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Mtuyxiakn epyaoia tng pottntplag Toaxepidov Mapia

NMPOAOIOz

H mrruxiakn epyacia “Zxediaon Tpiodidotatwy Maixvidiwyv Pe TRV avoIxTh
oouita Blender” mpaypartotroiibnke pEca oTo TTAQICIO TV GTTOUdWY JOU GTO
TuAMa MAnpoopikAg Tou TEI @coocalovikng he uTTEUBUVO Kal eTTIBAETTOVTA
Kabnyntr Tov kKUpio KwvaoTavtivo Alauyavtdpa.

2TNV TTOAUNVN QUTH €pyacia, TTPooTTANca va atrodwow 600 KAAUTEPA
yIvoTaV €va KEIPEVO EKTTAIOEUTIKOU XAPOAKTHPA, 0 O00UG BEAOUV va pdbouv TIg
duvaToéTNTESG TNG oouitag Blender yupw atrd Tov Topéa Tou Game Engine.
YAotroimnenkav U0 Traixvidla K TwV OTTOIWYV TO £€va avaAUETAI O€ QUTA TNV
TITUXIOKN).

270 1° KedAaio avaAuovTal ol KavoUpyieg £TTIAOYEG TTOU TTPOCTIOEVTAI OTO
Blender pe Tn petdpaon Tou oe Game Engine. Etreényouvtal padi e Aiya Adyia yia
Tov Logic Editor omoiog avaAUeTal TTapakdaTw.

270 2° KedAaio TrepiypA@ovTal Kal Ol TPEIG TTHVAKES AOYIKWY TOURBAWV. Z¢
KAO¢ pia katnyopia(aioBnTnpEeS, EAEYKTEG, EVEPYOTTOINTEG), ETTEENYOUVTAI £VAC TTPOG
€vag ol TUTTOI ATTO TOUG OTTOIOUG ATTOTEAOUVTAI.

270 3° KedAaio divetal ye Brpara n diadikagia dSnuioupyiag Tou
TTaixvidlou Turret Defense, 1o o1T0io BonBdgl 0TNV KATAVONON TWV KOUUTTIWY KAl
Mevou Tou Game Engine.

270 4° KedAaio trepiypd@ovTal ol TTpdaBeTeg £TTIAOYEC TOU TTaIXVISIOU TToU
kataokeudloupue. AivovTal Ta BAuaTa yia Tnv KATAOKEUr atTAoU animation,
duvapikou kelpévou, Kwdika Python aAAd kal GAAwv duvaTtoTriTwy Tou Blender

2Tn ouvéxela divovTal T CUMTTEPACMATA TTOU ByrKav OTnV TTPOCTIA0EIa
KATAOKEUNG TTAIXVIOIWV JE TN OUYKEKPIPEVN OOUITA.

‘Emreira wg emriAoyog divovrtal ol véeg duvatoTnTeG Tou Blender tTou
ouvodeUOUV TIC VEEG EKOOOEIG, KABWG Kal TTPOTACEIS yia Tr BEATIOTOTTOINCN TOU.

TéNog TTapatifeTal n BiIBAIoypa@ia TTou BorBnoe onUAvTIK& GTnV
Kartavonon T16oo Tou Blender 660 kai TNG TTaiXviOOuNXavig Tou.
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NEPIAHWYH

AvAueoa OTIG UNXAVES AVATITUENG BIVTEOTTAIXVIOIWY, Eival KAl N AVOIXTA
oouita ypagikwyv Blender, n otroia d1aB€Tel dIKIG TNG pNXav avaTTugng
TpiodidoTaTwy TTaxvIdiwy. H pnxavi auth Bacidetal otn Aoyikr Tou TTaixvidiou. Me
Ta €I0IKA TTAVEA, HEVOU KAl KOUMTTIA, O KABE XPrioTng MTTOPEN va SIaXEIPIOTE TA
AoyIkd ToUBAQ, 6TTwg ovopadovTal, Kal va TTPocB£0El Kivnon OTa AVTIKEIJEVO
KaBwg Kal GAAEG BPACEIG TTOU PITTOPOUV VA CUVTEAECOUV PEPOG TNG dnuIoupyiag
evog TTaixvidlou. ‘Exel Tn duvatdTnTa Va «TTAICEI» PE TIG IBIOTNTES KAl Tr QUOIKK TOU
KABe avTikeinévou, KaBwG Kal va TTpoypauuaTtiosl o€ Kwdika Python. ‘Eva 1€1010
TTauxVvidl gival kai To Turret Defense, To kavovl Tn HEON TNG OKNVAG TTOU
TIPOOTIABEI va avTIKpoUoEl Toug eXBpouUg TTou Tov TTANCIAlouv. AvaTrTuooETal Brpa
TTPOG BAPA, oav epyaleio ekuabnong Tou Blender atrd Tov apxdpio XpHoTn.
MapoAa Ta TTPOBAARUATA TTOU UTTOPEI VO AVTIMETWTTIOEI O OXEDIAOTAG, TO JEAAOV yIa
Tn oouita Blender diaypd@etal AaptTpd, a@ou rndn €xel va MOELIEEI hia onUaAvTIKA
yKAdua animation kai Taixvidiwyv dnuioupynpéva atmd Toug XProTeg TNG.
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ABSTRACT

Among the engines for game developing, we find the open graphics suite
Blender, which features its own 3d game development engine. This engine is
based on the logic of the game. With the special panels, menus and buttons, each
user can manage the logic bricks, as they are called, and add movement to
objects, as well as other actions that can contribute as a part of the game creation.
He has the ability of 'playing’ with the properties and physics of each object and
programming in Python code. Turret Defense is a game like this, with the cannon
in the middle of the scene trying to refute the enemies that want to reach it. It is
developed step by step, as a tool of learning Blender, for every new user. Despite
the problems, that any designer may face, the future of Blender suite is bright,
having already an important range of animation and games to demonstrate,
created from its users.
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EYXAPIZTIEZ

‘Eva peydAo euxapiotw eTIRBAAAETal va d00¢i oTov emmIBAETTOVTA KABNYNTA,
KUpio KwvoTavtivo Alapavtdpa, TpwTa atrd OAd yia TV ACTEIPEUTN UTTOUOVH TTOU
£€0€1Ee OAOUG AUTOUG TOUG PNVEG £PEUVAC KOl AVATITUENG TNG TITUXIAKNG EPYQOiag.
Me Tnv BeTikA 1d0eon TTOU £8€IEE KAI TNV AUECT AVTATTOKPIOT) TOU O€ KABE
TTPORANKA TTOU TTAPOUCIACTNKE, BoBNCE 0TV CWOTA Kal £yKaipn OAOKANpwON
NG £pyaaciag, divovTag OUVEXWG TPOPN VIO TTEPAITEPW EPEUVA UE ATTOTEAECUA TNV
KaAUTEPN eKPAONON TNG oouitag Blender.

‘Emreita Ba ABeAa va euxapioTACOW TOUG YOVEIG Jou, TTou gpovTIoav OAa autd
Ta 1I010ITEPA XPOVIA TWV OTTOUBWY, VA UE OTNPIEOUV PE KABE TPOTTO dEiXvovTag TV
QATTOPAITATN UTTOPOVI Kal divovTag owaoTh Kal ouvexr kaBodriynon.
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EIZAMFQrH zTiz 3D MHXANEZ ANANTY=HZ MNMAIXNIAIQN
(GAME ENGINES)

2ToV KOOMO Twv 3d ypagikwyv H/Y n avaykn yia dnuioupyia dev oTaAUATAEI
oTnV TTapaywyn €IKOvVag kal animation. Me Tnv TexvoAoyia va TTpoxwpaEl he
EKOETIKOUG pUBUOUG, 0 NECOG XPNOTNG ETTICNTA TTOAU OUXVA TNV Wuxaywyia Tou
OTOV PAVTOOTIKO KOOUO TWV TTAIXVIOIWV JECW UTTOAOYIOTH 1] KATTOIOG aTTd TIG
KOVOOAEG NAEKTPOVIKWV TTAIXVIOIWV. O TTPOYPANPATIOTAS TWV TTAIXVIOIWV AUTWY,
€ival ETTOUEVWG UTTOXPEWMEVOS VA OKOAOUBEI Kal va IKAVOTTOIET TIG ATTAITACEIS TOU
TTAiKTN, ONMIOUPYWVTAG OAO Kal TTI0 aAnBo@avh ypa@Ikd Ye KATTOIO ATTO TIG
MNXAVES AVATITUENG TTAIXVIOIWYV TTOU KUKAOQOPOUV.

Mia pnxavr avatTugng maixvidiwy atroTeAEiTal atrd éva TTePIBAAAOV TTOU
TTOPEXEI OTOV XPAOTN TNG TTAAPN YKAUA KOUUTTIWY KOl JEVOU YIa TNV EUKOAN,
ypriyopa kai atrodoTIKA dnuioupyia TTaixvioiwv. Mapéxel OAn TNV apXITEKTOVIKI)
oTAPIEN OTTO TNV AVATITUEN MEXPI KAl TNV £EaywyN VOGS TTAIXVIBIOU TTOU UTTOPEI Va
oTaBEi Jovo Tou.

‘Evag oxedIAoTAG OTNV ONUEPIVA €TTOXN Ba avalnTACEl XapaKTNPIOTIKA yia
TO €PYO TOU TTOU TTPETTEI va OivovTal E EUKOAO Kal YPriyopo TPOTTO XWPIG va gival
QVAYKOOUEVOG va T dNUIOUPYNOEl aTTO TNV apxr]. TETola XApaKTNEIoOTIKA gival n
MNXavr) TNG QUOIKA UTTOOTAONG TWV AVTIKEIUEVWY, O OXEDIOOUOG TOUG, N KivNONg
TOUG, 0 NXOG QAAAQ Kal n vonuoouvn Toug.

APKETA ONPAVTIKOG TOPEAG €ival Kal TO TTAQICIO TOU TTPOYPANUATIONOU. Oa
ETTIAEYEI QUOIKA N COUITA PE TNV ATTODOTIKOTEPN YAWOOA TTPOYPANUATIONOU, N
oTToia Ba TOU TTPOCPEPEI TV dUVATOTNTA CUYKEKPIPMEVOTTOINONG TWV OTOIXEIWV TOU
TTaIXVIOI0U, aKPIBWG PE TOV TPOTTO TTOU Ta {nNTAEl O TTAIKTNG 1) 0 id10G 0 OXEdIAOTNAG.

YTTApXel QUOIKA JIa EUPEIA YKAUA AOYIOUIKOU VIO TO CUYKEKPIUEVO
avTIKEiueEVO. NMOoAAEC aouiTeEC ypa@IKwy SIBETOUV TIG BIKIEC TOUG HNXAVEG, EVW
AAAEG aTTOTEAOUV QUTOTEAN KOUMNATIO YIQ TNV AvATITUEN TTaixvIdiwy. MNMapakdTtw Ba
TTaPATEBOUV KATTOIEG ATTO TIG TTIO dNHOPIAEIG KOBWG KAl YIa TTPWTN JaTId yupw atrd
N XPrion Toug.
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UNREAL ENGINE

ATtroTeAEl pia TTARPN €pyaAEIoBAKn yia

onuioupyia Bivreotraixvidiwy. YTTAPXEl ATTO TO
1998 kal avrkel TNV ETAIPEIQ AVATITUENG
Bivreotraixvidiwv EPIC GAMES. Megpikd atro 1a
M0 d1donua TraiXvidla gival atroTéAeoua
oXediaong TTAVW OTNV CUYKEKPIPEVN
punxavi(Batman: Arkham City, Gears of War

Series kal dAAa). Av kai n TTAApNG oouita

TTPOCPEPETAI £VAVTI APOIBAG Kal HOVO yia U N n EAL
ETTAYYEAUATIEG OXEDIQOTEG TTAIXVIOIWY, UTTAPXEI N ENGINE
ékdoon UDK Trou gival avoiXTA TTpog To KOIVS yia

EKTTAIOEUTIKOUG KUPiwg AOyoug. Aivel TTapaAAnAa Figure 1: Unreal Engine
OMWG KAl TNV EUKAIPIA YIA TTAPATTAVW AVATITUEN Kal
TTWANGCN TOU TEAIKOU TTPOIOVTOG HECW TNG dIAPNUIOTIKAG ADEIAG TTOU TTAPEXEL.

CRY ENGINE

H diadedopévn unxavr) CRY
ENGINE atroteAei Kal auTh pe Tn oeipd
TNG €va TTOAU duvaTod epyaAEio yia Tnv
QAvATITUEN TTAIXVIOIWV. AVIKEI OTNV
etaipeia CRYTEK kal avattuxbnke Tnv
Trepiodo 2001-2004. PnpiceTal yia TRV
duvaTtoTNTA dNMIoUPYIAG TOTTIWY JE
uwnAoG BaBuod Aetrtopépelag. Av Kal ol

TTEPIOOCOTEPES EKOOTEIG TNG Eival ETTI Figure 2 - Cry Engine
TTANPWHAG Kal BUCKOAO va atrokTnoouyv,
UTTAPXEI KAl O€ auTh TNV TTEPITITWON N €kdoon SDK yia eAeUBepn Xpron.

UNITY 3D

H Unity €ival yia unxavr) aixvidiwv

TTOU UTTOPEI Va AgIToupyroel o€ dIAQPOPES
TTAATQOpPUEGS. Aviikel oTng UNITY m
TECHNOLOGIES «kai Ta mTaixvidia 1ng u nlty
gival kKatdAAnAa 1600 yia uttoAoyioTr, 600

KAl yIa KOVOOAEG KAl AEITOUPYIKA KIVATWV

TNAE@WVwWV. MNapéxel TTARpN yKapa

epyaAciwyv yia avarttuén 3d kai 2d Figure 3 : Unity

YPAPIKWYV Yia TTaixVvidla. Ocwpeital pia

€UKOAN w¢ TTPOG TN XPnon unxavr], KatdAAnAn yia véoug XprnoTeg. H otavtap
€kd0o0n TNG cival dwpedv aAAG UTTAPXEl Kal N ékdoon Unity Pro pe upnAd
XOPAKTNPIOTIKA yIa ETTAYYEAPATIEG TOU €iOOUG.
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PANDA 3D

Eival pia dnpioupyia tou Disney VR
Studio kal n TTPpwWTN KUKAOQOpPIa £yIVE TO
2002. Kata Baon €ivail pia gynxavn yia
YPOQPIKA OKNVAG Kal TTPOoPIZETal VIO
eAeUBepn xpron. Aivel Tn duvartoTnTa
onuioupyiag 3d Traixvidiwv Pe YAwooa
TTPOYPOAUUATIONOU TNV Python aAA& Kai Tn
C++. H koivwvia Tou Panda 3d d¢v civai
MEYAAN aAAd €xel AdN avaTrTuel Eva
OUVOAO aTTO dIAPNUICTIKA TTaIXVidIa Kal Figure 4 : Panda 3d Image
projects pe TTOAU OUYKEKPIPEVO UPOG Kal
XOAPOKTNPIOTIKA YPAPIKA.

MOAAEG aTTd TIG UNXAVEG TTAIXVIOIWYV TTOU KUKAOQOPOUV CHUEPA OTO
EUTTOPIO, UTTEPTEPOUV TOU Blender, Kupiwg oTov TOUED TWV YPAPIKWY OAAG Kal
yUpw atrd TIg duvaTdTNTEG TTOU TTPOCPEPOUV OTOV OXEDIACTH/TTPOYPAPUaTIOTH. Ol
AGyol TTou TTpOoTINABNKE N couita Blender yia TN CUYKEKPIPEVN TITUXIOKK EEKIVOUV
ApPXIKA a1Td TO YEYOVOGS OTI €ival EAeUBEPN WG TTPOG ToV KABE XpAoTh. Eidaue
QUOIKA TTWG Kal 01 UTTOAOITTEG UNXaVES DIaBETOUV KATToI dwpPEAV £KdOON, TO
TIARPEG TTAKETO OUWG TTPOCPEPETAI EVAVTI AUOIBNAG O€ ETTAYYEAUATIEG OXEDIAOTEG.
AUTO TTPOKTIKA onuaivel TTwg 0 ATTAGG XproTng dev utropei va aglotroimoel o 100%
Twv OUVATOTATWY Tou. 2ToV avTiTrtoda BpiokeTal To Blender TrpoogpépovTag o€ KGOe
XPAOTN OAGKANPO TO TTAKETO TWV KOUMTTIWV KAl JEVOU ATTO TO OTTOIO ATTOTEAEITAN,
QiVOVTAG TOU TNV EUKaIpia yia OAOKANpwPEVN oxediaon.

Av kai n oouita Blender gival edpaiwuévn Kupiwg oTov Xwpo Twv Animation,
£XovTag atrodeifel TTwg YTTopei va otabei eTaia, amévavtl ae GAAEG duvaTég
MNXavES, BEAW va dWow TNV EUKaAlpia evaoxOAnong Kal Je TNV Pnxavh aixvidiwy,
£va aQvaTTTUOOOUEVO OKOWN OTOIXEIO TNG, TTOU TTPORAETTETAI TTWG HEAAOVTIKG Ba
KATOKTAOEI TOV XWPO TWV BIVIEOTTAIXVIBIWV. AG UNV EEXVAUE TTWG YIa TOV apXdapIo
XPAOTN TTPOCPEPEI £va EUKOAO YIa eKABNon TTepIBAAAOV, TTapdAn TNV TTOIKIAIG
KOUMTTIWV TTou d1aB€Tel. Me e€doknon Aiywv €douddwy o kabévag Ba uTropei va
BpiokeTal g Béon va avaTtugel Eva aTTAd TTaixVvidl, Je BAcn TNV AOYIKK KAl TOUG
KAVOVEG TNG QUOIKNG.
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KEDAAAIO 1

EIZAIQrH 21O BLENDER GAME ENGINE

To Blender €ival pia oouita avoixTou AoyIopIKoU, dwpedyv, yia Tn dnuioupyia
3D ypa@ikwyv uttoAoyIoTH. XpNOIYOTTOIEITAI YIA TR ONUIOUPYIa OTTITIKWYV £QE, VIO
animation, yia €IKOVEG, Y10 TTPOCOUOIWOEIG KAl YA Evav OKOWN TOPEQ E TOV OTTOI0
B8a aoxoAnBouue oTnV TpEXoUod TITUXIAKNA £pyaacia, Tnv dnuioupyia
Bivreomraixvidiwv. H teAeutaia €kdoon Tou Blender avakoivwBnke oTig 7 Mdiou
2013 kai givai n 2.67 .

H avarrrugn Bivreotraixvidiwyv atroTeAei Eva utro-£pyo Tou Blender kai
TIPOCPEPEI KUPIWG TNV GAANAETTIOpOON PETALU AVTIKEINEVWY OTN OKNVI). AOXOAEgiTal
ME OUYKPOUOEIG QVTIKEIUEVWY, AVIXVEUON QUTWYV TTOU BPiCKOovVTal KOVTA OTA
ETMIAEYUEVA, OANAYEG OTN QUOIKA TWV AVTIKEIMEVWY, ETTIONG PE TOV TTPOYPAUPATIONO
OUYKEKPIMEVNG AOYIKAG PE DIKO TOU TTAVEA OAAG Kal TOV KIVNTAPA TTOU apopd T
QUVAUIKI TOU TTaIXVIBIoU. EKTOG Twv AAAWYV divel TN anuavTikr duvaTtoéTnTa
onuioupyiag stand-alone aixvidiou ye Tn ouvodeia Twv KAataAAnAwv dll apxeiwv.

H traixvidopnxavi gival evowpatwuévn otnv Bdon kwdika Tou Blender.
Eival ypappévn eohokAfpou o C++ Kal AEITOUPYEI WG AveEAPTNTO OTOIXEID. ZTNV
evaAAayn atmé 1o a1rAé ouoTtnua Blender oe Game Engine n didragn o6évng
aAAACel o€ KATTOIO ONUEia Kal TTPOooTiBevTal KATTOIO XapakTNPIoTIKA modeling,
KOUMTTIA Kal TTAVEA KATAAANAQ yia Tn dnuioupyia Kai AEIToupyia autOvouou
TTaixvidiou Blender. Xpnoiyotroiei OpenGL pia TToAU-TTAaT@Oppa API yia Thv
ETTIKOIVWVia UE TO hardware ypa@IKwy.

Ooov agopd Tnv 1I0ToPIa TNG, AvaTTTUXONKE yia TTpwTn @opd 10 2000 aTrd
Toug Erwin Coumans kai Gino van den Bergen, TTpokeIgévou va dnuioupynBei pia
TTAATQOPUA QIAIK TTPOG TOV XPAOTN YIa EUKOAN dnuioupyia Traixvidiwv. Méxpl Tnv
¢kdoan 2.37a tou Blender, n mraixvidounxavr) dev Asitoupyouoe AOyw un avoixtou
Aoyiouikou Tng BIBAIOBRKNG TTou agopouaoe Tn Quoikr. H ékdoon 2.42 Atav auth
OTNV OTTOI0 YAVNKE N TTPWTN ONPAVTIKA TTPG0d0G.

H diadikaacia rendering dla@Epel onUAVTIKA JE AQUTHG TOU ATTAOU CUCTANOTOG
Blender. Otav piAdue yia animation r} atrAég €lkOveg o€ xpovo rendering n ikéva
dev utropei va TpotrotroinBei. MNa va cupPei autd TTpétel va BpiokOuacTe oe mode
emmegepyaaiag atd Tov xproTn. AvtiBeta oto Game Engine ol oknvég utropouv va
aAAGEouv o€ TTPAyUaTIKO XPOVO Kal va TPOTTOTTOINBOUV EiTE JOVEG TOUG EiTE TTO TO
XPNoTn, epoéoov éxouue BEoel TIG KATAAANAEG AcIToupyieg oTa avTIKEipeva. MNa
TTOPAdEIYUO OE TTPAYUATIKO XPOVO 0 XPHOTNG UTTOPEI VO KOUVAOEI £vVa QVTIKEIPEVA
Kal €101 va aAAGEel Tn B€on Tou OTR OKNVA.

To ypa@ikd TrepIBaAAov Tng oouitag Blender Bewpeital TTOAUTTAOKO Adyw
TNG TTOIKIAIOG buttons kai Twv panels. O1 duvatdTnTeG OPWG Eival ATTEPIOPIOTES Kal
TTOAANOI XPAOTEG, AKOUN Kal apxXdpIol TO TTPOTIMOUV agou divel Tn duvaTtdTnTa
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dnuioupyiag TePIBAANOVTOG, Kivnong, XapakTrpwy Kal TTOAWY GAAwWYV, TO00 e Ta
EVOWMNOTWHEVA EpYaAgia, GO0 Kal YE TOV TTPOYPAPUATIONO PE TN YAwooa Python.
TéAog 1o Blender trepIAapBavel dIKG Tou 0dnyo Xpriong, XPAOIKO yia ToV apxdapio
KUpPiwg XpPNOTN, WG TTPOG TNV EKUAONON Twv dUVATOTATWY TNG OOUITAG, OTNV
oeAida http://wiki.blender.org/

1.1 AAAATEZ OOONHZ ZTH METABAZH ZE BLENDER GAME

H Mnxavr) Tou Blender yia traixvidl dieukoAuvel Tov XpAoTn divovTag Tou
KATTOIEG BUVATOTNTEG TTOU TTPOCPEPOVTAI ATTOKAEIOTIKA yia auTd Tov OKOTTO. H
086vn Kkai n dIdtagr NG ouvexiCouv va €XOouv Ta YEVOU TTOU TTPOUTTAPXAV OTO
Blender Render, aAAG pe TN PeTGBAoN oTnv pnxavn aixvidiou TTpooTiBevTal
KATToIa KalvoUupyla XapaKTNPIOTIKA Ta oTToia 6a avaAuBouv aTn CuvEXEIa.

Figure 5: 1.1.1 Game Logic Screen Layout

1. X710 pevou TToU BpioKETaI OTAV KOPUPH TNG 066vng Tou Blender utrdpxel To
edio TTou agopd Tn SIEUKPIVION OXETIKA UE TO TTola unxavr) Tou Blender Ba
Xpnoiyotroindei yia Tnv amdédoon TnG €IKOVag o€ TTpayuaTikd xpovo(render).
H petdBaon o€ Blender Game eival eTTOpEVWG éva apyIko Bripa. Me Tnv
ETTIAOYN QUTH EVEPYOTTOIOUVTAI JEVOU TTOU DEV NTAV OPATA HE TIG AANES
MNXaVEG.

2. 270 pevou oTnv Kopu®n Tng 00évng Tou Blender kai SitTrAa atrd Tig €TTIAOYEG
File ki Add Bpioketal n emAoyr) Game pe 10 avaduduevo pevou tne. H
€TMAOYN auTA gival opartr epooov £xoupe ueTapei oe Blender Game Engine.
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Start Game Engine

Show Debug Properties
Show Framerate and Profile
Show Physics Visualization
Deprecation Warmings

Record &nimation

Autko Start

Figure 6 : 1.1.2 Mevou Game

Mevou Tng etmAoyng Game:

Start Game Engine — Me Tn ouykekpiyévn €AoYy To TTaixVvidl TiBeTal o€
Aeiroupyia (Ma ouvtépeuon XpNOIKOTTOIEITAI TO TTAAKTPO P).

Show Debug Properties — Katd 1n didpkeia dnuioupyiag Tou Traixvidiou
iowg XpelaoTei va TTPOOBECOUNE KATTOIES IBIOTNTEG. Z€ AUTEG Ba TEBOUV TIPES
TTOU O€ OPICPEVEG TTEPITITWOEIG Ba AAAGCOUV KOBWG TO TTAIXVIDI TPEXEL. 2€
TTEPITITWON TTOU BEAOUUE VA EAEYXOUME TIG OAAQYEG QUTEG, TIG HAPKAPOUUE
yla debugging kai £TTEITO JAPKAPOUE KAl TN OCUYKEKPIYEVN ETTIAOYN.

Show framerate and Profile — E@doov emmiAeyei, Ba eugavifovral
TTANPOQoOpieg TOOO Twv frames 600 Kal Twv:

Swap, Physics ,Logic, Animations, Network, Scenegraph, Rasterizer,
Services, Overhead, Outside

Kabwg 1o TTaixvidl Tpéxel. To layout dev givai TiTrota TTapd OTATIOTIKA
OTOIXEia yIa TO KABE £va atrd auTd TToU a@opoUV ToV XPOVOo TTou LodeUEeTal
yla Tnv amédoon Toug. Etriong divel Ta frames per second 1Tou
XpnoliyoTrolouvtal o€ HETpnon %.

Show Physics visualization: oAU xprioiun mmAoyn otav B€Aoupe va
eAEyEOUNE T OPIA TWV AVTIKEIMEVWY, | TOUG TTEPIOPICHOUG TTOU BECAE N
QKOPN Kal TIG aAANAETTIOPACEIC HETAEU TOUG. [Na TTapAdEIyua av €X0UUE Eva
adpaTO AVTIKEINEVO, AANG TTPETTEI VO EEPOUPE OTI DOUAEUEI CWOTA, N
OUYKEKPIMEVN €TTIAOYT Ba TO KAVEI KATA KATTOIO TPOTTO OPATO WOTE VO
dl10pBwooupe TUXOV AAON.

Deprecation Warnings: TuTrwvel TTPOEIO0TTOINCEIG TTOU A@QOPOUV
XOPAKTNPIOTIKA yvwpiopata utroTignuéva oto Python API.

Record animation: Karaypda@el animation Tnv wpa 1Tou TPEXEI TO TTAIXVIdI.

Auto Start: =ekIvael To TTaixvidl autépaTa o€ XpOvo eoOpTOoUu.
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3. O Logic Editor €ival T0 1110 onuavTikd TTaveA 600V a@opd Tnv dnuioupyia
TTaIxVvIdIoU oTo Blender. Anuioupyei kivnon, avtidpAoelg, TTPOOBETEI X0
OaAAG Kal TTOAAG GAAQ OTa QVTIKEIMEVA TTOU XPnaoIgoTrolouvTal. Eivai
UTTEUBUVO YIa TO HEYOAUTEPO PEPOG TNG AAANAETTIOpaONG OTO TTaIXVvidl. Oa
avaAuBei Trepaitépw oto KepdAaio: Logic Editor.

4. 18161nTeg-Properties. Z10 de€i KoppdaT Tou TTAVEA Logic Editor Bpiokouue 1O
TTapdbupo TwvV IBIOTATWY, TO OTTOI0 aPopPd PETARANTEG TTOU BETEI O XPHOTNG
OTa AVTIKEIMEVA yIa BIAQOPES epyaaieg(atroKTNoN, aAAayr TIHWV KTA). Oa
avaAuBei Trepaitépw oto KepdAaio: 1816TnTEG-Properties.

1.2 LOGIC EDITOR — AITA AOTIA

O Logic Editor gival éva ¢exwploTo TTaveA ue 101aiTepa onuacia oto BGE.
AoxOA&iTal ue TRV AOYIKI TOU TTaIXVISIOU KAl TNV avaTTapioTd wg Aoyikd TouBAa. Ta
TTEPICOOTEPA AVTIKEIMEVA OTNV dNUIOUPYIa EVOS TTAIXVIOIOU £XOUV KATTOIN
Aeiroupyia. Opiopéva JETAKIVOUVTAI CUVEXWG 1 UTTO OPIOPEVES OUVONKEG, AAAQ
aAAGCouv pop@r) 1 AAANAETTIOPOUV UE TA YEITOVIKA TOUG. YTTAPXOUV OUYKPOUOEIG
aAAG kal aAAayEG oknNVAG. AuTd gival Jovo Aiya atrd Ta TTapadeiypata AoyIKAG TTou
dlaxelpiCeTal o Logic Editor.

MNa va Aeitoupynaoéel n Aoyikr yiveTal ouvOeon TwV AOYIKWV TOURAwYV. Aoyikd
ToUBAa(bricks), eival évag Trivakag pe Tpeig oTAeS. O1 0THAEG auTéEG ovopadovTal
AloBnTApeg(Sensors), EAsykTég(Controllers) kai Evepyotrointég(Actuators). O1
TPEIG AUTEG OTAAEG aTTOTEAOUVTAI OTTO ETTIAOYEG TTOU TEAOUV DIOPOPETIKEG
AEIToupyieg.

2uvoéovTal HETAEU TOUG Kal JE aUTOV TOV TPOTTO BETIKA orjuata petadidoval
atrd TN MiIa OTAAN oTnNV AAAN, EVEPYOTTOILVTAG TIG AEITOUPYIEG TNG KABE OTHANG Kal
divovtag éva TeAIKO atroTéAeopa(katmola aAAnAeTTidpaon r aAAayn
avTIKEInEVOU/oKNVAG). OI cuvdEoEIg UTTOPOUV VA CUUBOUV OTOUG TTAAPOUG(OHHATA)
METagUu AloOnTripa-EAeykT 3 EAeykTi-EvepyoTroinTr Kal 61 dI0QOPETIKA.

O1 ypauuég ouvdéoewy dnuioupyouvTal HETA ATTO CUPCIUO TOU TTOVTIKIOU
aTTo TIG HAUPEG TEAEIEG TOU £VOG KOPPBOoU aTov AAAov. Av Kal OTTwG EITTAPE N
ouvOean £XEl OPIOUEVN POr, EVTOUTOIG gival EQIKTO évag AIoBNTAPAG va evwoei pe
TTOAAQTTAOUG EAeYKTEG, aAAG Kal Eva EAeyKkTAG va evwBei pe TTOANQTTAOUG
Evepyotrointég. AvrtiaToixa ol kool uttodoxrs déxovTal TTOANATTAEG ouvdéoelc. H
dlaypa@r yiag ouvdeong yivetal Kal TTAAI e GUPCIUO TNG YPOUMAGS METAEU Twv
KOUBwWV.
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Figure 7 : 1.2.1 Logic Editor-Logic Bricks

1.3 1AIOTHTEZ - PROPERTIES

To ével Twv 1810TATWYV BpiokeTal oTta apioTepd Tou Logic Editor kai apopd
Kal TTANI Ta avTiKEigeva Tou TTaixvidiou. Eival dueca ouvoedeUEVO PE T AOYIKA
TOUBAQ, a@ouU XpnOoIUOTTIOIEITAl VIO TTOAANEG DIEPYQTIEG.

2710 TTaveA Id1oTATWY cuvavTaue apxika o koupTtri Add Game Property. Mg
TO TTATAMA TOU €I0AyETAl Pia vEa 1010TNTA. H 1816TNTa aUTH €ival pia HeTaBANT e
TUTTO KQI TTPOOPICETAI VI CUYKEKPIPEVN XPMON. APXIKOTTOIEITAI KOl JTTOPOUV av
PUBUICTOUV TN OTIYMI) TTOU TO TTaIX VIOl TPEXEI E TOV KATAAANAO Sensor Kal
Actuator.

Ymdpyxouv 1ré€vte TUTTOI [B1I0TATWV:

ZEKLVKX HME TNV TLUA TNG OLOTNTKC KKL METPXEL TIPOC T TIXVW 000 TO XVTLKELMEVO
Timer |uploTToL. MTTOPEL TIKPXOELYMRTOC XXPLV VX XPNOLMOTTOLNOEL ECv BENETE VX EEPETE
TTO00 XPOVO B TIXPEL YLX EVXV TTXLKTN VX OAOKANPUWOEL EVX ETTLTTEDO.

XPNOLUOTIOLEL DEKKDLKOVC XPLOUOUC WC TLUEC, TTOL KUMXivOvTXL xTTd —10000.000 peéxpL

Float
10000.000. Elvaxt XproLHo YLX TLG TIMEC xkpLBeEixG.

XpnoluoTrolel integers (xképxtoug xplOUoUC) wWg TLUES, METREL —10000 kxt 10000.
Integer | XpNOLUO YIX KXTXUETPNON TIPRYUXTWY OTTWC TTUPOMXXLKK, OTTOU Ol DEKXOLKOL dEV ElvaXL
XpNoLuoL.

String | AXMBXVEL TO KELMEVO WG TLUN. MTTOpEL VX XTTOONKEVLTEL 128 XXPXKTAPEC.

H petxBAnTr Boolean, éxelL dvo TIMEC: true N false. AuTO €elval XpROLMO YIX TTPXYMXTX

Boolean , . .
TTOL €XOULV UOVO dLO AELTOULPYLEC.
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1.3.1 EIAIKEZ ENIAOIEZ IAIOTHTAZ
lNedio Name:

To 6vopa TnG 1I010TNTAG. Me auTd To Ovopa Ba €xouv TTpdoacn o€ AUTHV, Ol
eKQpPAoeig i 0 Kwdikag Python. FNivetal diakpion peTagu Tedwyv Kal
KEQAAQiwV.

Type:

Avoiyel Tov KatdAoyo Twv TUTTwV TNG 1810TNTag. O Xprotng Ba diaAégel autdv
TTOU TOU AppOCZel yia TNV 1010TNTA TTOU €0€0E.

lNedio Value:

O xpAoTNG BETEl pIa apXIKA TIFA yia TRV 1I810TNTA. MTTOPEl Va TTapaEivel
MNOEv. ZTnV TTEpiTITWOoN Boolean Ba cival True ) False.

Kouurri i:

Av yia ottolovOATToTE AdyO BEAOUE TNV WPA TTOU TPEXEI TO TTAIXVIOI va
TTAPATNPEOUUE TIG AANaYEC oTnV YETABANTH, TOTE ETTIAEYOUUE TO CUYKEKPIPEVO
koupuTri. Edéoov B€ooupe kai To debugging on oto Show Debug Properties
atrd 10 hevou Game, Ba €xouue TTPOROAN TOU OVOPATOGS TG 1IB16TNTAG, TOU
QAVTIKEIMEVOU TTOU TNV KATEXEI AAAQ KQI TNG EKACTOTE TIUN TNG.

Kouurri X:

Alaypagel Tnv 1010TNTA.

Figure 8 : 1.3.1.1 Game Property Area
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1.4 KATAXITAZEIZ(STATES)

To oloTnPa Twv KATaoTaoewyv avhikel otnv Aoyikr Tou MNaixvidiou Kai
evowpaTwveTal otoug EAeykTég(Controllers) Twv Aoyikwyv ToUBAwvV. ATToTeAEl TV
MIKPF] KOUKi®a aploTePA TG OTAANG TV EAEYKTWYV KAl YIA VO EVEPYOTTOINOET apKei
KATTOI0G va TTaTroEl ETTAvw TNG. Me Tov TPOTTO AUuTO YivovTal opaTég OUO VEEG
TEPIOXEG, N ‘Visible’ kai n ‘Initial’.

Controllers : v Sel v Act v Link

Add Controller

Figure 9: 1.4.1 KaraoTtdoeig(States)

O1 kataoTdoE€IC aPopouV Ta avTiKEiyeva. KABE avTIKEINEVO ITTOPET va
BpiokeTal o€ pia opiouévn JOVO KatdoTaon KABe gopd. YTapxouv 30 KATAOTACEIG
yla KaBe €va object Tng oknvig Tou oxedlaoTh. € KABE pia gival duvatd va
UTTAPXEI 1A DIOPOPETIKI) CUMTTEPIPOPA N OTTOIA EKONAWVETAI PE TNV aAAayr TNG
MIOG KATAOTAONG OE 1A AAAN.

H trepioxn ‘Visible’ apopd Ti¢ KATAOTACEIG TTOU BEAOUNE va
XPNOIUOTTOINCOUUE KAl OTTOIA KOUTIA €ival TTIO OKoUpa, TOTE AUTA €ival Ta TPEXOVTA.
MNa va katavonBei kaAuTepa N xpron Toug Ba dobei éva TTapdderypa. ‘Exoupe
ETTOPEVWG TNV Kivnaon evog KUBoU TTPog Ta BeEIG e TO TTATANA TOU TTARKTPOU HE TO
0ei BeAAKI. @EAouE ETTEITA ATTO TN CUYKPOUON TOU KUBOU HE VA AVTIKEIMEVO TOU
XWPOoU TO Begi BEAGKI va 0dnyei TOV KUBO apIoTEPA. 2TNV TTPWTN QUOIKA KATAoTAoN
Ba £xoupe evwoel Ta KATAAANAa Aoyikd TOUBAa yia Tnv dnuioupyia TG opdng
Kivnong. 210 onueio autd €mAéyoupe TNV deUTEPN KATAOTAOT KAl EAVOETTIAEYOUUE
Ta id1a AoyIka TOUBAa pE TTpIV, hE povn dlagopd TNV aAAayr] Kivhong oTov
Evepyotrointi Motion, TTpog Ta apiotepd. Tn oTiyu TG oUyKpouaong opi(OUpE ToV
gvepyoTtroinTA State kal QUOIKA TNV deUTEPN KATACTACN WOTE VA UETAPBOUE Kal OE
QUTAV.

Add Actuator

Figure 10 : 1.4.2 EvepyoTtronTig State
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H trepioxn ‘Initial’ agpopd Tnv kartdoTaon 1TTou Ba eTTIAEEEI O OXEDIAOTAG YIO
va €ival N apxIkr Tou, OTav To TTaixVidl EEKIVAEL.

1.5 OYZIIKH(PHYSICS)

To Blender mrepIAapBavel TTPOCOPO0IWON QUOIKAG VIO TA QVTIKEIYEVA TNG
oknvNG. Me 10 €18IKO TTaveA TTou d1aBéTel divel Tnv duvaTdTNTa OTOV XPROTN, VO
TTPo0BETEl Ta KATAAANAG QUOIKA yVWPIoUATa OTA AVTIKEIYEVA TOU, XWPIS va
XPEIQOTEI TTEPAITEPW TTPOYPAUMATIONOG, agou To idlo To Blender 8a avaAdBel Tn
OUVEXEIQ.

MNa va Bpoupe TIG 1I810TNTEG YIa Ta PUOIKA yvwpioPaTa TTPETTEI VA KAVOUUE
Katrola atrAd Bripara. MNpwTta amd 6Aa aAAdloupe Tn unxavr atré Blender Render
o¢ Blender Game.

Blender Game ¥

Blender Render

Cycles Render

Figure 11 : 1.5.1 ANayR o€ Blender Game

2Ta KOupTTIa Tou Editor Twv Id10TATWY £mAéyouue TNV KapTéAa Physics.

Figure 12 : 1.5.2 Properties Editor

H kapTtéAa tTou epavieTal divel TG €TTIAOYEG yia diaxeipion Twv Physics, Collision
Bounds kai Create Obstacle.
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Figure 13 : 1.5.3 Physics panel

Physics:
Physics Type-

ATtreuBuveTal oToV TUTTO TTOU Ba €ival TO AVTIKEIPEVO OO0V a®opd Tn PUOIKH TOU
OUUTTEPIPOPA OTOV XWPO. AV ETTIAEVEI :

No Collision > Tdte dev Ba AAANAETTIOPA PE KAVEVA AVTIKEINEVO TNG OKNVAG.

Static 2> ©a utropei atrAd va KataAdBel TIG CUYKPOUOEIG KAl VO avTaTTOKPIOEi oav
va €xel évav aionTto Gyko.

Dynamic = ©Oa avTaTTOKPIVETAI OTIG CUYKPOUOEIG Kal Ba £XEI TNV IKAVOTNTA TNG
Kivnong. Oa TTpETTEl va OTEKETAI KATTOU aAANIWG N BapuTtnTa Ba 1o TpaBdel TTpog Ta
KATW.

Rigid Body - ‘1810 pe T0 Dynamic, ye TTpooBnkn TNV IKAVOTNTA TTEPIOTPOPNAG.

Soft Body = O1 0uvBiKeg TNG OKNVAG MTTOPOUV EKTOG TwV AAAWYV va TO KAVOUV va
aAAGEEl popon.

AMNeG emmAOYEG ival n Actor TTou B€T€l €va avTIKEINEVO 0paTd OTOUG aloBNTAPES
Near kail Sensor, aA\G kai n Ghost TTou EMTPETTEI TO AVTIKEIMEVO va TTEPVAEI JETA
atro dAAa.

Me 10 KoupTri Invisible B€T€1 TO avTikeipevo adpaTto, GTav TO TTAIXVIOI TPEXEI.
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H emAoyn Anisotropic Friction ava@éperal Tnv avtiotaon TTou 8a TpoBAaAAeTal o€
éva avTiKeipevo Pe Baon katrolov dgova. KATrola avTIKEINEVA OTO QUOIKO
TTEPIBAANOV KIVOUVTAI EUKOAOTEPA O€ KATTOIO MEPIA KOl QUOKOAOTEPQ O€ KATTOIA
GAAN, OTTwG yia TTapadelyua pia poda. H otroia dev avTigeTwTriCel EuTTddIa dTAV
TTnyaivel euBeia aAAd avTipeTwTTilel TPIRA OTavV TTPOCTTOBEI va KIvnOei de€Id Kal
apioTepQ.

Collision Bounds

Agopd Ta 6pla TTou BETOUNE O€ KABE QVTIKEINEVO CUNPWVA UE TO OXMHUA TOU.
Ortav Tou BEooupe autd Ta Opla TOTE AUTOG Ba gival Kal 0 TPOTTOG TTou Ba
oupTTEPIPEPETAI OTO TTEPIBGANOV(TavV KouTi, o@aipa KTA). Av TO avTIKEiuevo BEAouuE
VO UNV €XEl CUYKEKPIPEVA OpIa AAAG aTtTOTEAEITAI ATTO TTOANG OXANATA ETTIAEYOUNE
compound.

Create Obstacle

Na tnv dnuioupyia gutrodiou Kal TRV ATToPuUyn Tou atrd Ta UTTOAOITTA.

KEDAAAIO 2
EIZAMQrH zTA LOGIC BRICKS

2.1 EIZArQrH zToYz AIZOHTHPEZ(SENSORS)

H mmpwTn Katnyopia Twv TouRAwv Aoyikng(Logic Bricks) TTou ouvavtaue
gival ol Aicbntrpeg(Sensors). O1 aioBnTtrpeg avaykAalouv TOUG EVEPYOTTOINTEG
(actuators) va ekTeAéoouv TIC lEpYaTieg TTOU Toug Béoape. ZuvdéovTal padi Toug
MEow TwV eAeykTwv(controllers). Aivouv pia £€£000 OTav £va yeyovog TToU OpIicaUE
gueic, TTpayuaToTroin®ei Kal oTEAvVouv €vav BeTIKO TTaAUS o€ GAOUG TOUG
ouVvOEDEPEVOUG EAEYKTEG. BpiokovTal oTnv apioTepr] TTAEUPA TOU TTIVOKQ
Aoyikng(Logic Panel).

H oT1AAn evég aioBntrpa atroTeAgiTal atrd KOUMTTIA TTIAOYRG Tou KATGAANAoOU
TUTTOU Q100N Pa, KABWGS Kal XWPo yia To dvoua 1Tou BEAoupe va Béooupe. H
oTAAN Twv a1IoONTAPWV TTEPIAaUBAVEI KAl PIa ETTIKEQAAIOQ OTNV OTToia opifETal TTOIO
eTTiTredo AemrTropépelag Ba gival opatd otn oTHAN. Mg autdv Tov TPOTTO
ATTOPEUYOVTAI TTEPITTOI AICONTAPES KAl AETITOPEPEIEG, EVW O XPHOIUOI
XPNOIUOTTOIOUVTAI TTIO EUKOAQ.

O1 TUTTOI TWV AIOBNTAPWV €ival o1 ENG:

Actuator : Avixveuel TTOTE €VOG OUYKEKPIUEVOG EVEPYOTTOINTAG AauBavel Evav
O@UYMO evePYOTTOINONG.

Always : Aivel éva ouvexEC Opa TTapaywyng o€ TAKTA XPOoVIKA dlaoTruaTa.
Collision : AvixveUgl CUYKPOUOEIG ETAEU AVTIKEIMEVWV 1] UAIKWV.

2eNida 22 amd 108



Mtuyxiakn epyaoia tng pottntplag Toaxepidov Mapia

Delay : KaBuoTepei Tnv £€£000 pe BACN £va CUYKEKPIPEVO ApPIBUO KPOTWV AOYIKAG.
Joystick : AviXVeUEl TNV Kivnon CUYKEKPIMEVWY KOUUTTIWV EAEYXOUV £VOG joystick.
Keyboard : Avixveuegl Tnv €icodo atrd 1o TTANKTPOASYIO.

Message : AviXVeUEl €iTE UNVUPATA KEIMEVOU EITE TIMEG IDIOTATWV.

Mouse : AvixveUuel yeyovOTa TTOU TTPOEPXOVTAI OTTO TO TTOVTIKI.

Near : AvixveUel TO AQVTIKEIJEVA TTOU KIVOUVTAI O€ OUYKEKPIPEVN ATTOOTACN ATTO TOV
€auTd TOUG.

Property : Avixveuel aANayEG OTIG IOIOTATEG TOU AVTIKEINEVOU TTOU QVAKEL.

Radar : Avixveuel Ta QVTIKEIMEVA TTOU KIVOUVTAI O€ OUYKEKPIKMEVN ATTOOTACH ATTO
TOV €QUTO TOUG, HECA O€ HIa Yywvia atrod évav d¢ova.

Random : MNapdyel Tuxaioug TTaAPOUG.

Ray : NMupoBoAei pia akTiva oTnv KaTeuBuvon evog agova Kal avixveuel Ta
XTUTTAMATA.

Touch : Avixveuel OTav £va avTIKEIPUEVO gival o€ eTTAQPN UE Eva GAAO QVTIKEIPEVO.

2.1.1 KOINEZ EMIAOIez
YTTApXOouV KATTOIEG ETTIAOYEG Ol OTTOIEG EiVAl KOIVEG € OAOUG TOUG EAEYKTEG.

©a TIg avaAuooupe pia opd aTnv apxn Kal Ba 1I0XUoUV yia KABe Evav ¢EXwPIOTA.
NMPQTH rPAMMH

Triangle Button(Tpiywviké kouuTri): Otav dev BEAoupue o1 TTANPOPOpPIES TOU
aioOnTrpa va gival opaTtég KUpiwg AOyw Xwpou, To KOUMTT auTd TIG avadITTAWVEI O€
€va Jia JOVo Ypauur ME TO Ovoua ToUu aloBnTripa opaTd, WOTE va UTTOPEI va
EVTOTTICETOI.

Sensor type: Avaduduevo PJevou aTrd To oTToio UTTopEi va aAAdEEl o TUTTOG Tou
ailodnThpa.

Sensor name: 210 1Tedio auTd UTTAPYXEI auTOuaTa £va Ovoua aiobntripa, avaAoyo
ME TOV TUTTO TOU, TO OTTOIO PTTOPEI va aAAGEEl atrd Tov XpnoTn. MpéTrel va ival
Movadiko, yia va evTOTTICETal KUPiWG OTav KAAgiTal o€ Kwdika Python.

X Button: Alaypd@el Tov aioOnTtApa.

> Actuator

Figure 14 : 2.1.1.1 NpwTtn ypauun Koivwyv EmmiAoywyv

2eNida 23 amrd 108



Mtuyxiakn epyaoia tng pottntplag Toaxepidov Mapia

AEYTEPH ' PAMMH

Evepyotroinon True Level: EQOCGOV T0 KOUUTTi €ival evepyoTroinuévo, 0 aloBnTAPAg
0a ouveyioel va oTéAvel TTaApoUg TRUE OTOUG €AEYKTEG, yia OO0 N KATACTOOT] TOU
Ba civar TRUE.

Evepyotroinon False Level: E@Qéoov 1o KoupuTri gival evepyoTToinuévo, o
aiobntpag Ba ouvexioel va oTéEAvel TTOAMOUG FALSE 0ToUuG EAEYKTEG, Yia OCO0 N
kKatdoTtaon Tou Oa cival FALSE.

Freq: H mpoemmAeyuévn Tipn Tou mrediou eival 0. Otav evepyoTtroifoouue £va atrod Ta
OUO TTPONYOUNEVA KOUMTTIA, TOTE UTTOPOUUE VA ETTIAEEOUNE TNV KABUGCTEPNON
METALU TWV eTTAVAAAPBAVOUEVWY TTAAPWY. H p€TpNon yiveTal o€ AOyIKOUG KPOTOUG
Ol OTTOIOI £XOUV HIa ouxXvoTnTa TWV 60 TIK TO OEUTEPOAETTTO.

Level: Aivel onua va gvepyotroinBouv ol EAeykTég éTav n katdotaon aAAGlel o€ véa
agia.

Tap: Akoua kal 6tav o alodntripag cival oe katradotaon TRUE, n emAoyn autr 8a
aAAa&el Tnv katdoTaon Tou o€ FALSE péoa oto emrépevo frame.

Invert: OTav eival ETTIAEYUEVO TO OCUYKEKPIMEVO KOUUTTI TOTE N KATAOTACH TOU
aicbntpa 6a aAAalel. Oa otéAvovTtal dnAadr) TRUE TTaAuOi, EKEi TTOU TTPETTEI VO
otéAvovtal FALSE kal FALSE o6tav 8a £mrpetre va otéAvovTal TRUE.

FTl s fewo Mo 7o J_ et ]

Figure 15 : 2.1.1.2 AgUtepn ypapun Koivwyv EmiAoywyv

2.1.2 AIZOHTHPEX
Actuator

O aio8ONnNTAPOG AUTOG APOPA TOUG evEPYOTTOINTES. EVTOTTICEl TOV EVEPYOTTOINTH TTOU
B€oapue Kal avixveuel To TTOTE evepyoTroieital. Otav cuuBei autd oTéAvel Evav TTAAPO
TRUE woTe va oupBouv ol KaTdAANAeg diepyaaieg. Otav o evepyoTroinTrg
atrevepyoTroinBei oTéAvel Evav oQuyuo FALSE.

Eidikn EmiAoyn:

—~>Name of Actuator: To Gvoua Tou evEPYOTTOINTH TTOU BEAOUME VO EAEYXETAI.
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> Actuator

Figure 16 : 2.1.2.1 Actuator Sensor

Always

O aioBnNTAPAG AuTOS XPNOIUOTTIOIEITAI VIO DIEPYATIES TTOU TTPETTEI VA CUHPBOUV O€
KABe Aoyikd kTuTro. Otav evepyoTroieital OTEAVEI Evav BETIKO TTAAUO OTOV EAEYKTT)
ME TOV OTTOIO €ival OUVOEDEUEVOC.

Aev Exel EIOIKES ETTINOYES.

Figure 17 : 2.1.2.2 Always Sensor

Collision

O aioBnNTAPAG AuTOG avIXVEUEI OAEC TIC CUYKPOUCEIC JE JIa IDIOTNTA ] JE £va UAIKO
TTou opicape. Movo 1816TNTES Kal UAIKG JE To dvoua TTou Bécaue Ba TTapayouv Eva
BeTIKO TTOAPO TTPOG TOV EAEYKTH. AV TO QIATPO TTapauEivel KEvO TOTE Ba uTTOAOYIOTEI
n ouykpouon TTou Ba cuuPEi HE TO TTPWTO AVTIKEIMEVO TTOU Ba Bpebei.

Eidikég EmmiAoyég:

—>Pulse Button: To avTikeipyevo gival aioBnTd Kol o€ AANEG CUYKPOUOEIC aKOMN Kal
av BPIOKETAI OKOUN O€ ETTAQPI JE TO AVTIKEIMEVO TO OTTOIO TTPOKAAECE BETIKO TTAAO.

—~>M/P Button: MpayuartoTroiei evaAAayr) JETALU UAIKOU Kal IB10TNTAG YIA TO TTEDIO
QIATpapiopaTOoG.

v Collision

Figure 18 : 2.1.2.3 Collision Sensor
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Delay

O aio8NnNTAPAS AUTOS dNUIoUPYNBNKE yIa va KOBUOTEPE KATTOIA YEYOVOTA VA
OUMBOUV YIO éva CUYKEKPIYEVO XPOVIKO didoTnua (Aoyikd TIK), OpICUEVO ATTO TOV
XpnoTn.

Eidikég EmiAoyég:
—>Delay

O aicbnmpag Ba Trepipével TOOO Aoyikd TiIK, 60a opicape, TTPIV OTEIAEI BETIKO
TTOAMO OTOV EAEYKTH).

->Duration

O aioBnTApPag Ba TrepIPével TOOA AOYIKA TIK, O0A OPICAUE, TTPIV OTEIAEI ApVNTIKO
TTOAMO OTOV EAEYKTH).

—>Repeat Button

Ortav TeAciwoel o xpovog Twv TTediwv Delay kai Duration, o aio8nthpag Ba
geKivijoel atro Tnv apxn, €QO0OV TO CUYKEKPIPEVO TTEDIO Eival ETTIAEYUEVO.

Delay

Figure 19 : 2.1.2.4 Delay Sensor

Joystick

O aioBnTApag Joystick avayvwpilel TO CUVOEDEPEVO PE TOV UTTOAOYIOTH XEIPIOTAPIO
TTaxvidiwv. EvepyoTrolcital 0Tav auto eKTeAEI pia Kivnon. Avixveugl TO00 Ta
yeyovoTa, 600 Kal Ta KOUMTTIA Kal AAAoUG eAEyxoug TTou diaBétel. MTmopouv va
XpnoigotroinBouv Trapatmdvw atrod £va XEIPIoTHPIA.

Eidikéc EmiAoyEG:

—>Index

Opicer To10 a1rd Ta oUVOEDEPEVA XEIPIOTAPIA Ba XPNOIPOTTOINBEI.
—>Event Type

2TO aVAOUOUEVO PEVOU EVTOTTICOUNE TEOOEPIG TUTTOUG YeyovoTwy. KAbe @opd
EMAEYOUPE aUTO TTOU BEAOUPE va XPNOIUOTTOINBEI.
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Single Axis
Avixveugl Kivnon o€ évav agova Tou XEIPIoTNPiou.
Axis Number
1 = Op1¢ovTIog dgovag (aploTepd/ deCIA)
2 = KaBetog agovag (MTpooTd/ TTiow)
3 = Atovag koupTTiwv (TTavw/ KaTtw)
4 = Joystick d€ova trepioTpo@n s (apioTepd/ deCIA)
Axis Threshold
KaTtwTtarto 6pio yia 10 otroio 1o Joystick evepyoTroicital(AkTiva 0 - 32768)
Hat

Avixveuon Kivnong evog ouyKkekpiuEvou hat eAéyxou Tou joystick.

Hat number
AleukpiviCel Trolo hat 6a xpnoiyoTroinBei.
Hat Direction

AlgukpiviCel Tnv kateuBuvaon TTou Ba xpnoiuoTroindei: TTédvw, KATw, apioTepPd,
0e€Ia 1) Kal cuvduaouEéva.

Axis
Axis Number
Mpoodiopicel Tov agova (1 1 2)
Axis Threshold
KaTtwTtarto dpio o1o oTroio 10 Joystick evepyoTtroicital (AkTtiva 0 - 32768)
Axis Direction
AlgukpiviCel Tnv kateuBuvaon TTou Ba XPNOoIUOTTOINOEI.
Button
Mpoaodiopilel To button number TToU £xel xpnOIPOTTOINBEI ATTO TOV XPNHOTN.

—->All Events
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O AicOnTApag evepyoTToIEiTAl YIO OAQ TA YEYOVOTA GTOV TPEXOVTA TUTTO QUTOU TOU
TTNOaAiou.

> | Joystick

Button

Figure 20 : 2.1.2.5 Joystick Sensor

Keyboard

O aioBnTApPag autdg avayvwpilel TNV €icodo atrd 1o TTANKTPOASGYIO Kal JTTOPEi va
TNV ammoBnkeuoel o€ yia String Property. MOAIG Tnv avixveuoel OTEAVEI €vav BETIKO
TTOAMO OTOV OUVOEDENEVO ENEYKTH-EG.

Eidikég EmmiAoyég:

2>Key: Z10 TEdio auTO opifoupe éva KAEIDI. Kadvoupe KAIK OTO KEVO Kal EI0AYOUUE
éva KAEIBi atrd 1o TTANKTPOASGYI0. AuT gival Kal To evepyod KA€1Si TTou Ba
evepyotroinoel évav TaAud TRUE. MOAIG To kA1di attevepyoTtroinBei Oa oTaAbei
évag TTaAuodg FALSE.

—>All keys Button: Otav 1TatnOci 0110100 TTOTE TTANKTPO ATTO TO TTANKTPOAOYIO Ba
gvepyoTroinBei o TTaAuog TRUE.

->First Modifier

- Second Modifier: Ta duo autd Tedia d€xovTal KAEIDIG aTTd TO TTANKTPOASYIO.
XpnoigoTrolouvTal O€ TTEPITITWON TTou BEAOUNE O AIoBNTAPOG va evepyoTTOINOE]
OTav €KTOG a1TO TO BaCIKO KAEIdI €ival Kal autd TTatnuéva. Movo 161 OTEAVETOI
BeTIKOG TTAAPOG. [TOAU XpAoIMa yia cuvdUAOUOUG TTARKTPWY OTTWG TT.X.
Ctrl+Alt+Delete
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—>LogToggle: 210 1TEdio AUTO PTTOPEI va YivEl hIa EKXwpnon Jiog Boolean
METABANTAG, N otroia étav gival TRUE Ba opiel av Ba yiveTal kataypagr] Twv
TARKTPWYV o€ éva String.

> Target: 210 1€di0 €1I0AYyOUHE TO GvOopa HIag IBIOTNTAG (property) TTou TTPETTEl va
gival TUTTOU String. 2& auTriv Ba atroBnKeuTOUV TA TTANKTPA TTOU TTANKTPOAOYNOAUE
Kal BEoapE WG KAEIBIA OO0V TO ETTIOUPOUE.

> }‘l:'.l bBoard

Figure 21 : 2.1.2.6 Keyboard Sensor

Message

O aioBnNTAPAG auTOG dEXETAI KAl AVIXVEUEI INVUUATA KEIMEVOU E CUYKEKPIMEVO 1
Ox1 B€ua. PuBuiletan €101 WOTE va OTEAVEL Evav BETIKO TTAAPO POAIG TO uAvUpa
oTaABei atrd otroudnTToTE OTN PUNXAVA. AVIXVEUEI KAl TIUES 1I8I0THTWV.

Eidikég EmmiAoyég:

—>Subject: Av 6éAoupe TO privupa 1Tou Ba AneBei va €xel KaTGAANAO Kal
OUYKEKPIPEVO BEPA cUPTTANPWVOUUE TO TTEDI0. ANMIWG PTTOPET va a@eBEi Kal KEVO.

Figure 22 : 2.1.2.7 Message Sensor

Mouse

OTT0I100ATTOTE YEYOVOGS £XEI VO KAVEI UE TNV KivnOn TOU TTOVTIKIOU, QVIXVEUETAI ATTO
auTév Tov aloBnTApa.
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Eidikég EmmiAoyéc:

Edw ouvavtaue pia Aiota pe Toug dIAQopoug TUTTOUG TWV YEYOVOTWY TTOU UTTOPEI
va TTPOEABOUV ATTO TO TTOVTIKI.

—~>Mouse over any: MOAIG To TTovTiKI KIVNOEi TTAvw aTTd OTTOI0BNTTOTE AVTIKEIUEVO,
évag TTaAuég TRUE oTéAveral.

—~>Mouse over: MOAIG To TTOVTiKI KIVNBEi TTAvw aTtrd TO AVTIKEIMEVO TTOU Eival
IOIOKTATNG TOu a1oBNTAPA, £vag TTAANOS TRUE oTéAvetal.

—~>Movement: MOAIG To TTOVTiKI KIVNBEi KaTd oTTOIOVONTTOTE TPOTTO, TTPOKAAEITAI £va
pevpa atmd TmaApoug TRUE.

—~>Wheel Down: Otav 0 Tpox0G TOU TTOVTIKIOU PETOKIVEITAI TTPOG TA KATW,
TIPOKAAEITaI éva peupa atrd TTaApous TRUE.

—“>Wheel Up: Otav o TpoxOg TOU TTOVTIKIOU PETAKIVEITAI TTPOG TA TTAVW, TTPOKOAEITAI
éva peupa atrd maAuoug TRUE.

—>Right button: Otav yivetan de&i KAIK, évag TTaApog TRUE oTéAveTal.

—>Left button: Otav yivetal apiotepd KAIK, €vag TTOANOS TRUE oTéAvETAL.

—~>Middle button: Otav yivetal KAIK oToV TpoX0, £€vag TTaANOS TRUE oTéAveETAl.

MOAIG OTTOIOOATTOTE ATTO TIG TTOPATTAVW CUVOAKEG TEAEILWOEI, OTEAVETAI £vaG
TTOANOG FALSE.

Left Button

Figure 23 : 2.1.2.8 Mouse Sensor

Near

O aioBnTAPAG auTOG EVTOTTICEl TA AVTIKEIMEVA TTOU KIVOUVTQI O€ OUYKEKPIMEVN
atrdéoTacn, TNV OTroia £€xoupe BEoEl, atrd Tov €aUTO TOUG. MNa va Yivel 0 EVTOTTIONOG
TA QVTIKEIJEVA TTPETTEI VO £XOUV EvEpPyOTTOINUEVN TNV 1IB16TNTA “Actor”.

Eidikéc ETIAOYEG:

—>Property: Z& autod 10 TTEdio BETOUNE KATTOIA IDIOTNTA TNV OTToIa £XEI Eva N
TTEPICOOTEPA AVTIKEIYEVA, TA OTTOIA ETTIOUUOUNE va avixveUel 0 aloBnTAPAG POG.
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—>Distance: Metpiétal o€ povadeg Blender kail agopd Tnv amméoTacn yia tnv oTroia
Ba avixveuovTal avTIKEIPEVA.

—“>Reset: Apopd kal TTéAI Tnv atréoTacn Kal opicel To TTé0N TTPETTEI va €ival WOTE O
ailobnTpag va eravépxeral, dOnAadr va oTéAvel TTaAuo FALSE.

Figure 24 : 2.1.2.9 Near Sensor

Property

Otav cupBaivouv aAAayEg OTIG 1I810TATEG TOU AVTIKEINEVOU TTOU OIAKATEXEI TOV
OUYKEKPIPEVO aloBNTApa, TOTE 0 Property TIg evioTTiel Kal OTEAVEI Evav BOETIKO
TTaAUO.

Eidikég EmmiAoyég:

—>Evaluation Type: MNMepiExel TEooePIC DIAPOPETIKOUS TPOTTOUG PE TOUG OTTOIOUG Ba
yivetal n agloAdéynon tng TIUAG.

Changed: M6OAIg aAAGEEl N TIUA TNG 1010TNTAG TOTE OTEAVEI Evav BETIKO
TTaAUO.

Interval: ‘Exoupe dU0 véa TTeEdia OTA OTTOIO BETOUUE MIKPATEPN KAl
MEYaAUTePN TIUA. EAEyxeTal av n TiPn TNG 1I010TNTAG BPIOKETAI AVAUECT O€
auTA Ta Opla. ToTe pévo oTéAveTal £vag BETIKOG TTAAPOG.

Not Equal: Otav n 1iuA mou £xel N 1I010TNTa gival dIaQOPETIKA aTTd auTrVv TToU
Béoaue oTov alIoONTAPA, TOTE OTEAVETAI O BETIKOG TTAANOG.

Equal: Otav n 1y mmou €xel n 1d16TnTa €ival ion atrd autrv Tou B€caue oTov
alo00NTPA, TOTE OTEAVETAI O BETIKOG TTAANOG.
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—>Property: Eiodyoupue 10 dvoua tng 1810TNTAaG TTou BEAOUME va EAEYEOULIE.

—>Value: Eilodyoupe TnVv TiuA NG 1810TNTAG yIa TNV oTroia Ba yivovtal n aAAayEg
oupewva Pe Tov Evaluation Type.

Equal

Figure 25:2.1.2.10 Property Sensor

Radar

O aioBnTtApag autdg Asitoupyei TTapouoia pe Tov aiodBntipa Near. H Baoikr)
dlapopa ival TTWG EVTOTTICEI AVTIKEIMEVA HEOA O€ YIA AKTiVA N OTToia oXnUATiCETal
WG ywvia atrd évav agova. To KEVTPO TWV QVTIKEINEVWV €ival N KOPUPH Kal N
atrédoTaon amd évav agova gival n Baon, €101 WOTE va oxNUaTifeTal £vag adpaTog
KWvog. Mia TTapartfpnon Kal o€ autév Tov aiobnTrpa gival TTwG Ta avTIKEiuEVa
TTPETTEI va €xouv TO "Actor" evepyd yia va avixveuBouv.

Eidikég EmmiAoyég:

—>Property: 10 1T€di0 QUTO PITTOPOUNE va €I0AYOUUE Wia 1816TNTA, £€TC1 WOTE O
aio00NTPaAg va WAxVEl AVTIKEIMEVA TTOU VA TNV KATEXOUV.

—>Axis: Kabopiletal n kateuBuvon Tou adpaTou KWvVou.
—~>Angle: KaBopiletal n ywvia tou kwvou (AkTiva: 0.00 péxpr 179.9 BaBuoug).

—>Distance: Metpiétal o€ povadeg Blender kail kaBopidel TO UAKOG TOU KWVOU.
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Figure 26 : 2.1.2.11 Radar Sensor

Random
O aioBnTAPOG auTdg TTaPAyEl TUXAiIoOUG TTAAPOUG JE €vav puBuo TTou BETOUUE EEIG.
Eidikég EmiAoyég:

—>Literal|Seed: O aioBntpag random Acitoupyei Baon evog aAyopibuou
TTapAywyng Tuxaiwv apiBuwv. Aivovtag yia Tir oto medio autd kabopilsTtal atro
TToI0V QpPIBPO Ba apxioel autdg o alyoépiBuog (AkTiva 0-1000).

> Random

Figure 27 : 2.1.2.12 Random Sensor

Ray

O aio0nTApag autdg oTéAvel Evav TTaANO TRUE pdAig xTutmoel kaT. MNa va 10
TTETUXEI QUTO TTUPOPBOAEI O€ HIa aKTiva OTRV KATEUBUVON VOGS aTTd TOUG AEOVEG.
‘Exel Tn duvatoTnTa va deXTEl QIATPa CUPQWVA PE TA OTToI Ba eVTOTTICEl
QVTIKEIMEVA PUE OUYKEKPIKEVN 1816TNTA A UAIKO. Ta avTIKEIuEVA TTPETTEI VA £XOUV TO
"Actor" evepyo yia va avixveuBouv.

Eidikéc EmiAoyég:

—>Property: EvaA\dooeTal pye Tnv mmIAoyr) Material kai Trepiopidel Tov alobnTrpa va
WAEE! YIa AVTIKEIMEVA PE TN CUYKEKPIPEVN 1010TNTA 1} UAIKO, avAAoya JE TnV €TTIAOYN
MaG.

—>Axis: Kabopilel Tnv kaTeuBuvon TNG aKTivag.

—~>Range: KaBopilel T0 yAKOG TNG AKTIVAG.
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->X-Ray Mode button: Xpnoiyotroigi 1o Tredio Property-Material. Me akTiveg x-ray
dlatTEPVA TNV 1010TNTA 1] UAIKG TTOU BECOUE OTO AVTIKEINEVO POG.

;.-:;' Property

+ axis

Figure 28 : 2.1.2.13 Ray Sensor

Touch

Otav 10 avTIKEINEVO Yag PpiokeTal o€ eTTa@ e Eva AANO avTIKEIUEVO , TOTE O
alo06nTPag autdg oTéAvel Evav BETIKO TTaAPS. ‘Evag TTaANOG TRUE Ba oTaABEi
Kata tnv eTaen Kal évag FALSE poAig oTapaTthoel.

Eidikég EiAoyég:

—~>Material: Av Béooupe éva UNIKO o€ auTo TO TTEdIO TOTE POVO N TTa®r padi Tou Ba
TTPOKAAECEI Evav BETIKO TTOAPO. Av a@eBei Kevo, 0 TTAAUOG Ba oTaABEi KaTd TNV
ETTAPNA ME OTTOIOBNTTOTE AVTIKEIPEVO.

Figure 29 : 2.1.2.14 Touch Sensor

2.2 EIZArQrH zTOYZ EAErKTEZ(CONTROLLERS)

O1 eAeykTég gival Ta Logic Bricks TTou evwvouv Toug aloBnTHPES YE TOUG
evepyoTtroinTéS. O1 aioBNTAPES OTEAVOUV TIG TTANPOPOPIEG OTOUG EAEYKTEG KAl apoU
ekTeAEaTOUV 01 BI1adikaaieg AoyIKAG, aTéEAvovTal o1 BETIKOI TTAAMOI yIa TNV
EVEPYOTTOINGCN TWV EVEPYOTTOINTWYV. ZTNV TTPAYMATIKOTNTA N OOUAEIG TWV EAEYKTWYV
gival va eAEyXouv TOUG TTAAUOUG TTOU TTPOKAAOUV OI aloBNTAPEG(OETIKOUG N
apPVNTIKOUG), Va TOUg ouvduAlouV Kal va OTEAVOUV TNV KATAAANAN atTrdvinon oToug
EVEPYOTTOINTEG.

TuTtToI EASYKTWV:

e AND EAeyKkTG
e OR EAgykTAg

e NAND EAeyKTAG
e NOR EAeyKTig
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e XOR EAgykTAg

e XNOR EAegykTAG

e Expression EAeyKTNG
e Python EAeykTAg

2.2.1 KOINEZ ENIAOIEz
YTTapxXouv KATTOIEG ETTIAOYEG OI OTTOIEG €ival KOIVEG € OAOUG TOUG EAEYKTEG.

Oa TIg avaAuooupe pia opd aTnv apxn Kal Ba 1IoxUoUV yia KABe évav EEXxwpPIOTA.

Controller Type: Eival éva avaduOuevo UEVOU OTO OTTOIO YiVETAI N ETTIAOYI O TUTTOG
TOU EAEYKTH).

Controller Name: Ze& autd 1o TTEdI0 EICAYETAI TO OVOPQ TOU EAEYKTH], TO OTTOIO €ival
MovVadIKO.

State Index: Agixvel o€ TT010 ATTO TIG KATACTACEIG O EAEYKTNG Ba gival EVvEPYOS Kal
Ba Asitoupynoel.

Preference Button: Av B€00UpE TO KOUUTTI AuTO 0N TOTE AUTOG O EAEYKTAG Ba
TTPONYNOEi TWV UTTOAOITTWV.

X Button: Aiaypd@el Tov aiobntripa.

2.2.2 EAEFKTEZ:
AND

Mia B¢Tikr) €€060¢ TRUE divetal 6tav:

OAec o1 eicodol eival TRUE Kal TO avTIKEiMEVO BpiOKETaI O KATAOTAOT OXESiaONG.

Ala@opeTika divel £odo FALSE.

o And v NECEN 1

Figure 30 : 2.2.2.1 And Controller

OR

Mia 6¢Tikr) €€000¢ TRUE divetal 6Ttav:
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Mia | TrepioooTEPES aTTd TIG €10000UG gival TRUE Kkai TO avTikeipevo Bpioketal o€
KaraoTaon oxediaong.

Alo@opeTika divel €000 FALSE.

Figure 31:2.2.2.2 Or Controller

NAND
AuTOG 0 EAeyKTAG evepyoTTolei OAOUG TOUG ouvdEedEUEVOUG EvepyoTToinTéG av

e TO QVTIKEIYEVO TOU TTAIXVIOIOU BPIOKETAI O OPICKEVN KATACTAON
e TOUAQXIOTOV £vaG OUVOEDEPEVOC QIOONTHPAG EVEPYOTTOIET TOV EAEYKTN
e TOUAAXIOTOV évag ouvdedepévog aioBnThpag aglooyeital False

AuTOG 0 EAeykTG atTevepyoTTolei GAOUG TOuG ouvdedeuEvoug EvepyoTroinTtég av

e TO QVTIKEIYEVO TOU TTAIXVIOIOU BPIiOKETAI O OPICPEVN KATACTAON
e TOUAQXIOTOV £vaG OUVOEDEPEVOC QIOONTHPAG EVEPYOTTOIET TOV EAEYKTN
e OAOI o1 ouvdedepévol ailcbnTpeS aglohoyouvtal True

>  Nand ¥

Figure 32 : 2.2.2.3 Nand Controller

NOR
Mia ¢TIk €¢000¢ TRUE divetal étav:

Kauid até 116 e106d0oug d¢v cival TRUE Kal TO QVTIKEIMEVO BPIOKETAI O€ KATAOTAOT
oxediaong.

Ala@opeTika divel £odo FALSE.

Figure 33: 2.2.2.4 Nor Controller

XOR

Mia BeTikr) €€000¢ TRUE divetal éTav:

2eNida 36 atrd 108



Mtuxwokn epyacia tng pottitplag Toaxepidou Mapia

Mia pévo até Tig e106d0oug gival TRUE Kal TO QVTIKEINEVO BPIOKETAI € KATAOTOON
oxediaong.

AlogpopeTika divel €000 FALSE.

Figure 34 : 2.2.2.5 Xor Controller

XNOR
Mia BeTikr) €¢odog TRUE divetai oTav:

Mia povo até Tig e106doug gival FALSE Kail To avTiKEIPEVO PPioKETAI O€ KATAOTAON
oxediaong.

Ala@opeTika divel €¢odo FALSE.

7 Xnor

Figure 35 : 2.2.2.6 Xnor Controller

Expression

2€ AUTOV TOV EAEYKTH) 0 XPNOTNG YPAYE! MIa EKQpacn Kal pia BeTik €€060¢ TRUE
divetal oTav:

To ammotéAeopa TnG €€6dou eival TRUE kai To avTiKeiuevo BpioKeTal 0€ KATAOTAON
oxediaong.

AlogpopeTika divel €000 FALSE.

O1 ek@pAoE€Ig TTOU XPNOIUOTTOIOUVTAl, ATTOTEAOUVTAI OTTO JETAPRANTEG, OTABEPES KAl
XEIPIOTEG.

>MeTaBANTEC: TA ovOUOTA TWV AICONTAPWYV
O11816TNTEG TTOU BETEI O XPNOTNG OE AVTIKEIPEVA
2> XeIploTéG: Noyikoi=> *, /, +, -
Z0ykpIong=> <, >, >=, <=, ==, I=
Boolean-> AND, OR, NOT

> N\&iImoupyieg: NAOYIKEG, HaBNUATIKES

2eNida 37 armrd 108



Mtuxwokn epyacia tng pottitplag Toaxepidou Mapia

Figure 36 : 2.2.2.7 Expression Controller

Python

O eAeyktnG Python eAéyxel TNV €i0000 XPNOIUOTTOIWVTAG £va Script
TTPOYPOUMATIONEVO ATTO TOV idI0 TOV XPAOTN.

‘Exel1 ®U0 AciToupyieg:

Python: Ztnv €1mAoyr auTr JTTOPOUNE OTO KEVO TTEDIO VA EI0AYOUNE TO OVOUA TOU
script TTou Ba xpnoiuotroifjooupe. MapatnpoUue TTWG PE €va KAIK aTo TTedio auTd
ep@aviceTal n Aiota pe Ta AON £TOIUA TTPOYPAMMATA.

Module: ZTnv €AoYy auTh €I0AyOUlE TO GVOUQ TOU Script TTou Ba XpnaoiyoTroinOei
Kal £TTeITa pe TNV TeAgia (.) kaAouue Tnv function TTou BEAOUNE va EKTEAEOTE Kal
QPUOIKA QVNKEI OTO OUYKEKPIPEVO TTPOYPAMUA.

Kai o1 duo ptropouv va ypa@touv otov Text Editor kal va atmmoBnkeutouv y€éoa oTa
.blend apxeia,  va TTapapgivouv wg £EwTEPIKA Script.

Script

Figure 37 : 2.2.2.8 Python Controller

2.3 EIZArQrH ztTOYz ENEPIrOMnOIHTEZ(ACTUATORYS)

O1 evepyoTToINTEG €ival TUVOEDEUEVOI HE TOUG EAEYKTEG Kal TTEPIMEVOUV €vav BETIKO
TTaAu6. MOAIG Tov AdBouv gival utreuBuvol yia Tn dnuioupyia Kivnong, TNV
avaTTapaywyr nxou, Tnv dnPioupyia avTIKEIHEVWY, TNV EVOAAQYH JETAEU OKNVWY,
TOV TEPUATIONO WIOG OKNVAG Kal AAAQ.

TUTTOI EVEPYOTTOINTWV:

e Action

e (Camera

e Constraint
e Edit Object
e Filter 2D

e Game
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e Message
e Motion

e Parent

e Property
¢ Random

e Scene

e Sound

e State

e Steering

e Visibility

2.3.1 KOINEZ ENIAOIEZ:
YTTApXouV KATTOIEG ETTIAOYEG Ol OTTOIEG Eival KOIVEG € OAOUG TOUG
EVEPYOTTOINTEG.

©a Toug avaAUlooue Pia @opd otnv apxnA Kal Ba 1Io0xUouV yia KABe Evav LexwpioTd.

Triangle button: To yIKpS auTd TPIYWVIKO KOUWTTI Haleuel OAEG TIG TTANPOPOPIES TOU
EVEPYOTTOINTA O€ I HOVO YPAUUN YIia £€0IKOVOUNON XWPEOU.

Actuator type: Mag dieukpiviel Tov TUTTO TOU EVEPYOTTOINTA TTOU ETTIAEEQE.

Actuator name: 210 KevO auTO UTTOPOUE VO EICAYOUNE TO Ovopa TTou BEAoUpE va
dwaoouuE oToV gvepyoTToInTr). To Ovoua auTto TTPETTEI va €ival JovadIkKo avapeoa
OTA ETTIAEYUEVA AVTIKEIPEVA.

X Button: To koupTri TTou dlaypdgel ToV EvEPYOTTOINTH.

2.3.2 ENEPIONOIHTEZ:
Action

O evepyotrointg Action ptTopei uévo va dnuioupynBei o€ avTikeipeva armature.
XpnaolyoTroigital yia va atrodwaoel KIVAoEIG o€ auTd. Tautdxpova puBuilel kal Tov
TPOTTO AVATTAPAYWYNAG TOUG.

Eidikég EmiAoyég:
—>Action Playback Type

Play: MoAig evepyotroinBei pe évav maAud TRUE Ba apyioel va traiel atrd tnv
apxn MEXP!I TEAOG yia pia opd.

Flipper: Av An@Bei maAuoég TRUE Ba taigel pia popd atrd TNV apxr MEXP! T TEAOG.
Av An@B¢i TToApoG FALSE 10T€ Ba TTai¢el avrioTpo@a atro 1o dedopévo frame wg
TNV apxn.
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Loop End: M6OAig evepyoTroinBei Ba traidel cuvexopeva atrd 1o TEAOG JEXPI TV
apxn €wg oTou AnYBei Evag apvnTikdg TTaApdg. OTav o TTAAPOG autodg Angdei Ba
OTAMATACEI HOVO OTAV PTACEI TO TEAOG TNG ETTAVAANYWNG.

Loop Start: MOAIg evepyoTroinBei Ba TTailel cuvexOueva atro TRV apxni MEXP! TO
TEAOG £wG OTOU ANYOBEi £vag apvnTIKOG TTAAUOG. OTav o TTAOANOS auTdg AngOei Ba
OTAMATACEI HOVO OTAV PTACEI TO TEAOG TNG ETTAVAANYWNG.

Property: H kivnon 8a trai¢el uévo atrd 1o frame 1mou opioTnke oTo TTEdI0 AUTO.
- Action

EmAéyel Tn dpdon 1Tou Ba XpnoiuoTroinBei.

- Continue

ATTOKABIOTA TO TEAEUTAIO TTAQICIO KATA TNV EVEPYOTTOINCN/ATTEVEPYOTTOINCN,
OIAQOPETIKA TTaiCel atTd TNV apxr KABE Qopd.

->Start Frame

©¢tel To apxikd TTAaiolo TG dpdong
—->End Frame

©¢tel To TEAIKO TTAQiCIO TNG dpPAOcNG
—>Blendin

ApIOUOS TTAQICI WY TOU CUVOUACHWY KIVI)OEWV.

—>Priority

MpoTepaIOTNTA EKTEAEONG - O XOAUNAOGTEPOI APIBUOI Ba ayVOAOOUV TIG EVEPYEIEG UE
TOUG UWPNAGTEPOUG apIBUOUG.

—~>Frame Property

Exkxwpei Tov TpExovTa apiBud mTAaiciou TNG dpdong o€ autr) TNV 1IB16TNTA.
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v Continue

Figure 38 : 2.3.2.1 Action Actuator

Camera

O gvepyoTroInTrG AUTOG TTPOKAAEI TNV KAPEPA va akOAoUBEi i va evToTTiel éva
OUYKEKPIMEVO QVTIKEIUEVO.

Eidikég EiAoyég:

—>Camera Object

To avTIKEIuEVO TO OTT0I0 aKOAOUBEI 1} evToTTiCEl N KAUEPAQ.
—~>Height

To UYog OTO OTToIO TTPOCTIABEI va PEIVEl N KAPEPA TTAVW ATTO TO KEVTPO TOU
QVTIKEIMEVOU TOU TTAIXVIOIOU.

2> AXis
O d&&ovag Tov o11oio akoAouBei N kauepa (X NY)
->Min

H eAdxiotn améoTaon amd Tnv oTroia N KApepa Ba akOAoOUBEi TO AVTIKEIMEVO TOU
TTaIXVIBIoU.

->Max

H péyiotn atméotaon atrd Tnv OTToia N KAuePa Ba akoAouBEei TO AVTIKEIUEVO TOU
TTaIXVIBIOoU.

—~>Damping

H dUvapun Tou TTEPIOPIOHOU TTOU 0dNYEi TN KAPEPa TTiow atrd To oTdX0. EREAcIa: O
MEXP! 10. Ooo YnAdTEPN N TTAPAUETPOG, TOOO TTIO YPryopa n Kauepa Ba
TTPOCAPUAOLETAI VIO VO BPIOKETAI HECA OTO TTEPIOPICHUEVO EUPOG.
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% Camera

Figure 39 : 2.3.2.2 Camera Actuator

Constraint

O gvepyoTroInTG autdS agopd TNV BECN Kal TOV TTPOCAVATOAIOUO TOU
avTIKEIMEVOU. AOUAEIA TOU €ival va BETEI Evav TTEPIOPICUO.

Eidikég EiAoyég:
—>Constraint Mode
EvroTriCoupe TEOOEPIG TUTTOUG TTEPIOPICUOU:

Force Field Constraint

Anuioupyei éva duvapiko TTedio oudETEPNS CWVNG KATA PAKOG VOGS aTTd TOUG
AgOVEC TOU AVTIKEINEVOU.

Orientation Constraint

Meplopicel TO DIEUKPIVIOPEVO AEOVA OTO TTAIXVIOI O UIO CUYKEKPIMEVN
KATeUBUVON WG TTPOG TOV TTAYKOOUIO Agova.

Distance Constraint

Alatnpei TNV atréoTacn TNV OTToia TTPETTEI VA €XEI TO AVTIKEIMEVO TOU
TTaIXVvIOIoU aTTd TNV ETTIPAVEIQ.

Location Constraint

Meplopilel Tn BEon TOU avTIKEINEVOU Tou TTauVIOIoU YECQ OTnNV KATeubuvaon
TOu TTayKOouIou dgova.
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w Constraint

Location Constraint

Morne

Figure 40 : 2.3.2.3 Constraint Actuator

Edit Object

O gvepyoTroINTAG AUTOG ETTITPETTEI OTOV XPAOTN VO PUBMICEI £€va AVTIKEIUEVO OTO
TTaIXVvidl, JEoa atrod TIg ETTIAOYEG TTOU TOU TTAPOUCIAOVTAI.

Eidikég EmiAoyég:

—>Edit Object

To 1medio auTtd atroTeAEiITaI ATTO KATTOIEG ETTIAOYEG:

Dynamics:

Epoavicetal Eva pevou atrd dUVAUIKES AEITOUPYIES TIG OTTOIEG UTTOPEI VO

B€0€l 0 XPriOTNG OTO QVTIKEIMEVO.

Dynamic Operations:

Set Mass

EmrpétTel oTov XpAoTn va B€0¢€l TN PACa TOU TPEXOVTOG AVTIKEIMEVOU YIa TA
Physics(AxTiva 0 - 10,000).

Disable Rigid Body

ATtrevepyoTrolei Tnv katdotaon Rigid Body atrd 1o avTikeipyevo -
QTTEVEPYOTIOIEI TN OUYKPOUOT.

Enable Rigid Body

EvepyoTtroici Tnv karaoTtaon Rigid Body 0TO QVTIKEIUEVO - EVEPYOTTOIE TNV
ouykpouaon.

Suspend Dynamics

AvaoTéAAel Ta dynamics TOu avTIKEIMEVOU (TOXUTNTA TOU AVTIKEIMEVOU).
Restore Dynamics

Emavagépel Ta dynamics Tou avTIKEIMEVOU (TaXUTNTA TOU AVTIKEIPMEVOU).
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Track To:

Avaykdadel Eva avTIKEIMEVO va «KOITAE Eva GAAO avTikeipevo o€ 2D ) 3D.
Oewpei Tov d¢ova Y PTTpooTd atro TO AVTIKEIMEVO.

e Object
To avTIKEIUEVO TTOU AKOAOUBEI.
e Time

O apIBuOS TwV TTAQICIWY TTOU Ba XPEIOOTE YIa v OTPAYEI TTPOG TO
avTikeipevo-otdxo (AkTiva 0-2000).

e 3D Button(toggle).
Evepyotroici Tnv TTapakoAoubnon 2D (X,Y) ;3 3D (X,Y,2).
Replace Mesh

AVTIKABIOTA TO TPEXOV QVTIKEIUEVO PE Eva AANO. Kal TO aVTIKEIMEVO Kal N
QUOIKI TOU UTTOPOUV Va avTikataoTabouv, padi i aveEdpTnra.

e Mesh

TO GVOUA TOU AVTIKEIMEVOU TTOU QVTIKOBIOTA TO TPEXOV QAVTIKEIPEVO.
e Gfx Button

QAVTIKOBIOTA TO 0pATO QVTIKEIMEVO.
e Phys Button

avTIKaBI0TA Ta physics Tou QVTIKEIMEVOU (Un OUVOETEG HOPPEQ)

End Object
KataoTpEQel TO TPEXOV AVTIKEIUEVO

Add Object

2TO KEVTPO TOU TPEXOVTOG QVTIKEIUEVOU TTpOoOTiBeTal éva GAANO. To vEo autd
QVTIKEIuEVO TTPETTEI VO BpiokeTal o€ éva GANo oTpwpa(layer).

e Object
210 T1edio auTd BAloupe TO Gvoua TOU AVTIKEIMEVOU TTOU Ba TTPOCTEDEI.
e Time

MpocoBéToupe ToV XpOvo(oe KapE) yIa TOV OTTOIO TO AVTIKEIMEVO TTAPANEVEI
CwvTtavo. Otav TeEAEIWoEl 0 XPOVOG TO AVTIKEIMEVO KATAOTPEPETAI. AV gival
MNOEV TOTE TO AVTIKEINEVO Ba TTAPAUEIVEN yIa TTAVTA.

e Linear Velocity

H ypauuikn Taxotnta dnPIOUpYEi Yia Kivnon oTo dnuioupynuévo
QVTIKEIPMEVO. [TOAU XPpriOINO OTO va dNUIOUPYEI AVTIKEIMEVA PE APXIKT)
TaxuTNTa Ta OTroia Ba TTUPOBOAOUV.

e Angular Velocity
MpocBéTel ywviakr TaxUTNTa 0TO ONUIOUPYNHEVO AVTIKEIMEVO.
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¥  Edit Object

Add Object

Figure 41 : 2.3.2.4 Edit Object Actuator

2D Filter

Ta @iATpa xpnoiyoTrolouvTal OTIG EIKOVEG Kal TIG QIATPAPOUV avaAoya Pe TV
atrodoon 1Tou B€Aoupe va dwooupe. EQapudlovral Aiyo Trpiv atrodoBei TEAIKG Eva
QVTIKEIPEVO.

Y1rdpyxouv 15 TUTTOI QIATPWYV KaAI AUTOI €ival:
Custom Filter:

Mpocapuoouévo @iATpo yia kaBopiopod 2d filter atrd Tov XpHoTtn ypdgovTag
xpnoigotroiwvtag GLSL. 21n diadikacia TrepIAauBAVETQI OTTOTE CUYYPOPN
TTpoypduuatog otov Text Editor atrd Tov XproTn, TTou Ba dIEUKPIVICEl TIG
QuUVATOTNTEG TOU QiATPOU.

Invert
Sepia
Gray Scale
Prewitt
Sobel
Laplacian
Erosion
Dilation
Sharpen
Blur:

OAa 1a Tapatrdvw ovopadovTal evowuatwuéva @iATpa. PuBuicovrai
KataAAnAa woTe va gival S1a0£0Iua O€ PEPIKA TTEPACUATA, Ta OTToIa £BE0€ O
XpPnotng oto 1edio Pass Number.

Motion Blur:

TTapAyel €QE Kivnong oTa avTIKEiueEVA. AiVEl TN XOPAKTNPIOTIK Bautrada
OTO QVTIKEIMEVO TTOU KIVEITAI.

Remove Filter:
A@aipei TO QIATPO 0€ KATTOIO TTEPACHAL.
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Disable Filter:

ATTEVEPYOTTOIET TO QIATPO T€ KATTOIO TTEPATHA .
Enable Filter

EvepyoTtrolci To QiATpO 0€ KATTOIO TTEPATUA.

Eidikég EmmiAoyég:
—~>Pass Number

Méoeg opég Ba xpnoipoTToINBEi TO PIATPO OTO AVTIKEIMEVO. To opilel 0
XPAoTng.

Filter 2D

Figure 42 : 2.3.2.5 Filter 2D Actuator

Game

AUTOG 0 evEPYOTTOINTAG ETTITPETTEI OTOV XPHOTN VA EKTEAECEI AEITOUPYIEG
OUYKEKPIMEVEG YIa TO TTaIxVidl. TETOIEG AeITOUPYiEG gival n ETTavekkivnon Tou
Maixvidiou(Restart Game), o TeppaTiIopog Tou Maixvidiou(Quit Game) Kai n
PoépTwon Tou Maixvidiou(Load Game).

Eidikég EmmiAoyég:
->Game

270 TTEdI0 AUTO CUVOVTAUE TTEVTE ETTIAOYEG.
Load bge.logic.globalDict

PoépTwoe bge.logic.globalDict ammé .bgecontf.
Save bge.logic.globalDict

2woe bge.logic.globalDict até .bgeconf.
Quit Game

MoAIg 606¢i BeTIKOG TTaAUGG OTOV evepyoTToinTr TOTE, TO blenderplayer
Byaivel atrd runtime.
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Restart Game

MOAIG 60B¢i BeTikOG TTAAUGS oTOV evepyoTToinTr TOTE, TO blenderplayer 6a
ETTAVEKKIVIOEI TO TTAIXVIOI . Oa QOoPTWOEl Lava TO ApXEio.

Start Game From File

MOAIG d0B¢i BeTikOG TTAAUGS oToV evepyoTroinTr) TOTE, TO blenderplayer
¢ekivd 1o .blend file até cuykekpIgEVO JOVOTTATI.

—>File

270 TTEdiI0 aUTS TTPOCBETOUNE TO JOVOTTATIO aTTd TO OTToI0 Ba popTwWOEi TO .blend
file.

Start Game From File

Figure 43 : 2.3.2.6 Game Actuator

Message

O gvepyoTroINTrG AUTOG ETTITPETTEI OTOV XPNOTN va OTéAvEl dedouéva TTEPA aTTo TN
oKNVvI KAl aVAUECO OTIG OKNVEG.

Eidikéc EmiAoyEG:
->To

2710 T1€di0 AUTO TTPOOCTIOETAI TO AVTIKEIMEVO TNG HETAdOONG. AV a@eBEi KeEVO
yivetal geradoon travtou (1) atrooToAr TTPOG £va AAAO OKNVIKO).

- Subject

210 T1edio auTd TTPoCoTiBeTal TO BEPa Tou unvupaTog. Eival xprioiuo av
OTEAVOVTQI OPIOHUEVOI TUTTOI TOU PNVUPATOG, OTTWG 0 "end-game", o€ évav
aiocOnTrPa uNvUUATOG TTou akouEl yia "end game". AnAadn yia TEPUATIONO TOU
TTaIXVIBIOU PE oUVOEDN OTOV KATAAANAO evepyoTTOINTHA.

->Body
To ocwpa Tou Kelpévou TTou oTéAveTal (SiaBaletal pévo atrd Python).
>Text

Keipyevo oTo owpa SIEUKPIVIOPEVO ATTO TOV XProTh.
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—>Property

I&16TNTa BIEUKPIVIOUEVN OTTO TOV XPAOTN.

Figure 44 : 2.3.2.7 Message Actuator

Motion

Me Tov evepyoTToinTr) Motion B€Toupe €va QVTIKEIMEVO O€ Kivnon i
TEPIOTPOPH. MTTOPOUV Va oUuuBoUV Kal Ta dUO yeyovoTa TAUTOXPOVA.
Ooov agopd Toug TPOTTOUG AciToupyiag, ouvavTaue duo. O1 Simple kal Servo givai
QuUTEG 01 BUO AEIToupyieg TTOU Ba KAVOUV TO QVTIKEIUEVO va TNAEUETAPEPDE,
TTEPIOTPAPEI A KIVNOEI duVAUIKA.

Eidikég EmmiAoyég:
—~>Motion Type
Mola atro TIG dUo AciIToupyieg Ba eTTIAEYEI.

Simple Motion

Epapudlel TTAvw OTO QVTIKEIMEVO DIAPOPETIKA €idN Kivnong TTAVW OTOUG
agoveg.

Servo Control

Mipegital TNV Kivnon TwV aVTIKEIMEVWY OTOV QUOIKO KOOMO. Z€ QUTAV TV
Agitoupyia o xpAoTng B£€Tel pia TaxuTnTa oTdXoU aAAG Kal TO Xpovo TTou Ba
KAVEI TO QVTIKEIMEVO VA QTACEI TNV CUYKEKPIPEVN TaXUTNTA. AQOopd TNV
pUBPIoN TNG BUVANNG TWV AVTIKEIMEVWYV VIO TNV ETTITEUEN TNG TaXUTNTAG. Eva
ONMEIO TTOU TTPETTEI VA TOVIOTEN €ival TTWG YIA va QOUAEWEI TTPETTEI OTO
TTapdBupo Physics 1o avTikeipevo va gival Dynamic kai Actor.

- Simple Motion
Loc

2€ £vav N TTEPICCOTEPOUG ATTO TOUG TPEIG ALOVES TTPOCOETOUNE HOVADES
Blender. KaBe @opd 1mou £xoupe BETIKO TTAANO, 0 Motion evepyoTrolgiTal Kai
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TO ETTIAEYUEVO QVTIKEIYEVO PETAKIVEITAI TOOEG HOVADEG OOEG EXOUUE BEOCEI O€
KAOe €vav atrd Toug agoves X, Y, Z.

Rot

Otav TapalapBaveral BETIKOG TTAANOG, TO AVTIKEIYEVO TTEPIOTPEPETAI TOOEG
Movadeg 6oeg BEoaue oe KABE Evav atrod TOUG TPEIG ALOVEG.

=

Ortav gival yKpI, Ol CUVTETAYUEVEG EQaPUOloVTal OQaIpIKA. AvTiBeTa OTAV
eMAECOUE va gival AoTTpo, TOTE EQpapudlovTal UOVO TOTTIKA.

->Servo Control

Reference Object

2710 1T1edi0 auTO Ba gu@avIOTE PiIa AioTa PE Ta AVTIKEIMEVA TNG OKNVIG UAG.
2UPQWVA JE auTd Ba TTIAECOUME £V TO OTTOIO O EvEPYOTTOINTAG Oa
XPNOIMOTTOINCEl WG TTEDIO ava@opdag yia Tn YETAKIVNOTN TOU AVTIKEINEVOU. AV
TO APAOOUNE KEVO TOTE Ba XPNOIKUOTTOINCEl TN TTAYKOOUIA avagpopd.

Linear Velocity

A@opd TNV TaxuTnTa TToU Ba BEAOUE TO QVTIKEIMEVO VA ETTITUXEI, O€ KAOE
évav aTro TOUG TPEIG AEOVEG.

=

Ortav gival ykpl, Ol CUVTETAYUEVEG EQapuOlovTal OQalpIKa. AvTiBeTa oTav
EMAECOUNE va gival AoTTPo, TOTE eQapudlovTal HOVO TOTTIKA.

X, Y, Z

O¢tel Ta péyioTa Kal EAaxIoTa Opla yia Tn dUvaun TTou EQapuoleTal 0TO
QVTIKEIMEVO. AV TO KOUUTTIA €ival YKPI, TOTE EQAPPOLETAI ATTEPIOPIOTN
ouvaun.

Proportional Coefficient

O¢tel TOV avAAoyo ouvTEAEOTH O OTT0I0G, Ba EAEYEEI TIG DIOPOPEG PETAEU TNG
TIPAYMATIKAG KAl TG YPAMMIKAG TaXUTNTAG TTOU €XOUUE WG OTOXO VA QTACEI
TO QVTIKEIUEVO.

Integral Coefficient

O¢Tel TOV OKEPQIO OUVTEAEDTN O OTTOIOG, Ba eAEyXEl TNV avTidpacon Tou
TTOo0U TwV AaBwWV PEXPIG OTIYMAG OTNV Kivnon.
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Derivative Coefficient

O¢Tel TOV TTAPAYWYO CUVTEAEOTHA TTOU EAEYXEI TN YEVIKH QvTidpaon Tou
QVTIKEIMEVOU OO0V a@opd TNV Kivnon,.

Figure 45 : 2.3.2.8 Motion Actuator

Parent

O OUuyKeKPIPEVOG EVEPYOTTOINTAG APOPA TN OXEON YOVEQ KAl ETTITPETTEI TV
aAAayr TNG, YIa TO ETTIAEYUEVO QVTIKEIMEVO.

Eidikég EmmiAoyég:
->Scene
EvroTtrifoupe éva pevou pe OUO ETTIAOYEG TTOU QPOPOUV TNV AEITOUPYIa TOU YyovEQ.
Set Parent
OE£TEI TO CUYKEKPIPEVO QVTIKEIMEVO WG YOVED TOU TPEXOVTOG AVTIKEINEVOU.
Parent Object
2710 T1edio auTd Ba BECOUNE TO GVONQ TOU AVTIKEIMEVOU YOVEQ.
Compound
To OXAUQ TOU QVTIKEINEVOU TTPOOTIOETAI OTO OXMO TOU YOVEQ.
Ghost

OT1av 1O aVTIKEIPEVO €ival YOVEAG KAI TO GUYKEKPINEVO KOUUTTI
TOEKAPIOUEVO, TOTE TO BETEI 0€ KATAOTAON PAVTACUATOC.

Remove Parent

A@aipei GAOUG TOUG YOVEIG ATTO TO OUYKEKPIYEVO QVTIKEIMEVO.
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o Farent

Set Parent

L

Figure 46 : 2.3.2.9 Parent Actuator

Property

O evepyotrointig Property a@opd Tig 1I810TNTEG TWV AVTIKEIMEVWY. MOAIG doB¢i
BeTIKG Onua, €xel TO dIKAiwPa va aAAAEEl TIG TIMES TwV IDIOTATWV.

Eidikég EmmiAoyég:
—->Mode

2UVOVTAUE £va PEVOU PE TECOEPIG ETTIAOYEG.
Assign

MOAIG o evepyoTToIinTAg dexTeil Eva BeTIKO oA oTnv €i00d0 Tou, N 181I6TNTA
TTou Bécape aTto TTedio Property Ba yivel ion pe Tnv Tiur Tou B€caue O0TO

medio Value.

Add
MOAIG 0 evepyoTToIiNTAg dexTeil éva BeTIKO orua aTnv €i00d0 Tou, OTNV TIUN
NG 1016TNTa TToU B€0aue oTo TTedio Property Ba TpooTeBei N Tiur) TOU
Béoaue oTo edio Value. Av BEAoupe va TeAeoTEl agaipeon T0TE, BETOUUE
apvnTIKA TIuA oTo Tredio Value. MNa petafAnTéG Boolean Tiur S1a@OpETIK)
TOU PNdevOg Ba peTpdel wg TRUE.

Copy
A6 10 TTedio Object dlaAéyouue TO AVTIKEIMEVO ATTO TO OTTOI0 BEAOUUE VO
TTdpoupe pia 1810TNTa Tou(KpuPd TTedio Property). MOAIG 0 evepyoTToinNTrg
evepyoTToinBei, Ba avTiypdwel auTr) TNV véa 1816TNTa 0TV 1810TNTA TOU
TPEXOVTOG QVTIKEIMEVOU.

Toggle

Otav dextei OeTikG onpa, o evepyotroinTAg aAAddel To 0 o€ 1, kai
otrolovonTToTE AAAOV apiBud og 0. MoAU xprioiuo yia diIakoTTTeG on/off.
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—>Property

2710 T1Edi0 auTd BETOUNE TNV 1IB1OTNTA-0TOXO OTNV OTToIa Ba TEAEOTOUV OI
aAAQYEG.

->Value

2710 T1edi0 auTO BETOUNE TNV TIPN N oTToia Ba AAAGEEI KaTG OTTOIOVOATTOTE
TPOTTO €TMAEEOUME TNV 1816TNTA.

¥  Property

Assign

Figure 47 : 2.3.2.10 Property Actuator

Random

O evepyotroint g Random BpioKel Tuxaieg TIMEG, TIG OTTOIEG AVOBETEI O€
KAtTOIa ETTIAEYHEVN 1I010TNTA EVOG AVTIKEIMEVOU.

Eidikég EmmiAoyég:
->Seed

‘Evag apXIkdg aplBudg 0 oTToiog XPnOIUOTIOIEITAl VIO VA aPXIKOTTOINCElI TOV
aAyopIBuo-yevvATpIa TUXaiwv apiBuwyv. AkTiva 1-1000.

- Distribution

‘Eva pevou e TUTTOUG PETABANTWY, aTTO TO OTTOIO YiveTal N TTIAOYL TUXaiag
TIHAG.

Float Neqg.Exp.

KaBopiloupe évav xpovo nuiCwng, CUPNPWVA JE TOV OTTOIO Ol TINEG
MEIWVOVTaI EKOETIKA.

Property

2710 T1€di0 aUTO TTPOCBETOUNE Ia 1I81IOTATA N OTTOIa TTPETTEI Va gival
Float kai atré Tnv otroia AauBAVOUE TIUA.

Half-Life Time

2710 T1edio auTd BEToUupE ToVv XPodvo nuUICwniG. AkTiva 0.00-10000.00
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Float normal
duoioAoyikr dilavopur) atré Tnv oTroia eTTIAEyovTal TUXaiol apiBuoi.
Property

270 TTEdi0 auTS TTPOCBETOUNE WIa 1I81IGTNTA N OTToIa TTPETTEI VA Eival
Float kai atré Tnv otroia AauBAVOUE TIUN.

Mean

O¢Toupe Tov JECO OPO TNG KAVOVIKAG Katavoung. AkTtiva -10000.00
¢wg +10000.00

SD

O¢Toupe TNV TUTTIKA atTtOKAIon TNG KavovikhG KaTavoung. AkTiva 0.00
¢w¢ +10000.00

Float uniform

AQopd TUXAIES TIUEG O OTTOIEG ETTIAEYOVTAI OUOIOPOPPA AVAUECT OE HIA
eEAGXIOTN KAl YIa HEYIOTN TIYA, TIG OTTOIEG BETEI O XPOTNG.

Property

270 TTedio auTd TTPOCBETOUNE HIa 1I81IGTNTA N OTToIa TTPETTEI VA Eival
Float kai atré Tnv otroia AauBAVOUUE TIUA.

Min

H eAaxiotn Tiunf mmou B€Tel 0 Xpriotng. AkTiva -10000.00 €wg
+10000.00.

Max

H péyiotn miun mou B€tel o xpriotng. AkTiva -10000.00 £wg
+10000.00.

Float Constant

EmoTpoen piag otabepng TIUAG.
Property

2710 T1edio auTO TTPOCBETOUNE [Ia 1I81IGTNTA N OTTOIa TTPETTEI VA Eival
Float kal atrd Tnv oTroia AapBAavouue Tiun.
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Value
H oTtaBepn Tipn. Aktiva 0.00 éwg +1.00.
Int Poisson
EUpeon Tuxaiwv apiBuwv atrd diavour Poisson.
Property

270 TTedi0 auTSd TTPOCBETOUNE WIa 1I81GTNTA N OTToIa TTPETTEI VA Eival
Integer kai atrd TNV oTT0ia AAPPBAVOUE TIWN.

Mean

Méoog 6pog katavoung Poisson. Aktiva 0.01 £éwg +100.00

Int uniform

AQopd TUXAIES TIMEG O OTTOIEG ETTIAEYOVTAI OUOIOUOPPA AVAUECT OE HIA
EAGXIOTN KAl PIa HEYIOTN TIYA, TIG OTTOIEG BETEI O XPOTNG.

Property

2710 T1edi0 auTO TTPOCBETOUNE [Ia 1I81GTNTA N OTTOIa TTPETTEI VA Eival
Integer kai a1t TNV OTT0Ia AAPPBAVOUE TIWN.

Min
H eAdxiotn TigA mou B€Te1 0 Xpriotng. AkTiva -1000.00 €¢wg +1000.00.
Max
H péyiotn miun mou B€tel o xpriotng. AkTiva -10000.00 £éwg +1000.00.
Int constant
EmoTpoen piag otabepng TIUAG.
Property

270 TTedi0 auTd TTPOCBETOUNE HIa 1I81IGTNTA N OTToIa TTPETTEI VA Eival
Integer kai atré TNV oTT0ia AQNPBAVOUE TIWN.

Value
H o1aBepn Tipn. AkTtiva 0.00 éwg +1.00.

Bool Bernoulli

EmoTpoen Tuxaiag diavoung, aAAd pe kaBopiopévn avaloyia atrd TTaApoug
TRUE.
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Property

2710 T1€di0 aUTO TTPOCBETOUNE pIa 1IB1IOTATA N OTToIa TTPETTEI Va gival
Boolean kai a1ré TNV otroia AAuBAavouuE Tiun.

Chance
O¢Toupe TO TTOCOOTO TwV TTaApwyY TRUE 1TOU Ba attaitn@ouv.
Bool uniform
H mBavétnta va emAeyei TRUE r} FALSE €ival 50%.
Property

2710 T1€di0 aUTO TTPOCBETOUNE pIa 1I81IOTATA N OTToIa TTPETTEI Va gival
Integer kai a1Té TNV oTToia AAPPBAVOUNE TIUN.

Bool constant

EmoTpoen piag otabepng TIUAG.
Property

2710 TTedi0 auTO TTPOCBETOUNE pIa 1I8IOTATA N OTTOIa TTPETTEI Va gival
Integer kai atrd TNV oTT0ia AAPPBAVOUNE TIUN.

Value

O¢toupe Tnv TN TRUE ) FALSE.

- Randam

Bool Constant 'y

Figure 48 : 2.3.2.11 Random Actuator

Scene

A@opd TIG oKNVEG Péoa O0TO OUyKeKPIUEVO .blend file. AuTég utTropouv va
XpnoiyotroinBouv wg diagopeTika etTiTreda 1 Kal yia background.

Eidikéc ETIAOYEG:
->Mode
2UVOVTAUE £va JEVOU PE OXTW ETTIAOVEG.
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Restart

ZEKIVAEI aTTO TNV apxn TNV TpEXouca oknvh Kal 6Aa puBuidovTal gava.
Set Scene

EmAoyn piag oknvg kal aAAayr hE TNV TpExouoa.
Set Camera

AANNGCel TNV TpEXOUOO KAPEPD WE QUTAV TTOU Ba €TTIAECOUE.

Add Overlay Scene

MpooBéTel yia véa oknviA Kal TNV oxedIAEl UTTPOCTA OTNV TPEXOUOTQ.
XpnNoiuo yia TTAnpo@opieg TTou BEAOUE va gival TTAVTA 0paTéG OTNV KUPIA
oKnvr MoG.

Add Background Scene

MpocbETel pia véa oknvi Kal TNV oxXedIACe! TTICw aTTO TNV TPEXOUOTA.

Remove Scene

Agaipei yia oknvi.

Suspend Scene

Kavel TrTauon TTpoowpIva JOvVo Pia OKNVA.

Resume Scene

ZEKIVA Kal TTANI hIa oTapatnuévn oOKNVvi.

Restart

Figure 49 : 2.3.2.12 Scene Actuator
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Sound

EmAéyel éva apxeio rixou atrd pia nén utrdpyxouoa AioTa, r avoiyel Eva Kaivoupylo.
Eidikég EmiAoyég:

—>Music File Title

EmA£yel éva apxeio rixou atro Tnv AioTa TTou p@aviceTal.

Sound

Figure 50 : 2.3.2.13 Sound Actuator

State

O1 diadikaoieg TTou TEAOUVTAI OTN OKNVI HAG JTTOPOUV Va TOTToBeTNOOUV o€
dlagopeTIKES State. Autd BonBdcl To interface va TTapapével KaBapd Kabwg
TOTTOBETEI DIAPOPETIKEG KATNYOPIES DIAdIKATIWY O€ DIOPOPETIKEG KATAOTACEIG. 'ETOI
OnuIoUpPYEITal hIa TTI0 GUVOETN AOYIKA XWPIS va gival OPWG Kal UTTEPOEPEVN.

Eidikég EiAoyég:
—>Operation
Y1rdpyouv TE00EPIG DIAPOPETIKEG AEITOUPYIEG.

Change State

EmAoyn yiog katdotaong kail aAAayr atmd Tnv TpEXouca oTnV Kaivoupyia.

Remove State

EmAoyn yiog kKatdotaong Kal agaipeor TNG aTTd TIG EVEPYEG KATAOTACEIG.
Add State

EmAoyn yiag katdoTaong Kai TTpocBnKn TNG OTIG EVEPYEC KATAOTACEIG.

Set State

EmAoyn piag véag katdoTaong Kal JETAKIVNON O€ QUuTAv,
QTTEVEPYOTTOIVTAG OAEG TIG TTPOOBETEG KATAOTATEIG.
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Figure 51 : 2.3.2.14 State Actuator

Visibility

2€ KATAOTOON runtime o EvEPYOTTOINTAG AUTOG ETTITPETTEI TOV XPROTN va aAAGEel TNV
oPATOTNTA TWV QVTIKEIMEVWV.

Eidikég EiAoyég:
—>Visible
KaBioTd 10 avTiKeipevo opatd

->0cclusion

Na TN ouyKeKPIPEVN ETTIAOYR TTPETTEI VA €XEI TTPONYNBEI apxIKOTToiNOoN aTTO
TNV KapTEAa Physics.

->Children
O¢rel visible kai occlusion o€ OAa Ta AvTIKEiuEVA-TTaIBIA , AAAG Kal

avadpouikd ota TTaIdId TwV TTAIdIWV.

Visibility

v Visible

Figure 52 : 2.3.2.15 Visibility Actuator
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KE®AAAIO 3

TURRET DEFENCE GAME

MNa va kataAdBoupe KaAUTEpa Tov TPOTTO TToU douAeUel To Game Engine Tou
BLENDER, 6a dnuioupyrioouue €va traixvidl TTou Ba Bacifetal ota Logic Bricks,
oe Properties, pe 660¢€1g animation, kwdika Python aAAG kai d1apopeg AANEG
ETTINOYEG.

To TTaiyvidl 6a ovopdadletal Turret Defense kal n KevTpIkn 1I6€a givail n
ammwenon Kal €gOVTWwon Twv ex0pwv. 21N péon NG oknvng Ba Bpouue
TOTTOBETNPEVO £va KAVOVI TO OTToi0 Ba emITiIOeVTal ATTO TPIYUPW BIAPOPOI
eXOpoi(dnuioupynuéva apxika wg atrAd cubes). ZKoTTog gival va Ta
TTUPOBOANCOUNE TTPIV TTPOAGBOUV PTACOUV TO KAVOVI, APOoU £XEI HOVO TPEIG CWEG.

To Traixvidl av kal oXeTIKA aTTAO, divel Tn duvaTOTNTA OTOV dnUIoUPYd TOU VA
Katavonoel TTwg Asiroupyei o Logic Editor Tou Blender, va xpnoiyotroijoel Ta Logic
Bricks, Ta Properties kal 0To TEAOG va €ival IKAvOg va dnuioupynoel éva vEo BIKO
TOU TTaIX VIOl a1Td TNV apXA.

MapadAAnAa Ba utTapel evaoxoAnon Kai hue Tnv TTPoodrkn textures, Tnv
KATOOKEUR OXNUATWY, TOV TTPOYPAUMPATIONO, TNV pUBUION KAPEPAS AAAG Kal TV
onuioupyia Splash Screen woTe va euTTAOUTIOTEN N EKUGBNON Tou Game Engine
Tou Blender.

3.1 KATAZKEYAZONTAZ ENA ANAO KANONI

Apxikd TTpéTrel va aAAdgoupe To mode atrd Blender Render o€ Blender
Game O1TTwg¢ deigape TTponyouuEvws. Me autdv Tov TPOTTO YivovTal dIoBEaIueg OAEG
01 duUVATOTNTEG TNG TTAIXVIOOPNXAVIG.

=EKIVApE AoITTOv, Pe évav KUBO oTn Péon NG oKNVhG KOG, O OTToiog Ba
TpoTToTroINOEi KataAAAAWG Kal Ba yivel o TTUpyioKoG pag. MNa va €xouue pia
KaAUTEPN &TTown Tou KUBOU POG TNV WPA TTOU TOV PETATPETTOUME, TTATAUE TO
voupepo 7 atmd 1o numpad. H kivnon autr} pag divel Tnv duvatdtnta va Tov
BAétToupe atrd TNV eTévw 6wn Tou. Na va Tou BWOOUUE TO XA EVOS Kavoviou
Ba TTPETTEl VA TOV ETTEKTEIVOUE.

e Me 10 TATNUA TOU tab emA£youpE TIC AKpeS Tou KUPBou. OTTwg
BAETTOUUE €ival OAeg eTTIAEyUEVEG(TTOPTOKAAI TTAQiCI0). O 0TOXOG PG
OMWG gival va TTPoodlopicoupe AAANG Kal va eTTIAEEOUUE AUTEG TTOU
gUeic BEAOUPE, WOTE OTN GUVEXEID Va TIG TpoTToTToINooUNE. Mg TO
KOUMTTI A TO QTTOETTIAEYOUE.
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~ Use Fram

Figure 53 : 3.1.1 EmAoyn Tou KUBou e TAB

e Me 10 TATNPA TOU B KaI e KAIK TOU mouse €TTIAEYOUE TIG
KATAAANAEG GKPEG.

e Me 10 TATNPA TOU E KAvoupue extrude. AnAadn e€wBoUuE TIC AKPES
oUPQwva Pe Tov aéova y.

Figure 54 : 3.1.2 Extrude Tov kU0

e Me 10 S KAvoupe scale TIg AkpeG TTOU EWBNCANE TTPOG Ta PEOQ,
woTe va eTiIagouue TNV Bdon piag kavvng OTTAou.
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Figure 55 : 3.1.3 Scale Tov KUfoO

Me 10 E gavaTpaBape TIg AKPES, APKETA JOKPIA, WOTE VA OWOOUUE
TNV aicbnon PIag KavovikAg Kavvng, cUP@wva TTAvTa Pe Tov dfova
y.

Ae€1a atrd 10 avoixto uevou Properties diaAéyw Tnv kaptéAa Object
Kal JETOVOUALW TO avTIKEinevo o€ Turret TTpog dIEUKOAUVOT PaG.

Figure 56 : 3.1.4 Extrude yia Tn dnuioupyia kavvng
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To kavévi-TTupyiokog TTou HOAIG dnuioupyrioape BEAOUNE VO OTTOKTAOEI
KATToIEG dUVATOTNTEG. APXIKA Ba UAOTTOINOOUE TNV TTEPIOTPOPN YUPpW aTTd TOV
€QUTO TOU. Mg auTdv Tov TPOTTO Ba PTTOPET va COUBETEPWVEI TO EXOPIKA KIBWTIA
aTTO OTTOIN PEPIA KAl AV £EPYXOVTA.

AuTo TTou XpeiddeTal eival va aANG&oupe To pevou oe Logic Editor.

Figure 57 : 3.1.5 Logic Editor
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MepioTpon} TOU Kavoviou TTPOG Ta ApIoTEPA:

e Add Sensor: Keyboard — 210 1edio key kavw click kai Tratdw T10
apIoTEPO BEAGKI WOTE VA dw TNV TIPN Left Arrow.

e Add Controller: Or — ETiTuyxdavel Tn ouvdeon YETaEU Sensor Kal
Actuator.

e Add Actuator: Motion — Na va dwooupe Tov TTAAPS TTou XPEIAgeTal
TTPOKEIJEVOU VO apXio€l va YUupVAEl TIPETTEI va aoXOANBoUUE UE TO
medio Rot. O agovag z gival autdg TTou Pag evOIAQEPEl OTNV
TIPOKEIYEVN TTEPITITWON, OTTOTE Ba Béooupe Tnv TiuR 0,5 .

e Evwvoupe Ta Logic Bricks petagu Toug woTe va aAAnAemIdpouUv.

MepioTpo®A TOU Kavoviou TTPoG Ta SeCIA:

e Add Sensor: Keyboard — 210 1edio key kavw click kai Trardw 10 O€e&i
BeAdki woTe va dw TnVv TIUA Right Arrow.

e Add Controller: Or — EmiTuyxdavel Tn ouvdeon PeTagu Sensor Kal
Actuator.

e Add Actuator: Motion — 10 1edio Rot oTov agovag z BEToupe TNV
TiuA -0,5 ,waoTe va yupioel atrd Tn Oe€Id pepId.

e Evwvoupe T1a Logic Bricks petagu Toug woTe va aAANAETTIOpOUV.

o 000+ | 0.00¢ | = 0.00 « P

SNETERETD

Figure 58 :3.1.6 Keyboard Sensor yia dnuioupyia Kivnong He To apioTepo6 BeAdki(avTioTolXa Kal oTO
5¢egi)
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3.2 AHMIOYPIIA KAl EKTOZEYZH ZOQAIPAZ

H trepioTpo@r] £xel OAOKANPwOEi Kal TO ETTOPEVO Prua gival n dnuioupyia TG
o@aipag TNV oTToia Ba TTETAEI TO KAVOVI JAG TTPOG Ta £XOPIKA KIBWTIA. TN Jéon Tou
Kavoviou 8a TotroBeTicoupe AoITTov pia Icosphere. MNa tnv dnuioupyia TTaTaue
Shift+A ka1 0TO JeVOU TTou pag epgavicetal dialéyoupe Mesh—>Icosphere. Ao Tnv
kapTéAa Object Tou pevou Properties Tnv pyeTovoudloupe o€ Bullet piag kai Tou Ba
avaAdpel xpEn oeaipag GTTAoU-Kavoviou.

Mapatnpouue TTWGS N OPaipa JOG PAIVETAI APKETA PEYAAN YIA VO XWPECEI
oTnVv Kavvn Tou Turret. Agv uttapxel Opwg TTPORANUA, agou BEAouPE atTAdG va
ONUIOUPYAOOUUE TNV Yeudaiocbnon HIag o@aipag TTou ekTogeueTal. Na auto 1o
AOyO dev KAvoupue KaBOAou aAAayEg oTo oxfua ) 1o HEyeBOS TNG. H Aoyikr TTou Ba
0aKOAOUBACoOUE gival va avattapdyoupe KATTola avTiypa®d TnG oTnv akpn NG
KAvvng Kal va Ta ekTogeUouE. MNa va emTteuxBei autd Ba xpelaoTei va OUAEWOUUE
ME KATtTola GAAa avTikeipeva. ‘ETol Aoimtdv n o@aipa yag TTPETTEI VO UETAPEPDET O€
éva aAAo layer EmIAEyoupe Aoimmov pe BeEi KAIK TNV o@aipa Kal atrd TNV KapTéEAQ
Object > Move to Layer - €1mIAoyr] Tou deUTEPOU layer atrd 1o oxriua Tou
EPpaviceTal.

Figure 59 : 3.2.1 NMapd&Bupo peTakivnong avrikelpévou o€ dAAo layer

2uveyxiovtag Ba OWOOUNE OTN OPAIPa PAG KATTOIEC PUOIKEG 1810TNTES. ATTO
TNV KapTéAa Physics Tou pyevou Properties ota 8€€1d KAVOUE TIG €ENG KIVAOEIG:

e Physics—> Physics Type—> Dynamic
MeTaTpETTOVTOG TO QVTIKEIUEVO aTTO static o€ dynamic Tou divoupe
QUOIKEG 1ID10TNTEG. H BapuTtnTa Ba PTTopEi va 1o €AKEl, Ba OTTOKTACEI
pada, B6a avtidpdel oTnv TPIRR Kal 8a aAANAETIOPA Pe Ta UTTOAOITTO
QVTIKEIPEVQ.

e Collision Bounds(check)-> Bounds—> Sphere
H ocuykekpipévn 1816TnNTa diveTal atrd 10 Blender yia 1o xe1piopd Twv
OXNMATWY TWV AVTIKEIMEVWY. Ta 6pIa-@EAyuaTa TOU QVTIKEINEVOU
uttoAoyi¢ovtal atro 10 kKEvTpo Tou. Opifouue Eva oxAua KovTd o€
QuUTO TTOU £XOUME WOTE N aAANAeTTIOpaOT) TOU YE TO TTEPIBAAAOV VO
gival avahoyn. MN.x. 0TV OUYKEKPIPEVN TTEPITITWON BEAOUE Va
QEPETAI WG aPaipa Kal To TTEPIBAAAOV va TO avayvwpeilel ws Pia
TETOIQ.
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Dynamic

Sphere

Figure 60 : 3.2.2 KaptéAa Physics

2TN CUVEXEIQ ETTAVEPXOUAOTE OTO TTPWTO layer yia va ouvOEooUE TN
o@aipa pe 1o Turret kal va TTPOKAAECOUNE avaTrapaywyn oeaipwv. [Na va tnv
dnuioupyia Twv o@aipwyv Ba XPNOIPOTTOINCOUKE TO avTiKeipevo Empty(Shift+A yia
EMQAVION TOU PEVOU Kal ETTEITA ETTIAOYA TOU AVTIKEIUEVOU).

Figure 61 : 3.2.3 NMpooBNkn avTikeipévou Empty otnv dkpn Tng KAvvng
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To Empty €ival €va KeVO QvTIKEIUEVO, XWPIG [EwMETPIA KAl XPNOIUOTIOIEITE
yia d1a¢popoug Bondntikoug Adyoug. ‘Exel TTOAEG duvaTtdTnNTEG TTOU TO KABIOTOUV
euxpnoTo Kal xprioigo. Mtropei va yivel parent ge orolodNTTOTE ATTO TA UTTOAOITTA
QVTIKEIJEVA KAl JE AQUTOV TOV TPOTTO va Ta EAEYXEL. ETTioNng gival Ikavo va KpaTtdel
Mia Béon Kal va ‘KaAei” GAAa avTIKEipeva, OTTWGS KAl OTNV TTEPITITWOT] JAG.

O o16x06 pag GPwG gival va dWOOUNE TNV Yeudaicbnon TTwg o1 OPaipeg
eKTOgEUOVTAIl ATTO TNV AKPN TNG KAVVNG MOG. AlaAéyoupe To Empty e Oe&i KAIK Kal
ME TO KOUMTTI G TO JETAKIVOUUE OTO onueio TTou BéAoupe. To yeTovoudloupe o€
BulletSpawn.

Na tn ouvdeon Tou Empty pe Tnv Bullet Tou deuTepou layer Ba xpelaoTei va
emavéABoupe oTo Logic Editor.

e Add Sensor: Keyboard — 2710 11€di0 key kavw click kai TTatdw 10
spacebar woTe KABe Popd TTOU TO TTATAPE OTO TTAIXVIdI va
EKTOEEUOUME MIa o@aipa.

e Add Controller: Or — EmniTuyxdavel Tn ouvdeon PETAEU Sensor Kal
Actuator.

e Add Actuator: Edit Object->Add Object->Object->Bullet — 210 1T€di0
Linear Velocity otov agova y opifouue Tn TaxUTNTa WE TNV OTTOIa B
ekTogeveTal N o@aipa. Oétoupe TNV TIWA 20. AuTO TTOU TTAPATAPOUNE
gival To koupuTri L atrevepyotroinuévo. O aAAay£EG AoITTov agopouv
TOV Agova y o€ TTAYKOOWIO €TTiTTEd0. TO yeYovog autd Ouwes Ba
QTTOTPEWEI TIG OPAIPES HAG VA aKOAOUBOUV Tnv KaTeubuvan TnNg
TTEPIOTPOPNG KAl VO HEVOUV KOAANUEVES OTNV KATEUBUVON TOU
TTaykoopiou dEova y. EmA&youpe AoITTov 10 L Kal Twpa KA popd
TTOU 0 agovag y aAAAdel TOTTIKA, Ba aAAAlel kal n KaTteuBuvon TNG
oQaipag.

e Evwvoupe T1a Logic Bricks petagu Toug woTte va aAAnAemdpouy.

Me pia TpwTn SOKIUF TOU TTaIXVISIOU PE TO KOUUTT P, TTapatnpouue TTwg N ogaipa
TTpAypaT ektoEeueTal aAAG dev ouvodeuel To Turret oTnv TTEPIOTPOPN Tou. lNa va 10
dlopBuwooupue TTPETTEI va opicouue To Empty wg ‘child’ Tou Turret.

e Acti KNIK 010 Empty yia va 1o eTIAEEoUPE Kai £TTEITA Shift+degi KAIK
oTo Turret. Z1n ouvéxeia Control+P kai emmAoyr) Tou Object atrd 1o
TTaPAbupPo TTOU EP@avieTal.

ATTO dw Kkai TTépa oTav Ba KiveiTal To Kavovi, TauTdxpova Ba KiveiTal kal To Empty.

2eNida 66 atrd 108



Mtuxwokn epyacia tng pottitplag Toaxepidou Mapia

3.3 PYOMIZH CAMERA, 3D VIEW

2€ AUTO TO onueio Ba TTpooBécoupe €va plane OTO XWPO JAG, WOTE va
MTTOPOUNE va doUAsUOUUE O€ éva €TTITTEDO TTOU Ba OPIOBETATEI KAl TOV XWPO PAG.
MNa tnv Tpoodnkn Trardue Shift+A-> Mesh—->Plane . Me To S pmmopoupue va 10
MEYAAWOOUNE WOTE VA TTIAVEI £VAV IKAVOTTOINTIKO XWPO OTO TTEPIBAAAOV HOG.
MeTovouddoupe 1o plane ato Tnv kapTéAa Object o€ Ground. Towg xpelaoTei va
METAKIVIIOOUME TO plane o€ B€on TTou va PNV KOAUTITElI TO Turret gag, aAAd autd
eCapTdaTal atrd TV apXIKr) TOU TOTTOBETNON.

Av Kkail To TTaIxVidl pag A&IToupyei eV ITTOPOUNPE OKOPN va KATAAGBOUUE TIG
3d duvaTtdTtnteg Tou Blender, 816TI BAETTOUE TO AVTIKEIMEVO pag udvo atro TV
Tavw pepId. O1 kduepes Ba pag Bondricouv otnv 3d view Tou TTaIXVvISIoU JE TV
KAaTtaAANAn puBuUIoH TOUG.

Apxikd Ba ATav KaAd va dnuioupyrooupe Jia First Perspective View waoTe
O TTAIKTNG va aioBaveTal TTwg BpiokeTal o idlog TTiow atrd 1o Kavovl. MNpwTo BAua
ETTONEVWG €ival 0 XwWPIoUOG Tou 3d TTapabupou oTa dUO, KAVOVTAG KAIK Kal
O£PVOVTAG TO TTOVTIKI OTIG OIOKEKOUMEVEG AOTTPESG YPAUMES TNG ETTAVW OECIG
ywviag. To apiotepd TapdBupo Ba xpnoiuoTroindei wg 0dnydg yia 10 opatod 1Tedio
NG KAPEPAG, oTroTe he To TTARKTPO O peTapepopaoTe oe Camera Perspective View.
AouAeguoupe eTTopéVWG 0TO Be€i TTapdBupo. Me TO TTANKTPO 1 HETAPEPOUAOTE OE
Front Perspective View Kal ETTIAEyOUPE TNV KAPEPA PaG PE OeCi KAIK. Mg TO KOuTTi
G 60 YETAKIVAOOUE TNV KAPEPA PAG Kal hJE TO R Ba TNV TTEPIOTPEYOUUE OTOV
agova z KatdAAnAa, £éwg 6Tou OTO aPIoTEPO TTAPABUPO VA £€XOUUE TNV TTAPAKATW
eikéva.

(1) Camera

i Object Mode

Figure 62 : 3.3.1 AimrAé TrapdBupo, kovTivil AQyn
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=QavVayupvaue o€ HOVO TTAPABUPO CEPVOVTAG TIG OIOKEKOUMEVES YPOUMEG
TTPOG TNV AVTIBETN aTTd TTPIV KaTEUBUVON. Me Oegi KAIK ETTIAEyOUUE TTPWTA TNV
Kapepa, kal ge Shift+dei kKAIK To Turret. Me Control+P 6€toupe wg Parent 1o Turret
OTNV KAPEPQ, WOTE N OEUTEPN VA TO AKOAOUBEI KABWG TTEPIOTPEPETAI.

Ortav 10 TTaIXVIdI B4 Yivel EKTEAEOIUO apxeio Ba BEAOUNE O XPOTNG Va £XEl TN
duvartoTnTa va BAETTEl TN oknv attd duo TTAsupég. Mia wg First Person Shooter kai
Mia a1rd ynAd yia va eAEyxoupe To TTEPIBAANOV pag. AUuTEG o1 dUO KAuePES Ba
TTPETTEl va eVOAAGOOOVTAl PE TN TTANKTPOAGYNON Twv apiBuwv 1 kai 2.

Apxik& peTovoudaloupue TNV Kauepd pag oe CameraFPS. 21ov Logic Editor
TTPOOCBETOUE:

e Add Sensor—> Keyboard — kA€1di To koupTri 1.

e Add Controller-> Or

e Add Actuator-> Scene — Mode—> Set Camera — Camera Object—>
CameraFPS

Me autdv Tov TpOTTO BéTape TNV evaAAayn o€ kapepa FPS otav mraTiéTal o apiOuog
1.

2Tn ouvéxela he Shift+D avtiypd@oupue TNV KAPEPOQ KOl TTPOEKTEIVOUE TN VEQ
WNAA Kai €€w atTd Ta Opia TNG oknvrg Hag. O cuvduaoudg TwV TTARKTPWY TTOU
akoAouBnoape dev avTiypd@el HOvo TNV KAuepa aAAd Kail Ta Aoyikd ToUuBAa Kal
OTT0IEG 1010TNTEG Ba uTTOPOUCAE va eixape BEoel. Tn peTovoudlouue o€
CameraTPS (Third Person Shooter). Ocov agopd Ta Logic Bricks 10 pévo 1rou
TTPETTEl va aAAGEoUuE gival 0 aplBuog 1 oTov Keyboard Sensor o otroiog B8a yiver 2.

Na va yIropoupe va dOUNE TN OKNVH JAG ATro TNV vEA PJag KAYEPQ TTPWTA
TNV MAEYyoupe Kail ETTeITa TTatdue Control+0. OTTwe akpIfWGS Kal e TN TTPWTN MOG
KApEPQ, £T01 KAl €dW Ba Xwpiocoupe To TTapdbupo oTa dUO Kal atrd To OeEi HEPOG
Ba KOuvApE TN KAPEPA PEXPI TO apIoTEPA va €XoUle Tn BEa TTou BéAoupue. Ooo
BpiokouaoTe akoun otnv CameraTPS diaAéyoupue Tnv KapTEAa Object Data atrd 10
Mevou Properties de€id atrd tn oknvr pag kal oto 1Tedio Clipping 6€Toupe TEAIKA
Tiufy 700.000 WwOoTE va UTTOPOUHE VO EXOUME TTEPICOOTEPO BABOC OTN OKNVHA MOG.
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Raght Persp

1) ComeraTPS

& Object Mode

Figure 63 : 3.3.3 AitrA6 rapdBupo, pakpivil AQun

3.4 ANIMATION OMIZO0OAPOMHZHZ TURRET KATA THN
EKTO=ZEYZH ZO®AIPAZ

Ortav ekTogeloupe yia oaipa BEAoupe TauTdxpova va cupBaivel Kivnon
o1moB00dpOunoNG OTOV TTUPYIOKO, KATI TO OTTOIO TTETUXAIVETAI PUE TN dnuIoupyia Tou
avaAoyou animation.

MpwTo Brua n petagopd atod 1o Default screen layout oTo oTT0iI0
BpiokduaoTe Twpa, oe Animation layout, ammd ypauur epyaAgiwv TTou Bpiokouue
OTO ETTAVW PEPOG TOU TTapaBupou. To TTapdBupd uag £xel TTAEOV XwploTel oTa duo.
A6 apioTepd BAETTOUPE TOV XWPO OTOV OTT0i0 Ba douAéwouue To animation. Oa
aoxoAnBoupue Quaoikd pe keyframes. Ta keyframes €ival Ta XapakTnEIoTIKA KApE.
2€ KGBe Eva atrd autd cuppaivel Pia JEHOVWEVN Kivnon TOU QVTIKEIMEVOU POG,
evw OTav avatrapdyovtal 6Aa padi otn ocipd, £xoupe éva animation.
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Figure 64 : 3.4.1 NMNapd&Bupo animation

Oa TTapartnpriooupe OTI aTTd TTPOETTIAOYN gival eTIAeyuévog o DopeSheet
Editor. O ouykekpiuévog Editor, TTou €xel TIG ATTapXEG TOU OTOUG animators TTou
oxediadav aTo XEpI, divel TNV duUVATOTNTA OTOV OXEDIAOTH VA £XEI IO OUVOAIKA
€IKOVA TNG OKNVNAG TOU, TTAPATNPWVTAG OTToIadnTToTE aAAayr cupBaivel. AuTtr n
aAAayn uTTopEi va agopd TNV KAPEPA, Ta AVTIKEIMEVA, TOV AXO KTA.

H diadikaoia dnuioupyiag Tou animation €xel wg €§AG:

o At€i KAIK KaI ETTIAOYHA TOU TTUPYiIOKOU.

e Me 10 KOUTTI | Avoiyel N KapTEAA yia TNV elcaywyr Tou keyframe 1Tou
QVvTIOTOIXEI O auTO TTOU BEAOUNE va ONPIOUPYOOUME. ZTNV
TEPITITWONA hag BEAoupE aTiypiaia aAAayr TNG ToTToBETIag Tou
TTUpYioKou dpa eMAEyoupE To Location.

e [1a va gival cwoTA N Kivhon 6a dwooupue Tov apiBud Twv 10 frames
oTnv B€on TTou QaiveTal TTapakaTw. Me auTtdv Tov TPOTTO N Kivnon
TTPOG Ta TTiow Ba kpatrjoel yia 10 frames.

e Mg Rdn emAeyuévo 1o Turret yag 1o JETAKIVOUME e TO G oTov Gova
y TTPOG TA TTIOW Kal ETTEITA PE TO TTATNUA Tou | KAEIdWVOUNE TN véQ
location.

e [0 va doUpE IO TTPOETTIOKOTTNON ApKEi va TTaTAocouue Alt+A. Escape
yla erravagopd.

e 2¢& autd TO onueEio BEAOUNE va TTETUXOUUE TRV ETTAVA@OPA Tou Turret
aTnNV apxIkr Tou B€an Pe 1o apyd pubud atrd autdv PE TOV OTTOI0
METOKIVIONKE TTPOG Ta TTIOW.
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e H apyiki 6€on pag Bpioketal ota TTpwTa keyframe. Apa 10 yOvo TTou
€XOUME va KAVOUE gival he To B va Ta emAEEoUUE Kal pe To Shift+D
va 1a avtiypawouue oto frame 30. AnAadr diTAacidoaue To XpOvo
ME Tov oTToi0 Ba yiveTal n amdéoBeon TG Kivnong.

MOAIG TeAeibooupe eTTavepxouaoTe oTo Default Scene View. MNa va
EVOWMNATWOOUE TO animation otn oknvh pag 6a douAéwoupe e Ta logic bricks.
2T0 avTikEiyevo Turret Ba TTpooBécoupe Tov Sensor—-> Keyboard, o otroiog 6a
QVTATTOKPIVETAI 0TO Spacebar. To Motion TTou Ba douAéwouue eival o Action (yia
TToAaIdTEPEG €KDOOEIG gival o F-Curve). Na Start Frame Ba eicdyoupe 10 1, evw yia
End Frame 10 30. X210 1redio Value Ba emAé¢oupe 1o TurretAction. ETriong
evepyoTroloupe 70 ADD kaBbwg kail To L, woTe ol aAAay£G va cupfaivouv oToug
TOTTIKOUG AGOVEG.

‘Eva TTpoBANpa TTou avTigeTwtriCoupe Bpioketal oTo First Person
Perspective katd 1o oT10i0 OV gival EPPavAg n otmoBodpounon. Na Tn AUon auTou
TOou TTPOPBARuaTog TTPpooBEéTouE Eva Empty otnv péon tou Turret Kai 10
ovopaloupe TurretCore. O Trupfivag AoIttov Ba kpatdel atrd €dw Kail TTEPaA Ta
bricks TTou agopouv TIG KIVAOEIG TOU TTupyiokou. [Na va yivel autd apkei va Tig
AVTIYPAWOULE.

e EmAoyn tou TurretCore, Shift+EiAoyr Tou Turret

e Ao 10 3d View Menu avoiyoupe To Object Menu kai emiAoyri Game—>
Copy Logic Bricks

e AT 10 TurretCore diaypagoupue Ta Bricks TTou agopouv To animation
evw a1ré 10 Turret Ta Bricks 1Tou ag@opouv Tnyv Kivnon.

e Kdavoupe parent to Turret oto TurretCore

e Kdavoupe parent Tnv kauepa oto TurretCore

Me 1o TTadTnua Tou Spacebar £xoupe pia oTIoBodpouNoN Kal EKTOEEUON
o@aipag. H owoTth xprion g otmoBodpdunong EYKEITAI OTO YEYOVOG TTWG
TTPAYHATOTTOIEITAI Hid OPA KATA TAV EKTOEEUON Miag KAl HOVOo o@aipag. AuTd TToU
Ba TTPOCEEOUE gival TTWG AV OUVEXIOOUUE va TTATAPE TO Spacebar Ba éxouue
TTOAQTTAEG EKTOEEUOEIC TQAIPWY KATA TN OIAPKEIa TNG oTTIoBodpdunong. MNpéTrel
ETTOPEVWG VA TTEPIOPICOUNE TIG EKTOEEUTEIC OE Mia KATa TN SIAPKEIQ Miag
o1mioBodpoéunong.

Apxikd Ba B€ocoupe To Turret uTTEUBUVO YIA TNV EVEPYOTTOINON
avatTapaywyng oeaipwy oto BulletSpawn. Zta Logic Bricks 8a rpooB£éooupe Tov
Actuator-Message o otroiog 6a aTéAvel oTo BulletSpawn éva prjvupa Spawn. Oa
TOV evwooupe Pe Tov Controller TTou avratrokpiveTal otov Sensor Keyboard kai
opiCel To TTATNUA Tou Spacebar. O BulletSpawn 1rpétel va d€xeTal QUTO TO PAVUUA.
2T1a Logic Brick Tou emopévwg Ba diaypdywoupe Tov Keyboard Sensor kai 6a
TTpooBEécoupe évav Message TTou Ba dExeTal wg Subject TRV Aégn Spawn.
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To animation TnG o1oB0dpounong dnuioupyrnonke Pe TN BonBela Twv
frames. Ta idla Ba TTIKAAECTOUHE KAl OTNV TTEPITITWON HAG WOTE VA EUTTODICOUNE
TN ouvexn EKTOgEUON.

e 2710V Logic Editor TouTurret TTpocB€Tw pia Property- frame tnv otroia
Kavw integer kai divw apxikr TR 30.

e 2T1OV Actuator- Action BéTw oTo TTedio Frame Property Tnv petaBAnT
frame, n otroia Ba Kpatdel Tov aplBud Twv frames.

o [1pooBETW éva sensor > Property 0 o11oiog Ba eAEyXEl av N
peTaBANTA frame €xel yivel ion pe 30.

e Evwvw pe Tov TpwTto Controller Or Tov otroio petatpéttw o And. H
METATPOTTA €ival avaykaia apou BEAouuE va IoXUEI TAUTOXPOVA TO
TTATAMA Tou Spacebar aAAd kail n 106TnTa Tou frame pe Tov apIBPo
30.

Ava 30 frame etTopévwg, dnAadr éoo dlapkei kal To animation Ba diveTal EVTOAN
yla dnuioupyia véag oeaipag.

3.5 AHMIOYPI'IA MONSTERS - EXOPQN

2€ auTé TO onueio Ba dnuUIoUPYACOUNE T Monsters Ta oTroia Ba €ivai ol
eXOpoi HOG. Oa XPNOIUOTTOINCOUME TA KOUTIA KAl Ba T dWOOUUE TIG KATAAANAEG
1016TNTEG.

e Shift+A >Add Mesh—> Cube [lpoocBéToupe Tov KUBO pag
TIPOCEXOVTAG UATTWG XPEIAOTEI VA TO AVUWWOOUNE WOTE VA TTATHOEI
Tavw oto Ground Pe TO KOUWTTi G.

e Properties(kaptéAeg oTa eI TOU TTAPABUPOU) = KAPTEAQ
Material> Metovopacoia o Monster

e Properties> kaptéAa Physics—> Physics Type - Dynamic

e Properties> kaptéAa Physics—> Collision Bounds (check) - Box
WOTE VO CUUTTEPIPEPETAI WG KUPBOG-KOUTI.

Ta Monsters TTpETTEl QUOIKA va EAkovTal aTTd To Turret gag Kal va TTpooTTabouv va
TO TTANCIACOUV, WOTE VA TO EEOVTWOOUV. Oa xeipioTouue Ta Logic Bricks Tou kUBou
MOG ME TOV €EAGC TPOTTO:

e Add Sensor > Always. OéAoupe n Kivnon va ocuppaivel CUVEXEID
XWpPIiG BIOKOTTNA

e Add Controller > Or

e Add Actuator > Edit Object, ANGCoupe 10 TTedio Edit Object o€
Track to, woTe va euBUYPAPUIOTEI O Yy axis Tou KUBouU e ToV
avTioToixo Tou TurretCore Tov 0TT0i0 BETOUNE WG TIUA OTO TTEDIO
Object.

e Evwvoupe Ta Bricks petagu Toug.
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To Monster av kai £€xel OTpAQEi TTAEOV TTPOG TOV TTUPYIOKO pag, dev Kiveital. [Na va
KivnOei TrpETTel va TpooTeBei éva akoun Brick otoug Actuators.

e Add Actuator - Motion - Loc B¢Toupe oTov y axis Tnv Tir 0.05
e Evwvoupe 10 Véo Brick pe Tov Controller Or.

KdaBe gpopd 1Tou pia ogaipa tou Turret TreTuxaivel éva Monster, TTpéTrel autouaTa
va 1O €gagavicel.

e Add Sensor - Collision Av agpricoupue 1o TTedio Property Kevo 10TE 0
KUBOG Ba aAANAETTIOPACEI PE TO TTPWTO QVTIKEIPEVO PE TO OTTOIO Ba
£€pB¢el O0€ ETTAQN). TNV CUYKEKPIYEVN TTEPITITWON ETTOPEVWG, B
TEPMATIOEI ATTO TNV APXI] KIOAAG, YIOG Kal TTOU dn BPioKETAI O€
emTa@r pe 1o Ground. ETropévwg oTo 1Tedio auto Ba
TAnKTPpOoAoyricouue To property Bullet. Zav Bullet £€xoupe én éva
avTIKEiuEVO aTo deUTEPO layer. Na va evepyoTroindei Ouwg o
aioONTAPag TTPETTEI va JETABOUUE TO layer auTto, va eTTIAEEOUUE TN
o@aipa Kal apioTepd atrd 1o TTapdBupo Twv Logic Bricks va
evepyotroiooupe To Add Game Property . Tn véa 1816TnTa Ba Tnv
ovoudoouue Bullet.

e Add Controller > Or

e Add Actuator > Edit Object - End Object Tepuarilel TO QvTIKEIPEVO.

e Evwvoupe Ta Bricks petagu Toug.

AvTioToixa pe To Monster Ba TTpETTEl va e€agavieTal Kal N o@aipa TTou TO
TTETUXQIVEL. O TTAPAUEIVOUUE ETTOUEVWG OTO OEUTEPO layer wOoTeE va EXOUME TN
duvartoéTtnTa va emmegepyacTouue Ta Logic Bricks Tng Bullet.

e Add Sensor - Collision 210 T1edio Property TTANKTpoAOyoUpE TN AéEN
Monster. AvTtioToixa oTo TTpwTo layer emAéyouue To Monster kai
TTPooBEToUNE TRV I010TNTA Monster OTTWGS Kal TTPONYOUNEVWG.

e Add Controller - Or

e Add Actuator > Edit Object - End Object

e Evwvoupe Ta Bricks petagu Toug.
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Figure 65 : 3.5.1 Logic Bricks gx0pikwv KouTiwv

MNa va atrokTrioel AoyIKr TO TTaIxVidl, XpeiaovTal TTapatravw aTrd éva
Monster Ta oTToia Ba €pxovTal Tuxaia ammd KABe KaTeuBuvaon Kal JE TUVEXOUEVO
puBuo. Na TV avatTapaywyr Twv XBpWV XPNOILOTIOINCAE TO 18IAITEPO
avTIKEiuEVO Empty, TO oT1Toio Ba eTTIAEEOUNE yIa akOun pia opd. MNMpooBéToupe
AOITTOV £va akOPn OTn OKNVI JAG KAl TO TOTTOBETOUNE O€ KATTOIA Ywvia aTTd TNV
oTroia B€Aoupe va Eekivave Ta Monster. To peTovOouAdouue atrd TNV KapTéAa
Material Twv Properties o€ MonsterSpawn. O KUBOG HOG ETTOUEVWG UTTOPET Va
METaQEPOEi 0TO dEUTEPO layer atrd OTTOU B TOV KAAOUE.

e EmAoyn Tou Monster
e Object > Move to Layer
e KAIK oTO layer Tou B€AouUpE va PETAPEPOEI.

2T1ov Logic Editor Tou MonsterSpawn oTo TTpwTO £TTITTEO0 B aoXoAnBoupue
pe Ta Logic Bricks Ta otroia Ba gival utreuBuva yia va KaAéoouv Ta Monster.

e Add Sensor—->Delay - O CUYKEKPINEVOG SENSOr EVEPYOTTOIEITAI JETA
aTTO IO CUYKEKPIPEVN XPOVIKA KaBuoTEPNON, KATI TTou avalnTAaue yia
TN ouvexn avarrapaywyn TepaTwyv. MeTpdel To Xpovo oe logic tics, o€
60 avd éva deutepOAETTTO. Av AoITTOV BEAOUE piIa KaBuoTéEpnon TwWV
3 OeUTEPOAETITWY TTPETTEI Va opicouue oTo TTedio Delay Tov apiBuod
180(3*60). Av BéAoupe va gival eTravaAapBavouevn n diadikaoia TOTE
ToekApoupue TO TTEdio Repeat.

e Add Controller > Or

e Add Actuator > Edit Object > Add Object - Monster - Kabe @opd
TTOU EVEPYOTTOIEITAI Ba TTPOCBETEI TO AVTIKEIUEVO Monster.
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3.6 TYXAIA ANAIMAPAIQIrH MONSTERS - EXOPQN

O MonsterSpawn Tov 0TT0i0 dNPIOUPYNOAUE Eival UTTEUBUVOCG YIa TN OUVEXN
avatrapaywyn TePATwy, aAAd pévo atrd éva cuyKeKpIuEvo onueio. MNa va
KAAUQBOUV oI avAyKeG Tou TTaIXVvIOIoU TTPETTEI TA TEPATA VA eUpaviCovTal aTTd
d1d@opa onueia TNG OKNVAG PE DIAPOPETIKO puBNO. MNa va SOUAEWOUUE auTH TN
dladikaoia Ba atroyovwoouue Toug Spawns, dnAadr Ta avTikeipeva Empty, oT1o
oeuTepo Layer. Auté Ba pag dwoel pia o {ekdBapn eIkOva TG KATAOTAONG.
O1rwg NN &€poupe 1o deuTepO layer gival KaTeIAnuUéVo attd Ta avTikeiyeva Bullet
kal Monster. Ta emAéyoupe pe dei KAIK kal Shift kal Ta peTa@époupe oto Layer 6.
AvTioToIixa hHETaQEPOUNE aTTd TO TTPWTO layer To MonsterSpawn oTo 8eUTEPO. 2TO
id10 layer TrpooBEéToupe pe Shift+A €va akdun Empty, T0 OTT0i0 JETOVOPALOUUE ATTO
TNV KapTEAa Materials oe SpawnCore. 21n ouvéxela Ba eIAEEOUE TO
MonsterSpawn kai pe Shift+degi KAk To SpawnCore kal yg¢ CTRL+P 6a ta kadvoupe
Parent. >tov Logic Editor Tou SpawnCore 6a mpocB£ooupe Ta €EAG:

e Add Sensor - Always

e Add Controller > Or

e Add Actuator - Motion — 2710 TTedio Rot oToV Z axis BEToupEe TNV TIUA
0,3. Me autr] Tn diadikaoia kavouue To MonsterSpawn va
TTEPIOTPEPETAI KUKAIKA YUPW OTTO TOV TTUPAVA ONUIOUPYWVTAG VEQ
TEPATA.

e Evwvoupe Ta Bricks petagu Toug.

KaT1 TTOAU Xprio1uo yia 1o TraixVvidl gag 8a Arav n duvarotnta Tou
SpawnCore(dnAadr Tou Empty TToU €ival 0 TTUPAVAG I TNV AVOTTOpaywyn
exBpwv) va kaBopidel To TTOTE Ba avatrapdyovTtal véol exBpoi. MExpl Twpa Tn
duvatoéTnTa auTr €ixaue B€0el 0TO avTiKEiyevo MonsterSpawn pe Tov
aicbnmpa(Logic Brick-Sensor) Delay. EmA£yovTag To avTikeipevo MonsterSpawn
TTPOOBETW TA EENG:

e Add Sensor - Delay - @¢toupe 180 oTo 1redio delay Kal TOeEkGpouuE
10 Repeat.

e Add Controller > Or

e Add Actuator > Message — Ze auTr) Tn TTePITITwWON Ba oTeiloupe Eva
MAVupa oto MonsterSpawn woTe étav To AapBavel va dnuioupyei véa
Monster. @¢Toupe oto To - MonsterSpawn kal oTo Subject >
Spawn.

e Evwvoupe Ta Bricks petagu Toug.

MeTagpepOuaoTE OTO AVTIKEIPEVO MonsterSpawn eTTIAEYOVTAG TO KAl
dlaypdgouue Tov aiocbntrpa Delay. Z1n Béon autou TTpocBETOUNE TOV aIoONTHPa
Message kai w¢ subject TTAnkTpoAoyoupal To Spawn, woTe KABE popa TTOU DEXETAI
auTd TO HAVUPA va OTEAVEI €vav TTaAPO oTov Actuator-Edit Object kal va TTpooBETel
éva Monster.
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To oToIxEio TTOU AgiTrel auTr) TN OTIYMA OTTO TO TTAIXVidI €ival N Tuxaia
avaTTapaywyr] oTov TEPATWV. Av Kal dNPIOUPYOUVTal CUVEXWG CUUPWVA PE TOV
PUBUO TTOU opicaue, dev TTAUEI VA KATAPOAVOUV UE IO OUYKEKPIPEVN OEIPa Kal dpa
va KaB1oTd mn dladikacia apkeTd TTPORAEWIUN. a Tnv Tuxaia dnuioupyia Monster
Ba KAvoue TIG ENG AAANaYEG:

e EmA&youpe T0 MonsterSpawn kai ye Shift+D 10 avTiypdgouue 4
QOPEC WOTE VA TOTTOBETNBEI OTIC 4 YWwViES TNG OKNVAG MOG.

Top Rersp

(1) SpawnCore

Figure 66 : 3.6.1 Aiaragn MonsterSpawn ka1 SpawnCore

EmAéyoupe Tov SpawnCore kal arroouvdéoupe Tov Actuator-Message atréd
Tov Controller-Or. Agv Tov diaypd@oupe aAAG TOV A@AVOUE YIa VO TOV
ETTAVOOUVOECOUE OTN ouvéxela. 2Tn Béon Tou Ba TTpooBEooupe Tov Actuator-
Random. Qg seed B8¢toupe Tnv TIPA 1, woTE aTTO €KEN va EEKIVAEL N Tuxaia
yevvATpla. 210 TTedio Property Ba mpétrel va BaAouue pia yetaBAnTr) Tou Ba
Kpatdel Tnv TiuA Tou Ba TrapayeTal. ApXIk& oTo apioTePd uevou Properties
emAéyoupe Add Game Property kai TTpooBéToupe TV ueTaBAnTr rand Tnv oTroia
METATPETTOUNE O€ Integer.

Figure 67 : 3.6.2 Property rand
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21ov Random Actuator TrpoaBétoupe Tn METARANTA rand Kal JETATPETTOUME
TNV Distribution Value o€ Integer Uniform. H diakUupavon Twv Tipwy B€Aoupe va
gival yeTagu 1-4, apou T6oa MonsterSpawn £xouue OToV XWPO, dpa aTo 1edio min
TTPOCOETOUNE TNV TIPA 1 KAl OTO Max Tnv TIuA 4.

e Evwvoupe pe Tov Controller Or.

o [lpooBnrkn Teoodpwv Property Sensor. MNedio Property - rand, MNedio
Value—>1,2,3,4 ue Tn ocIpd, wWoTe KABE Qopd TToU ETTIAEYETAI TUXAIA
évag apIBuog, va evepyoTToloupe Tov KATAAANAO MonsterSpawn.

e [IpooBrikn Tecodpwyv Or Controller.

o [lpooBnrkn Tecodpwv Message Actuator. Nedio Subject-> Spawn ,
Medio To> MonsterSpawn, MonsterSpawn.001, MonsterSpawn.002,
MonsterSpawn.003 avTtioToixa.

Figure 68 : 3.6.3 Matid ota Logic Bricks Tou SpawnCore
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3.7 TEPMATIZMOZ TOY TURRET

2TNV TEPITITWON TTOU KATTOIO aTTd Ta Monster TACElI TO KAVOVI JAG XWPig
va TTUpoBoAnBei TOTE TO BEUTEPO TTPETTEI VA TEPUATIOEI KAI O TTAIKTNG va xdoel. Na
va dWOoOoUNE KATTola dIApKeIa aTo TTaixVvidl, o TTaikTng Ba £xel 3 eukaipieg(health
points-hp). Av 3 Monster akouptricouv 1o Turret 161 Kal povo T10TE Ba
eCapavietal. MeTapepOUaoTe OTO TTPWTO layer Kal e Oegi KAIK ETTIAEYOUUE TO
kavovl. Ztov Logic Editor 8a cuppouv o1 €\ aAAayEg:

e Add Sensor - Collision — Z10 11€di0 Property mAnKTpoAoyouUue
Monster, WoTe KABE QOPA TTOU CUYKPOUETAI PE £V VA OTEAVEI TTAAUO
oTov Actuator.

e Add Controller-> Or

e Add Actuator-> Edit Object-> End Object

Tautdxpova ue 1o Turret Ba gival KAAS va TepATICEl Kal N OQaipa PE TNV
OTTOia OUYKpOoUOTNKE. MeTagepduaaTe aTo layer 6 Kail ETTIAEyoulE TOV KUBO. ZToV
Logic Editor TrpooBéToUuE:

e Add Sensor - Collision — Z10 11€di0 Property mAnkTpoAoyouue
Turret. ETreidr) akdun dev uttdpxEl hia TETola 1I816TNTA, {avayupvAaue
OTO TTPWTO layer Kal 0TO aVTIKEIYEVO Turret TNV TTPOCOETOUE.

e Evwvoupe pe Tov deuTepo Controller Or o oTroiog BpiokeTal AdN
ouvoedepEvog e Evav Actuator-> End Object.

O1wg ava@épape Kal TTPONYOUNEVWGS O TTUPYIOKOG Ba €xel 3 eUKAIpIES TTPIV
TepPaTioel. Oa Tou dwooupe eTTOPEVWG KATTola health points Ta otroia Ba
MEIWVOVTAI KABE @OopAa TTOU eVTOTTICETAI MIO OUYKPOUOH PE JIa o@aipa. [Na Tov
OPIoHO TOUG Ba XpelaoTei KaTtapxnv va emmAECoupe To Turret pe Oegi KAIK. ‘ETTeTa 6a
opicoupe pia véa property(Add Game Property) Tnv oTroia 6a ovopdoouue hp , Ba
MeTaTpéWoupe o€ integer kal Ba dwooupe Tnv TIPA 3. 2Tov Logic Editor Ba
atmmoouvdéooupe Tov Actuator- Edit Object atré Tov Controller kal otn 6€on Tou Ba
TpooBéooupe Tov Actuator- Property. O ouyKeKpIUuEVOG EVEPYOTTOINTAG Ba XEIPIOTEI
TNV 1816TNTa hp. ZT10 TTEdio Property mpooBéToupe 1o hp v aAAdloupe To mode
o€ Add. Z1o mredio value Bafouue Tn TiunA -1. Evovoupue pe Tov deutepo Controller.
Me autdv Tov TPOTTO Ba TTPOCTIOETAI OTNV APXIKN TIMA Tou hp 0 apIBuog -1 kKGBe
@opa TTou Ba £xouue oUyKpouaon Kal Gpa n TiuA Ba pelwveTal.
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lMNa va €XouuE TEPUATIONO TOU QVTIKEINEVOU TTPETTEI VA EAEYXOUME AV N TIUN
Twv health points yivetal 0. OmoTe TTPO0BETOUNE €va sensor — Property. ©Oétoupe
TNV PETABANTA hp oTo TTedio Property kai Tnv Tiur 0 oto 1Tedio Value. NpooBéToupue
évav akoun Controller kal evwvoupe Pe 1o dn uttdpyov Edit Object TTou
QaTTEUBUVETAI OTOV TEPUATIONO TOU QVTIKEIMEVOU

Figure 69 : 3.7.1 Properties, Logic Bricks Tou Turret

2.€ TTEPITITWON TTOU BEAOUUE Va yvwpifouue TIGC AANAYEG TNG HETABANTAG pag
TNV WPA TTOU EEKIVAUE TO TTaIXVidI, ETTIAEYyOUNE TNV 1ID16TNTA | 0TAV hp Property Kai
atro 10 hevou Game emmAéyoupe Show Debug Properties.

3.8 EXPLOSION - EKPH=H NMYPOBOAIZMOY

KaBe popd 1Tou TO Kavovl eKTOEEUE! ia ao@aipa, Ba ATav apKeT& PEAAIOTIKO
va TTPOCOECOUNE Kal hia €Kpngn oTn MUTN aKPIBWG Tou Kavoviou. Autd Ba KAvel
TOV TTUPOBOAICHO va @aiveTal aAnBIvog kail Ba gival TauToxpova Eva wpaio QE.

o =eKIVApe dIaAéyovTag éva dIaPOPETIKO OKETO layer, TTPOKEINEVOU VA unv
MTTAEEOUNE OAQ TO AVTIKEINEVA PETAEU TOUG.
e [1po0oBETW éva Kalvoupyio plane pe Shift+A.

2.€ AUTO TO ONUEIo TTPETTEI va EEKABAPIoOUPE TTWG gival XProIPo va €XOUUE ndn
MIa elkéva £KpNENG ATTOBNKEUPEVN OTOV UTTOAOYIOTH PAG, WOTE va gival £€ToIUN
TTPOoG dvolyua kal Xprnon. H eikéva autr] Ba utmropouoe va gival OTTwg N TapakAaTw

Figure 70 : 3.8.1 ZxAna 'Ekpnéng
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21NV KapTEAa Material eTMIAEyw new. Evw oTnv opIOVTIa EVOWPATWHEVN
kapTéAa Shading emAéyw Shadeless.

21NV KapTéAa Textures €mAEyw kal TTAAI new. 210 TTEdio Type pag
evllo@Epel To Image or Movie. 21NV opIfOVTIa EVOWNOTWHEVN KAPTEAQ
Image emA&yw Open Kal evToTTiCw TNV €IKOVA TNG €KPNENG TTOU €XW OTOV
UTTOAOYIOTI] JOU.

21NV opIfOvTIa £TTiIoNG KapTEAQ Mapping eTTIAEyw oTO TTEdiO
Coordinates>UV.

“uh

Material

Figure 71 : 3.8.2 NMpooBAkn texture oTo plane Tng é&kpnéng

A6 10 default Screen layout petagépopal oto UV Editing. ©a gekivijow
aTtreudeiag pe Tnv emmeEepyaaia Piag €IKOVAG wg texture.

Mataue 1o TANKTPO TAB Kal 0TnV 8e€IG 000vNn(eKei TTou BpiokeTal dnAadr) TO
lane) Tratdpe 1o TTAAKTPO U Kal €TTIAEyOUHE ATTO TO avadudpeEVO PevoU TO
unwrap.

270 aploTePd TTapABuUPo Kal KATW AKPIBWGS atrd Tnv €TTIAEYUEVN, KEVA TTPOG
TO TTAPOV ETTIPAVEIA, ETTIAEYOUUE TO TTEDIO OITTAQ 0TO New Kail EVTOTTiIOUE TO
ovopa TnG eIkovag. Mpétel va Beaiwboupe TTwg oTo TTAPdBupo Tou plane
BpiokouaoTe o€ Texture Mode.
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0 MET R " : EEETF  slenderRender 4

User Persp

Global & | )N

Figure 72 : 3.8.3 UV Editing

e —avaetravepyouaoTte oto Defaul Screen Layout. ATé Tnv kaptéAa Material
evrotriCoupe 10 TMedio Game Settings—> Alpha Bend kai emAéyoupe And.
E€agavifoupe Aoitdv 10 paupo background.

+' Backface Culling

= Morrmal

Figure 73 : 3.8.4 Game Settings

e 2Tnv ouvéxela Ba emmavaAaBoupe KAtroleg véeg kivoelg. Me Shift+D Ba
TTapoupe €va OITTAGTUTTO Tou plane kal atmAd Ba 10 kKAvoupe Rotate yupw
ammdé 10 apxIKO. EmravalapBdvoupe pe OIOQOPETIKEG KATEUBUVOEIG OOEG
QopEG BENOUPE, WOTTOU Va Bewpriooupe OTI TO ATTOTEAECUA gival pia €EKpNeEn,
n otroia @aiveral idla atrd TTavTou.

e EmAéyoupe 6Aa Ta avTikeiyeva padi kal pe Ctrl+J Ta eviovouue O€ €va KoIvo.

e 2Tnv KapTéAa Physics BéToupe Tov TUTTO TOU VEOU QVTIKEINEVOU WG Dynamic
kal Ta Collision bounds o€ Box.
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Figure 74 : 3.8.5 Join Twv planes

Miow oTo layer €va, dnAadr oTo apxIKO Pag eTTIAéyouue To Empty TTou gival
TOTTOBETNPEVO AKPIPWGS MTTPOCTA ATTO TO KAVOVI.

MpooBéToupe €va akdéun Edit Object Actuator oto Logic Panel. Z1o 1redio
Object TpooBETW TO AVTIKEIMEVO TNG €KPNENG(avaAoya Pe TO OVOUQ TTOU TO
EXw dwoel), evw oTo 1edio Time TTpocBéTw TIG Yovadeg blender katd Tig
OTT0iEC N €KpNEN Ba epavileTal. AoKINAlw SIAPOPES TIMEG.
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KE®AAAIO 4

ENIMPOZOETEXZ EMIAOINEZ TOY MAIXNIAIOY

MNa va otabei éva Traiyvidl, TTPETTEI EKTOG ATTO TN AOYIKA TOU, 0 dnuIoupyog
TOU va aoxXoAnBei Kal pe extra eMA0OYEG TTou Ba To OAOKANPWOoUV Kal 8a To Kavouv
MO EAKUCTIKO OTOV XPAOTN.

2T0 KEQAAQIO auTd Ba doUupe YEPIKA aTTd AUTA TA OTOIXEIQ, ATTAPAITNTA YIA
€Eva owaoTo TTaIXVidl JE apXn JEon Kal TEAOG.

4.1 AHMIOYPTIA AYTONOMOY MAIXNIAIOY
MeTagpepduaoTe otov User Preferences Editor.

AlaAéyoupe Tnv kKapTéAa Addons.
A6 Tnv Aiota Categories emmAéyouue 1o Game Engine.

Toekdpoupe TO KOUTAKI TTOU avTioToIXei oTo Game Engine: Save As Game Engine
Runtime.

A6 10 info Editor emA&youpe File kai éreita Export - Save as Game Engine
Runtime.

Aivoupe éva évoua oTnv EQApPPOYH MO Kal aTTOONKEUOUE.

Editing

Ik

Import:Expart
Mesh

B

Figure 75: 4.1.1 User Preferences - Addons
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4.2 AHMIOYPIIA AYNAMIKOY KEIMENOY

2¢ €va Traixvidl 6Trwg 1o Turret Defense pia KaA TOKTIKN €ival n
EVOWMATWON KeIgévou TTou agopd Ta health points, Tov xpOvo aAAG Kal TIG VIKEG
TTOU £XOUME KATAPEPEI JEXPI TNV CUYKEKPIYEVN XPOVIKN OTIVHR. ‘Exoupe AdN
KATTOIEG ATTO TIG PETARBANTEG TTOU BonBdve o€ auTh Tn dOUAEIG aTOo TTaIXVidl Hag. To
MOVO TTPORANUA gival TTwg XpelaopaoTe Keipevo Realtime. AnAadn va epgaviceTal
KaBwg To TTaIXVidl TPEXEI KAl va UTTOPEI va dIapop@wBei avaloya Pe Tnv TTopEia Tou
TTaIXVvioIou.

210 blender n diadikacia autrh dev gival TOGO aTTAr], AAAG dev XpelalovTal
TTaPd POVO PEPIKA BAMATA yia TNV UAOTTOINCN TNG. APXIKA TTPETTEI VA AVAQPEPOUE
OTI YIO TNV TOTTOBETNON KEINEVOU TTPETTEI VA XPNOIKMOTTOINCOUME JIa EIKOVA
ypaupaTtooeipdag(font image) 61w n TTAPAKATW:
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Figure 76 : 4.2.1 Font Image

Av BéAoupe va dnuioupyrooupe T OIKIA HOG YPOAUMOTOOEIPA aTTO T apXEia
Atf T0TE XpnoIuoTTOIoUNE TO TTPOYPauua ftblender.exe . To kateBdloupe atrd 10
O1adiKTUO KaI TO ATTOCUMTTIECOUME OTOV PAKEAS TOU.

To Tpoypapua autd dnuioupyei ypauuaTooelipég bitmap. Bpiokoupe Tnv
YPANUATOOEIPA TTOU BEAOUE KAl TNV AVTIYPA@OUUE NETa OTOV idI0 PAKeAO. Oa
TTaPATNPEACOUUE OTI HEoA OTOV QAKEAO BpiokovTal dUo apxeia. ‘Eva .blend kai éva
.exe. Metd tnv €mkKOAANon avoiyoupue 1o .blend pe dITTAS KAIK. Avoiyel Eva
TTapdbupo ue Evav Kwdika Python. Matdue Alt+P yia va Tpégoupe To script Kail éva
Kalvoupylo TapdBupo Ba avoigel ue TNV EIKOVA TNG YPAUPATOOEIPAG. MNMatdue F2 kal
QaTTOBNKEUOUNE TNV EIKOVA WG apxeio .tga . To F1 divel Tn AioTa e TIG EVTOAEG.

2uveXiCOUNE YupVWVTaG TTiow oTo TTaixVvidl. BpiokdpaoTe oe Camera
Perspective. AnuioupyouUpe pia véa OKNvA a1To TN YPOUMN EPYACIWV TNV KOPU®N
TOU TTPOYPANMATOC Kal TNV OVORAZouuE PE €va AAAO Gvoua waoTe va Eexwpilel atrd
TNV apxIKA. Me B ka1l GUPCIUO TOU TTOVTIKIOU ETTIAEYOUME TA TTAVTA EKTOG OTTO TO
TTapdBbupo TTou UTTOBETIKA €ival n KAPePd pag Kal Ta diaypdgouue ue Delete.
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EmA£youpe Kal TNV KAPEPQA KAl TTATAPE TOUG ouvduaopoug Alt+G, Alt+R yia
va apyIkoTroijooupe Tn B€on Kal Tov TTpocavaToAIopo. MNMatdue 1 Kal BPIOKOUAOoTE
Front Ortho kal KaTw aTtro TNV KAPEPA TOTTOBETOUNE €va VEO plane, To oTToio Ba
XPNOIMEUOEN yia TNV dIaPOpPwaon Tou Kelpévou pag. Nupvaue oe Camera Persp yia
va £XOUNE OUVOAIKA €IkOva Kal peTaBifalouacte o€ Texture Mode.

Camera Persp

(1) Camera

Figure 77 : 4.2.2 Camera Persp

ATIO TO Jevou oTa de€Id TTepvApE oTnV KapTéAa Material kol TTpooBEéToupe
éva véo. To kavoupue paupo atrod 1o Diffuse kail shadeless atrd 1o Shading.
Mepvaue otnv KapTéAa Texture kar aAAdloupe To Type o€ Image or Movie. 2Tn
OUVEXEIO aVOiyOUUE TO apxEio tga TTou atmoBnkeUoape TTPONYOUHEVWG. ZTO
Mapping aAAaloupe 1o Generated og UV.

MNa va ToTToBeTACOUNE TNV EIKOVA PE TN YpaupaTooeipd TTpétel atrd Default
layout va Trepdooupe oe UV Editing. ZiyoupgudpaoTe TAUTOXPOVA TTWG N
emAgyPEVN OoKNv €ival n kaivoupyia. MNapapévovtag o€ Texture repvape oe Edit
Mode kai pye TTatnua Tou U €mAéyouue unwrap.
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User Persp

Dash  Black White

' Draw Faces

(1) Plane

) Edit Mode o e N7 EE G + | ©[E

Figure 78 : 4.2.3 UV Editing

2T0 apIoTEPO TTAPABUPO cuvavTaue Twpa TNV emAeyuévn UV tTepioxr). Ao
TNV KATW Ypauun epyaieiwyv kal dittTAa oto koupTri OPEN avoiyoupe Tnv tga €ikova
TTOU £XOUWE EICAYEL.

Figure 79 : 4.2.4 New-> EmiAoyn gikévag

Me 10 TTANKTPO S PIKPAIVOUUE TNV ETTIAEYPEVN TTEPIOXT KOI TNV TOTTOBETOUNE
TTAvwW at1rd 70 oUPPBOAO @. KAvoupue TIG atTapaitnTeG AAAQYEG WOTE VA XWPECEI
QKPIBWG.

‘Emreira yupifoupe TTiow otnv Default oknvi pag kai pe emmAeyuévo 1o plane
eMAEYOUNE TNV aploTepr KapTéAa, Material. KatefaivovTag TTpog Ta KATW
ouvavtaue Tnv opifovtia kapTéAa Game Settings Kal BETOUpE PE TIK TO Text.
lNupiCoupe o€ Logic Editor kal TrpocBEToupe Tnv 1816TNTA TTOU Ba Ovoudooupe Text
n otroia Oa eival TUTToU Time. Q¢ TTpwTo TTapddelypa Ba eTidEoupe Evav PETPNTH.
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Av Tp€CoupE TO TTaIXVidI TO TTI0 TTIBAVO €ival 0 HETPNTAG PAG va gival
avatroda, o1roTe Ye R k&voupue TrepIoTpo@r] Tou plane kai gavadokipdloupe. Av dev
BEAoupE TO paupo QOvTo TOTE ATTo TNV KapTEAa Game Settings kal TTAAI aAAGCoupE
10 Opaque ot¢ Add.

2.€ QUTO TO ONUEIO TTPETTEI VA EVOWPATWOOUNE TNV OKNVA QUTH OTNV
KEVTPIKN. ETTOUEVWG YUPVAPE OTNV ApXIKH HAG KAl ETTIAEYOUUE TNV KAUEPQ
CameraTPS. Xeipi{opaoTe yia GAAN pia gopd Ta logic bricks.

e Sensor-> Always
e Controller > Or
e Actuator - Scene - Add Overlay Scene—> pooBrikn Tou ovopaTog

NG VEAG OKNVNG.

4.3 AHMIOYPIIA NMEPIBAAAONTOZ I'YPQ AINO TO NMAIXNIAI

To taiyvidl Ba ytropouoe va oTabei kal povo Tou aAAGlovTag TIG 1IBIOTNTEG
Tou TTEPIBAAAOVTOG aTtrd TNV KapTéAa World, TTpooBETovTag Xpwua yia ToV oupavo,
iowg éva €idog opixAng KTA. AvTi yia auTto yia TTpooBEcoUE Eva OAOKANPO PUOIKO
TOTTiO PE €vav ATTAG aAAG AgIToupyIKO TPOTTO.

21NV Rdn uttdpyxouca oknvr TTpocBéToupe ue Shift+A pia UV Sphere. Tnv
o@aipa autr) Ba TNV HEYOAWOOUNE Kal BEAOUNE PETA TNG VO UTTAPYXOUV OAQ Ta
avTIKEiPEVA | aAAIG OAOKANPN N oknvr. MNataue S Kal ETTEITA TO VOUUEPO 5 wOoTE
Va JEYOAWOEI ETTI TTEVTE QOPEG TO PEYEBOG TNG. ETTavaAauBdvoupue €wg 6Tou Ppedei
oAbkANpo 1O plane p€éoa oTn oQaipa.

Figure 80 : 4.3.1 MeyéBuvon o@aipag

Me emAeypévn Tn o@aipa emAEyw TNV KapTéAa Render oTa 6€€id Tng
086vng. Atro 1o TTedio Shading 8a petafw oe GLSL. H kivnon autr} va KAvel
eVOEXOUEVWG OAQ TA QVTIKEIMEVO BOAd, a@ou 0 WTIoNSOGS TTNPEAlETAI ATTO TN
okiaon. ETMAéyw Ta UTTOAOITTA AVTIKEIMEVA EKTOG TNG OQPAIPAG TTOU Ta TTEPIPBAAAEI
Kal aAAGCw kail TTdAI To Shading o€ Multitexture.
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Stereo Dome

Singletexture
Lights Rarmps
v Shaders v Nodes
" Shadows " Extra Textures

<" Color M anagerment

Figure 81 : 4.3.2 Kaptéha Render-> Shading

MNa tn dnuioupyia Tou TTEPIBAAAOVTOG Ba XPNOIKOTTOINOW WG texture KATTola
€IKOVa TToU Ba £xw AdN KaTeRACEl Kal atToBnkKeUoel oTOV UTTOAOYIOTH pou. MNpwTo
Briua n online avadnTnon €IKOVWY TTOU YUTTOPOUV VA TTPOCAPUOCTOUV O€ G@aipa.
NEEEIC yIa TNV ETTITUXN EUpPETT) Toug gival: sky dome, spherical map Kal GAAeG. Z€
auTo TO onueio B€Toupe TNV oknv o€ Texture Shading av dev BpiokeTal OGN Kal
Edit Mode yia Tnv eicaywyn Tng €ikovag. Aroé 1o Material tab emAéyw new kai
Kavw KAIK TnVv €mmAoyr} Shadeless .

Figure 82 : 4.3.3 Kaptéha Material
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A6 10 Texture tab emA£yw new kal wg TUTTO Image or Movie. Mg 1o Open avoiyw
TNV €IKOVA TTOU €XW ATTOONKEUOEI OTOV UTTOAOYIOTH JOU, VW OTTO TO TTEDIO
Mapping emmAéyw Coordinates—> UV. H €Ikova epg@avieTal 0TnV ECWTEPIKN
ETMPAVEIA TNG OQAiIPAG AAAG TTAPATNPOUNE TTWG Eival TOTTOBETNUEVN JE AGBOG
kareubuvon.

Material Both

Single Image

Figure 83 : 4.3.4 KapTtéAa Texture

TNV apioTepn YePIG TNG 086vng Bpiokovtal Ta Mesh Tools. @a xeipioTouue
KATTola epyaAgia yia TN owaoTr TOTToBETNON TNG €IkOvVaG. 210 TTedio UV Mapping
utTdpxel n emAoyrn Unwrap. Me 1o TTAtnua o€ auTrv ep@avi¢etal €va yevou atrd 1o
oTroio Ba etmAéCoupe Sphere Projection woTe va TTPOCAPPOOCTEI OTR 0Paipa.
Apéowg gp@avideTal £va VEO JeEVOU aKPIBWG atTd KATW OTO OTT0io aAAAG{oupE TO
mredio Direction o€ Align to Object.
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Align to Object

Figure 84 : 4.3.5 Mesh Tools pe Tnv €mAoyn TAB €vOg avTIKEINEVOU

Av TpéCoupe To TTaIXVIdI Ba TTapaTnpriooupe TTwg To background dev
@aiveTal. AvTi auTou £xoule JIa yKpi¢a 08ovn. Auto cupBaivel yiaTi Ta faces Tou
KABe kouTiou oTo Edit Mode eival puBuIouéva KOITAVE TTPOG TNV EEWTEPIKN
ETTIPAVEIA EVOG QVTIKEIUEVOU, E ATTOTEAEO A TO texture TTou TTPOCOETOUUE va gival
opatd POvo atrd TNV £EWTEPIKNA MEPIA. Byaivovtag é€w atrd Tn oaipa
METOQEPOPOOTE Kal TTAAI e tab og Edit Mode. Ztnv &€€1d pepid Tng 086vng 3d View
UTTAPXEI KAEIOTA 1 avoIxTH Jia AioTa epyaAgiwy yia Ta avTiKEigeva. Av gival KAEIOTH
TOTE TNV avoiyouue atrd To cUPPBoAo + oTo de€i TTavw PEPOG. 210 TTedio Mesh
Display emmiAéyoupe atrdé 1o Normals: To €1Kovidlo TTOU QVTIOTOIXEI OTNV ETTIAOYN
Faces. ETTavw 010 €TMIAEYUEVO QVTIKEIUEVO(OQAipA) EUPAVICOVTAI KATTOIEG UTTAE
YPOUMEG, 01 OTTOIEG UTTOONAWVOUV TIG ETTIPAVEIEG TTOU €ival OPATES ATTO TOV XPNOTN.
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User Persp

Plain Axes

¢ Size0200

=
v Faces

v Creases

(1) Sphere

) Edit Mode
Figure 85 : 4.3.6 Faces amo Tnv e§wTepIKN pePId

Mpog 10 TTapdV opartr €ival N EEWTEPIKN TTAEUPA TNG o@aipag. Na va
KAVOUNE OpaTh TNV ECWTEPIKN TTAEUPA ACXOAOUNOOTE Kal TTAAI UE TNV APICTEPN
kapTéAa Mesh Tools kai emiAéyoupe auTr Tn @opd 1o TTedio Normals: - Flip
Direction. O1 PTTAE YPAPUEG €ival OpaATEG HOVO OTTO TNV ECWTEPIKN ETTIPAVEIA. AV
TPECOUNE TO TTAIXVIOI Ba dIATTIOTWOOUNE TTWG TO TTPORANUA €XEl AUBE.

4.4 AHMIOYPI'IA OOONHZ EKKINHZHZ

MNa TNV opaAn €vragn Tou TTaiKTN OTO TTAIX VIOl HaAg, Ba XPNOIKNOTTOINCOUNE
MIa 006vn ekkivnong(Splash Screen). H 086vn auth Ba TrepiAapBavel Ta KOUUTTIA
évapéng Kai TEpPATIoPoU Tou TTaividIou, yia TRV OJaAr EKKivnon Tou TTaixVvidiou A
aKUPWON TNG EVEPYEIQG.

H 0086vn ekkivnong Ba atroTeAei pia kaivoupyla oknvA(scene) oTo Traixviodl,
apa ekivaue pe File> New. H oknvil pyag Ba cival Blender Game. H ouvdeon pe
TO TTaIXVidl pag Ba yivel oTo TeEAeUTAio 0TABIO. ApXIKA dlaypd@oupe attd Tn véa
oknvr Tov KUBOo Kal To wg. MNpooBétoupe pe Shift+A €va plane kal ge 1o TTARKTPO
S 10 peyaAwvoupue Aiyo TTpog Tov dova y Kail ETTEITa TTPoG Tov dgova X. KaAd eival
o€ auTO TO onuEio va YeTapouue pe 1o TTANKTPO 7 o€ Top Perspective View. Mg Tov
ouvouaoud Twv TTANKTPpwVY Ctrl+Alt+0 ToTTo0ETOUNE TNV KAPEPO AKPIBWG TTAVW
atrd 10 Plane kai Tautdypova £xoupe Béa péow autng. Me emAeypévn Tnv KApepa
evromifoupe TNV KapTéAa Object Data kai BéToupe Tov @akd o€ Orthographic. Mag
evola@épel To plane va xwpEoel akpIBws oTNV KAPEPA PJOG Kal va KAAUTITEI OAN TN
B¢a. Me S 1o peyaAwvoupue aTov dgova y Kail X £wg 6Tou KaAUWEI TTARPWG TNV
ETTIPAVEIQ.
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Figure 86 : 4.4.1 Cam Persp orta de§1d, Cam Ortho oTa apioTepd

H 006vn ekkivnong Ba TTpETTeEl 0€ QUTO TO ONUEio va €xel €va texture, dnAadr)
éva @OVTO OTO OTTOI0 Ba £QAPUOCTOUV Ol ETTIAOYEG YIa Tov XPrioTn. MTTopoupue
ETTOPEVWG VA €XOUPE AON KATERATEI KAl ATTOBNKEVUCEI GTOV UTTOAOYIOTH HOG MIa
€IKOVA KATAAANAN yia 1o TTaixvidl. Mepvaue o€ Texture Mode kal a1rd TNV KapTéEAQ
Texture aA\&loupe 1o Type o€ Image or Movie. ZTn CUVEXEIQ AVOiYOUNE TNV €IKOVA
TTOU aTToBNKeUoauE 0TOV UTTOAOYIOTH. 210 Mapping aAAdloupe To Generated o€
UVv.

MNa va To1mo0eTNO¢i N eiIkdva TTpETTel atrd Default layout va trepdooupe o€
UV Editing. ZIyoupeuduaoTe TAUTOXPOVA TTWG N ETTIAEYUEVN OKNVA €ival n
kaivoupyia. MNapapévovtag o€ Texture repvape oe Edit Mode kal pe TTdTnua Tou U
ETMAEYOUNE UNWrap. 210 apIoTEPO TTAPABUPO CUVAVTAUE TWPA TNV €MAEyuévn UV
TEPIOXN. ATTO TNV KATW YPAMMN epyaAgiwy Kal ditTAa oTo kouuTri OPEN avoiyoupe
TNV €IKOVA TTOU €XOUE EICAYEL.

‘ExovTtag TOTTo0ETOEl TNV €IKOVA TTOU Ba XPNOIMOTIOINCGOUNE YIa QOVTO,
MEVEI N TTPOOBNKN TOU KEIWEVOU TTOU Ba XpNOIMOTTOINOET WG KOUUTTI-TTANKTPO, YIa TN
METABOON OTO TTAIXVidI, TOV TEPUATIONO, ] TNV 086vn BonBeiag. Me Shift+A
TTPOCOETW €va avTikeipevo Text. Me TO TTANKTPO S TO MIKPAIVW KAl TO TOTTOBETW
TN MEPIA TTOU TOU appolel. Me 1o TTAAKTPO G TO avuywvouuEe oTov agova z, dI0TI
oTn ouvéxela Ba ToroBeTNBei aTrd KATW £va plane, To oTToio Ba avaAdpel Tig
O1001KATiEC AOYIKNG.

IMOAU eUKOAQ UTTOPOUUE TTAVW OTO KEIPEVO VA TTIPOCAPPOCOUNE TO DIKO pag Font.

e KapTtéha Object Data

e Font> EmAoyn TUTTOU Ypauudtwv(Regular, Bold, Italic, Bold & Italic)

e Kdavoupue KAIK oTo KouuTri Load kal dvolyua Tou apxeiou font atmd 1n AioTa,
eQOooV peTaBouue oTov pakeAo Fonts.
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Figure 87 : 4.4.2 Eicaywyr YPOUHUATOOEIPAG OTO AVTIKEIMEVO Text

MNa va aAAGEoupe To KeiPEVO Kal va TTANKTPOAOYHOOUNE auTd TNG ETTIAOYNG
Mag, Ba yetapBouue og Edit Mode kai ue Backspace 6a o3ricoupue autd mTou
UTTAPXEI VIO va TTPOCOEC0OUNE TO VEO. 2TO KEIPEVO QUTO PTTOPE va TTPOOTEDET
XpWwa atré Tnv KkapTéAa Material.

210 onueio autd Ba pe Shift+A Ba TTpooBéooupe Eva véo Plane 1o otroio Ba
xelpiceTal Tn Aoyikr diadikaoia. @a @povTiooupe va BpiokeTal KATW ATTO TO KEIPEVO,
aAAG TTAvw atrd TNV €IKOva @ovTou. ‘ETTeira Ba 10 TTPOCAPPOCOUNE OTO UEYEBOS
TOU KeIPEVOU. [Na TTpocOnKN TTEPAITEPW ETTIAOYWYV OTO YEVOU, ATTAd Ba
QavTIYPAWOUE TO KeipeVo padi e 1o plane kal Ba Ta TOTTOBETAOOUPE GE KATTOIO
GAAo onueio, evw Pe Edit Object Mode Ba TTANKTPOAOY|OOUNE TO KaIVOUPYIO
Keipevo. MNa kdBe pia atrd TG £TMAOYEG TOU UEVOU Ba BEooupe TO plane wg yovéa
TOU KEIYEVOU.

(1) Plane.002

Figure 88 : 4.4.3 Avrikeipeva Plane Triocw amré avrikeipeva Text
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MNa k&Be €va atmod Ta keipeva, Ba Ta emAEEoupE Kal oTnv KapTéAa Physics Ba
B€ooupe Tov TUTTO NO Collision, agou dev BéAoupe KaTToIa AAANAETTIOPpACH UE TO
mepIBAAAovV. AvTtiBeTa Ta plane Ba Ta Bécoupe Actors aAAd kai Invisible, agou dev
B€Aoupe va gival egpavr) KabBwg TPEXEI TO TTAIXVIOI.

4.4.1 ANIMATION MOUSE OVER

‘Eva @€ TToU Ba DIEUKOAUVEI TOV TTAIKTN €ival QUTO OTO OTTOI0 OTAV TO
TTOVTIKI TTEPVAEI TTAVW ATTO TA KOUMTTIA TWV ETTIAOYWY, auTd Ba aufoueiwvovTal. Oa
XpnoigoTtroiooupe To Animation layout, dpa Ba TTpéTTel va peTaBoOUNE 0€ auTo aTTO
10 Default TTou Bpioketal n oknvr. Me 8e€i KAIK kai Shift eTmAéyoupe kal Ta dUo
plane kai pe 10 TTAAKTPO | KAEIBWVOUE TO TpEXoV scaling. 1o frame 1 eTTopévwg
EXOUME TNV TpEXOUOA KATAOTOON.

Figure 89 : 4.4.1.1 wAAkTpo |, emAoynA Scaling

A6 10 TTapdBupo apioTepd, dnAadr To TTapdbupo Tou Animation,
METOKIVOUWE TNV TTpdaoivn utrdpa oto frame 2. EmA&youpe ¢ava Ta duo plane Kai
ME TO TTAAKTPO S Ta peyaAwvoupe. ‘Etreira pe 1o TARKTPO | KAE1dwvoue 1o scaling
yia aKOUN PIa Qopda.
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Figure 90 : 4.4.1.2 Dopesheet, keyframes

EmoTtpépoupue oTto Default Screen Layout Kal €ipaoTe £€TOIUOI VA XEIPIOTOUUE
Ta Logic Bricks. Xpnoigotroiwvtag Aoimmov Tov Logic Editor kai pe eTTIAEYUEVO TO
plane Tou Kelpgévou TTou agopd TNV €kKivnon Tou TTaixvidIiou, KAVOUE TIG EEAC
EVEPVEIEG:

e Add Sensor-> Mouse. 210 1Tedio Mouse Event diaAéyoupe atrd T AioTa 10
Mouse Over, a@ou kKaBe gopd TTou TO TTOVTiKI TTEPVAEI aTTO TTAvVW, BEAOUUE
va eKTEAEITAI TO animation TTou B€capE.

e Add Controller-> And

e Add Actuator-> Action. ETmIAéyoupe TOo animation, TOEKAPOUWE TO TTEDIO
Continue kal wg Start Frame Badoupe 170 1, evw ws End Frame 10 2. Mg
QUTOV TOV TPOTTO TO KEIPEVO Ba eKTEAEI TO pEYAAWNPA £TO1 OKPIBWGS OTTWG TO
Béoape yia autd Ta duo frame.

e Evwvoupe Sensor pe Controller kai Actuator.

e Add Controller-> Nand

e Add Actuator-> Action. ETmAéyoupe TOo animation, TOEKAPOUWE TO TTEDIO
Continue kal wg Start Frame Badoupe 10 2, evw ws End Frame 10 1. Mg
QUTOV TOV TPOTTO €KTEAEI TNV avTiBeTN Kivnorn, dnAadr) To Keipevo
ETTAVEPXETAI OTNV APXIKI TOU KATACTOON.

e Evwvoupe ToV apxIkd Sensor kal ue Tov véo Controller kal ye Tov véo
Actuator. Otav Aoimmév 1o TrovTtiki AEN Ba €ival TTavw atrd 10 KeiPeEVo, auTd
Ba eTTavEPXETAI OTO APXIKO TOU PEYEDOG.

e Add Sensor-> Mouse. 210 Mouse Event emAéyoupe 1o Left Button, agou
BéAoupe pe To KAIK TOU TTOVTIKIOU va &ekivael To Traixvidl Turret Defence.

e Add Controller-> And

e Add Actuator-> Game. Nedio Game—> Start Game From File. Medio File>
EmAoyr Tou tTaixvidiou.
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e Evwvoupe kal Toug dUo AiIoBNTAPES UE Tov Kalvoupyio Controller And kai
émreira Tov And e Tov véo EvepyotroinTr). ETTopévwg étav 1o TTOVTIKI
TTeEpvVAEl TTAVW aTTd TO KEIPEVO Kal TAUTOXPOVA YIVETE KAIK, OO QOPTWVETAI TO
TTQIXVidl.

Figure 91: 4.4.1.3 LogicBricks yia Ta avTikeipyeva Text

H diadikacia Ba etravaAn@Bei yia Ta UTTOAOITTA KOUMTTIA TOU pEVOU TRG 086vng
€KKiVNONG, TTPAYUATOTTOIWVTAG TIG KATAAANAEG aAAayEG oTov EvepyoTroinTth
Game.

MNa va gipaoTe OWG o€ BEoN va ETTIAECOUNE KATTOIO ATTO TA KOUMTTI, KATA TN
d1dpkela Tou Runtime, Ba TTpETTEl TO TTOVTIKI Va e@avifeTal aTnv 006vn
ekkivnong. MNa va 1o TeTuxouue auto Ba ypdwouue dUO YPAUMPES KWAIKA
Python oTtov Text Editor. Ztnv 6éon Tou Logic Editor emAéyw Tov Text Editor
Kal TTANKTPOAOYW:

import Rasterizer
Rasterizer.showMouse(1)

To TTovTiKI TTAé0V Ba €ival evepyd KaTd Tn SIAPKEIA TTOU N OKNV Ba TPEXEL.

Figure 92 : 4.4.1.4 Text Editor
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4.5 Export-import ANTIKEIMENA ANO AAAEZ ZKHNEX

MNa TNV e€aywyn Kal EI0aywyr) avTIKEIMEVWY OTTO dia OKNVA 0TV AAAN
uttdpxouv £tolpeg oto Blender o1 etmAoyEg Export kai Import. Otav BEAw eTTOpEVWG
VO METAQPEPW QVTIKEIMEVA ATTO TN WIG OKNVA oTNV GAAN €MAEYywW aTTd TO pevou File
TNV £TTIAOYr Export-> Wavefront (.obj). H emAoyr auti xpnoigoTrolgital yia tnv
eCaywyn aAAd Kal el0aywyr KAOUTTUAWY Kal YEWUETPIKWY OXNUATWY o€ Jopen obj.
H popon obj cival apketd yvwoTA oTn Biounxavia 3d. YTrooTnpidel Tn Bacikn
YEWMETPIa KABWGS Kal TO UANIKO TWV AVTIKEINEVWY. ETTOpEVWG T AVTIKEIMEVA TTOU
MTTOPEI Va €€Ayel PTTOPEI Va €ival:

MAéyuata: Kopugés / Mpoodweig / Akpeg / UV 's
Alaxwpiopd Baon Opadeg / Avtikeipeva

YAIKG / upég

KapTtruAeg kal ETniQaveleg

MOAIG eTmIAEEOUUE TRV €YWY TWV AVTIKEIWEVWY Ba {nTnBei éva dvoua yia To
apxeio obj TTou Ba dnuioupynBei, KABWC Kal Eva PEPOGS aTToBAKEUONG.

(R oeraue |
& New Ctrin ' ' Crl N
[® Open... ctl o Ctrl O
Shift Ctrl O en R hift ctrl O

n

Ctrl 5

Shift Ctrl 5

Ctrl Alt S
Ctrl AL U
Ctrl U

Ctrl Alt U
Ctrl U

Ctrl At O

&5 Link Ctrl Alt O
<5 Append Shift F1 y A
Shift F1

r(-i Import 2

= _ [ N
= M Collada (Default) (.dae) L= ] el R
.P!')E';::pu:urt Motion Capture (.bvh)

]=.£ External Data

;E.E External Data 5 v Graphics (.sva)

) guit ctr @
U quit Cctrl Q

Figure 93 : 4.5.1 Export —Import avTikegigyeva

2TNV OKNvr oTnVv oTtroia Ba eI0dyouuE Ta VEQ QVTIKEIMEVA Ba ETTIAEEOUUE KAl
TTGAI TO pevou File kai émmeita Import->Wavefront (.obj). ‘Etreira 6a {ntnBei va
avadnTAcouuE TO apxEio obj TTou aTToOnKeUCAWPE KAl A@OU TO ETTIAECOUNE TO
€10Qyoupe Y To KouuTTi Import OBJ. OAa Ta avTIKEiMEVA TNG TTPONYOUNEVNG OKNVIAG
, Ta otTo0ia TNEOUV TIG TTpouTToBEo¢Ig Tou format obj, Ba eiIcaxBouv oTn véa oknvn,
WOoTe va eMAECOUNE auTd TTou Ba XPNOIKOTTIOINBOoUV.
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4.6 AYNAMIKO KEIMENO ME KQAIKA PYTHON

H yAwooa Python gival pyia yAwooa TTpoypauhaTIoPoU TToU UTTOoTNPICEl
d1Gdgopa MpoypapuatioTika MNMapadeiypyara- programming paradigms.
Xapaktnpi¢etal wg d10dPATTIKY, AVTIKEIUEVOOTPEPNG, AEITOUPYIKI KAl ETTITAKTIKI)
YAWooa TTpoypappaTiopgoU uwnAou emmitrédou. Mapéxel Tn duvatdTnTa ETTAPKOUG
KAl ATTOTEAEOUATIKOU TTPOYPANHATIONOU O€ AIYOTEPES YPOAUMEG KWOAIKA ATTO OTI
MTTOPEI va aTTaITeiTal o€ AAAEG YAWOOEG TTPoypAPaTiopou. OTTwG Kal ol
TTEPIOOCOTEPEG YAWOOEG, £TOI KAl QUTH EVOWUATWVEI EEAIPETEIG, DUVAUIKO
TTPOYPOUMATIONO, SUVANIKOUG TUTTOUG BEBOUEVWY, PEBOBOUG, KAATEIG, HETARBANTEG
KTA. AlaB€Tel évav peydAo apiBud atrd katavonTég BIBAIOBNAKES yia Tnv UAOTTOINCN
TWV AEITOUPYIWV.

‘Exel avatrTuxBei wg avoixtd AoyIoPIKO JUE TN SIaXEIpIOT) TNG VA AVAKEI GTOV [N
KePOOOKOTTIKO opyaviouo Python Software Foundation. H dnuioupyia TnG Eekivnoe
10 1989 evw n ékdoon Python 2.0 kataBARBnke 1o 2000. H TeAeuTaia €kdoon Pynke
oTIg 6 AtrpiAiou 2013 kai givai n 3.3.1.

IMoAAEG AeiToupyieg Tou Blender pytropouv va uAotroinBouv pe Tnv yAwooa
Python. Oi1 Toueig Animation, Rendering, Import Export, n Anuioupyia
QVTIKEIMEVWY, OAAG Kal 0To Game Engine, ol AoyIkéG dIadIKaaieg UTTopouV va
dnuioupynBouv pe script Ta oTroia divouv O€ OPICHUEVEG TTEPITITWOEIG TTAPATTAVW
duvartoTnTeG aTov XpAoTn atrd 6T Ta standard buttons Tng oouitag Blender.lNa Tnv
aAAnAeTTidpaon ue TRV couita Ta script TTou dnuUIoupyoUlE, XPNOIUOTTOIOUV TO
evowpaTwuévo APL.

MNa va dwooupe éva TTapAdelyha Tou TTwG AsIToupyei o Kwdikag Python oTo
Blender 6a mpoypaupatiooupe éva duvauikd keipevo. ‘Eva keipevo dnAadr) mou Ba
aAAGCel KaBwg To TTPOYPANPa Ba TPEXEI, OTTWGS UAOTTOINCANE PE GAAOV TPOTTO OTO
KeQAAaio: Anuioupyia Auvauikou Kelgévou. ZTnv TePITTTwaor] Jag 6a yeTpdue Téoa
Monsters €x€l OKOTWOEI TO KAVOVI JOG.

2710 TTaIxVvidl pag £xoupe Ndn TpocBEoel pia deutepn oknvh Tnv HUD.

Main

Figure 94 : 4.6.1 EvaAAayn oKnvAg
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H oknvA autn gival utelBuvn yia Ta texts Tou £xoupe TTIAEEEI va eupaviovTal
oTo TraixVvidl. 'a 1o yéTpnua Tov OKOTWHEVWY Monster TTpooBEToUE £va VEO
Mesh—-> Text pye Tov ouvouaoud Twv TTAAKTpwYV Shift+A.

R
A ArmiE

H Lattic
A Ernpty

&
\ #
AW #

" Link
Group Instance

Figure 95 : 4.6.2 Eicaywyn avTikeiyévou Text

A6 TNV KapTéAa Object Data kal oto 1edio Font, TTpooBEéToupe TNV KATAAANAN
YPANHATOOEIPA VIO TO KEIPMEVO Pag. ATTAG TTatdue To kouuTri OPEN kai
QPOPTWVOUE TO apxeio atrd Tov @akeAo fonts.

=
i &
(R aiavr ¢ [32

il e B

. pj |

Pos 0.000

“ Thickness: 0.050 *

Figure 96 : 4.6.3 Eilcaywyn YPOUHATOOEIPAG

Me 10 TTARKTPO tab kai pe backspace ofrjvoupe 1o TPEXOV KEIPEVO Kal
TTANKTPOAOyoUuE Tov apiBud 0. Z& autd To onueio Ba dWOOUNE Pia IBIOTNTA OTO
KEipeEVO pag, agou yvwpifouue TTwg N douAeld Tou Ba eival va petpdel Kills. Apa
gival avaykn va 1o petatpéWoupe o€ Integer. MetagepduaoTe eTTONéVWG o€ Logic
Editor ka1 oTnv KapTéAa Properties mataue Add Text Game Property. AT Tnv
AioTa Twv TUTTWYV €TTIAéyoupE Integer.
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Tirmer (0} Time

& Object M

Figure 97 : 4.6.4 Integer Property

Oa TTpocbéooupe pia akoun 1016TNTA n oTToia Ba xpnoipoTToindei Kal TTe¢nynOei
oTov Kwdika Python. ETropévwg atmod 1o kouutri Add Game Property TTpooBétoupe
TNV METABANTA TTOU ovoudloupe ‘num_Kills’ kan Tng divoupue TUTTO integer.

Integer

Intege ¥

Figure 98 : 4.6.5 Property number of kills

2TnVv ouvéxela Ba aoxoAnboupe pe Tov kwdika Python.

MeTagpepopaoTe eTTOPEVWG oTov Text Editor kai emAéyoupe New, WoTE va
TTpooBEécoupe éva vEo script. To peTovopdaloupe o€ KATTOI0 cUpPBOoAIKS dvoua Pe

TNV KATAANgn .py Kal ypAPoUUE TIG €EMNC YPAUMES KWOAIKA.

Figure 99 : 4.6.6 Kwdikag Python oe Text Editor
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46.1 ENE=ZHIHZIH KQAIKA PYTHON
import bge

# Eiocaywyr Tou module bge- blender game engine.

cont = bge.logic.getCurrentController()

# e mia petaBAnT cont atroBnkevouue Tov controller o otroiog Ba puBuicoupe
oTnVv TTopeia va KaAegi To mpdypaupa python.

obj = cont.owner

# Z& mia ueTaBANnTr obj atroBnKeUouue ToVv II0KTATN TOu controller TTou KaAéoaue
TTPONYOUNEVWG. 2TNV TTEPITITWOT JaAg €ival TO text TTou TTPoCcBEcauE OTO TTaIXVidl.

scenes = bge.logic.getSceneList() # Ze yia ueTABANT scenes aToONKEUOUE TN
ANiOTQ g TIG OKNVEG TTOU £XEI TO TTAIXVidI POG.

foriin scenes:

if i.name == "Main":

main = i

# Mg Tnv eTavdAnyn for y€oa otn AioTta Twv oKNVWY, WPAXVOUlE UE Eva statement
If yia Tnv oknvi TTou Aéyetal Main | 6TTwg aAANIWG €XoUUE OVOPAOEl TN KUPIQ OKNV
MaG. XpelalduaoTe TN OKNVI AUTH YIA va JTTopoUuE va £Xoupe TTpdoacn oTo
avTIKeiuevo Monster. ZTnv TeAeuTaia ypapu O€ToupE pia HeETABANTH main Kal eKEi
Ba ammoBbnkeuoel TO script TNV oknvr WOAIG TNV EVTOTTIOEL.

my monster = main.objectslnactive['Monster']

# Anuioupyia yeTaBANTAG yia TNV ammoBrikeuon Tou avTikelyévou Monster. Ao n
oKnvr main Traipvoupe TO avevepyo QVTIKEIUEVO TTOU ovoudoape Monster
(evdexopévwg kal aAAIwg). ETreidA 1o avTikEiuevo auTd gival TOTTOBETNUEVO O€
OI1aQOPETIKO layer atrd TO TTPWTO, TO OTTOIO €ival KAl TO KUPIaPXO0, OEV ITTOPOUNE va
TO KOAéoOUNE oav OKETO object yiaTi dev Ba avayvwpIioTEl oav AVTIKEIPEVO TNG

OKNVNAG.

messageSensor = cont.sensors["MDown1"]

# MDownl €ival To évoua Tou sensor Tou text, o o1roiog Ba divel To epEBICUa OTOV
controller kai 6a KaAgiTal To TTPOYpappa. Me autr) TNV EVTOAr} KOAOUUE Kal KPOTAUE
TOoV aloONTpa autov. MapakdTw Ba eTeénynBei N XpNOIPOTATA TOU.
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def myKills():
# H AéEn-kAe1di def onuaiver definition yia Tov opioud piag function-Asiroupyiag Trou
Ba TTpoypauPaATIOTEI HETA TO GUPBOAO “ @ 7. Awoaue Eva Gvoua Kal TTPooBEcaue

KEVEG TTAPEVOETEIS APOU OeV B KAAEOOUNE KATTOIA TTAPAPETPO HEOW AUTAG. Oa
TTOPATNPACOUKE OTI 0TO CWHA TNG function OAeg o1 eVTOAEG Cekivave pe Tab. Xwpig
TO KEVO auTO Ba BewpnBei TTwg ByAkaue atrd To cwua.

if messageSensor.positive:

# Me tnv eilcaywyn pag otnv function eA€yxoupe av o aioBNTAPAG TToU KAAECAE
TIpIv gival positive. AnAadr av divel BETIKO orjpa €g6dou TTpog Tov controller. Xwpig
auToOVv ToV €AgyXO €ival TTIBAVO 0 eAeYKTAG python va KaAEiTal TTapaTTavw atro Jia
@opEG. OAeg o1 evioAég TTou akoAouBouvTal Ba Bpiokovtal ye Tab yéoa oTo cwa
Tou statement If.

kills=obj["'num Kkills"]

# Kpartdue Tn JETABANTA TTOU dnuIoupyhoape oTo avTikeipevo text ‘num_Kills’, woTe
va XpNOoIYOTToINOE WG JETPNTAS TOV OTTOI0 Ba AUEAVOUNE KATW ATTO OPICHEVEG
OUVONKEG.

kills+=1

# Augavoupe kata 1 Tov apiBud TG HeTaBANTAG(aPouU £xouue ndN emRefaiwoel OTI
060nke BeTIKO oA ATTd TOV SENSOr)

obj.text= str(kills)

#AAMNGCoupe TNV £€000, dBNAADK) TO KEIPEVO TTOU Ba QaiveTAl TOU AVTIKEINEVOU text
aTov TpEXovTa apiBud BavaTtwy. ETTeidn 1o keiyevo Tou text dExeTal povo String, Ba
yiveTal KB Qopd UETATPOTTH TOU integer.

obi["'num kills"]=kills

#21NV 1010TNTA-PETPNTH BACOUUE TN VEA TIUA META TV AUENON.
print(kills)

#EVTOAN eKTUTTWONG YIa TNV BorBeia Tou XpProTn, Ws TTPOG ToV EAEYXO TOU
atmroteAéopatog oTnv kovaoAa(Python Console). MTropei kai va TTapaAei@Bei.
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4.6.2 LOGIC EDITOR TOY ANTIKEIMENOY TEXT
‘Exovtag TeAeiwoel pue Tov KWoIKa, avayupvaue o€ Logic Editor type kai
TTpooBEéToue Ta logic bricks TTou Ba xpnoiueUoouV yia va KOAECOUUE TO Script TTou

MOAIG dnuIoUpYNOAE.

Me etmIAeyu€VO TO avTIKEiPEVO text TTpooBEToupe Tov sensor-> Message. Me
TOV OUYKEKPIPEVO aioBNnTApa Ba avalnTape Eva OUYKEKPIMEVO PURVUNA Kal OTav
evroTTiCeTal Ba evepyoTrolEiTal 0 EAEYKTAG. TO Prpvupa 1O oTT0io Ba TTpocBécoupe
oTo 1edio Subject gival: MonsterDown. AQopd To uAVUPa TTOU dNUIOUPYACANE OTO
avTIKEiuEVO Monster, yia KA0e @opda TTOU TO TTETUXAIVEI KATTOIO o@aipa(Sensor-
Collision) otn oknvr} Main.

2av EAeykTr) Ba TpooBécoupe Tov Python. @a emAéEoupe atrd Tnv AioTa
TwV script types, Tov TUTT0 Module kail 010 KEVO Ba TTANKTPOAOYCOUNE TO Ovoua
TOU script kal 8a kaAéooupe TNV function TTou opicaue y€oa o€ auTd. ZTnV
TEPITITWON pag OnAadn Ba TTAnKTpoAoyrooupe: dynamicText.myKills.

+ ¥ gel YAt ¥ Link ¥ State Controllers + ¥/ 8al " At ¥ Link Actuators ¢ Y 58l ¥ A ¢ Link ¥ State

Timer Add Sensor ' 8 Timer Add Controller * Add Actuator &

) (yion )| BN €

. | e

Module = | YA FEXLITYRIS |

Figure 100 : 4.6.2.1 KaAwvTtag to module Tou kwdika Python
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2YMMNEPAZMATA

To Game Engine Tng avoixt¢ oouitag Blender divel TTdpa TTOAAEG ETTIAOYEG
oTOV O0XedIAOTH TOU TTaIXVIOIoU. AV Kal QUOKOAO 0TV KATavonon ouvouadel
KOUMTTIA Kal ueVoU pe KWdIKa Python yia éva akpIBEoTEPO Kal KAAUTEPO
atroTéAeopa. AlaBETel DIKIG TOU pNXavr MOVO yIa auTOv TOV OKOTTO, JE EpYOAEia
XPNOIMA yIa TV dnNUIoUpPYia TTAIXVIDIWV.

MapoAa autd gival SUOKOAO OTNV EKUAONOT TOU KAl ATTAITEI OCUVEXT
€€aoknoN yia TNV TEAEIOTTOINON Kal TRV OAOKAAPWOT TWV YVWOEWV TOU OXEDIAOTH.
OcewpeiTal KATd KATTOI0V TPOTTO TTAPELNYNHEVO, apou o1 apXAaplol XPrioTes Ba
ETMAECOUV VA TTIO EUKOAO TTPOYPAUUA, XWPEIG VA KATAVOOUV TIG dUVATOTNTEG TTOU
TOUG TTPOCPEPEI TO TPEXOV. EEAANOU O TTpoypaupaTIoNOg o€ Python gival TTOAU 1110
atTAGG Kal KaTavonTog ato TIG dIAPOPES YAWOTEG TTOU XPNOILOTTOIOUV O AAAEG
MNXAVEG.

Katd mn dIGpKEIa KATAOKEUNG EVOG TTaIXVIOIOU Ba epugavioTouV TTPOoRARUaATa,
OTTWG N TTPOCWPIVH €EAQAVION AVTIKEIMEVWY, | N OUCKOAIa ‘Zzoom in’ o€ Yo oknvr,
TTOU XPEIAdovTal UTTOUOVH, EMTTEIPIO KAl €pEUVA YIa TNV €TTIAUCT TOuG. ToAU
onPavTIko gival o Xprotng Tou BGE va katavonioel Toug Agoveg X,Y,Z yia TNV
OWOTA METOKIVAON TWV QVTIKEIMEVWY TTOU ETTIBUE.

O XpAOTNG €ival UTTOXPEWMEVOGS VA ATTOBNKEUEI oUVEXWGS TN OOUAEIG TOU,
a@ou 1o Blender Bewpei TTwG gival IKAVOS va KaTavoei TToTe XpeldleTal va
QATTOBNKEVUOEI, JE ATTOTEAECUA VA YNV UTTAPXEI QVTiIOTOIXN €pWTNON ME TNV £€£000
atré Tn oovuita. H TTapdAcipn Tou Ba @épel SuoKoAia aTnv eTTavakTNoNn TNG
TTPOOOOU TTOU UTTOPEI VA ONUEIWONKE.

210 81adiKTUO 01 O€AidEC TTOU agopouv To BGE €xouv auénbei onuavTika Ta
TeAeuTaia xpovia. KabBuwg e¢eAioaeTal, ol xprioTeg avalnTave TIG YVWOEIG TTOU
MTTOPEI va TTPOCPEPEL. YTTAPXOUV OUWG TTAPATTOVA YIO TRV OKOPTTIA TOTTOBETNON
TWV KEIMEVWV. AUCTUXWG AV KAl UTTAPXOUV Aiya EKTTAIDEUTIKA UAIKA, TA
TTEPICTOTEPA EivVAI OKOPTTIA 1) TTAAAIOTEPA KAl Ol VEEG EKDOOTEIG OEV ETTEENYOUVTAI
owaoTa.

Ooov agopd Tov oxediaoud o€ Blender gival KaAd va BuUPOuaoTe TTwg Eva
TTauxvidl dev atmroTeAeiTal udvo aTrd TNV KEVTPIKN oknvA. H couita divel Tn
duvatoTnTa dnuIoupyiag TTOANATTAWY OKNVWYV Kal EVWOoNG HETAEU QUTWY, YId TN
METABaoN aTrd Tn pia oTnv GAAN. Animation kal ypa@ika evwvovTal he 1o BGE pe
OKOTTO pIag aAnBo@avoug KaTAoKEUNG.

Quoikd n dnuioupyia evoag TraixvidioU dev TEAEIWVEI €0W, AAAG a@AVETaI
aTnv @avrtaaia Tou KaBe oxediaoTr|, To KAEISi yia TO EEDITTAWUA TwV dUVATOTATWY
TNG OOUITAG YE OTOXO £va TTOAUCUVOETO Kail EvOIAPEPOV ATTOTEAET Q.
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EMIAOIOz

H oouita ypagikwyv Blender £xel TTAéov £dpaiwBei oToV XWPO TNG
dnuIoupyia ypagikwy, atro To atrAd animation wg Tn OUVOETN KATAOKEUN
TTaxvidiou. O1 XpAOTES TOUu augdvovTal Xpovo e To XpoOvo Kal TToAAoi dlakpivovTal
OTIG IKAVOTNTEG TOUG OTA YPOPIKA JECW TOU TTPOYPAMMATOS auTou. ATTOdeIEn auTou
TO yVwOoTO animation “Big Buck Bunny” aAAd kai Ta Traiyvidia “Yo Frankie” kai
“Super BlenderGalaxy”. Xp€ldoTnKav OPAdES TTPOYPAUUOTIOTWY o€ Blender yia tnv
KATOOKEUN TOUG Kal TO ATTOTEAECHA AEICE TOV KOTTO.

——

Figure 101 : Big Buck Bunny — Yo Frankie

‘Eva TTOAU onuavTIKO £pyo gival n TETAPTN TAIVIA JIKPOU PAKOUG aTTo
oxedlaoTég 3D ypagikwy o€ Blender, mou Aéyetal “Tears of Steel” , éva TTOAU KaAO
Tapddeyua Twyv duvaToThTwy oxediaong o€ Blender kal evOwPATWONG TOUG O€
Tanvia.

Figure 102 : Tears of Steel
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O1 ekddoeig Tou Blender yivovral OAO Kal KAOAUTEPEG, ApoU dev BEATILWVOUV
atTAG Ta UTTAPYOVTA £PYOAEia, AAAG TTPOCBETOUV Kal KAIVOUPYIEG TTPOODEUTIKEG
AeIToupyieg TTou TTPOBAETTETAI TTWG Ba TPpARREouV OAO Kal TTEPIOCOTEPO KOOUO OTOV
OXEQIAOUO YPAPIKWV.

H teAeuTtaia €kdoon Tou Blender(2.67) divel TTAéov Tnv duvatotnTa
onuioupyiag 2D ypagikwv o€ TrepIBaAAov 3D yia Tnv KaTaokeur cartoon. ‘Exel
ATTOdWOEl hIa VEQ pnxavr) ue ovoua Freestyle yia mn dnuioupyia atrAwy YpaPPwy.
‘Exel BeATILOOEI TNV Kivnon TNG KAPEPAGS BACN TOU QVTIKEIMEVOU, O€ TTIO YPHyopa Kal
akpIBn. Ta epyaAcia XpwuaTIOPOU AVTIKEIMEVWY EUTTAOUTIOTNKAV KABWS
TpooTédnkav véeg Rendering duvatdtnteg. Ma 1o TTI0 vOIOQEPOV Kal duvaTo
OonuEio TNG Kavoupylag autng €Kdoong gival N TTPooBRKn EpyaAciwy yia Tov
OXEOIOOUO AVTIKEINEVWYV TTOU PITTOPOUV VA EKTUTTWOOUV 0€ 3D EKTUTTWTEG.

A Blender 2.67

Figure 103 : 2.67 Blender

2av Kaivoupylog xproTng Tou Blender, kal Kupiwg TNG NXAVAG TTaIXVIOIWV
Bewpw TTWG gival Eva TTOAU duvaTd epyaleio TTou Ba e¢eAixOei o akdun KAAUTEPO
Kal Ba Kepdioel TOV KOOHO. YTTAPXOUV OPWG akOUn onueia TTou XpeiagovTal
TTpoooxN Kal d10pOwan Kal giyoupa €va aTTd auTd ival N oUVBETN Kal TTOAUTTAOKN
oopr Tou. Ta dIAPOopPa KOUUTTIA KAl JEVOU UTTOPOUV TTOAU EUKOAQ va UTTEPOEYWOUV
TOov O0XeOI00TA KAl MIA TTIPOCEKTIKA opadoTToinon Toug Ba ATav TTOAU XPAOIKN, €I0IKA
yla apXdaploug TTou BEAOUV va eKTTAIOEUTOUV.

‘Eva gival giyoupo TTwg n oouita Blender €xel €pBel yia va ueivel Kal va
ouvaywvioTei TTOAEG AANEG(aVOIXTES Kal Jn), iCwg Kal va TIG EETTEPATEI, aPoU KABE
¢€k®00N TNG KAAUTITEI TOMEIG, JE TOUG OTTOIoUG 0 OXedIOOTAG Ba Bpel EUKOAia OTn
OOUAEIA TOU Kal KivnTPO yia TTEPAITEPW dNUIOUPYIKH avATTTUEN Kal EKUETAAAEUON
TWV dUVATOTATWY TOU.
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Etrionuog odnyog Tou Blender :
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Tutorials for Blender:

http://www.tutorialsforblender3d.com/

Blender Cookie:

http://cgcookie.com/blender/

Materials and Textures in Blender (pdf):
http://www.cogfilms.com/tutorials/Cog s BSoD/Introduction to Materials and Pr
ocedural Textures.pdf

Sensor Pulse:

http://gameblender.wikia.com/wiki/Sensors

Channel Tutorials Goran Milovanovic:

http://www.youtube.com/user/goranmilovano

Channel Tutorials Ira Krakow:

http://www.youtube.com/user/irakrakow

WikiBook:

http://en.wikibooks.org/wiki/Blender 3D: Noob to Pro

Explosion :
http://www.youtube.com/watch?v=nlhjdpkAfmA&NR=1&feature=endscreen

Python APl Documentation:
http://www.blender.org/documentation/blender python api 2 64 release/contents
.html
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Python Scripting for the Game Engine:

http://www.cgmasters.net/free-tutorials/python-scripting/

Real-time Font:

http://bgetutorials.wordpress.com/2007/11/07/how-to-get-realtime-text-in-blender/

Usage of ftBlender:

http://www.blendenzo.com/tutFTBlender.html

Game Engines:
http://www.worldofleveldesign.com/categories/level design tutorials/recommende
d-game-enqines.php
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