou diveTal N duvaTtdTnTa Va
cavarraigel.

2TOX0G ToU KABE TTaiKTN €ival va ayopdaoel Ki va XTio€l,000 To duvaTov
TTEPICTOTEPA KTipIA, OAOKANPWVOVTAG Ta £EVOdOXEIOKG cuyKpoTruaTa.H
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ayopd &ekivael atrd 1o OIKOTTEDO0.Av 0 TTAIKTNG TTOU ayOpace TO OIKOTTEDO O€
XTIOEI KaVEVA KTiPIO,TOTE KATTOIOG ATTO TOUG UTTOAOITTOUG TTAIKTEG €XEI TN
duVaTOTNTA VO AYOPACEl TO OIKOTTEQO PICOTIUNAG. TO OUYKPOTAUA
KATOXUPWVETAI O€ AUTOV TTOU Ba XTio€l £0TW KI £vVa KTipIO TOU.

To kéBe Eevodoyxeio £xel atrd pia K&pTa.ZTNV KAPTA QUTA
TTepIAaUBAvovTal TTANPOPOPIES YIA TO XPNHATIKO TTOOO TTOU Ba TTPETTEI VO
dWaoe€l oTOV IBIOKTATN TOU CUYKPOTIAUATOG O TTAiKTNG TToU Ba Bpedei oTnv
EMUPBEAEIO TOU OIKOTTEQOU OTO OTTOIO BPICKETAI TO CUYKPOTNUA,0KOAOUBWVTAG TN
d1adpoun.To xpnuaTiko TTocd KabopileTal atrd Tov apIBPO TwV KTIPIwV TTOU
€XOUV XTIOTEI Kal ToV aplBud TTou Ba @EpEl o TTaikTng Pe To (Aapl.0Ooo
MEYAAUTEPOG €ival 0 apiBudg Tou {apiol Kal 600 TTEPICCOTEPA TA KTipIa TTOU
EXOUV XTIOTEI, TOOO PEYOAUTEPO €ival TO TTOCO TTOU TTPETTEI VO KATARBAAAEI O
TTAiKTNG.

ATTO TO TTaIX VIOl ATTOXWEEI O TTAIKTNG TTOU PEVEL XWwPig XprpaTta. NiknTAg
Bewpeital o TTaiKTNG TToU Ba pEivel TEAEUTAIOG.

KE®AAAIO 3: TexvoAoyieg TTou Xpnoipgotroinénkav

3.1 Java 3D

210 y€oa TNG Xpoviag 2003, o Doug Twilleager €itre TNV Twpa diapontn
@paon «H Java 3D 1.4 €ivail yia TNV Wpa O€ QVAUOVI».

O Doug Twilleager civai o chief architect Tou TuAuaTog TexvoAoyiag
TTAIXVIOIWVY TNV Sun, Kal £vag atrd Toug oxedlaoTég TnG Java 3D.

‘Evag mOavog AGyog yia TRV «avauovh» gival 0Tl N avamtuén g
Java3D Tmpoépxetal atrd 1o TunRua ypagikwy 3D uAikou. Kabuwg ol k&pTeg
YPOQ@IKWYV atro eTaipiec 0TTws n ATl kai n nVidia emépacav Tnv TeEXVOAoyia TNG
Sun, TO TUAMA APXIOE VA YiveTal AiyoTEPO KEPOOYOPO. ‘Eyivav TTEPIKOTTES Kal
o€ un kepdopopa projects, 60TTwe n Java3dD, 866nke YIKPOTEPN TTPOTEPAIOTNTA.
Tov MdprTio Tou 2004, o Doug Twilleager eTTéoTpeye, autri TN @opda
avVaKOIVWVOVTAG OTI N Sun €kave Tnv Java 3D diaBéoiun péow dnuooiag

Xprong adeiag.

H avayévvnon tng Java 3D cival atroTéAeopa NG OOUAEIAS TTOAU Aiywv
avOpwTTwV-KAEI0Id, péoa og auTtoug kal o Doug Twilleager, kaBwg Kai n
XpnoigoTtroinot TNG o€ ueydAa projects 6TTwg 10 Mars Rover kai To Looking
Glass. H Java 3D mépace O0TO TTPOXWPNMEVO TUAKA avATTTUENG AOYIOUIKOU,
&va TAMA JEoA OTNV Sun UTTOOTNPICOPEVO ATTO UYNAOTEPOU ETTITTEOOU
dloiknon.
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3.1.1 Java 3D API:

To API Tng Java 3D 1rpoo@Epel uia cuAAoyn atrd uwnAou eTTITTEOOU
EPYOAEIa yIa TNV KATAOKEUH, AtTOd00N KAl XEIPAYWYION TOU YPAPOU TNG
oknvNg (scene graph) n otroia Kai atrapTifeTal ATTo YEWUETPIA, WG, AXOUS Kal
TTOAAG GAAQ.

Ytrapyxouv duo Trapardayég Tng Java 3D: n pia uAoTroinuévn ETTAVW
otnv OpenGL, n adAAn eTdvw oTta ypa@ikd DirectX. To xaunAou emirédou API
XeIpideTal TNV uwnAoTePn ammoédoon kai Ta didgopa emitreda pixels, evw n 3D
oKNvn, N AOYIKN TWV EQAPPOYWYV Kal OI AAANAETTIOPACEIG TWV OKNVWV
avatrtuooovtal o€ Kwodika Java. Autr) n dITTA TTPpooEyyion evBappuvel TNV
METAPOPA TWV EQAPPOYWYV, avecapTnoia UAIKOU Kal UPNARG TaxuTnTag
aTrodoorn.

3.1.2 To Scene Graph

To Scene Graph 1ng Java 3D eivail éva 0dnyoUuevog akUKAIKOS YpAa@pog
(DAG), o11éTE KOl UTTAPXE! pIa ox€0N YoVIOU-TTaIdloU avAUESO OTOUG
TTEPICTOTEPOUG ATTO TOUG KOPPBOUG TOU Kal 0 YPAPOG OEV TTEPIEXEI
ETTAVAANYEIG.

Eival duvatdyv yia Toug KOPBoUG va uTTopouVv va dIaUoIpacTOUV O€ £vav
YPAQPO, yia TTAPABEIYHA N AVTIYPAQPT] YEWUETPIKWY TTANPOPOPIWV EVOG
oxAuaTog. ‘Eva atrAotroinuévo scene graph evog ypageiou @aivetal otTnv
eIKOva 1. To yKpoUTT ypa@eio TTEPIEXEI KOUPBOUG yIa TO ypageio Kal dUO
KapékAeg. KaBe kOuBog xpnoiuotrolei GAAOUG KOPPBOUG OXUATOS KAl
XPWHATOG KABWG oI TTANPOPOpPIES yIa TO OXAMA TNG KAPEKAQG poIpAleTal.

Eikova 3.1 : To Scene Graph gvog ypageiou.

‘Evag kOuBog-oxAua Xpnoipotroiei To Shape3D (r) uttokaTnyopieg Tou)
WG «OUoKeuaaio» KOUBWYV YEWMETPIKWY TTANpopopiwyv (Geometry) A
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eppaviong(Appearance). H kupiwg kKAdon yewueTtpiag cival n GeometryArray,
N OTToia XPNOIKOTIOIEITAI VIO TOV OXEDIOOUO ONUEIWY, YPOUHWY Kal

TTOAUYWVWYV. YTTapXouv TTOAEG KAGOEIG Appearance, XpwuaTog, texture Kai

dlagavelag. MepiBaAlovTikoi KOuRoI XeIpiCovTal POUTIVEG OTTWG TOU GWTAOG, TOU
NXOU KAl TNG CUUTTEPIPOPAS TA OTTOIa AAAGCOUV TOV TEXVNTO KOOUO.

OpadeG KOUPBWYV gival «OCUOKEUOTIES» YIa AAAEG OUAdEG I KOPPBOUG
@UAAwV. O1 kéuPol @UAAa gival cuvABwg oxnuara r KéPBol Tou

TePIBAAAOVTOG. Mia KAGoN-opada utrooTnpidel TRV TOTTOBETNON KAl TOV
TTPOCAVATONIOUO TWV TTaIdIWV TNG. Na TTapddeiyua, éva BranchGroup
EMTPETTEI OTA TTAIdIA TOU VA TTPOCTIBEVTAI 1} VO agaipouvTal aTrd To scene

Graph og xpovo ekTéAeong, evw éva TransformGroup emTpETTEl TRV BE0N Kal
TOV TTPOCAVATOAIOUO TWV TTAIBIWY TNG VA AAAACEL.

caty be created with -

~

the Simplelniverse wility™ .

Branch3roup K
node

Tt atsfotm Gt oup

niode ",
contert
bratich
graph

ViEW
" > branich
1
1

graph

ColorZube

Eikéva 3.2 : To Scene Graph tou Hello Universe.

To VirtualUniverse gival 0 kKOpBog kopur o€ KGBe scene graph kai
QVTITTPOCWTTEUEI TOV TEXVNTO KOOHO KE TO OUCTNUO CUVTETAYUEVWY TOU. TO

Locale 1raiCel To pOAo TNG B€oNG Tou scene graph péoa oTov TeXVNTO KOOUO.
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Kdtw a11d 1oV KOUBOo Locale uttdpyouv TTavta duo uttoypd@ol.To
aploTePo kKAadi sival kKAadi ypapog trepiexouévwy(content branch graph),
KPATAEl TIPOYPANPATIOTIKO TTEPIEXOPEVO OTTWG N YEWMETPIA, TO WG, textures
Kal To @évTo. To content branch graph dla@Epel oNUAvTIKA ATTO EQapuoyn O€

epapuoyn.

To d¢ei kKAadi k&Tw aTrd TO Locale gival To KAadi ypda@pog Tou OTITIKOU
mrediou (view branch graph) kai kaBopilel Tnv B€on, ToV TTPOCAVATOANICHO Kal
TNV TTPOOTITIKY) TOU TTapaTnENTA OTTWG AUTOG KOITAEI TOV TEXVNTO KOOMO OTTd
ToV QUOIKO. O KOuBog ViewPlatform kpatdel Tnv B€on Tou TTAPATNENTA OTOV
TEXVNTO KOOHO, 0 KOUPBOG View dnAwvel To TTWG va HETABANBEI auTd TTOU
BAETTEl 0 TTAPATNPENTAG O€ €IKOVA TOU QUOIKOU KOOMOoU (Mia 2D eikéva otnv
0806vn). O kéuPog Canvas3D cival éva Java GUI avTIKEIMEVO TTOU ETTITPETTEI

Mia 2D eikéva va ToroBeTnBei péoa o€ pia Java e@apuoyr r applet.

To VirtualUniverse, 1o Locale kai 1o view branch graph €éxouv cuyva
TNV id1a dopr o€ TTOAAEG EQAPUOYEG, EQOOOV TTOANG TTPpOoYypPAUMaTa
XpnoigoTtrolouv £va atrAd Locale kal BAETTOUV TOV TEXVNTO KOOUO PMECW MIOG
2D gikévag o€ pia 006vn. MNa auTég TIG EQAPUOYEG O OXETIKEG KAAOEIG
MTTOPOUV va dnuioupynBbouv ue 1o SimpleUniverse Tng Java 3D,
QAVOKOU@ICoVTag TOV TTPOYPAUUATIOTH aTTd TTOAU SoUAEId o€ €TTITTEDO

KATAOKEUNG TOU ypAQou.
3.1.3 Ta duvard onueia Tng Java 3D

To Scene Graph 1ng Java 3D £xel WG aTTOTEAECHUA O TTPOYPANPATIONOG
Va YiveTal TTOAU TTI0 EUKOAOG YIa apxXApIoug £TTEI0N divel Eu@acn oTov
oXedIAoPO TNG OKNVAG TTAPA aTnNV a1rdod0o0n, ATTOKPUTITOVTAG TIG AETITOUEPEIES
TWV YPAPIKWV 0€ XaunAo etriredo. ‘Eva scene graph guaoioAoyikd utrooTnpidel
TTEPITTAOKA YPOQPIKA OTOIXEIO OTTWG 3D YEWMETPIEG, CUUTTEPIPOPES, HEBGDOUG
PWTOG, dIaAOYr AVTIKEIMEVWY KAl AViIXVEUOT OUYKPOUOEWV. Z€ ETTITTED0
EQAPUOYAG, TO scene graph ptTopei va xpnoipgotroinBei yia Tnv opadoTtroinon
OXNMATWV PE TTapOpoIES 1IB10TNTEG, va ekTeEAéoel view culling , level of detall
selection, execution culling kal KAGOEUQ CUPTTEPIPOPAS — BEATIOTOTTOINCEIG Ol
OTTOIEC TTPETTEI VA YPAPOUV aTTeEUBEiag aTrd Tov TTPOYPAUUATIOTH O€
xaunAoTepou emitrédou APIs. TéANog n Java 3D xpnoipoTrolei Tnv diadikaoia
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Mruxiaki Epyacia Tou @oitntr) MouTtoiou NikdAaou

multithreading Tng Java yia TNV eKTéEAean TTAPAAANAWY YPAPWYV EKTEAEONG KAl

a1TOd0O0NG O1 OTTOIEG ATTOTEAOUV TTOAU XPrOIUES BEATIOTOTIOINOEIG.

Amédoon. H Java3D cival oxedlaopévn he paon tnv atrédoon, TNV
oTToia Kal €TMTUYXAvel o€ UPNAS TTITTED0 PECW PBEATIOTOTTOINOEWY TOU Scene
graph kai o€ XapunAo eTTiTTEdO PE TO YEYOVOG OTI XTIOTIKE ETTAVW ATTO TV

OpenGL A tTnv DirectX.

KaTtroieg BeATIOTOTTOINOEIG TOU Scene graph eival d1aBéoiueg péow
capability bits, Ta otroia dnAwvouv TI AeIToupyieg JTTOPOUV 1} deV PTTOPOUV vVa
EKTEAEOTOUV O€ XPOVO EKTEAEONG (VIO TTOPAdEIYUA aTTayOPEUT TNG Kivong

EVOG QVTIKEIUEVOU).

3.2 AUTODESK 3DS STUDIO MAX

Eival éva TTakéTo Aoyiopikou yia Tnv dnuioupyia kai ereéepyaacia 3D
MovTéEAwV. MeTatu dGAAwv TTapdyel apxeia Tou TUTTOU 3ds Ta OTTOIaN KAl
XPNOoIhoTTOINBnNKav atrd auThv TV EQAPPOYA Yia TV EUKOAN Kal ypriyopn
TTaPAYWYr MOVTEAWV.

3.3 ADOBE PHOTOSHOP CS3

Eival éva etTayyeApaTikd AOYIOUIKO yIa TNV ETTECEPYQTIA EIKOVWY TO
OTTOi0 UTTOPEI va XpnoihoTToIinBei atmd apxdpioug YéXpl eTTayyeAuaries. Eival
KOIVa atTrodeKTO atrd TTépa TTOAAOUG ypa@ioTeS. XpnOIWOTTOIRONKE yia Tnv
onMIoupyia Twv dla@épwy textures TTou «vTUvouv» Ta 3D avTIKEIPEVA TNG
OKNVAG TOU TTaixvidiou.

KE®AAAIO 4: AvdAuon KAdoswv

270 KeQAAaIo auTo Ba yivel yia TTpooTTdbela yia yia 600 10 duvaTtov
QQAIPETIKA TTPOCEYYION OTNV TTEPIYPAPN TwV KAACEWYV TTOU OTTOTEAOUV TO

OUYKEKPIPEVO TTAIXViDI.

To TTapakdaTw dIAYPAPUA ATTEIKOVICEI TIG KUPIOTEPES KAAOEIG TWV

O10POPWYV EVOTATWY UE TIC CUCXETIOEIG TOUG.
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GAME »  GAME
WINDOW CONTROLLER
Gui Panel Graphics Panel

Eikova 4.1 : Aidypauua BoardHotelGame.

Kartd Tnv €kkivnon Tou TTaixvidiou o XPAOTNG KAAEITAI va CUPTTANPWOEI
MIa @Opua oTnv oTroia dnAwvel e TTOO0UG TTaIKTEG Ba EeKIvOEl N TTaPTIdA, TA
ovOUOTA TOUG KAl TO XPWHA TTPOTIKNONG Toug. AQoU CUPTTANPpwOEi n ¢épua,

MTTOPEI va EEKIVIOEI TO TTAIXVIdI.

Me 1O TTATNUQ TOU KOUMTTIOU «starty dnuioupyeital éva GameWindow
kal évag GameController. To GameWindow gival utTtTeUBuvo yia TNV aTTEIKOVION
Tou Mpagikou MepiBaAAovtog Xprotn (GUI) 1o oTToio Kol aAANAETTIOPG PE TO
TTaIXVidI KAl TOU TTapaBUpou ypA@IKWY OTO OTTOI0 ATTEIKOVICETAI TO TTAIXVIiOI
auTO KABeauTO PE OAa Ta TPIOOIACTATA AVTIKEIMEVA TOU. O1 AEITOUPYIEG QUTEG
emTuyxavovtail pe Tnv dnuioupyia tou GuiPanel kai GraphicsPanel

avrioToixa.”

O GamecController gival o KUpIOG UTTEUBUVOC Kal QUTOS TTOU CUVTOVICEl
TNV TTopEia Tou TTaiXvidiou. AVAuEoa OTIG appodIOTNTES TOU Eival KAl N
dladikaoia €TMAOYAG TOU TTOIOC TTAIKTNG Ba TTaigEl TTPWTOG, VA aTToPaacidel Qv
évag TTaiktng utropei va ayopdoel éva oikoTredo, va XTioel £va Eevodoxeio i va
dwoael evioAr) oto GameWindow va (wypa®ilel | va KOTAOTPEPEI AVTIKEIMEVA

atrd 10 YPaPIKS TTEPIBAAAOV ( TO XTiOIUO £vOG evodoxeiou yia TTapadeiyua). O
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GameController emmiong «aKoUEI» TIG ATTOPACEIG TTOU TTAIPVEI O XPROTNG HEoW
Tou GuiPanel.

O1 KAGOoEIG auTéG PE TIG ASITOUpYieG TOUG Ba TTEPIYPAPOUV aVOAUTIKOTEPA

OTIG ETTOUEVEG EVOTNTEG.
41 H KAdon GameWindow

2€ AUTAV TNV evOTNTA Ba TTEPIYPAPEI AVAAUTIKOTEPA N KAAON
GameWindow. OTrwg ava@EpOnke gival utreuBbuvn yia TNV eKTEAECN OAWV TWV
AEITOUPYIWV TTOU ATTEIKOVICOUV TTANPOYOPIES I AVTIKEIUEVA OTNV 086VN Kal TA
oTToia o€ TEAIKH) avAAuon avavewvouyv Kal eEEAicOuV Tnv TTopEia Tou

TTaIXvidIou.
To GameWindow gival ouciaoTiké éva Jpanel To oTToio TTEPIEXE! TA:

e GuiPanel

e GraphicsPanel

Mepiéxel etriong listeners mou pe TN BorBeid Toug avavewvel Ta OTATIOTIKA
Kal TIG BIABECIUES KIVAOEIG TOU TTAIKTN TTOU €XEI TN O€Ipd Kal divel odnyieg 0T10

GraphicsPanel va oxedidoel A va KOTAOTPEWE! AVTIKEIUEVA ATTO TV OKNVHA.

4.1.1 H KAdon GuiPanel
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CHAT AND LOG
PANEL

PLAYER STATISTICS
PANEL

PLAYER CONTROLS
PANEL

HOTELS INFO

FRAME

Eikova 4.2 : Aidypauua GuiPanel

O1rwg @aivetal kal oTo didypaupa «aplBuo» 1o GuiPanel Trepiéxel Ta:

e ChatNLogPanel
e PlayerStatisticsPanel

e PlayerControlsPanel

41.1.1 H KAdon ChatNLogPanel:
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A\ =/ e cay

Player Nick rolled 2

| Player Petros rolled 5
| Players Theo Petros rolled the same. Rolling again.

| Player Petros rolled 4
| Petros plays first.

Nick plays third.

Eikova 4.3 : Atreikévion Tou ChatNLogPanel.

To Panel autd ival yéhog Tou Ipagikou lMepiB&dAAovTog XpAoTn Kal
TOTTOBETEITAI OTA APIOTEPA TOU. Anuioupyei 2 tabs Ta oTToia TTEPIEXOUV TO £va

10 ChatPanel kai To GA\o 10 LogPanel.

To ChatPanel 6a xpnoipotroinBei yia Tnv d1aduKTIaKK ¢€KOOON TOU

TTAIXVIBIOU Kal Ba ETTITPETTEI TNV CUVOUIAIQ HETAEU TWV TTAIKTWV.

To LogPanel xpnoigotrolgital yia TRV EKTUTTWON TTANPOQOPIWY TTOU
atroppEouv atrd TNV £¢ENIEN Tou TTauxvidIou. INa TTapddelypa 10 6T 0 TTaiKTNG 1
EXTIOE TO TTPWTO KTipIo Tou evodoxeiou President. Ta unvipaTta EKTUTTWVOVTAOI
OTO XPWHMA TOU TTAIKTN YI TOV OTTOI0 PEPOUV TNV TTANPOPOPIA.
Xpnolyotroindnke éva 1edio JtextPane pe Tnv IKAVOTNTA TOU VA UTTOPET Va
Mop@oTToIEi TO KEiEVO Tou avaAoya. To LogPanel «akouel» Tnv e¢ENIEN Tou
TTaixvidlou a1rd Tov LogListener kai 61ToTE KATAQOAVEI £va uvupa 10

EKTUTTWVEI hIE TO KATAAANAO Xpwua.
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41.1.2 PlayerStatisticsPanel:

A g
_[ Nick T Theo T Alekos ]

Money $ 10000
Hotels 0
Buildings 0
Bases 0

Eikova 4.4 : Ameikdvion Tou PlayerStatisticsPanel.

TotroBeteital ota d£¢Id Tou 'pagikou MepiBdAAovTog XprRoTn.
Anpioupyei TOoa tabs, 6ca ol TTaiKTEG — 1 KAl JE TN BONBEIA OTOIXIOUEVWV
JLabel atreikoviel TTANpo@opieg OTTWG T XpriuaTa Tou KABE TTaikTn, ToV
apIBud Twv EEVODOXEIWV TTOU £XEI TNV KATOXI TOU, TOV APIOUO TwV KTIpiwv
TTOU €XEI XTIOEI KABWG Kal ToV apIBuo Twv BAcewv TTou £xel 0Tn dIABETT TOU.
2UVETTWG, KAOe tab, Ta otroia £xouv ¢exwpliotd JPanel To kabéva, £xel oav
mredio Tov Player yia Tov o110io gu@avilel otaTioTiIKG. OTtav 1o TTaiyvidl dev
Trai¢eTal d1adUKTIAKA, Ta TTedia Player Twv tabs avavewvovtal KUKAIKG PJETA TO
TEAOG KABE yUpou £TO1 WOTE va deXBOUV TOV TTAiXTN TOU OTTOIoU N O&Ipd JOAIG
TeEAEiwoe Kal va atroBAAAOUV Tov TTaiXTN TTOU £XEI TWPa ocipa. AuTd ouupaivel
ylaTi dev UTTAPXEI N AvAYKN VA EKTUTTWVOVTAI T OTATIOTIKA TOU EKAOTOTE

evepyou TTaikTn.
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TéAog, To PlayerStisticsPanel «akouegi» péow Tou
CurrentPlayerChangedListener €dv K&1oI10¢ (KAl TT010G) TTAIKTNG TEAEIWOE TN
oelpd Tou. Otav oupBei autd péow TNG KANRoNg NG neBOdou refresh() yia kabe

tab avavewvovrai ol TIpéEG Twv JLabel.

41.1.3 PlayerControlsPanel:

eNe PR - = W
[

Petros $10000

It is your turn.

Petros throw the die!

Hotels

Eikova 4.5 : Ameikévion tou PlayerControlsPanel.

TotroB¢eteite 0TN péon Tou IMpagikou MepiBdAAovTog XproTn. To 1edio
Player Tou avavewveTal KABE Qopd Pe TOV EVEPYO TTAIKTN KAl CUVETTWG OAEG Ol
AeIToupyieg TTou ekTeEAOUV Ta TTEdi TOU,apopoUV auTov. Eival éva JPanel trou
divel Tn duvaTtdTnTa OTOV XPAOTN VO atro@acicel eav BEAEI va ayopdaoel Eva
0IKOTTEDO, Va XTio€l éva KTiplo, va ayopdoel pia €icodo, va pigel Ta {apia A va

MNV EKTEAECEI KAUia eVEPYEIQ.

MNa va ekteAéoel OAeg auTéG TIG AciToupyieg To PlayerControlsPanel

d1a6éTel Ta €€Rg Jbutton pe Toug avTioToixoug listeners Toug :
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BuildButton: ZtéAvel evioAr) otov GameController va xTioel TO
ETTOPEVO OTN OEIPA KTiPIO TOU EEVODOXEIOU TTOU Eival ETTIAEYUEVO OTTO TO
HotelsComboBox component.
ThrowButton: 21éAvel evioAr; otov GameController va pigel To {ap1 JE
TA VOUMEPQ 1] TO CAPI YIA TO XTiIOIMO EVOG KTIPIOU.
HotelsComboBox: H Aiota autr) déxeTal WG avTiKEipeva Eevodoxeia
UTTOWR®IA EITE YIA ayopd, €ITE yia XTiOIYO, €ITE yIa TNV ayopd piag
€10000u. O gvepydg XpNoTng eTTIAEyel atto Ta diabéoipa {evodoxeia Kai
OTn OUVEXEIQ TTATAEI TO KOUMTTI TTOU QVTIOTOIXEI TNV €mMOuuNTA
AeIToupyia.
BuyButton: 21éAvel evioAr; otov GameController 611 0 evepyOg TTAIKTNG
ayopaoe 1O OIKOTTEDO £VOG Levodoxeiou.
NoActionButton: ZtéAvel evioAl otov GameController 611 o TTaikTng
Oev €mOUEl Kapuia evépyeia.
HotelsButton: Eugavilel éva kaivouplio JFrame. To véo frame TrepIéxel
éva tab yia kdBe Eevodoxeio kal ep@avilel TIG £ENG TTANPOPOPIEG:

o Tnv aia ayopdg Tou oIkoTTédou

o Tnv agia xTIoiparog KaBevog atod Ta KTipia TOU

o Tnv agia Tou XTICIHATOG TWV ECWTEPIKWYV TOU XWPWV

o Tnv aia ayopdg ei06dou

o Tnv agia diapovng yia 1 €éwg 6 NnUEPES AV KATTOIOG TTAIKTNG

XPEIOoTE va TTANpwaoel KatTolov dAAov

EmmAéov 10 PlayerControlsPanel «akoUel» atmé Toug €€n¢ listeners,

TOUG OTTOIOUG Kal XpnolpoTrolei o GameController yia va €180T1ToIEl auTOUG TTOU

akouv:

PlayerListener: Eidotroinon 611 n katdoTtacon evog Player €xel aA&Eel,
TTANPWONKeE atrd KATToIoV AAAOV TTAIKTN yIa TTApAdEIyUa Kal GAAAEE TO
OO TWV XPNUATWY TOU. XpNOIUOTTOIEITAI KUPIWG YIA VO AVAVEWVEI TA
avTtioToixa JLbel ye Ta Kavoupyla OTATIOTIKA TOU TTAIKT.
CurrentPlayerChangedListener: Eidotroinon 61 0 evepydg TTaikTng
EXEl aAAAEEl Kal TTOIOG ival auTOG. XPNOIUOTIOIEITAl OTAV TO TTaIXVidI dev

TraieTal SIOQUKTIOKA yIa va evnuepwaoel To Tedio Player Tou
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PayerControlsPanel padi pe ta avriotoixa JLabel. OuciaoTiké divel Tov
¢Aeyxo Tou Panel oTov eKAOTOTE EVEPYO TTAIKTN.

e PlayerMessagelistener: To PlayerControlsPanel d1a8¢Tel éva
JTextPane péoa oT1o o110i0 KATa®OA&vouV PunvUuhaTa TTou €160TToI00V
TOV €VEPYO TTAIKTN YIO TNV ETTOMEVN ATTOPAON TTOU TTPETTEI va TTapEl. lNa
TTOPAdEIYUA, OTI UTTOPEI €AV BEAEI va ayopdoel KATToI0 0IKOTTEDO. Ta
MNVUuaTa autd oTéAvovTtal atrd Tov GameController kar ouviBwg
aKoAouBouvTal atrd TNV EVNUEPWON TWV UTTOYAPIWY EEVODOXEIAKWYV
ETMAOYWV (EENYEITE TTAPAKATW). Madi pe Ta pnvopaTa AtrooTEAAETAI KAl
TO avtioToixo PlayerAction TTou TTPETTEI va KAVEI O EVEPYOS TTAIKTNG. lNa
TTapdderyua build. Avaloya pe To PlayerAction trou AapBdver o
PlayerControlsPanel evepyoTTolEi KaI ATTEVEPYOTTOIEI KATTOIO ATTO TA
JButton Tou. lNa Tapddeiyua yia To Action build, atrevepyoTrolouvTal Ta
TTAVTA EKTOG ATTO TO KOUWTTi Build kai No Action.

e CandidateHotelsListener: Eidotroinon amé tov GameController TTou
TTEPIEXEI TA EEVODOXEIN TTOU Eival UTTOWN@PIA KABE QOopA yIa KATTOIN
EVEPYEIQ:

o [la ayopd olkoTTrédou
o Ta xTiopyo Tou eTTOPEVOU OTN OEIPA KTIPIOU 1) EGWTEPIKWV XWPWV

o Ta emAoyr 6éong otnv oTToia Ba TOTTOBETNOEI pIa €i00d0¢.

O evepydg TTaiKTNG OTN CUVEXEIA TTIAEYEI TO EEVODOXEIO ATTO TN AioTa

Kl TTPOXWPEI 0TNV Kivnon Tou.

e BaseSelectedListener: EidoTroinon 011 0 evEPYOS TTAIKTNG £XEI ETTIAECE
MIa B€on yia Tnv ToTTo0£TNON €10680U. ‘EpxeTal atrd Tnv KAGoN
MousePickBehavior n otroia TTapakoAouBei 1o apioTepd click Tou
TTOVTIKIOU TOU EVEPYOU TTAIKTN KaI ETTIOTPEPEI TNV avTioToixn 6€orn. Ol
KAGOEIG TTOU UAOTTOIOUV IO GUYKEKPIPEVN CUPTTEPIYOPA — Behavior Ba

avaAuBouv avaAuTikoTEpa oTnVv evoTnTa Tou GraphicsPanel.
TéAog, o PlayerControlsPanel kpatdel Toug dikoug Tou listeners:
e PlayerActionListener: Z1éAvel eidotroinon otov GameController 611 o

EVEPYOGS TTAIKTNG €XEI TTATHOEI £VA KOUWTTI KAl ETTOPEVWG EXEI
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QTTOQACIiOEl yIa TNV €TTOUEVH TOU Kivnon. Ta diaBéoiua PlayerAction
gival:

o Build

o Throw

o Buy

o No Action

O GameController déxetal To PlayerAction kai eKTEAEI TNV AVTIOTOIXN

AeIToupyia cuvexi¢ovrag €101 TN porj Tou TTaiXvidiou.

DisplayArrowsListener: Eidotroici Tov GameController va evnuepwoel
10 GraphicsPanel va {wypagioel BEAN eTTavw atro TIG BE0EIS TToU

MTTOPEI 0 EVEPYOS TTAIKTNG VO ayopdoel Kal va TOTTOBETOEI YIa €i0000.

4.1.2 H KAdon GraphicsPanel

Eival n kKAdon péow Tng otroiag oxedidadovtal Kal EKTUTTWvovTal OAa Ta 3D

avTikeipeva otnv 086vn. OuoiaoTikd gival Eva JPanel To oTToio TTEPIEXEI TO

SimpleUniverse 10 o11oio pe Tn o€ipd Tou TrepiExel To Canvas3D (BAETTe

evotnta Java3D).

Me tnv KAjon Tou constructor Tng GraphicsPanel ekteAoUvTail o1 TTapaKAaTwW

AEIToupyieg:

AnAwaon Twv diactacewv Tou panel oe 1024x500. AuTEG OI TINEG €XOUV
oav aTTOTEAECUA OAGKANPN N EQAPPOYN VO TPEXEI OE AVAAUO
1024x768. Ta utréAoitra 268 pixels Tou Uoug Tou TTapabupou TNG
eQappoynig karaveépovtal oto 'pagikd MepiBaAlov XpAoTn.
Apxikotroinon Tou avtikeiyévou Canvas3D canvas3d. H kAdon
Canvas3D tapéxel évav Kappa Cwypagikng yia atreikovion 3D
QVTIKEIMEVWV.

Apxikotroinon Tou avtikelyEvou SimpleUniverse simpleUniverse 10
otroio Kai TrepiExel Tov 3D kapBd. H kAdon autr) dnuioupyei OAa Ta

ATTOPAITATA AVTIKEIJEVA ATTO TNV TTAEUPA TOU “view” evOg ypd®Oou PIag
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oknvNg. MNolo ouykekpipéva, dnuioupyei pia atrAi ViewingPlatform kai
éva avrtikeipevo View ue Tig default Tiuég Toug. ZTa TTAQicia auTtou Tou
TIPOYPAUMATOG Ol TINEG AUTEG BEV XPEIAOTNKE VA TPOTTOTTOINOOUV.

e KAnon tng peBoddouU initUserPosition(). H uéBodog auth gival utteuBuvn
yla TNV TOTTOBETNON TOUu avTIKEINEVOU View o€ pia apxiki 6éon. Autd
TIPOKTIKA ONuaivel atrd o106 ONPEIo Kal ywvia KoITagl o Xpnotng Tov 3D
KOO HO.

e KAnon tng peBoddou init(). Me TNV KAon NG nEBOdOU AUTAG EEKIVAEL N
dladikaoia oxediaong OAwWV Twv 3D avTikelnéEvwy TTou Ba gival opatd
aTTod TO geKivnua TNG e@apuoyns. H diadikaoia auTh avaAueTal

AETITOUEPWG OTIG ETTOPEVEG EVOTNTEG.

4121 TO NAKETO GRAPHICS.ENTITIES

21NV evotnTa auth Ba epiypagei n diadikacia oxediaong OAwv Twv 3D
QVTIKEIMEVWV PE OTOXO TNV ATTEIKOVIOT) TOUG aTnV 006vn. H diadikacia auth
MTTOpPEI va Yivel ge TTOAOUG TPOTTOUG. H TTEPIYpa®r] TTou akoAouBEei dpwg

a@opd auTh TNV EQApPUOYN.
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MY 3D SHAPE

ENVIRONMENTAL
BUILDING

NUMBERED
DIE
BUILD
DIE

SHAPE '_>

UIAPPEARANCE

Eikova 4.6 : Aiaypauua My3DShape.

O1rwg @aivetal kal 010 dIAyPAPPa «apIBuo» N iepapxia OAwv Twv 3D

QVTIKEINEVWV EEKIVAEI hE TNV KAdon My3DShape Tnv oTtroia Kai KAnpovououv

OAeg o1 kKAdoe€Ig Tou TTakETOU graphics.entities.

KaBe kAaon 1Tou avtirpoowTrevel éva 3D avTikeiyevo kal TrepIAapBavel Ta

€€ng media Ta oTTOIO KO XPNOIKMOTTOIOUVTAl YIa TIG BIAPOPES AEITOUpPYiEC
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EMPAvVIONG, TOTTOBETNONG, TTEPIOTPOPNAG KAl KivNONG TOU QVTIKEIMEVOU TTAVW

oTn oKNvN:

e angleXPosition: H ywvia TTepIOTPOPAG TTAVW OTOV ALOVA TWV X TN
OTIYMA TTOU TO AVTIKEIMEVO TTPWTOEPQPAVICETAI OTNV APXIKA Tou Bon.

e angleYPosition: H ywvia TepIoTpo®G TTAVW OTOV ALova TwV Y TN
OTIYMN TTOU TO AVTIKEIMEVO TTPWTOEPQPAVICETAI OTNV APXIKA Tou BEon.

e angleZPosition: H ywvia TTepIOTPOPNG TTAVW OTOV AZova Twv Z TN
OTIYMN TTOU TO AVTIKEIMEVO TTPWTOEPQPAVICETAI OTNV APXIKA Tou BEon.

e scale: H kAipaka Tou avTIKEIPEVOU.

e shapes: Ta avTikeipeva shape atmd Ta oTroia atroTteAgital To KTipIo. H
MEBoBOG assembleShapes() €xel To poAo va cuvappoAoyrioel OAa Ta
shapes @TidyxvovTag TO KTAPIO.

e XxPos: H ouvretayuévn X TNG apxIKAG B€0NG TOU QVTIKEIYEVOU.

e yPos: H ouvreTayuévn X TNG apXIKAG B€0NG TOU QVTIKEINEVOU.

e zPos: H ouvtetaypévn X TNG apxIKNG B€0NG TOU AVTIKEIJEVOU.

41.2.2 H KAAZH BUILDING

AvTITTpooWTTEVEl £Va 3D QVTIKEIMEVO PE TO OXAMA EVOG OAOKANPWHEVOU
KTIpioU. ANUIOUPYEITE KATA TNV EKKIVNON TNG EQAPUOYAS KAl EJPavICETal OTN

oknvr atré TNV apxr Tou TTaixvidiou.

H apxIkA Tou B€0n €ival 0€ KATTOI0O CUYKEKPIUEVO CNUEIO ETTAVW O€ €va
TPATTEQ!, £EW ATTO TO TAPTTAG Tou TTaIXVIOIoU. TeAIKN Tou B€on cival n B€on

XTIOIJATOG TTAVW OTO TAPTTAG OTO AVTIOTOIXO EEVODOXEIO.
‘Eva avTikeipevo building avayvwpiletal atrd ta media Tou:

e name: To évoua Tou EeEvodOXEIOU OTO OTTOIO AVAKEI
e ordinal: H ogipd Tou kTIpiou. Na Trapddeiypa, 1o Eevodoxeio Waikiki €xel

TTEVTE KTipIA, TO TTPWTO KTipIo €£xel Tiun ordinal = 0, To deUTEPO 1 K.O.K.
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EKT6¢ a1rd T KoIva TTEdia TTou £X0UV OAEG 01 KAAOEIG TOU TTAKETOU

graphics.entities, n Building d1aBéTel Kail TIG TTAPAKATW:

e buildAngleXPosition: H ywvia TTepIOTPOYPRG TTAVW OTOV AEOVA TWV X
TN OTIYMI) TTOU TO QVTIKEIMEVO TOTTOBETEITAI OTNV BEON XTIOIUATOG, ETTAVW
OTO TAMTTAO.

e buildAngleYPosition: H ywvia TTepIOTPOQNG TTAVW OTOV Agova TwV Y
TN OTIYMI) TTOU TO QVTIKEIMEVO TOTTOBETEITAI OTNV BEON XTIOIUATOG, ETTAVW
OTO TAMTTAO.

e buildAngleZPosition: H ywvia TTepIOTPOPAG TTAVW OTOV Agova TWV Z
TN OTIYMI) TTOU TO QVTIKEIMEVO TOTTOBETEITAI OTNV BEON XTIOIUATOG, ETTAVW
OTO TAMTTAO.

e buildingBehavior: H «ouutrepigpopd» Tou avtikeipévou (behavior,
BAétre evoTnTa Behaviors).

e builtXPos: H ouvtetayuévn X TG B€0NnG XTIOiUATOG.

e builtYPos: H ouvtetaypuévn y TG B€0NG XTIOiUATOG.

e builtZPos: H ouvtetaypévn z TG B€ong XTIOiUaTOC.

OAa 1a avrikeipyeva building dnuioupyouvtal atrd tnv KAdon Shapes3DEngine
Kal a1ToBnKeuovTal TNV PVAMN O€ £va avTiKEiuevo TUTTou Buildings 1o o110i0

KAnpovouei Tnv KAdon Vector.

Otav oTn ouvéxeia dnuioupyouvTal Ta avTikeipeva Hotel oe k&Be éva ammd autd

avaTiBevTal Ta dIKA TOU KTipla.

41.2.3 H KAAZH ENVIRONMENTAL3DOBJECT

AvTiTtpoowTrevel éva 3D avTikeipevo, HEAOG TOU yUpwW TTEPIBAAAOVTOG TTOU
TTEPIKAUEI TO TAPTTAG KAl TA KTipIa Tou TTaixVvIdIiou. ‘Eva TETOI0 avTIKEiuEVO €ival

TO TPATTEQI TTAVW OTO OTTOI0 TOTTOBETABNKE OAOGKANPO TO TTaIXVIdI.
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‘Exel Tnv duvatdtnTa @OpTWoNnG £vog 3D PovTéAOU TO OTTOIO £XEI AvATTTUXOEI
o€ éva TpiTo TTPoypaupa 6TTwg 1o 3D Studio Max (BAétTe evoTnTa 3D Studio
Max). Tnv dladikaoia @OpTWOoNG EVOG TETOIOU OXNUATOG avaAauBAavel N KAGon
Model3Dloader.

‘Evag loader cival €va atmapaitnto epyaAgio yia mn ypriyopn eilcaywyr 3D

QVTIKEIMEVWV OTTWG AVBPWTTOI, AVTIKEIUEVA KAl OKNVIKA.

"evika n douAeld evog Loader gival va diaBdoel katmoio 3D model apxeio, 1o
OTT0IO £XEI KATAOKEUAOTEI ATTO KATTOI0 TPITO AoyIoMIKG 6TTwg To 3D Studio Max
Kal va dnuIoupynoEl TO AVTiOTOIXO oXAMa JE BAoN TOUG uNXAVIOPOUG TNG
java3D. TETola apxeia TTEPIEXOUV YEWMETPIKESG TTANPOPOPIES YIA TNV HOPPI)
TWV OXNUATWY TTOU TTEPIEXOUV KABWG Kal TTANPOQPOPIES YIa TNV EJPAVION TOUG,

Xpwuara r textures.

H kAdon dnuioupyei Eva avTikeipevo TUTTOU Loader3DS kal gpopTwvel KATTOI0
model. H 6éon Tou apxeiou divetal ye pop@r) URL. ZTnv ouvéxeia
dnuioupyeital éva kaivouplo BranchGroup, TTpooTiBeTal TO Kalvouplo

QVTIKEIMEVO KAl OTN OUVEXEIA «TTPOOKOANATAI» OTO KEVTPIKO BranchGroup.

41.2.4 H KAAZH PONE

AvtiTrpoowTrevel €va 3D avTikeipevo pe aoxpa moviou. OAa Ta
avTikeipeva Pone dnuioupyouvTal atrd Tnv KAdon Shapes3DEngine kai
aTToBnKeUOVTAI GTNV PVAUN O€ £va avTikeiyevo TUTTOU Pones 1o oTroio

KAnpovopei Tnv KAaon Vector.

Otav oTn ouvéxela dnuioupyouvTal Ta avTikeipeva Player o€ kaBe €va
atré auTd avaTifeTal TO AVTIOTOIXO TTIOVI AVAAOYQ PE TO XPWHA TTOU DIAAELE O

TTAIKTNG.

4125 H KAAZH ARROW

Page 28 of 64



Mruxiaki Epyacia Tou @oitntr) MouTtoiou NikdAaou

AvTittpoowTrevel éva 3D avTikeipevo og oxnua BEAoug. XpnoIUOTTOIEITal
yia va dgi€el pia 8éon TG d1adpounG Tou TaUTTAG. O TTaikTNG 0Tn CUVEXEIQ
MTTOPEI va BIAAEEEl auTr T B€on KAvovTag KAIK ETTAVW OTO BEAGKI. TN

OUVEXEID PIa €i0000G TOTTOBETEITAI O€ eKEIVN TN B€0N.

Ta avTikeipeva auta dgv dnuIoupyouvTal KAta TV EKKivnon TNG
EQapPPOYAGS OAAG OTav XpelddeTal. 2TA AVTIKEIMEVA auTd avaTiBovTal duo €idn

oupTtTepIpopdc (behavior):

e MouseOverBehavior: NMpoodidel Eva mouse-over Q€ OTO AVTIKEIPEVO.
e MousePickBehavior: EmTpéTTel Tnv duvatoTnTa TTIAOYNG TOU
QVTIKEIMEVOU KAVOVTOG KAIK ETTAVW TOU.

e ArrowBehavior: MepioTpéPel TO AVTIKEIMEVO YUPW ATTO TOV Agova TwWV Y.

O1 kAaoeig Behavior 6a avaAuBouv o€ €TTOUEVN EVOTNTA.

4.1.2.6 H KAAZH BASE

AvTITTpooWwTTEVEl £va 3D avTIKEINEVO O0€ oYU £10000U.

XpnaoiyoTroigital yia va dNAWoEl 0TI KATTOIOG TTAIKTNG TOTTOBETNOE JIa €i0000
o€ Kdtroia B€on. AnuioupyouvTal Kal TOTTOBETOUVTAI OTAV O TTAIKTNG ETTIAECE

TNV €mBUUNTH B€on.

41.2.7 H KAAZH TEXT

AvTiTtpoowTrevel éva 3D avTikeipevo e oxAua Jiag AéEngG.

OAa 1a avTikeiyeva text dnuioupyouvTal KAta TNV €KKivon TNG EQAPPOYAG Kal

KAOe éva atrd auTd aTrelkovidel TO OVOa VOGS EEVODOXEIOU.

TotroBeTouvTal akpIBWG ETTAVW ATTO Ta OIKOTTEDA TWV {EVODOXEIWV OTO

TOUTTAG TOU TTaIXVIBIOU. 2Ta avTIKEiNeva text avaTiBetal n ArrowsBehavior.

Page 29 of 64



Mruxiaki Epyacia Tou @oitntr) MouTtoiou NikdAaou

EmTpETTEl OTO AVTIKEIMEVO va TTEPICTPEPETAI YUPW ATTO TOV Agova Twv Y

KABwW¢ XpwuaTifeTal UE TO XPWHA TOU TTAIKTN TTOU TO £XEI AYOPAOEl.

41.2.8 H KAAZH MY3DSHAPE

H My3Dshape mapéxel OAa Ta ammapaiTATa AVTIKEIMEVA TTOU ETTITPETTOUV O€ £Va
3D avTIKEIMEVO va Yivel HEAOG (EMPAVIOTE) TOU KAPPBA KaBWGS Kal TOUg
MNXaVIoPOUG Kivnong Kal TTEPIOTPOPNG TOUG. Ta atmapaiTnTa AuTd AVTIKEIMEVA
gival Ta €€NG Kal apXIKOTTOIoUVTal PUE TNV KARON Tou povadikou constructor Tng

KAGong:

e TransformGroup mainTG: To TransformGroup TTou TTEPIEXEI OAA TO
3D oxAuaTa, Ta OTToia PE TN OIpd TOUG OXNUATiCouv £va
oAokAnpwuévo 3D oxpua.

e TransformGroup scaleTG: To TransformGroup TTou €ival UTTEUBUVO
yia TNV KAipaka oxediaong Tou 3D avrtikelyévou. MepiExel To mainTG.

e TransformGroup rotationTG: To TransformGroup TTou €ivai
UTTEUBUVO YIa TNV TTEPICTPOPN Tou 3D avTIKEIYEVOU YUPW ATTO TOV
agova x, y kai z. MNMepi€xel 1o scaleTG.

e TransformGroup moveTG: To TransformGroup TTou €ival UTTEUBUVO
yla TNV petakivnon tou 3D avTikelyévou TTavw oTov Agova X, y 1 Z.
Mepi€xel To rotationTG.

e Transform3D xAXxis: MNapéxel TEPIOTPOPH TTAVW OTOV ALOVA TWV X.

e Transform3D yAxis: MNapéxel TEPIOTPOPH TTAVW OTOV ALOVA TWV Y.

e Transform3D zAxis: lNapéxel TepioTpO@r] TTAvW oTOV AEova TwV Z.

e Transform3D posT3d: lMapéxel kivnon Tavw oTov déova Twv X, Y 1 Z.

OAa ta nodes otnv Java3D éxouv pia oxéon yoviou-traidiou. ‘ETol To scene
graph Tou SimpleUniverse auTAg TNG EQAPUOYNG EXEl £va KEVTPIKO
BranchGroup node kai TrTédvw o€ auto mrpooTiBevtal Ta TransformGroup nodes
TTOU TTEPIEXOUV €va oxnua 1o kaBéva (BAETe evotnTa Java3D didypapua
«OpPIOPO»).
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41.2.9 H KAAZH SHAPE

evika, yia Tov oXedIaopuo 3D avTIKEIYEVWY, XPEIAZETAI VA TTEPIYPAYOULE HE
KATTOIO TPOTTO TIG YEWMETPIKEG 1010TNTEG EVOG OXNUATOG. EVAAAQKTIKA, €ival
EQIKTO VO XWPIOTEI Eva PeyAAo oxNua (OTTwG £va KTipIo) O€ ETTINEPOUG

MIKPOTEPA, TOTTOBETNUEVA PE TO KATAAANAO TPOTTO.

AUTA €ival Kal n TTPOCEYYIoN TTOU XPNOIKMOTTOINONKE 0€ AuTAV TNV £EQAPUOYN

yIQ TOV OXEQIAOHO TWV TTEPICCOTEPWYV AVTIKEIUEVWV.

OAeg 01 YEWMETPIKES TTANPOPOPIEG EVOS OXAMATOG Padi ue GAAQ
XOPAKTNPIOTIKA TTOU TTEPIYPA@OUV TNV B€on Toug péoa otov 3D KGO0 A TNV
EMPAvION TOUG €ival atroBnkeupéveg o€ Eva xml apyeio pe dvoua
«Shapes3D.ini». To TTwg atrodnkKeUovTal OAEG AUTEG o1 TTAnpogopieg oTo xml

apxeio Ba avaAubei og eTTOUEVN EVOTNTA.

‘Eva avTikeipevo TG KAAong Shape avtimrpoowTtrevel éva 3D oxiua.
Y1rapyouv TToAAoi TpOTTOI VO dnuIoupynoEl Kaveig éva oxfipa otnv java3D Kai
auTo e€apTdTtal QUOIKA aTrd To €id0C TOU OXAMOTOC TTOU TTPETTEI Va
KataokeuaoTei. ‘ETol, utTtTdpxouv KATTOIO primitive avTIKEiJEVA TA OTToIa
XPNOoIhoTTOINBNKav TTapEXoUV £ToIUA oXuaTta OTTwg n KAGon Box, Cylinder,
Text3D evw yia Tn dnuioupyia O TTOAUTTAOKWY OXNUATWYV XPNOILOTIOINBNKE
n QuadArray, LatheShape3D, CustomLatheShape3D kai LatheQuad. OAa Ta

TTapATTAvVW gival Ta €idn oXNUATWY TTOU UTTOOTNPICOVTAI ATTO TV EQAPHOYN.

Ta media evog avTikeInévou Shape KpaTtouv YEWUETPIKEG TTANPOPOPIES YIA TO
OXAMO KaBWG Kal 0dnyieg yia TNV euAavion Toug Kai Tnv B€on Toug oToV

KOO MO Kal gival Ta €ENG:

e String type
float width

float height

float length

float xPos
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o float yPos

o float zPos

o float[] pointFparameters

e double[] latheShapeCoords
e double angleXPosition

e double angleYPosition

e double angleZPosition

e String texture

e String textureSideLeft

e String textureSideRight

e String textureSideFront

e String textureSideBack

e String text

e int fontSize

e Color3f lightColor

e Color3f darkColor

e TransformGroup moveTG
e TransformGroup scaleTG
e TransformGroup rotationTG
e Transform3D posT3d

e Transform3D xAxis

e Transform3D yAXxis

e Transform3D zAxis

H xpnoigoTnTa TOUg avAaAoya e TO €id0G TOU OXNUATOG TTOU dnuIoupyEiTal Ba

€&nynOei oTn ouvéxela.

Mpiv €¢nynBei n diadikaacia Ye TNV oTToia ONUIOUPYOUVTAI TA ETTIMEPOUG
oxAMaTa gival onuavTiké va e€eTacBei o TPOTTOG Ye Tov OTToIO diveTal KATTOIO

XPWHa A €IkOva ( To Aeyouevo appearance evog oXANOTOG).

4.1.2.10 H KAAZH UIAPPEARANCE
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KAnpovouei Tnv kKAdon Appearance. 'Eva avTikeiyevo appearance
TTPOC0OIOPICEI OAEG TIG KATAOTAOEIG ATTEIKOVIONG £vOG 3D avTikelyEvou oTov 3D

KOO uo.

MNa TIG avAYKES AUTAG TNG EQAPPOYAG XPEIAOTNKE N dnuioupyia evog
avTIKeIpévou material yia To Appearance evog oXfuaTog Kal, EAv XpeIadeTal, n
@OPTWON MIOG EIKOVAG ETTAVW OTO OXAMG WE TN PonBeia evog Texture

QVTIKEIJEVOU.

To material XpnoIYOTTOIEITAI VIO VA SNUIOUPYACE! JIA CUYKEKPIUEVN EPPAVION
0’€va QVTIKEIYEVO TTOU PTTOPEI KAl AVTAVOKAG TO Qwg TToU TTEQTEI ETTAVW Tou. H

kKAGon UiAppearance Ptropei va dnuioupyroel duo 10wy material:

e setColoredMaterial(): KaAegite 6tav dev xpeldleTal va QOPTWOOUE
KATTOIO €IKOVA OTO AVTIKEIMEVO HOG OAAG OTTAG va TO XPWHUOTIOOUE.

e setTextureMaterial(): KaAeite étav xpeidleTal va QOPTWOOUNE KATTOIA
€IKOVA OTO QVTIKEIMEVO UAG. Z€ AUTAV TNV TTEPITITWOT, N €VTAOn TOU
PWTOG TTOU aVaKAATAl TTAVW OTO AVTIKEIMEVO gival yikpr. ‘Eva Texture
QVTIKEIMEVO dnuIoupyEiTal e TNV KARon TnNG neBddou loadTexture() kai

QOPTWVETAI N ETTIOUPNTH €IKOVA.

41.2.11 H MEOOAOZ MAKEBOX

EmmioTpépel Eva avTikeEipevo o€ oXrua KouTiou.
O1 diaoTaoelg Tou opidovral atro Ta Tedia width, height kai length.
H 6€on Tou oToVv XWpo opifeTal atro Ta edia xPos, yPos kal zPos.

Edv mmpéTTel va TTEpIoTPAPEi YUpW aATTO KATTOI0 agOva XpNOIUOTIOIoUVTaAl TA

media angleXPosition, angleYPosition kal angleZPosition.

TENOG yIa TNV EPPAVIOT) TOU, €AV TTPETTEI VA TTAPEI KATTOI0 OUYKEKPIUEVO
XPWHa,TOTE XpNnoiyotrolouvTtal Ta Tedia darkColor kai lightColor. AAIWG
QOPTWVETAI MIa €IkOVa OTO avTikeipevo.To Tedio texture dnAwvel TToid Ba gival

autr). EmmTAov, eav XpelddeTal ol dIAQOoPES TTAEUPES TOU KOUTIOU VA PNV €XOUV
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TNV idla €IKOvQ, yiveTal n xprion Twv Tediwv texturelLeft, textureRight,

textureFront kai textureBack.

4.1.2.12 H MEOOAOZ MAKECYLINDER

MepIOTPEPEI EVa QVTIKEIMEVO OE OXNUA KUAIVOPOU.

O1 diaoTdoelg Tou opifovtal atrd Ta Tedia width kai height Ta otroia

TTPOCdIOPICOUV TNV AKTIVA KOl TO UYPOGS TOU KUAIVOPOU avTioToIXA.
H 6€on Tou oToV XWpo opieTal atro Ta edia xPos, yPos kal zPos.

Edav mrpétrel va mTepioTpa®ei yUpw atrd KATToI0 agdva XpnolUoTrolouvTal Ta

media angleXPosition, angleYPosition kail angleZPosition.

TENOG yIa TNV EPPAVION TOU, EAV TTPETTEI VA TTAPEI KATTOIO OUYKEKPIMEVO XPWHA
161 XpnoiyotrolouvTtal Ta Tedia darkColor kai lightColor. AAIWG QOPTWVETAI

MIa €IkGva OTO AVTIKEINEVO, TO TTEDIO texture dnAwvel TToia Ba gival auTr).

4.1.2.13 H MEOOAOZ MAKE3DTEXT
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SHAPE

UITEXT3D — TEXT3D

Eikova 4.7 . Aidypapua UiText3D.

Maipvel wWg TTapPAPETPO YIa AEEN A KEiNEVO HECW Tou TTEDIOU text Kal dnuIoupyeEi
¢va 3D oxnua 1Tou aTtreikovidel TNV AéEn i To Keipevo auTd. To oxnua YTTopeEi
Va £XEI ELPAVION N OTTOIA, OTTWGS KAl OTA OUO TTPONYOUUEVA OXAMATA, UTTOPEI VO

gival €ite Eva atTAO XpwHa EiTE pIa €IKOVA.
H 6€éon Tou oToVv XWpo opifeTal atro Ta edia xPos, yPos kal zPos.

Eav mrpétrel va mTepioTpa®ei yupw atrd KATToI0 agdva XpnolIuoTrolouvTal Ta

media angleXPosition, angleYPosition kal angleZPosition.

O1rwg @aivetal kal 0To dIdypaupa «apiBud»,n nEBodog dnuioupyei Eva
avTikeipevo TuTTou UiText3D 1o oTT0io KANpovoEi Tnv kKAdon Text3D. H
MEBODBOG createCustomText() TTpoadidel HIa CUYKEKPIPEVN YPAUMATOOEIPA
KaBwg Kal KEVTPIKN aToixion. INa TIG avAayKeg TIC EQAPPOYAGS OpileTal JOVO €vVag
TUTTOG ypaupaTooelpdg, n Comic Sans MS, yia va diatnprioel To idlo OTUA o€

OAo TO €UPOG TOU TTAIXVIOIOU.

4.1.2.14 H MEOOAOZ MAKEQUAD
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Anpioupyei éva avTikeipevo TuTTou QuadArray Pe TIG KATAAANAES TTApaUETPOUG

yla va eTITEUXOEi TO KATAGAANAO O ua.

To avTikeipevo QuadArray (wypa@ilel évav TTivaka ATt onueia wg éva
geEXwWPIOTO TETPATTAEUPO. 'ETOI, yIO TNV TTEPIYPAQPT £VOG OXAMOTOG
guad,xpnoigoTrolgital To TTedio pointFparameters T0 OTTOIO TTEPIEXEI TIG
OUVTETAYMEVEG TEOOAPWYV ONUEIWY Ta OTTOIA KAl oXnuaTi(ouv TO €TTIBUUNTO

TETPATTAEUPO.

Eikova 4.8 . Atmeikévion evog Quad.

Me tnyv idia Aoyikr, OTTWG Kal OTa TTPONYyoUUEVA OXAUATA TOU KUAIVOPOU Kal
TOU KOUTIOU UTTOPOUE VO ATTOOWOOUE HIa ENPAVIOT OTO TETPATTAEUPO, EITE
KATTOI0 CUYKEKPIPEVO XPWHQ, EiTE KATTOIA €IKOVA (texture).

Edv xpeialetal va 500¢i KATTOI0 CUYKEKPIPMEVO XPWHA OTO OXNUA TOTE TA
TTPAYMATA €ival OXETIKA atTAd, dnuioupyeiTe To avTikeipevo UiAppearance pe
éva ColoredMaterial kal xpwua autd mou opicouv Ta TTedia darkColor kai
lightColor.

Edv dpwg xpelaoTei N xprion Katroiou texture, 70T T TTPAYHATA YivovTal TTIO
TepiTTAOKA. KaBwg 1o avTikeipevo QuadArray dev gival éva OAoKANpwHEVO
OXAMO TTPETTEI VO OPICOUE ETTAKPIBWCS TTWG BEAOUNE va EUPAVIOTEL N EIKOVA
Mag TTAVW OTO TETPATTAEUPO.
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Eikova 4.9 : Atmeikévion evog Quad pe Texture.

AUTEG 01 00nYieg divovTal yéow Tou avTikeipévou TexCoord3f. Opifoupe Ta
TEOOEPQ ONUEIa TTOU €ival KAl Ol YwVieg TNG €IKOvas. H ogipd 1Tou opidovTal
QUTA Ta onueia TTaifel onUAvTIKO POAO KABWG UTTOPEl TO ATTOTEAECUA va €ival
VQ EUQAVIOTEI N €IKOVA avaTToda A TTAQyYIA. 2Tn OUVEXEIQ TTEPVANE QUTA TA
OnuEia OTO TETPATTAEUPO HOG.

TéNog, dnuioupyeital €va Shape3D TO OTT0I0 TTEPIEXEI TIC YEWMETPIKES
TTANPOPOPIES TOU TETPATTAEUPOU KAl TNV AVTIOTOIXN EUPAVION.

‘Eva avTikeipevo Shape3D mpoadiopilel OAa Ta yewueTpIKG oxuaTa. Mtropei
Va TTAPEI TTANPOPOPIES YIA £VA N TTEPICCOTEPA YEWUETPIKA OXANATA KAl JIO
EMOAVION.

4.1.2.15 H MEOOAOZ MAKEQUADARRAY

EkTeAei Tapouolieg Acitoupyieg pe Tnv péBodo makeQuad,ue Tnv povn diagopd
o1l emoTPEPEl Eva QuadArray, TIG YEWMETPIKES 1010TNTEG EVOG TETPATTAEUPOU
Kal 6x1 éva OAOKANPWHEVO OXNHA.

XpnOol1UeUel OTNV TTEPITITWOTN TTOU TTPETTEI VA ATTOOWOOUUE OUYKEKPIPEVES
€IOIKEG 1010TNTEG O€ €va OXNMA,OTTWG YIO TTAPASEIYHA VIO TO BEAAKI
TOTTOB£TNONG MIag I00d0ou. H diadikaoia autry 8a avaAuBei otnv evotnta :H
KAAZH ARROW.
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4.1.2.16 H MEOOAOZ MAKELATHESHAPE3D

SHAPE

LATHESHAPE3D fep! LATHECURVE

Eikova 4.10 : Aidypauua LatheShape3D.

Anpioupyei €va KUKAIKO KOUTTUAWTO OXUa TO OTT0io TTPpoadIopideTal

atro CEUYAPIO CUVTETAYMEVWV X KAl Y.

O1rwg @aivetal kal 0To didypauua «apiOuo» n néBodog dnuioupyei Eva
avTIKEiuEVO TUTTOU LatheShape3D kal TTEpVAEl TIG CUVTETAYUEVEG X Kal Y. AUTO

ME TN o€ipd Tou dnuioupyei éva LatheCurve.

KUpia douAeia Tou LatheCurve gival va dnuioupyei hia KapTTuAn ypauun
TUTTOU Hermite xpnOIPOTIOIVTAG TIC CUVTETAYUEVES X Kal 'y TTou &00nkav. Ta
MOONUATIKA TTOU XPNOIYOTTOIOUVTAI VI TOV OXEDIOOUO TNG KAPTTUANG gival

TTOAU KOIV& OTOV KOO0 TwV YPaPIKWwV Kal dev Ba avaAuBouv og auTtod T0

ouyypaua.

2T CUVEXEIQ TTAPOUCIAZETAI £va TTAPADEIYUA KATOOKEUNG VOGS OXANOTOG

LatheShape3D, n okeTr TWV KTIPiwv Tou {evodoxeiou Taj Mahal.
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O1 ouvteTayuéveg eTTIAEyovTal ue BAon TO TMOUPNTO aTToTéAeoua. H
TTAPOKATW EIKOVA TTAPOUCIACEl TA CEUYAPIA TWV CUVTETAYUEVWYV TTOU

XpnoigoTtroinénkav Ta otroia Kal avatiBevral oto 1Tedio LatheShapeCoords.

y

(0, 1.25)

X
(0.1, 1.05)

X
(0.9, 0.5)

2,

Eikova 4.11 : Znueia oxedlacpou piag KauTTuAng Hermite.

2T CUVEXEIQ dnuIoUpyoUVTal TA ATTAPAITNTA CNMEIa TTOU oXnUaTi(ouv TV
TTPAYHATIKA KAPTTIUAN. Tov poAo Tng dnuioupyiag Toug avaAapBaver 1o
LatheCurve. To atrotéAeoua yia 1o TTapddelyua pag divetal oTnV TTAPAKATW

€IkOva.
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(0, 1.25)

Eikova 4.12 : TpdoBeTa onueia oxedlaouou TG KAPTTUANG Hermite.

MNa va dnuioupynBei 10 TEAIKO OXAKA OPWG HIa KAUTTUAN &gV givail
apKETA. " autd TO0 Adyo dnuioupyouvTal TETPADES ONUEIWY, Ol OTTOIEG ME TN
O€Ipd TOUG XPNOIYOTTOIoUVTaAl YIa TNV KAaTAaokeur quadArray 1o éva diTTAa 0TO
GANO 0€ KUKAIKO OXAPa @TIAXVOVTAG £TOI TNV €TIBUUNTH TTIQAVEIA. To TEAIKO

OXAHa TTaPOUCIAfETal OTNV TTAPAKATW EIKOVA.
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Eikova 4.13 : H opon Twv KTIpiwv Tou Taj Mahal.

O1rwg ka1 ota uttéAOITTa OXNUaTa, n 6€on oTnv oTroia Ba
TOTTOBeTNBOOUV OTOV TPIOBIACTATO XWEO opileTal atrd Ta TTedia XPos, yPos Kal
zPos, KaBwg Kai n TTePIOTPOPH TOUG OTOUG TPEIG AEOVEC aTTd Ta

angleXPosition, angleYPosition kal angleZPosition.

To idlo 10xUEl Kal yia TNV EJEAvIon TOUG.

4.1.2.17 H MEOOAOZ MAKECUSTOMLATHESHAPE3D

KaTtaokeuddel £€va KAPTTUAWTO oxXfua TTapOUOoIo TOU OXHNATOG TTOU
kataokeuddel kal n makeLatheShape3D() pe poévn diagopd 10 OTI OV

eKTUANioETAI KUKAIKG OAAG O€ pia euBeia TTavw oToVv Agova TwvV X.

‘Eva TTapddelyua TETOI0U OXANATOC €ival N OKETTH) TWV KTIPIWV Tou {EvodoXEiou
waikiki. To oxrua @aivetal oTnV TTOPAKATW EIKOVA KAl ATTAPTICETAI ATTO

T€00Epa avTikeipeva, duo LatheShape3D kai 2 CustomLatheShape3D.
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Eikéva 4.14 : H opoon Twv KTIpiwv Tou Walikiki.

4.1.2.18 H MEOOAOZ MAKELATHEQUAD

SHAPE

LATHEQUAD HERMITECURVE

Eikova 4.15 ;. Aidypauua LatheQuad.
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Anpioupyei éva TETPATTAEUPO PE TIG OUO TOU TTAEUPEG aVTi yIa euBEia ypapun
va €ival hia KauTTuAn T0tTou Hermite n otroia TrpoodiopideTal atrd 1o TTeEdio

LatheShapeCoords.

O1rwg @aivetal kal 0To didypaupua «apiBuo» n pEBodog dnuioupyei Eva
avTIKEipeEVO TUTTOU LatheQuad Kal TTEpvAEgl TIG CUVTETAYUEVEG X KAl Y. AUTO PE

TN o€1pd Tou dnuioupyei Eva HermiteCurve.

KUpia douAeid Tou HermiteCurve ival va dnuIoupyei Yia KApTTUAn ypauun

TUTTOU Hermite XpnOIKOTTOIWVTAG TIG CUVTETAYUEVES X KAl Y TTOU dOBnKav.

XapakTnEIoTIKO TTAPAdEIYUA XPAoNG AuToU TOU OXNUATOG €ival N 0po@r) ToU
KTIpiou Tou evodoyeiou Boomerang. H diadikagia oxnuatiopyou TNG KAPTTUANG
atro Ta CEUYAPIa CUVTETAYMEVWY Eival TTApOPOIa JE QUTA TOU OXANOTOG
LatheShape3D.

‘ETO1, agOoU oXNUATIOTOUV 01 dUO TTAPOMOIEG KAUTTUAEG,01 OTTOIEG Ba
ATTOTEAEOOUV TIG DUO TTAEUPEG TOU TETPATTAEUPOU, TOTE dNUIOUPYOUVTAl TTOAAG
MIKPOTEPA TETPATTAUEPQ TTOU YEPICOUV OAN TNV ETTIPAVEIA AVAUECA ATTO TIG OUO

KOMTTUAEG.

To TEANIKO OXAMA TTOU TTPOKUTITEI TTAPOUCIACETAI OTNV TTAPAKATW EIKOVA.
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Eikéva 4.16 : To kTiplo Tou evodoyeiou Boomerang.

4.1.2.19 H KAAXH SHAPES3DENGINE

Eival utreuBuvn yia Tnv dnuioupyia 0Awv Twv 3D avtikelyévwy. Mepiéxer static
MEBODOUG 01 0TTOIEG XpPNOIuoTToIouV évav xml reader yia va SiaBAoouv OuAdES
QVTIKEIMEVWV KAl TA XAPOKTNPIOTIKA TOUug aTTd TO apxeio shapes3D.ini . MNpiv
¢ekivijoouv va diaBdalouv ol uEBodol To shapes3D.ini apxIKOTTOIOUV éva
epyaAeio, To avTikeipevo CharacteristicsReader. OuolaoTikd gival évag xml
parser o otroiog diafdlel Eéva xml apxeio Kal ETTIOTPEPEI TO AVTIOTOIXO
Document. Z1nv ouvéxela o CharacteristicsReader €moTpé@el To oTOIXEIO Pia

(root element) Tou apxeiou.

O1 uéBodol Aoimmdv KaTtaoKeung Twv 3D aVTIKEIUEVWY XPNOIUOTTOIOUV auTO TO
root element kai wayvouyv, n kKaBeuia yia dia@opeTiKa, xml avTikeiyeva. Ta xml
avTikeipeva gival opyavwpéva og Tunuata(blocks), Tou mrepiExouv
O1aQOPETIKOU €idoug avTikEiyeva To Kabéva. MNa Tapdadeiyua 1o block
<buildings> trepiéxel avtikeipeva <building>. H dopr) Tou xml apxeiou yia Ta

KTipia TTapouciddeTal oTnV TTAPaKATW EIKOVA.
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uilding>
3 <parameterl></parameterl>
4 <parameter2></parameter2>

8 <parameterN></parameterN>

<shapes>
<shape>
11 <parameterl></parameterl>

{TH]

12 <parameter2></parameter2>

16 <parameterN></parameterN>
1 r </shape>

18 B </shapes>

i9 B </building>

2 -</buildings>

Eikova 4.17 : MNapddeiypa evog atrobBnKeuPEVOU KTIpiou OTo apyeio Shapes.ini

Ta didgopa parameters TTou JTTOPOUV va €XOuV ( Kal va gival
avayvwpioigya atrd Tov xml parser ) Ta blocks TUtTOU Shape €ival kai Ta TTedia
evOg avTikeluévou Shape kai Treplypdgovrtal otnv evotnta H KAAXH SHAPE.
Ooov agopd Ta parameters Tou idIoU TOU AVTIKEIMEVOU, Ba TTEPIYPAPOUV OTIG

EVOTNTEG TTOU TTEPIYPAPOUV TO QVTIOTOIXO AVTIKEIUEVO.

Me Tov id10 TPOTTO TTOU TTEPIYPAPETAI OTNV E£IKOVA, atroBnkeuovTal OAwvY Tov

e1dwv Ta avTikeipeva: environmentalObjects, Arrows, Pones, Bases.
O1 uéBodol rou xpnoipoTrolei n Shapes3Dengine gival o1 €€1G:

e createEnvironmentalObjects: ZuAAéyel OAa Ta
<environmentalObjects> avTikeipeva atmd 1o apxeio. Na kKaGBe éva ammod
auTta dnuioupyei Eva avtikeipevo Environmental3DObject kai To

ToTTO0ETEI O€ £va avTikeiyevo Vector.
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e createBuildings: XuAAéyel OAa Ta <buildings> avTikeipeva atmmo 1o
apxeio. MNa kaBe Eva atrd autd dnuioupyei Eva avTikeipevo Building kai
TO TOTTOOETEI O€ éva avTIKeipevo Vector.

e createPones: XUAAEyel OAa Ta <Pones> avTikeipeva atmo 1o apxeio. MNa
KGBe Eva atrd autd dnuioupyei Eva avTikeipevo Pone kal To ToTroBeTei
o€ €va avTikeipevo Vector.

e |loadArrowShape: ZUAEyEl OAEG TIG YEWUETPIKEG TTANPOPOPIES YIa TNV
dnuioupyia evog avTIKEINEVOU e oxXAMa BEAOUG.

e |loadBaseShape: ZUAEyel OAEG TIG YEWMETPIKES TTANPOYOPIES YIa TV

dnuiIoupyia £vOG AVTIKEIMEVOU PE OXAMA EI00D0U.

create3Dtext: Anpioupyei éva UiText3D avTIKEINEVO aTTO PIO CUYKEKPIKYEVN
AEEN. MNa Tnv dnuioupyia Tou oXAMATOS AuTOU eV XPEIAZOVTal TTEPAITEPW

TTANpo@opieg e@doov N java3D TTapéxel Eva OAOKANPWHEVO OXNUA.

42 GAME CONTROLLER

GAME
CONTROLLER HOTEL
PLAYER POSITION

Eikova 4.18 : Aiaypaupa GameController.
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Eival n kAdon eAéyxou n otroia ouvTovidel 6Ao To TTaixVvidl. Eival utretBuvn yia
TNV KatdoTaon (state) Tou TTaixvidIoU Kai yia T e¢ENIEA Tou. Kupla TTedia TnG

gival avTIKEIMEVA TOU TTAKETOU game.entities :

e Player
e Hotel
e Position

4.2.1 H KAdon Player

PLAYER
HOTEL

PONE POSITION

Eikéva 4.19 : Aidypapua Player.
AvaTtrapiotd €vav Traiktn. Kupidtepa tedia Tou:

e String name: To Gvoua Tou TTaiKTn

e Int noney: Ta Ae@Td TOU TTAIKTN

e Int numberOfBases: O apiBudg Twv 1000wV TTOU £XEI ayopAoEl Kal
TOTTOBETACEI OTA EEVODOXEIQ TOU O TTAIKTNG

e Int lastRoll: H teAeutaia Capid Tou TTaikTn. XpnoIKOTTOIEiTAI YIA
O1Gd@opeG AeIToupyieg OTTWG gival 0 UTTOAOYIONOG TNG BE0NG TOU TTAIKTN
META atrd TNV Kivnon Tou yia va eAEyEel Qv €xel TTEPATEI ATTO KATTOIO
checkpoint.
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e Pone pone: To movi Tou TTaikTn. AUT N KAGON avrkel 0TO TTOKETO
graphics.entities kaBwg TTapioTavel T0 3D AVTIKEINEVO PE TO OXEDIO EVOG
TTIOVIOU JE TO AVTIOTOIXO XPWHA.

e Vector<Hotel> Hotels: Eival éva Vector mou trepiExel OAa ta
¢evodoyxeia TTou €xel ayopdoel o TTaiktng. H kKAaon Hotel trepiypdeetal
OTn OUVEXEID.

e Position position: Eival n Twpiv B€0n TOU TTAIKTN TTAVW OTNV

dladpoun Tou TTaIXVvIdIou.

EmtAéov, n kAaon Player trepi€xel peBOdoUG yia dIAQopPES AEIToupyieg OTTWG
n augnon n Jeiwon Twv XpnUatwy Tou, EAEyXOI yia TO av €XEl TTEPATEI KATTOIO

checkpoint.

4.2.2 H KAdon Hotel

HOTEL
TEXT

PLAYER BUILDING

Eikova 4.20 : Aidypappua Hotel.

H kAdon auth avatrapioTa Eva Eevodoxeio. Ta kupidTepa tredia TnG givai:

e String name: To évoua Tou evodoxeiou
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Player player: O IBI0KTATNG TOU {EVODOXEIOU.

Vector<Building>: Eival éva Vector Tou trepi€xel OAa Ta KTipia Tou
¢evodoyeiou. KaBwg n kAaon Building avatrapiotd éva 3D avTiKeiyevo
ME TO OXAMA TOU AVTIOTOIXOU KTIPIOU, OVHKEI OTO TTAKETO
graphics.entities.

Int fieldCost: To KGOTOG TOU OIKOTTEDOU.

Boolean isFieldBought: AnAwvel €édv TO OIKOTTEDO TOU {EVODOXEIOU
EXEI AYOPOAOTEI ATTO KATTOIOV TTAiKTN. H avaykaidotnTa auTtou Tou TTediou
BpiokeTal oTov Kavova TTou AE€l 0TI €AV KATTOIOG TTAIKTNG €XEI OTNV
KATOXI) TOU HOVO TO OIKOTTEDO TOU {EVOOOXEIOU Kal DEV €XEI XTIOEI
KATTOIO KTipIO TOU, TOTE KATTOIOG AAAOG TTAIKTNG UTTOPEI VO ayopAoEl TO
OIKOTTEQO MICOTIUNAG.

Int baseCost: To KOGTOG pIag €106d0U yia auTd To EeVODOXEIO.
Boolean hasOutskirts: AnAwvel eav 0To £EVODOXEIO £XOUV XTIOTEI Ol
eCwTePIKOi Xwpol. To 1Tedio auTtd XpNOIKOTTOIEITAI YIa VO EAEYEEI €AV
€vag TTaikTngG utropei va xtioel révw oto Eevodoxeio. MNa TTapdadeiyua,
€AV n TIuN TOU TTEdIOU Eival true TOTE eV UTTAPXEI KATI AAANO TTOU PTTOPEI
va XTiO€l O TTAIKTNG YIO AUTO TO {EVODOXEIO.

Int outskirtsCost: To KOOTOG TwWV EEWTEPIKWV XWPWV.

Int[] outskirtsCheckinCost: lMivakag TTou KpaTdel To KOOTOG TNG
Bpadidg Tou Eevodoxeiou eQOOOV £XOUV XTIOTEN KAl OI EEWTEPIKOI XWPOI.
To PAKOG TOU TTivaka €ival TTAvTa 6 €QO0OOV Ol TTEPICOOTEPES PEPES TTOU
MTTOPEI va «KaBAoel» évag TTaikTng gival 6.

Point3f labelCoords: Mepiéxel TIC CUVTETAYUEVES TTOU Ba TTPETTEI VO
CWYPAQIOTEI TO AVTIKEIMEVO Text eTTAvw aTTo TO OIKOTTEQO TOU
¢evodoxeiou.

Text tet3d: Eival 1o 3D avTikeiyevo e 10 dvopa Tou EEvodOoxEiou TTou
CwypagiCetal eTTAVW ATTO TO OIKOTTEQO TOU. AVAKEI OTO TTOKETO
graphics.entities.

String sidePosition: Mtropei va raper 2 Tiyég. Eite «left» €ite «right»
Kal dnAwvouv o€ TToId TTAeUpd TNG dIadPOUNAG BpiokeTal TO {EVOdOXEIO.

To 1redio autd xpnoiyoTroicital ammd 1o GraphicsPanel kai divel odnyieg
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o€ TToId TTAeupd Ba TTpéTTel va {wypaioTei n eicodog TTou ayopddlel o
TTAiKTNG.

H kAdon Hotel dnuioupyei 8 static avTikeiyeva Tou avatrapioTolv Ta 8
gevodoyxeia 1ou €xel To Traixvidl. MNapdAAnAa avariBevral kal o1 default TipEg

TWV TTESIWV TOUG OTTOU UTTAPXOUV.

4.2.3 H KAdon Position

POSITION | >
HOTEL

BASE

Eikova 4.21 ;. Aidypauua Position.

H kAdon aut avatrapioTd £va KOuTakl/Béon TTavw oTn S1adpopr] Tou

TTaxvIdIou. Ta KupidTeEpa Tredia Tng eival :

e Int Ordinal: O apiBudg NG B€ong TTAvw oTn dIadPOUN.
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Boolean isOccuppied: AnAwvel edv oTnv B€on auTtry uttdpxel Adn
KATTo10G AAAOG TTaikTNG. TO TTEdi0 QUTO XPNOIYOTTIOIEITAI YIO TNV
QTTOQUYN TNG KATAoTAONG KATA TNV OTToia 2 Tovia BpiokovTtal oTnyv idia
B8éon. EAv n Tipn auth givai true Kai KATTOI0 TTIOVI OTAPOTACEI O€ QUTHY,
TOTE TTPOXOPAEI OTO ETTOUEVO.
String positionType: AnAwvel Tov TUTTO TNG B€ong. MTTopei va TTapel
MIO aTTO TIG TTAPAKATW TIMEG:

o BUILD

o BUY

o FREE BUILDING

o FREE BASE

o START

o PARKING
Vector<Hotel> hotels: Eival éva Vector TTou TTepIéXel Ta ¢evodoxeia Ta
OTTOIx O TTAIKTNG UTTOPEI Va ayopdoel dv BpiokeTal oe Béon TUTTOU BUY
KaBwg Kal Ta £EVOOOXEIQ yIa TA OTTOI KATTOIOG TTAIKTNG UTTOPE va
TOTTOBETACEI pIa €i0080.
Vector3f positionCoords: O1 cuvteTaypéveg TnG Béong. Eival akpiBwg
TO KEVTPO TNG B€0NG TTAVW OTO OTTOI0 OTAUATAEI VA TTIOVI.
Vector3f baseCoordsLeft: Or1 ouvreTaypéveg TG BEong TTAVW OTIG
OTTOIEG PTTOPEI va TOTTOBETNOEI YIa €i0080G OTA APICTEPA TNG.
XpnoIUOoTToIEiTal IO TNV TOTTOBETNON PIAG EI00B0U TTOU TTPoOopIfETal VIO
cevodoyeio otnv apiotepn TTAeupd NG d1adPONNG.
Vector3f baseCoordsRight: O1 guvtetayuéveg Tng B€ong TTAvw OTIG
OTTOiEC UTTOPEI Va TOTTOBETNOEI YIa €i00d0¢ oTa BEEIA TNG.
XpNOIUOTTOIEITAl YIa TNV TOTTOBETNON PIAG EI00D0U TTOU TTPOOPICETAI VIO
¢evodoyxeio otnv de€Id TTAeupd TNG SIAdPOUNCG.
Double baseAngleRight: H TiuA TG ywviag TTou Ba TTPETTEl va OTPIYEI
N €i00d0¢ TTAvw OTOV Agova Yy yia va TOTToBeTNOEi cwoTd TTAvw O0TNV
Béon, otav Bpioketal ota OeCIA TNG.
Double baseAngleLeft: H Ty TnG ywviag tTou Ba TTRETTEl va OTPIYEI N
€i0000¢ TTavw OTOV Agova y yia va TotrobeTnBei cwoTd TTavw oTnv

B¢éon, otav BpiokeTal oTa ApIOTEPG TNG.
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e Base base: H €icodog €av £xel ToTro0eTNOEi KATTOIA. AANIWG TO TTEDIO

auTto €ival null. XpnoigoTroigital €Tmiong otov éAgeyxo TNG B€ong yia 10

€av €xel AON TOTTOBETNBEI KATTOIO £I0000G OE QUTAV.

H kAdon Position dnuioupyei 31 static avTikeiyeva TG T OTTOIA TTAPIOTAVOUV

Kal TG 31 B€o€ig TTavw oTnv diadpoun Tou Traixvidiou. ETTiong apxikoTroigi

Katroleg default TIHES TwV avTIKEINEVWY OTTOU XPEIGETA.

4.2.4 01 kKupi16Tepeg péBodol TnG KAdong GameController

Eg@ooov mrepiypdgnkayv Ta kupidtepa 1edia Tou GameController Bewpeital

OKOTTIJO 0€ AuTO TO ONUEio

Va TTEPIYPAPOUV KATTOIEG HEBODOI TNG KAGONG Ol

OTTOIEG KOl EKTEAOUV UEPIKES ATTO TIG ONUAVTIKOTEPES AEITOUPYIEG TOU

TTaixvidiou. EmmrAéov, n diadikacia autr) Ba Bonbroel Tov avayvwaoTn va

katavonoel Twg o GameController euBuvetal yia TNV OPaAr porj Tou

TTaxvIdiou. O1 onuavTIKOTEPES AoITTOV uEBGDOI gival ol EENG:

e initializePlayerPosi
apxIKn Toug Béon.
o fixPlayerOrder(): H

tion() : TotroBeTei TA MOVIA TWV TTAIKTWY OTNV

dladIKaoia Pe TNV OTToia ATTOPACifETal TTOIOG

TTAiKTNG Ba TTaigEl TTPWTOG, OeUTEPOG KTA. H dladikacia auTh ITTopEi va

TTEPIYPAPET WG ECAGC:
1.
2.

Pixvouv 6Aol o1 TTaikTeg 10 CAp!.

BpiokeTal 0 TTaAiKTNG 1 TTAIKTEG PE TNV HEYOAUTEPN
capia

Eav eival £évag, 161 TOTTOBETEITE OTNV APXI TOU
Vector

Eav eival ToAAoi, T61E Eavapixvouv To CApI Kal

EKTEAEITE Lava 1O Brua 2

‘EAEYX0G TWV UTTOAOITTWYV piPewv Kail Tagivounon

TWV UTTOAOITTWV TTAIKTWY OUP@WVA PE TNV (apid
TOUG

Edv utrdpyouv 2 ) TrepIocdTEPOI TTAIKTEG JE TNV
idla Capid TOTE eKTEAEITE EQva TO Bripa 2.
TepuaTtiopdg Tou aAyoépiBuou étav £xouv
TagivounBei 6Aol oI TTAIKTEG.

Page 52 of 64



Mruxiaki Epyacia Tou @oitntr) MouTtoiou NikdAaou

e playRound(): Eival n kevrpikOTEPN HEBODOOG KAl ONUATODOTEI TNV APXN
€VOG YUPOU aTTO TN GTIYMI) TTOU N CEIPA TTEPVAEI OTOV ETTOUEVO TTAIKTN.
Méoa atrd auTriv EKTEAOUVTAI PE AUTHV TNV XPOVIKI o€lpd oI uebodor:

o throwDie()
o moveCurrentPlayer()
o checklfPlayerPassedCheckPoint()

2T CUVEXEIQ YivETal O EAEYXOG YIQ TO TI TUTTOU B€0N €XEI OTAUATHOEI TO
TMOVI TOU EVEPYOU TTAIKTN KAl avAAoya KaAgital N pé€Bodog
buildBuilding(), buyHotelField(), buildBuilding().

e throwDie( currentPlayer ): KaAegite armo mnv playRound() kai
xpnoigotrolgi Tnv KAGon NumberedDie yia Tnv TTapaywyr evog Tuxaiou
apiBuou atd 1o 1 pyéxpl To 6. AuTA N TIPNA TiBeTal oTo TTEdio lastRoll Tou
evepyou Player.

e moveCurrentPlayer(): YtmoAoyiCeTtal n véa B€on oTnv oTToia TTPETTEI VO
METAKIVNOEI TO TMIGVI TOU evePyOU TTAIKTN oUM@WVa WE To lastRoll Tou.
Edv n B€on ekeivn gival katnAAgIpévn, TOTE TTPOXWPEAEI aKOMUA JIa BEon
MTTPOOTA.

e checklIfPlayerPassedCheckPoint(): EAéyxel €dv o0 TTaiKTNG, CUPPWVA
ME TNV TEAEUTAIQ Kal TNV Kalvoupyia B€on Tou, €xel TTEPATEl ATT'TO
checkPoint ,a1mé 10 oTr0io AapBdver $2000 bonus, ) atr’'to checkPoint
QTTO TO OTTOI0 PTTOPEI VO ayopAoel Yia €i0000 yia KABe £va Eevodoxeio
TTOU €X€I OTNV KaToxXN Tou. Edv €xel repdoel amd 1o deuTepo checkPoint
T0TE KaAcite N buyBase().

e payPlayer(): ATTd TouG TTPWTOUG EAEYXOUG TTOU YivovTal OThv
playRound() €ival edv o TTaikTnG TTPOXWPENOCE € PIa B€0n OTNV OTToIO
EX€El TOTTOBETAOEI pIa €i0000 KATTOI0G GAAOG TTaiKTNG. EdV vai, ToTE
UTTOXPEWVETAI VA Pigel TO CAPI YIO aKOPA pia @opd. H Capid Tou dnAwvel
TO TOOEG PEPES Ba ueivel OTO avTioToIxo ¢evodoxeio, OTTOU AuTO
METAPPALETAI OTO TTOOO TTOU TIPETTEI VA DWOEI O EVEPYOG TTAIKTNG OTOV
KATOXO TNG €10000U. TENOG, aQaIPEITE TO TTOCO ATTO TA XPAMATA TOU

evepyou TTAIKTN Kal TTPOCTIOEVTAI OTOV KATOXO TNG €£10000U.

Page 53 of 64



Mruxiaki Epyacia Tou @oitntr) MouTtoiou NikdAaou

buildBuilding(): Eav o TTaiktng £X€1l OTAPATACEI TTAVW O€ Pia B€on
TUTTOU BuUild, pTTOpEi va XTioel GV QUOIKA £XEI TNV KATOXI TOU KATTOIO
oIkoTTedO0. OI evépyeleg TToU ekTEAOUVTAI OTTO TNV PEBODO €ival o1 ENG:

o 'EAgyxog yia 10 av o TTaiKTNG £XEI OTNV KATOXI TOU OIKOTTEDA.

o 'EAeyX0oG yIa TO Qv O TTAiKTNG £XEI XPNUATA VA XTiOEI OTA
¢evodoyxeia Tou.

o Aivel evtoAn oto PlayerControlsPanel va ekTuttwoel T0
KATAAANAO PRAVUHQ TTOU EVNUEPWVEI TO XPNOTN OTI Ba TTPETTEI va
arro@acioel €dv Ba xTioel f] Ox1. Z€ AUTO TO ONUEIO OTAPATAEI N
EKTEAEON TOU TTPOYPANHATOG KAl TO CUCTNHA TTEPIMEVEI TNV
ATTAVTNON TOU TTAIKTN HECW TWV KOUMPTTIWY TOU
PlayerControlsPanel.

o A@ou atropaacicel 0TI BEAEI va XTIOEI 0 XpHOTNG, HIA ETTITTAEOV
TTANpo@opia oTéAveTal :Ba TTPETTEI Va pigel To {ApI yIa TNV AdEIN
XTIoiyaTog KTipiou. AvaAoya e 1o TI Ba pépel To {apl N HEBODOG
evnuepwvel To GraphicsPanel 611 Ba rpéTrel va (wypagioel
TTAVW OTO OIKOTTEDO TOU EVODOXEIOU TO AVTIOTOIXO KTipIO.
A@alpeital atro Ta XprpaTa Tou TTaiKTn To KOOTOG TOU KTIPIOU.

o Eav dev ptropei va xTioel o TTaikTng T0TE KAAEiTE N nextPlayer() n
oTroia divel TNV o€Ipd oTOV £TTOMEVO TTaiKTN Kai n playRound()
gekivael atrd TnVv apxn.

buyHotelField(): EAv o TTaikTnG £x€I OTAPATACEI O€ PIa B€0n TUTTOU
Buy 101€ utTOpEi va ayopdaoel KATTOIO atrd Ta oIKOTTEda TTou BpiokovTal
yUpw atré autrjv. O evépyeleg TTou ekTeAoUvTal aTTd TNV HEBODO €ival ol
€gng:

o ‘EAeyxog yia 1o av 1a oIkOTTEda gival dn ayopaouEva Kal
XTIOPEVA atrd KATTolov AGAAoV TTaikTn. EAV val, TOTE KAAEITE N
nextPlayer().

o Ea&v utropei va ayopdoel KATToI0 atrd Ta OIKOTTEDA TOTE OTEAVEI TO
avrioToixo yivuua otov PlayerControlsPanel kal otaparael Tnv
EKTEAEON TOU TTPOYPANMATOG TTEPINEVOVTAG TNV ATTAVTNON TOU

TTaikTn Méoa atrd Ta KoupTid Tou PlayerControlsPanel.
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o Edav amogacioel va ayopdoel To 0IKOTTEDO TOTE N agia Tou
agalpeital atrd Ta XpriuaTd Tou.

e buildBuilding(): Eav o TTaiktng €xeI oTaPOTACEI 0€ Yia B€on TUTTOU
Build 16Te ptTOpEi va xTiogl o€ KATTOI0 aTTd Ta EEVODOXEIA TTOU £XEI OTNV
katoxn Tou. To idIo 1oxUEl Qv £xel oTAPATOEI O BE0N dWPEAV KTIpiou.
Quoika yivovtail ol KaTdAANAol €Aeyxol yia va SIaTTIOTWOEI Eav 0 TTAIKTNG
MTTOPEI va XTioEl akOua Kal av €xel Eevodoxeia oTnv Katoxr Tou. MTropei
va €XEl XTIOEI £WG KAl TOUG EEWTEPIKOUG XWPOUG OTTOTE Kal VA UNv
UTTApXEl KAt GAAo va xTioel yia KATTolo evodoxeio. O1 evEPYEIEG TTOU
eKTEAOUVTOI ATTO TNV PEBODO gival ol EEAG:

o 'EAeyxog yia TO av O TTIaiKTNG YTTOPEi VA XTIOElI € KATTOI0
cevodoyxeio. Eav ox1 161€ KaAeite n netPlayer().

o ‘EAeyx0og yia TO av O TTAIKTNG £XEI APKETA XPAMOTA VIO VA XTiOEl
O€ KATTOI0 {EVODOXEIO TTOU £XEI OTNV KATOXN Tou. EdQv dev €xel TO
KataAAnAo 1Tooo 16T1E KaAegite n nextPlayer().

o Ea&v ymropei va xtioel, T6TE TO UTTOWN@IA {EVODOXEIQ OTEAVOVTAI
oT1o PlayerControlsPanel padi pe KAtrolo avTioTolxo hrjvupa 1o
OTTOIO PWTAEI TO XPAOTN €AV Kal yia TToI16 {EVodoXEeio BEAEI va
xTioel. MapdAAnAa oTapaTdel n eKTEAECN TOU TTPOYPAUUATOG
TTEPIMEVOVTAG TNV ATTAVTNON TOU TTAIKTN.

o Edv emA£Eel o TTaikTNG va XTiogl TOTE KAAEiTE pEOW dEUTEPOU
MNVUMOTOG Va pigel To ¢apl yia Tnv adeia XTIoiuaTod.

o Eav 1Uxel omIdATTOTE AANO EKTOG ATTO «KOKKIVO» TO OTTOIO KOl
onuaivel 0T Oev PTTOPEI Va XTiOEl, TOTE OTEAVETAI N KATAAANAN
eidotroinon oto GraphicsPanel va {wypa@ioel To KTipio oTnv
KATAAANAN B€on. ZTn CUVEXEIQ aPAIPEITAI N agia XTIOINATOG TOU
KTIpiou a1Td Ta XPriMaTa TOU TTaiKTN Kal KaAgiTal n nextPlayer().

o Edv €xel TUxel kKOKKIVO TOTE KOAgiTE N nextPlayer().

e buyBase(): KaAeite 6Tav o TTaiktng mepdoel 1o checkPoint TTou Tou
ETMTPETTEI VA AyOPACEl YIa €i0000 A €dv TUXEI OTNV BEan dwpedv
€10000u. O1 evEPyEIEG TTOU EKTEAEI €ival 01 €GAG:
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o 'EAeyxog yia To av o TTaikTng £xel TN OUVATOTNTA VA TOTTOBETHOEI
MIa €icodo o€ KATTol0 onueio. EAv OxI, TOTE KAAEITE N
nextPlayer().

o Ed&v ptropei va ayopdoel eicodo 16Te OTEAVETAI N AiOTA PE TA
uttoynoia ¢evodoxeia otnv PlayerControlsPanel padi pe 1o
AVTIOTOIXO MAVUUA TTOU EVNPEPWVEI TOV TTAIKTN OTI UTTOPEI VA
ayopdoel €icodo yia auTd Ta ¢evodoxeia. MNapdAAnAa, oTauaTtael
N €EKTEAEON TOU TTPOYPAPUATOG KAl OTEAVETAI €£100TTOINCN OTAV
GraphicsPanel va wypagioel BeAdKia eTTAVW aTTO TIG BECEIC
OTIG OTTOIEG UTTOPEI O TTAIKTNG va ToTToBeTr o€l BAon yia To
¢evodoyxeio TTou £xel emAeypévo. Edv Ta utTownela Eevodoxeid
gival TTavw aTro €va Kal O TTAKTNG ETTIAEYEI JETAEU AUTWYV, TOTE
oTéAvetal eidoTroinon otnv Graphicspanel va kataoTpé@el Ta
BeAdkia oTig TTaAieg ToTTOBETiEC KAl va Ta avalwypailel oTIg
KQIVOUPIEG.

o Ag@ou dlaAéCel o TTaikTNG Yo B€on kavovTag click oTo avTioToixo
BeAdki T0TE wypaileTal N €i00d0¢, agaipouvTal XpriuaTa armo
TOV TTQIKTN, TO avTIKEiyeVo €idooog (base) TiBeTal oTnv B€on
(position) kai kaAegite N nextPlayer().

e nextPlayer(): Aivel Tnv o€ipd OTOV ETTOUEVO TTAIKTN.

OAeg o1 evépyeleg kal o1 atro@daoelg TTou ekTeAei o GameController ypagovTal
oTo log kal aTéAvotal aTto LogPanel pe 1o avTioToixo xpwua tou K&Be evepyou
TTaikTN. H ekTéAEON TOU TTPOYPAUUATOG OTaUATAEl e TN BorBsia TG peBOdoU
wait(condition) kal ouvexilel atro ekeivo To onueio e TNV KARon 1ng wakeUp().
H trauon emtuyxdveral ye To avtikeiyevo : Object wait TTou AeiIToupyei wg

Thread kai TNV EKTEAEON TWV EVTOAWV
wait.wait();
Kal
wait.notify();
yla TNV TTaUON KAl TRV CUVEXEIQ TNG EKTEAECNG QVTIOTOIXA.

TéNog, TTapaTiBevral ol listeners TTou XeIpiCeTal KAl EVNUEPWVEI N KAGoN :
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e PlayerListener
e PlayerMessagelistener
e CandidateHotelsListener

e CurrentPlayerChangedListener

OAoi o1 TrTapatravw listeners otéAvouv TTAnpo@opieg otnv PlayerControlsPanel
EVW PE TNV Xprion Tou PlayerActionListener o GameController akouel Tig
ATTOPAOCEIG ( TTATANO KOUMPTTILYV ) TOU EVEPYOU TTAIKTN ATTO TNV

PlayerControlsPanel.

4.3 TO NAKETO GRAPHICS.BEHAVIOR

MepiExel OAeg TG KAGoeIg behavior. Eival autég Tou divouv «{wn» oTa
avTikeiyeva. Eival utreUBuveGg yia TNV Kivnon Kal TNV TTEPIOTPOPI TWV
QVTIKEIMEVWV (animation) KaBwg Kai yia TNV TTPO0BNKN CUYKEKPIPEVWV

IKAVOTATWY TWV QVTIKEIJEVWV.

21NV java3D n aAAnAeTTidpaon Kai n Kivnon kabopifovTal he Tn Xprion mng
kKAGong Behavior. Eival pia abstract KAGon TTou TTPOCQEPEI EVAV INXAVIOHO
évragng kKwdika yia Tnv aAAayr Tou scene graph. H kAdon Behavior kai ol
aT1TOYyOoVoi TNG €ival OUVOETHOI OTOV KWAIKA TOU TTPOYPAUMATIOTH O OTT0I0g

TTPOo@PEPEl AANAYEG OTA Ypa@IKA Kal TOUG \XOUG Tou Vvirtual universe.

O okoT1Tog evog avtikelinévou Behavior oto scene graph gival va 1o aAAadel, i
va aAAACEl QvTIKEIPEVA PJEOO O€ QUTO WG ATTAVTNON O€ KATTOIO EPEBIoHA.
EpéBioua ptropei va gival 1o TTatnua evog KOUPTTIOU, N Kivnon TOU TTOVTIKIOU, N
oUYKPOUON QVTIKEINEVWY, N TTAPOOOG VOGS OUYKEKPIMEVOU XPOVIKOU
d1a0TAMATOG, KATTOIO AANO YyeyovoG 1) Kal cuvOuaopos autwy. O aAAayEg
QUTEG PTTOPEI va gival N TTPOOBRKN AVTIKEIWEVWY OTO scene graph i n
diaypa@r] Toug, N aAAayr) KATTOIWV XAPAKTNPIOTIKWY Toug, n aAAayn TS Béong

TOUG } CUVOUAOHOG OAWV QUTWV.
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O1 kKAGoe€Ig behavior avaTrTuoovTal Kal XpNOIKJOTTOIoOUVTal O€ JI EQAPHOYH VIO
VA TTPOCPEPOUV KATTOIO AAANAETTIOPACN WE TO XPNOTN 1 YIA TNV Kivhon

(animation) €vOG AVTIKEIMEVOU.
To TTapakdATWw TTAPAdEIyua TTapouaiadel TNV dlIapopd Twv dUO AUTWV OpwV:

‘EOTW £@appoy 0TNV OTT0I N KAPEPA KIVEITAI WG ATTOTEAECUA TOU TTATHPATOG
KOUMTTIWV A TNG Kivnong Tou TToVTIKIOU. AUTOU Tou €id0OUg N Kivnon €ivail pia
aAANAeTTiOpaon KaBwWG gival AUECO ATTOTEAEOUA XEIPIOUOU Tou XproTn. AN
QVTIKEIYEVA PTTOPEI VA ETTNPEACTOUV OUWG ATTO TNV Kivnon TNG KAUEPQGS. 2€

QUTAV TNV TTEPITITWON TETOIES KIVAOEIG €ival animations.

2€ AUTAV TNV EQapPoyn avatrTuxnkav Kai Ta duo €idn behavior.

4.3.1 INTERACTION

4311 H KAAXH KEYBEHAVIOR

KAnpovouei Tnv kAdon Behavior. To epéBioua TTou TTPOKAAE TNV «avTidpacr»
TNG €ival TO TTATNUA EVOG KOUPTTIOU. 2KOTTOG TG €ival N JETOKIvNON £vOg
QVTIKEIMEVOU TTAVW OTOUG TPEIG ACOVEG 1] N TTEPICTPOPH TOU YUPW ATTO TOUG

TpEIG GEoveg. Ta KOUPTTIA TTou uttooTnpifovTal atrd Tnv Behavior:

e UP_KEY: MeToKIvEi TO QVTIKEIMEVO TTAVW OTOV AEova TwV Z PE Brua
+step. AnAadn 1o atTopakpuUvel aTTd TOV TTAPATNENTH TTPOG TO BABOC
TNG OKNVAG.

e DOWN_KEY: MeTakivei TO QVTIKEIMEVO TTAVW OTOV AEOVA TWV Z JE
Briua -step. AnAadn To QEPVEI TTIO KOVTA OTA PATIO TOU TTAPATNENTH).

e LEFT_KEY: Metakivei TO avTiKeipgevo TTAvw oTov dEova Twv X PE BApa
-step. AnAadr TTpog Ta apIoTEPA.

e RIGHT_KEY: MeTtakivei TO avTiKEiueVo TTAvw O0TOV AEOVA TWV X PE
Briua +step. AnAadn TTPog Ta BECIA.

e U: MeTaKIVEI TO QVTIKEIMEVO TTAVW OTOV AEOVA TWV Y PE Bripa +step.

ANAadA TTPOG TA ETTAVW.
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D: MeTakIvei TO AQVTIKEIJEVO TTAVW OTOV AEOVA TwV Y JE Brua -step.

AnAadn Tpog Ta KATW.

Y: MepIOTPEPEI TO AVTIKEIMEVO YUPW ATTO TOV ALOVA TWV Y.

X: TlepIoTPEPEI TO AVTIKEIMEVO YUPW ATTO TOV ALOVA TWV X.

Z: MNepIoTPEPEI TO AVTIKEIMEVO YUPW aTTO TOV AoV TWV Z.

O kKwdikag TTou UAoTToIEi OAN TNV TTAPATTAVW dladIKaTia dev TTPoOoPICETAl YIA
KATTOIa AEITOUPYIQ TTOU UTTOPEI VA KAVEI 0 XPOTNG KATA T dIAPKEIQ TOU

TTaIxVvIdIoU. AvatrtuxOnke kabapd yia Adyoug oxedlaopoU TNG EQAPUOYNG.

KaBwg¢ PETAKIVEITE TO EKACTOTE QAVTIKEIPUEVO, TUTTWVEI TIG KAIVOUPYIEG
OUVTETAYMEVEG TOU. 'ETOI BpéBnKav OAEC OI CUVTETAYUEVES OTIG OTTOIES
xpeldletal va Bpiokovtal KATTOIO AVTIKEIMEVA KATA TNV €CENIEN TOU TTaIXVIBIOU.
MNa Tapddelypa ol CUVTETAYUEVEG XTIOIMATOG VOGS KTIPIOU, N METAKIVNON TWV
TTIoVIWV OTIG BETE€IC TNG BIadPOWPNG A N TOTTOBETNON €1000WV OTA TTAQIVA TWV

Béocwv.

43.1.2 H KAAZH MOUSEOVERBEHAVIOR

Aivel WG ATTOTEAECPA TOV XPWHATIOUO VOGS QVTIKEIMEVOU €AV TO TTOVTIKI
BpiokeTal atrd TAVW TOU. 2TO TTAPASEIYUA Hag, OTaV £vag TTAIKTNG
TOTTOBETACEI TO TTOVTIKI ETTAVW ATTO £va BEAAKI, TOTE AUTO XPWHATICETAI
KOKKIVO WG £vOeIEn OTI dv KAvel KAIK o€ auThv TV B€on, n véa Tou €icodog Ba

TOTTOOETNOEI EKEI.

KAnpovouei Tnv kKAdon Behavior. AéxeTal wg TTapdueTpo éva canvas3D kai
éva branchgroup autou padi ye OAa Ta avTkeigeva Tou Bpiokovtal yEoa o€
auTd. Eival pia uttohoyioTiké Bapid cupTtrepIQopd KaBwe epEBIOUA TNG €ival n
Kivnon Tou trovTikiou. [Napatnpei Tnv Kivnon Tou Kai 6Tav autod OTAPOTACEI O€

MIa B€on TOTE UTTOAOYICEI TIC GUVTETAYUEVEG KATW OTTO TIG OTTOIEC BpioKETAl.

2TN CUVEXEIQ TTEPVAEI TIG CUVTETAYUEVEG 0TO canvas3D Kal eTTIAEyEl TO

KOVTIVOTEPO QVTIKEIMEVO TOU branchgroup ,eav uttapxel. EGv oviwg uttapxel
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auTo emoTpEéPETal O0€ £va avTikeipevo PickResult. TEAog, aAAaloupue eupavion

OTO QVTIKEIPMEVO TTPOCBETOVTAG TOU €va coloredMaterial pe xpwPa KOKKIVO.

43.1.3 H KAAZH MOUSEPICKBEHAVIOR

EmiTpétrel TV €TMIAOYN VOGS QVTIKEIMEVOU ATTO TNV OKNVI. KAnpovouei Tnv
kKAGon PickMouseBehavior. To epéBiopa Tng €ival To apioTePd KAIK TOU

TTOVTIKIOU.

OT1rwg kal n MouseOverBehavior, déxeTal éva branchgroup e Ta avrikeipyeva
TQ OTTOIO TTEPIEXEL. TN OUVEXEIA, JEOW TNG PEBOBOU updateScene eAéyxel eGv
OTIG CUVTETAYUEVEG TTOU BPICKOTAV TO TTOVTIKI TNV WEA TTOU TTATHONKE TO
apIoTEPO Tou KAIK BpiokovTal TTOAU KOVTA A ETTAVW OTTO KATTOIO QVTIKEIMEVO

Tou branchgroup TTou avayvwpigel N CUPTTEPIPOPA.

Edv 6vTwg UTTAPXEI KATTOIO AVTIKEIMEVO KATW aTTO TO TTOVTIKI TOTE AUTO
atroBnkeveTal o€ éva avTikeigevo TUTTou PickResult. 210 8IKO pag TTapadelyua,
TO branchgroup Tng ocuuTTEPIPOPAG TTEPIEXEI TNV OUGdA aTTO BEAN TTOU
ep@avifeTal KABE Yopd TTou £vag TTAIKTNG XpelddeTal va OIOAECEl Jia BEon yia

va TOTTo0eTACEI TNV €i00006 TOU.

Eg@ooov emAECel Eva BeAAKI, avayvwpileTal n B€on Tavw atrd Tnv oTroia
BpiokdTav 10 BEAAKI KOl OTAV CUVEXEID ATTOKOTITETAI TO branchgroup(detach)
atré Tn oknvr, donAadn dgv gival TTa opatd atrd Tov TTapaTnEnTh. TEAOG

onuioupyeital éva avTikeiyevo Base kal ToTroBeTeiTal o€ auThAv TNV Bon.

4.3.2 ANIMATION

OT1rwg Kal ye TNV aAAnAemmidpacn, animation otnv java3D emITUyXAvETal PE
behavior avrikeiyeva. ‘Eva o€t T€TOIWV KAAOEWV ovoudlovTail Interpolators.
‘Eva avTikeipgevo interpolator padi pe éva Alpha xeipaywyei KATToleg

TTaPAPETPOUG TOU scene graph yia va dnuioupyhoel KAtrolo animation e Bdon
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TO XpoOvo. To avTikeipevo Alpha TTapéxel Tnv Xpovikr dIGPKEIQ, KaBWS Kal TV

XPOVIKA OTIYMNA TNV oTToia Ba {ekivAoel To animation.

YT1rapyouv TTOAAd €idn Interpolator kal KaBEva TTPOCPEPEI CUYKEKPIPEVOU

TUTTOU animation fj kalr cuvdouaouod Toug. Mepikd atrd auTa givai:

e ColoriInterpolator

e Pathinterpolator

e PositionPathintepolator:
o PositionPathinterpolator
o RotationPathinterpolator
o RotPosPathinterpolator
o RotPosScalePathinterpolator

e RotationInterpolator

e Scalelnterpolator

e SwitchValuelnterpolator

e Transparencylnterpolator

e TCBSplinePathinteporlator

2€ AUTAV TNV £pappoyn Xpnoigotroiénkav or Colorinterpolator,

PositionPathinterpolator kai Rotationinterpolator.

4321 H KAAXH PONEBEHAVIOR

O pOAoG auTAG TNG CUPTTEPIPOPAG Eival VA PETAKIVEI TA TTIOVIA TWV TTAIKTWV
160G B€0¢€Ig OoEG ETUXE TO CAPI. XPNOIUOTIOIET EVA AVTIKEIMEVO

PositionPathinterpolator o oT1roiog peTakivei Ta ToévIA TTAVW OTOV ALOVa TWV X.

To xpoviké d1aoTnUa TTOU XPEIAZETAI TO TTIOVI VIO VO PHETAKIVNOET aTTd pia 6€on
oTnV €TOUEVN €ival To €va deuTEPOAETTTO. 'ETOI yIa pia Kivnon TTévTe B€0cwv Ba

TTEPACOUV TTEVTE OEUTEPOAETTTA.
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To interpolator avTikeiyevo déxeTal TIG BECEIC OTIC OTTOIEG Ba TTPETTEI VA
METAKIVOElI TO AVTIKEIPMEVO KAl TO XPOVIKO SIACTNUA TTOU Ba XPEIOOTEI HECW

evog avrtikelyévou Alpha.

4.3.2.2 H KAAXH TEXTBEHAVIOR

POAog NG gival va TTepIoTpEPel £va text avTiKEiueVO yUpw atrd Tov Agova Twv
Y KQI TAUTOXPOVA VA TO XPWHATICEl CUPOWVA JE TO XPWHA KATTOIOU TTaikTn. H
OUpTTEPIPOPG TiBETAN O€ EQappoyn HOAIG Evag TTaIKTNG ayopdaoel éva

OIKOTTEDO.

Na va TeTuxel n KAGon autou Tou €idoug To animation xpnoidoTTolgi duo

interpolators, Colorinterpolator kai RotationInterpolator.

O XpwuaTIOPOG TOU AVTIKEIMEVOU EEKIVAEI JE TO AVTIKEIPMEVO VA gival O€ AOTTPO
XPWHA KOl OTAdIAKA VA TTAIPVEI TO XpwHa Tou TTaikTn. O xpovog TTou
XpeIadeTal yia auTr) TV d1adIkaoia gival TTEVTE OEUTEPOAETTTA Kal OpideTal PE
éva alpha avrikeipevo. O xpdvog TTAAPNG TTEPICTPOPAG TOU AVTIKEINEVOU Eival

TA TPIAVTA DEUTEPOAETITA. AUTO £XEI WG ATTOTEAECHA IO ApYr Kivnon.

43.2.3 H KAAZH ARROWBEHAVIOR

Eival utteuBuvn yia Tnv TePIoTPOPr] £vOg BEAOUG yUpw aTTd ToV Atova TwV Y.

XpnoiuoTroliei évav Rotationinterpolator mapdpolo pe autou TnG TextBehavior.

KE®AAAIO 5: lNMpotdoeig yia BeATiwon Kal avatrTugn

210 KEQAAQIO auTd TTOAAG UTTOPOUV Va €ITwBoUv. H epappoyr auth
avaTITUXONKE XWPIg TTPpoNyoUpEVn EUTTEIpia TTAVW OTNnV java3D Kal ETTOPEVWG
TTApa TTOAAEG duvaTOTNTEG TTAPEUEIVAV AVEKUETAAEUTES. O1I SuvaATOTNTEG TOU
java3D API trepiopiovTal yévo OoTNV QavTacia Kal oTIG IKAVOTNTEG AUTOU TTOU

TO XEIpiCeTal.
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Aedopévng auTAG TNG KATAOTAONG, N EPAPPOYA MTTOPET va XpnoloTToinBei yia
TTEPAITEPW EKTTAIOEUCN KAI TTEIPAUATIONO PE OTOXO OUYKEKPIPEVA TTAVTA

atroteAéopara.
Mepikd a1Tdé auTd gival:

Ymoornpién multiplayer péow S1adikruou: Auo £wg TEOOEPEIG TTAIKTEG Ba
MTTOPOUV VA CUVOEOVTAI JETAGU TOUG Kal va TTaiCouv To TTaixVidl 0 KaBEvag

atro Tov OIKO TOU UTTOAOYIOTH).

BeAtiwon tou GUI rou mraiyxvidiou: Autr T oTiyun yivetal yévo Xprion mng
Swing yia Tnv kataokeur) Tou GUI. KaBwg 1o API TnG java3D dev TTapéxEl
KATTOIO PINXAVIOUO dnuioupyiag n eTTOPEVN KAAUTEPN AUON €ival 0 OXEDIOOUOG

TOU PE TN XPron Tng javaz2D.

lpooBnkn nxou: O fixog o€ &va Traixvidl gival av un T GAAO aTTapaiTNTOC.
Mdapa TTOAAEG TTOAUUEDIKEG EQAPHOYEG «XAVOUVY» OTIG CUVOAIKEG EVTUTTWOEIG
eCaITiag Kakng dlaxeipiong Twv NXNTIKWYV @€ Toug. MNMoAAG onueia Tou
TTaIXVvISIoU Ba PTTopOoUCaAV Va TTEPIEXOUV AXO TTPOCBETOVTAG £TCI TNV OUVOAIKA

EMUTTEIPIA TWV TTAIKTWV.
BeAtiwon Tou wrionoU TNS OKNVAS

BeAtiwon Twy textures Kai Twv avrTiIKEINEVWY TNG OKNVIAGS. Z€ AUTO TO
KOMMATI TNG EQAPUOYNG BEV UTTAPXEI KATTOIO OPIO KOl 0 0TOXOG €ival £vag, va
OEiXVouV Kal va «dEVOUVY» TA QVTIKEIYEVA TNG OKNVAG KAAUTEPA TOOO PETALU
TOUG 000 Kal Ye BAON MIAG CUYKEKPIMEVNG «aTUOOPAIPACY TTOU Ba KUuplapxEi
oTo TraixVviol. MepiBwpio BeATiwong Ba uttdpyel TTAVTA KABWGS o1 cUVOUAC oI

gival ateAeiwTol e PdVo TTEPIOPICPO TNV YAVTACIA KAl TIG IKAVOTNTEG TOU

TTPOYPAPMATIOTH.

BeAriwon Tou animation: H kivnon evog avTikeigévou Tou divel (wr). Ooo TTio
QUOIKI KAl OJaAr €ival TOOO TTIO WPAI0 TO ATTOTEAECUA. 2’ aQUuTOV TOV TOUEQ
UTTAPXEI XWPOG VIO ONPAVTIKEG BEATIWOEIG KOl TTPOCOAKEG. IMNa TTapadelypa, 10
XTIOIJO TWV KTIpiwV, avTi va TotroBeTouvTal atmod Tn yia 8€an otnv dAAn,Ba
MTTOpOUCAV VO aKOAOUBOUV [ia dIadpOour) O€ CUVEPYATIa PE KATTOIO £QE

oKOVNG 1} N ATTOCUVAPPOASYNON TWV ETTIMEPOUG OXNUATWYV KAl
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ETTAVACUVAPHUOAOYNON TOUG OTnNV KAtdAANAn Totrobeaia. H kivnon 1Tou
akoAouBouv Ta moévia Ba PuTTopouce va BEATIWOET £TO1 WOTE va PNV TTEPVAEI

éva TmovI péoa atro €va AAo.

BiBAiloypa@ia - Avagopég — lNnyég

e http://www.macs.hw.ac.uk/~nkt/graphics/B%20Java3D%20Animation%
20Slides.pdf

o http://www.fastgraph.com/makegames/3drotation/

e http://fivedots.coe.psu.ac.th/~ad/jg/

e http://www.turbosquid.com/3d

e http://www.the3dstudio.com/

e http://programmedlessons.org/VectorLessons/vectorindex.html
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