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Hepirndm

Yy mapoloa gpyasia avantdydnxe éva SladpaoTixd, TEIodLIoTATO oty VIdt, VO Xou
novo maixty (single-player), yia npoownixé unohoytotd. Xenowornotinxe n unyo-
v touywidtdv Torque 1 omolo otnpileton 0TV apYLTEXTOVIXY TEAGTN-EEUTNEETNTY Xou
en€tpede AVTIXEWEVOCTRERT, oyediaon tne egopuoyhic. To mouyvidt gépet tov titho
“WaterWar” xat avixer otny xatnyopla “tpdtou npocdnou Borfc ” (FPS games), ye
ototyeia and mowyvidia nepinétetos (adventure games). O naixtne neptmhoviétar oTov
EIXOVIXO XOGUO TOU Ty VIBION Xat UdyYETAL YUPAXTAPES EAEYYOUEVOUS Amd TOV UTONOYI-
o). Tty ohoxAfpwar Tou Ty VIdlo) anatTAUNAE O OYEBLACUOS TWY AVTIXEUEVEWY Xl
TWY XTPLXOY BoP®Y TS oxXNVAC Tou Touy vidiol, 1 Snutoupyia Tou €xovixol x6oUou,
1 LOVTEAOTIOMNGY TWVY YOPUXTHPWY XAl O OYEDIAOUOS TwV axohouiWY XVoHS TOug, 1)
UAOTOMOY TWV YRAPIXOY BLICUVEECEWMY TOU ETUTEENOLY TNV ETUXOWGVIL TOU YEHoTN
PE TNV EQUPUOYT Xou 7] avdnTuEn TNng TeYVNTAS vonpoolvne. Ta tov mpoypauyatioud
™NC TEYYNTAC YONROGHVNS Y eNOWOTOUNXE 1) TEYVIXT TNG UNYOVAC TETEPACUEVWV X0
TAoTdoEWY 6Tou xdde aviixeluevo to onolo yewileta 0 LTOAOYIOTAC Zextvder Ue pla
Ay XATAOTACT Xl AVANOY A PE TIC ouViixeg petaPaiver oe xdnowa dAAT. Téhog avo-
ntoydnxe, oe Matlab, éva Bondntuixd npbdypappo ye to onolo napdyovton ulouetpixol
ydetec. Ot teheutalol yeNotLOTOLO0VTAL Yid T1) OMUIOVEYIX TV EBUPOY TV ATOGTOADY
TOU Tty VoL,



Evyaptotieg

Ou Rdeha va exppdon Tig Veppés euyapiotieg wou otny x. Awateptvn Mavid, emBAénou-
oo xadnyRteta, yioo Ty xadodnRynot g xou TN BorUela TNV EXTOVNOT TG TUPOUCIC
dimhowpatixic. Euyopiotd eniong toug xuploug xadnyntéc tng emtponic Yot 10 Ypévo
TIOU APLEELOUY XA TIC TUPATNPNOELS TOUG GYETIXY UE TNV EPYAOIAL.

Evyapiotd eniong 6houg toug xadnyntéc xan Bonloic tou tuiuatos twv Hiextpo-
vixedv Mnyovixddv xar Mnyavixay Troloyiotey, tou IToAuteyveiov Kevjtng, mou pe
evéTveuoay xot Tou PE Euaday Vo ox€QTopon cov unyovixdg, o onolog yio 6AN Tou TN
Cwr) Yo mpoonoel va Bploxetar unpootd and 1i¢ teyvoloyixég eCeiiele.

Téhog Bev yIvETOL VoL UNY EUYUPIOTACEK TOUS CUUPOITNTES LOU EXEIVOUC UE TOUG OTLO!-
0UG UOLPAOTNXA OAES TIC OXEYEIC POV, TIC CTEVIUYWELES XAl TIC YUPES, XATA TN DIdpXEL
g Srapoviig wou ota Xovid. o tnv Akxnotn hotndy, 10 Acwvida, 10 Ywthen xou To
Iévyn!

ITohuteyvelo Kprtne
Tunuo Hiextpovixdy Mnyavixdv & Mnyavixdv Troloyotody



ITepieyopeva

1 Ewaywyn 7
2 Mnyaveég HHauyvidimy 9
2.1 AvaxahOmtovtog Tov “Tpoy6” . L Lo L 9
2.2 Ti eivon pio unyov nawyvidtod (Game Engine) . .. .. ... oL L. 10
2.3 Ta Baowd pépn wlag unyovhc mawyvidlod . . . . .. 11
2.3.1  Mnyavh anédoone (Renderer) . . . . .. ... oL 12
2.3.2  duowd| pnyavh, (Physical Engine) . . . .. .. ... 12
2.3.3 [Dpdgoc oxnvic (Scene Graph) . . . . . . .. ... ... .. .. 15
2.4 OpenGL, DirectX xou v oyéon toug pe wlo wnyavy maryvidod . . . . . 15
2.5 Kputfpta emAOYNG UNYOVAS -« o v v v v e e e e 16
2.5.1 VABew ypfiong xon XOGTOG « . . ... 17
252 Yyedlaon mouyvidlob . . .. 17
2.5.3  TIepBaAhov-mAaT@OQUES . . . . . . . . .. 17
254 Ipoiotoplot UnyoavAc . - . . . . Lo 18
2.6 Mnyavéc dEIEC TPOCOYNAS - -« v v v v v 18
2.6.1 H "0exdda” TV EUTOPIUOV UNYOVOY . . . . . .. 18
2.6.2 H “Bexdda” twv eheblepwy unyovedy . . . . ..o 21
2.7 Tlod emAeyouME TEMXS . . . . . . . . L 23
3 H prnyavn mauyvidiwyv Torque 25
3.1 Boowxd yopoxXTeioTG . . . . . oo 25
3.1.1  Apyrtextovix “rehdtn-eCunnpetntd” (“client-server” architec-
ture) . ... L 25
3.1.2  Ané yeyovéta xadodnyoluevoe elopouwnthc (event-driven sim-
ulator) . . ... 26
3.1.3  Awdéorpoc xddixag oe C++ xar “TorqueScript” . . . . . . . 27
3.1.4 XOotnua anédoone (3D Rendering) . . . . .. ..o 28
3.1.5 Evoopoatwuéva epyareia enelepyaoiog . . . . . . L L. 29
3.2 ToOmovapyelwy . . . . ..o 30
3.3 H yhdooa cevaplwv “TorqueScript” . . . . . . ... ... 30
3.3.1  Mn evatodnoia oe tinoue dedopévwy (type insensitive) . . . . 31
3.3.2  Mn evaodnoia oe nelolc xou xegahaiovs yapaxthpes (case in-
sensitive) . . ... 31
3.3.3  Metafiintéc xat eyPédeta (scope) . . .. ... 32
3.3.4 XupBolooepée (strings) . . . . ... 32

ITohuteyvelo Kerine
Turuo Hiextpovixdy Mryovixdv & Mnyavixddv Trohoyiotohy



3.3.5  llivaxeg (arrays) . . . . .. .. ... 33
3.3.6  Awwvbopata (vectors) . . ... Lo 33
3.3.7 Khdoewg xar avuixeipevar . . ... oo Lo 33
3.3.8 Datablocks . . ... ... ... oo 37
3.3.9 Xuvopthoeg xaw uédodor . . ..o 38
3.4 Xuvodllovtag . ... 39
4 Xyedlaorn %ol 0pYAVEWOY TOU TALYVLOLOU 41
4.1 Xyedlaon tou mouywvidos “Water War” . . . . . ..o 41
4.1.1  30vToun mEPWYQUPH . . . . .. 41
412 Xevdplo . ... 41
4.1.3 Edog maywidtoh . . . ... 42
414 Emppoéc . . . ... 42
4.1.5 TNatodpuo TouywdO0 . . . . . . 42
41.6 llepBdhhov mouyvidiol . . . ..o 42
417 Pofmouywdob . . . . ..o 42
4.1.8 Boowég ovtdtnTeg Tou mouyvidlol ... ... 43
4.1.9  Zuviiun TEQUATIONOD . . . . . ... 45
4110 Xetplowdc . . . ... 45
4.2 Opydvoon apyelwv . . . . . .o 45
421 “®dxehoc pila” (Root Directory) . . . ... .. .. ... ... 46
4.2.2 To Boaoixd apyeio “main.cs” (the root main module) . . . . . 46
4.2.3 ®dxehoc “common” . . . ... 47
4.2.4 ®dxchoc “control” . . . ... 48
43 Zuvodllovtog . . . ... 49
5 Anuovpyic OVIOTATOY TOU TALYVIBLOU 51
5.1 Tpwbdotata poviéha (3D models) . . . . . ... ... 51
5.2 Teyvixéc oyedlaonc TpIoBIACTATWY WOVTIEAWY . . . . . . . . . . . . .. 52
5.2.1 Me Baowd oyfpata (Shape Primitives) . . . . . .. . ... .. 53

5.2.2  Me otadaxy dSnuovpyia tohuy®dvwy (Incremental Polygon Con-
struction) . . ... L. 54

5.2.3  Me xatd dZova 1 avdaipetn €€aywy?” (Axial/Arbitrary Extru-
sion) ... 54
5.2.4  TuvOvoouog TV TOQUTAVE XL GANES TEYVIXES . . . . . . . . . 54
5.3 Yoéc (Textures) . . . . .. ... ... 54
54 Taepyohelo . . . . . . 56
5.5  AnuoupY®OVTOC €vay YopoXTARA . . . .. .o 57
5.5.1 Movtehomolnon . . . ... o7
5.5.2 Anuovpylavpody . ..o 58
5.5.3 Tpoodfun xivnone (Animation) . . . . .. ... ... ... .. 59
5.6 Edagog . . ... 59
5.6.1 TYdopetpol ydpteg . . . .. Lo 60
5.6.2  Anuovpyia edagpndy ye ypHon VPOUETOIXGY YUpTOY . . . . . . . 60

5.6.3  Xyedlaon vpouetpxol ydptn pe nedypoppa enelepyaciog emxdvag 61
5.6.4 Yyedlaon uouetpixol ydptn ye tny epapuoyy) “TerrainGener-
ator” ... 62

ITohuteyveto Kprtne
Tunuo Hiextpovixwy Mnyavixdv & Mnyoavixdv Tnoloyotody



5.6.5 IHoapaywyh twv “ter” apyelwv . . . . ... ...
5.6.6 Egapuoyh vpwyv (textures) yio to €dagos . . . . .. ... L.

5.7 HMOC . . e
5.8 Ovpavoe . . . .
5.9 Kufpta . . . .

5.10 Xuvodtlovtag . . .. Lo

6 YAlormoinomn Tou mayVISLOD
6.1 Opata OIXTOMONG - . . . . .
6.1.1  Anwovpyio touv e€umnpetnTh . . . oL
6.1.2 X0vdeon mENAT-EUMNEETNTH . . . . . . ...
6.1.3 KatéBaoya g anoctorfig otov teEAAT . . . ... L. L.
6.2 ID'pagixéc Awouvdéoerc Xptotn (GUIs) . ... .. ... ... ...
6.2.1  O¥6veg etoaywyng xat Bacixd yevol . . . . oL L
6.2.2 Head-up Display (HUD) . . . . .. ... ... ... ......
6.2.3 H odévn pnvogdtey Tou HUD . . . .00 0000000
6.2.4  O06vn Stohdyou . . . ..o
6.2.5 TIVEDo . . . . . . L
6.2.6 Blood Splash Screen . . . . .. ... ... ... ........
6.2.7  O¥6vec ahhnhenidpaong e umokoyoT] . . ... L.
6.3 Zootnua xataypaprc (Inventory System) . . . ... ...
6.4 Teyvntq Nongootvy (Artificial Intelligence - AI) . . . ... ... ..
6.4.1  Mmnyavy Ilencpaoyévoy Kataotdoswy . . . . . . . .. . .. ..
6.42 Evépyeiectwvbots . . ... o
6.5 XuvoPtlovtag . . .. ...

7 Game Over
7.1 XYuvorntwxd to WaterWar . . . . . . .. ..
7.2 Aoxiud Tou TouywBo0 ...
7.3 Mehhovtixéc mpoexTdoelg Xou PEATIOOEIS - . .« o o o o L
74 Enlhoyoc. . . . .

A’ Ilpoypappationds o Matlab tou “TerrainGenerator”

ITohuteyvelo Kerine
Tunuo Hiextpovixdy Mryoavixdv & Mnyavixddv Trohoyiotohy

66
67
68
70
70
72

73
73
73
74
75
84
85
86
88
94
95
99

100
101
104
105
107
111

112
112
113
114
114

116



ITohuteyvelo Kprtne
Tunuo Hiextpovixwy Mnyavixdv & Mnyoavixdv Tnoloyotody



Kegdhato 1 7

Kegpdiowo 1

Eiwcaywyn

Ta nhextpovind mony vidia oruepa anéyouvy ToAD and TNy EOVA ToU EYEL oynuotioet YU
autd o péoog avipwroc. llpdxeitoaw mAéov yio wat ohoxhnpwuévy Prounyavia 1 onola
oUVAYWVILETUL OF EIOTRAEELS XU OE ONUOTIXOTNTA TIS Brounyavieg xvnuatoypdpou xou
pouowxhc. Ilpdxerton yia o Brounyavia ue Tpolnoloyiouols avanTugng moryvidLdY Tou
PTAVOUY T EXUTO EXUTOUUOEIA DORGPLOL Xt PE TEYVOAOYIa TOU Efval txov| Vo Topdyel
améPAVTOUG Xl IAANAETIOPAGTIXOUE TELOOLIOTATOUS XOOUOUG.

Axdyo xar tnyv neplodo autt|, 6mou 1 otxovouxt| xpion paotilel ohdxhneo Tov Tho-
VATY, 7 Prounyavia Twv Bivteonayvididy tpoywed pe otadepd avodixr mopeio xot xa-
Tapépvel va eyel x€pdn pexdp. To mapddolo autd QauvOUEvVO OQEiAETal 0TO YEYOVOS
6t oe avtideon ye Ty undhotny Bropmyavio Aoyiouixod, 1 Bropnyovio frvteomouy vidtdy
Yewpeiton Brounyavia Puyaywyiag! To nhextpovind mouyvidia anotehodyv ofjuepa péco
Quyayoylag yio Oheg Tic nhixieg xat 1Y 500 POAWY, e oYEDOY ohoxhnpwTixy dieioduoT,
OTO VEAVIXO XOWO XAl TEPAOTIA ATAYNOT OTOUS EVANLXES.

'Epeuvec oe Evpdny (ISFE-Interactive Software Federation of Europe) xon HITA
(ESA-Entertainment Software Association) avoatpénouy nohhd otepedTuUnd OYETIXE UE
Tov maix Ty Brvteonaryviduwy. To np®to otepedTuno mou dlaeldetar eivon 6Tl 0 TaUXTNG
Brteonouyvidiwy ebvan dvdpag veapnc miudoc. ‘Okeg ol nhixieg xou twv 800 QLAWY
Toouy mawyvidla, o8 OAEC TIC TAATPOPUES TouyVIBIGY. PuOIXd UTdPYOUY TPOTIUNOELS
AVAAOYO UE TO QOAO Xou TNV NALXiaL.

ITépa duwe and 1 Puyaywywe] tou undoTaoT, Eva NAEXTEOVIXG Ty VIdL eivon xou
éva mpoidy teyvoloyiog. Anoutel eZEIBIXEVPEVES YVIGELS TEOY RUUUATIOUOU X0 XohY) X0t
TAVONON TNG APYITEXTOVIXAC TNG TAATQPOPUIS oty VidIo0 Xt Twv cUVUET®Y ahyopiluwmy
XL TEYVIXOV VAT TUENS AOYLoWIXOU.

Yug apyéc g Prognyaviog Prvteonatyvidiwy, 1 avanTtudh Tou HTov oYETIXd omAn
unéeon. Loty avdmtudr evég epmopind emtuynuévou Bivteonaryvidiol apxoboay 1
EUTVEUCT] XAl Ol TEYVIXES YVWOELS WIS QNG OUAOUS TROYQPUUUATIOTOY. XopaxThpl-
oux6 eivon to mapdderypa tou mouyvidot “Space Invaders” (Taito, 1978), to omnolo
avantOyOnxe e€ohoxhfipou and €va dtopo, o pa teplodo 12 unvov, xat €yve TepdoTia
emtuylo eBpatdvovtag Tig tamwvixég etaipleg avdmTuing BvTEomouy vididy 6Ty Toryxo-
ol oyopd.

Ta abyypova mouyvidia anotehody TAéov GUANOYIXY TpooTddeior Ulog UEYAANS Oud-
0o aTOPWY PE Blaxpttols pdhoug xat edxotntes. Ta Ty avdntugy Toug dev apxel To
Tahévio evog mpoypopuatioth. IIAéov wikdye via ouddeg avdntuéng tou anotelolvTo

ITohuteyvelo Kerine
Turuo Hiextpovixdy Mryoavixdv & Mnyavixddv Trohoyiotdy



8 Evémnta 1.0

and CEVARLOYEAPOUS, XAAMTEYVES TRIOOLAOTATWY HOVIEAWY, VYKV, GUVIETES LOVOLXNC,
TPOYPUUUATIOTEG DIETAPAY, EQYUREIWY XAl YEVIXE EWOWMOTNHTES Tou Yo GUUBIAOUY GTO
oYEdloUs Tou TaLYVLBI0Y, TN dNIouEYiol TOU TEPIEYOUEVOU TOU ol TNV aVATTUET, TOU
2O

Ot oehideg mou axolovdoly €pyovial Yol VO CUPTANEMGOOUY TO TEOYPUULUATIOTI-
%6 xoppdtt g dimhopatixic pyoaoiog ue ¥éua “3D Computer Gaming using a
Game Engine”, 6nou npaypateetal Ty avantuln evog Tplodidotatou nAEXTeovixol
Touy vidtoh Ye yenhon e unyovic tayvidiwy Torque.

To naryvidr gépet Tov titho “WaterWar” xou Bucileton otny tawvio uxpol prxoug
“World Water War”. Bpioxéuaote oc éva oyt xou 1600 poxpvd uéAhov 6mou évog
véog mayxéowog mohepog €yel Eeondoet. Xta Bavn tng agetxovixc Nrelpou €Vomheg
OUABES €YOUV XATAPEREL VO AMOXTHOOUY TO TOAUTWWOTERO TAéoV ayodd Tou TAavhTy,
yioe 10 onofo xou yiveton 0 mOAepog: €va pmouxdht vepd! H povn eknida yia nayxdopla
elpfvn etvar o Jack, €vag npwnv yiatpdg mou €yel e€ehyel oe €vay véo “John Rambo”
xat xohetton vo evionioer T Véor 6mou QuAdooEToL TO “TaxéTo”.

To mp®to %EPIAO TNC EpYUTING, OTWS QPAVIXE TAUPATAVE, TEPLEYEL TATPOPOPIES
yioo T Brounyovio avdnTuEng TV NAEXTROVIXGY Tt VIOV Xt ATOTEAEL 10Uy WYX
XEQIANO Yio TNV Epyaoia.

To debtepo xe@dhono ooy oheiton Pe TIC Wiy avéS Taty Viduny, To TAEoV anapaiTnTo Ao-
Yiopxo yioo Ty avéntudn evog Pivteononyvidiov. Ieptypdgovtar 1o untocuoTALAT TV
UNYAVOY Touy VIBIOY, Tapad€TovTon OF CUAVTIXOTERES UTO AUTES X0 AVAADETAL O AGYOQ
vt Tov onolo yenorponotfunxe 1 “Torque Game Engine” otny nopoloo Simhwpotixy.

To tpito xepdhouo €yel va xdver amoxhelotixd e ) unyavy “Torque Game En-
gine”. [iveton plo mp@tn enopy we tn wnyav) ahhd xou ) YA@ooa oevaplwy Torque.

Y10 T€TapTO XEPIANUO TEPLYPAPETIL TO Taty ViDL Tou avarntUydnxe. Tlpdxeiton yia
pdom Tne oyedioomng GTou xaToyPdPoVTOL AvahuTIXd UE YopTi xon OAGBL dho boa mpénet
VoL avamTOEEL O TPOY POUUUATIOTAS.

To méunto xepdhato etvar xodapd XUAMTEYVIXG Xt €YEL VAL XAVEL UE TNV AVATTUEN
TWV TELOOLIOTATOY LOVTEA®Y, XAl O)l LOVO, TOU ATOTEAOLY Ta BEBOUEVO TOU ToUy VIBLOU.
Y10 B0 xepdhono Eeywpller 1 avantuin tou “TerrainGenarator”, evég Bonintixod
TPOYPIUUATOS TOU amooXOTEl TNV EOXOAT Sutovpyia 80PV Yia TO Ty VIOL.

To €xto xepdhoo civor 1 avdntuln Tou xWdXa TNg epappoyhc. Exel avahbovrtan
VEPaTa OTwe 1 opyLTEXTOVIXY) “TEAITN-EEUTNEETNTH”, O TPOYPUUPATIONOS TV DIETAPWY,
TOU CUOTARATOS XUToYpa@hg OAAS ot TN TEYVIXT VOTUOGOVNG.

To €Bdouo xe@dhono elvon XATAYEAPT) TV ATOTEAECUATOY, TV TUQATNENOEWY XATH
Y AVATTUEN TOU ToUYVIBIOU XUl TV UEANOVTIXMY TPOEXTACEWY NG EQUOUOYC.

ITohuteyveto Kprtne
Tunuo Hiextpovixdy Mnyoavixdv & Mnyoavixdv Tnoloyotody



Kegdhao 2 9

Kegpdiowo 2

Mnyoveg ITowyviolwyv

Y10 xepdhato autéd Va yiver wa Yevixr moapouciaon tov gnyavey mowyvidiwy. I'ive-
TUL AVAPORY OTO WS QTACUUE VO TIC YPTOULOTOIOVUE Yiot T1) Onuioupyld TaLy VoY,
Yo TO TL Elvor gnyovh mawyvidlo, T oyEom €YEL UE TA YVWOTA OTOUS TEPIGOOTEPOUG
DirectX/OpenGL, ye now xpitipta v emhéyet xaveic xou mola eivon 1 pnyav Tou
yenoonoteltan oTny nopolo SImAwUATIXY epyaaia.

2.1 AvoaxalOntovtag Tov Tpoyo’”

To 1961 éxave tnv cupdvior} tou Tto “Spacewar’.  Anotéhece TOvV TPOTOUTO
Yt 0UTO TOU XoAOVUE OUERA NAEXTROVIXG oty vidt. O
OnIovEY6S Tou axoVel ato ovoua Steve Russel, got-
i Tou MLLT. Auté nou oxégtnxe dev ftave tinote
Ao and to va “tunvel” oty 096V anholg yapd-
xthpec ASCII, pe xatdhhnhn didtodn xon cuyvoTNnTa,
OOTE va 6ivouy TNy EVTOTWOT AVTIXEWEVWY O %ivnoT).
Abya ypovia apyotepa, To nhexTpovind mary vidla Yo
YiVouv Yvwotd oTov mEpIocdTERD XOOPO YdEY 0TV
TEOTY “TouyVidounyovh”r TEOXEITAL YioL TV XOVGOAX
“Atari” mou xataoxeudotnxe to 1972 . Ty B ypo-
Vid otV xuxAogopla diveton To oTOLBIGTEROD BElY AL O
Yyfua 2.1: To Spacewar eveé mhol oy widlol 6ty totopia, To “Pong”. To “Pong”
1péyet oe évay PDP-1 TaY TO TP®TO Tty Vidl Tou OToloU TA BIXADPATA oY O-
pdoThxay and etonpeion xovodhag xou €TONG TO TPWTO

Ty VISt mou Gptoe Pactxole ahyopliuoug Yipw and TNy xVNoT TV YRUPIXOY.
Prdvovye oty dexactioo Tou ‘80. Exel cuvavtdue 1o mo Saypovixd maryvidt Ghwyv
TV enoywv! ‘Onwg owotd pavtédate npdxetton yio to “Pac-Man”, pa 1déa tou Tohru
Iwatani eunvevouévny amd éva xouudtt mou €kewme amd Ty mitoo mou elye PmpOcTd
tou! To “Pac-Man” €yet nouytel ndvew and 10 Sioexatoupdpia Qopéc oTNY EIXOCY POV
Topeial Tou, £VK xUxAopdenoay xar cuVEYI{oUV Vo xUXAOPOPOUY BLAPOPESC EXDOTEIC TOU.
H Sexoetior tou ‘80 etvon m emoyny 6mou apyilouv va eehicoovtor ot maLyVISOUn-
Yovég ahhd xar oL niextpovixol unohoyiotés. Puoxd enoaxdhovdo xon 1 eEEMEN TwY
Ty VISLOY. Aeheaotixol xat TOADYpwUOoL TITAOL EXAVAY TNV EUPAVIOT, TOUG OE UTOAOYI-
otéc dmwe “Commodore”, “Amstrad”, “Amiga”. ECaxohoulel dpwe 1 avdntun evog
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10 Evémnta 2.2

mouyvidtol var ebvon “Enadduvny” Biadixaotio yia Toug npoypappatiotés. 1lépa and Toug
TEPIOPIooNE AOY® UAXOU, 0 xOxas (mou xon ota To amhd mary vidia HTave ToAOTAO-
x0¢) éyave T alia tou petd v éxdoon. Ot vedtepee davopée axdua xat Tou [Brou
Tou Ty VidloY, Aéyw e avdntuing Tng Teyvoloyiog, yenotuonooboay VEeg TEYVIXES
oyediaong xaL EXAVaY YpNoT ETTAEOY TOPWY.

“To vepd Suwg €yel pmet 010 avidnn” xan ota uéoa tou 1990 apyiCoupe va wAdpe
yioo wépmtn yewidd maaywidiov. To 1993 1 “id Software” diver otnv xuxhowopio To
“Doom”. Ilpdxerton yia éva mawy vidt otodud otnyv xatnyoplo twv * Hpdtou Ilpocwrou
Bolc 7 (FPS-First Person Shooting). To tpiodidotata yeapxd xou 1 duvatdrnra
dixtiwong tou NTav autd mou Leyoptoav. Io dhoug duwe dooug aoyohobvtal ohpepd
HE TNV avdmTudn Touy vididy, o Doom yapaxtnpiletar w¢ npwtonopiaxd yia évay axoud
Aovo. Ewohyaye wio véa uédodo dnproupyiac mowyvididv: tn unyovh touywidiodv (“Game
Engine”)! I'a v 16topia, 1 unyoavi tou yenotwonotidnxe fitav n Doom Engine.

Ti to enavaotatxd ouws €pepe 1 véo pédo-
doc! Ipoypoppatiotés ahhd xou YeVixd 6001 ooy o-
AoUvTay Ue Touy VIO UTOAOYLIO TRV, UTopoVGAY Vo
“newpdouv” tov muprva tou “Doom” xon va On-
WoVEYHooUY €va VEo Touy vidt pe dixd Toug Yovté-
Ao, ounvixd, pouotxt,. Ot etanpeieg dpytoay va ypd-
pouy unyavés 1 va otnellovtar oTic Ho1 undp)y ou-
OEC Yo TNV avamTuEn TwV VEOV TitAwy. Evdeixtixd
to. “Unreal Tournament”, “Tom Clancy’s Splin-
ter Cell”, “BioShock” €youv w¢ Bdong toug tnv
Unreal Engine tn¢ Epic Games.

Yrpepa 8ev voeitar avantugrn nhextpovixol mon-
YVIot00 ywelc yehon xdmotag pnyovic. Autd oe
xoplo mepintwon dev onuaiver 6TL mpénel va ypd-
Gouge TN O WoC YId VAL OMUIOVPYHOOVUE TO TpwTo pag Ty vidl. Aev ypeidleton va
“avaxahbovye xon THAL Tov Tpoyd”! XNy toTocehida
http://wiki.gamedev.net/index.php/Game_Engines undpyet uio AMota ue gnyo-
vég maryvidioy. T oty mou Eexivnoe 10 Topdy XEUEVO UTHPY Y XATAYEY PUUUEVES
napandve ond 100!

2| meatH [lan

Yyfhuo 2.2: Doom ané v id Soft-
ware

2.2 T etvon plo pnyovh touyvidiod (Game Engine)

Mnyavh mouyvidiol eivon 0 mupRvag (and TN oxomid Tou AoYLouixov)
EVOG NAEXTEOVIXOU T VIBLOV, TOL ETLTEETREL TNV EXTEAECH Tou. Ba-
OLXA TEOXELTOL YL TNV CUANOYH TUNUATLV %x®dixa (modules) touv cu-
vepydfovial yia va “Teegel” To mouwy vidt.

IToY otopatdel duwe 1 pnyavh xon tod Eexvder 1o mawyvidy; Hokhol etvan awtol mou
tautiCouv T 800 évvoleg. H umyavy eivon autd mou Aéue 1 “xopdid xou 10 Yuokd”.
Etvar autd nmou cou emtpénel va xivelc 1o yopaxtipa oou, va PAEnel, va axodg, va
oaAnhemdpde pe avuxelpeva. Ilepixhelel x@dxa xou CUVIPTACEIS Yiol Vo BIEUXONOVEL
Y avdntugn Tou maryvidiol. Ag gavtacTodue to e€Rg amhé oeviplo: el OUACTE Ulal

M yewd:1972-1977, 21 yewid:1976-1984, 3n yevid:1983-1992, 41 yewd:1987-1996, 5n yewid:1993-
2002, 67 yevid:1998-2006, 77 yevid:2004-...

ITohuteyvelo Kprtne
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(pryolpa TOU EICEQYETAL O ULl OTTNALYL X0 GUYXEVTPWVEL Yeuad vouiouata ou Peloxet.
To mouyvidt, oe authy TN mepinTwoT, etvor 1) WO€0 Y TO T TEETEL VO XAVOUUE, TL Vo
YIVEL 0pO’) CUYXEVTPWOOUYE TO VOUIGUATA, T YAUPAXTHEES UTAEYOUY GE oUTO TO OTAdL0
xS 1o 6,TL GAAO PAémoue TS DABES PWTIAS 6T OTNALYL, O YPOVOC TOU ATOPEVEL, O
HETENTAC VOUIoUAT®Y. 3T0 (D10 6EVApLO, 1 Unyavy) efval ot XpuUUEVOL EXEIVOL Unyaviouol
TOU GOV BIVOLY T7] BUVITHTNTA VA YPNOILOTOACELS TO TANXTEOAGYIO YOl VO XWVHGELS TO
YAeaxThpd, Tou EAEYYOLY OTL BV Unopeic va tepdoelg péoa and eunddia nov Peloxovion
070 8pOUo 6o, TOL OYEBLALOLY T1 OXNVT £TCL HGOTE 01 AXTIVES TOU HAIOU VoL AVTAVAXAODY
otn Mvolla dimha oTtny eloodo tng onnhdc!

KotahdBoye Aowmdy 611 pnyavi mawyvidiod xon mowyvidt dev efvor o {Blo xou o autd.
Ac Sodue duws Tpa T0 AGYO TOU 1N TEAOTY) ATOTEAE! AVATOCTAOTO Xpixo oTNY ahLGida
avanTugng evog NhexTeovixol Tatyvidlol. Anéd uévo tou éva mowyvidt Sev etvau Tinota Te-
plocdTepo and éva mpdypaupa (o eEetdixevuévne popeic BEBata), ypauuuévo ot xdmota
YAwooo npoypaupationol. Autéd onuoiver 6Tt unopolpe va “doukédioupe” mhve Tou
omwe Yo xdvope oc xdmota xowr egappoyy. 0tdc0 optopéveg and TiC epyaciec mov
mpEnetl va yivouv, da Ti¢ Eavacuvavirfioouue oe xdle andmelpa dnpovpyiag evog vEou
mouyvidtol. [ mopdderypa Yo avoryxaoTolue Vo ouuTEptAdBoute xmdxa oYeTiX6 Ue Bo-
oxég Aeltovpyleg Tou AELTOURYIXOU cUCTALATOS 1 x(OdLxa Tov Yo VAomolel Eva LovTELO
“rehdtnreunneetnty” xou Yo emtpéner T dwtdwon tou. [l vo mpoypappatilouvue
To B mpdrypoata o xale véa oelpd tou titAou pog! Auté eivon xon o peydAo mhe-
OVEXTNPO TNG oVATTUENG oy DY Ue T Bordeior unyovic.  Xuyxevipwvouue Oha
TO X0V, AEITOLEYIXE OTOLYEI TWV ToUy VISV Hag, To “Ypd@Qouue” Wwia Qopd xoi To
“uplPoupe” o éva padpo, v to mouyvidt, xoutl. Ouwg eioou onuavtind Jewpelta
xot 0 Topaxdtw. Ol TEPIOCOTEPES UNYAVES ETUTRENOUY OTOL TOUY VI VAl EXTEAEGTOVY
oe omowdRnote mhatgdpual Me tov dpo mhatgopua €vvoolye eite xdmoi xovodha
(m.x. XBox) eite tpoowmuxods UTONOYIOTES X0t XOTd ENEXTAON €va and To YVWOTd
hertovpyixd ouothpata (MS Windows, Linux, Mac OS X).

Koupde va “ouppalédoupe”™ 6ho Tor Topamdve, xot Vo XpoTHCOUUE OTL:
ploe Mryoavy IHouyvisiol eival n opydvworn xmoixad TOU ENLTEEREL TO
OO WELOUO TWV YEVIXW®Y AELTOURYLOV EVOG Ty VidloL, amd Tig mo
e€eldixeLEVES AstToupyieg Tou. Trucpa ol YeYAAeC eTalpeieg TOU YWEOL YET-
owonololy T1 Buxr) Toug unyovy, Ty omoio ot €youv avanTOZEl oTadlxXd Xxat Ao
€) 0LV EVTOTIGEL Ta BACIXS YVLPIoPATA TWV EQuUERoY®Y Toug. MdMota tohkég and au-
TEC €Y OLY XUTOYUPWOEL TAL BIXOULMUATY TOUS TV GTOV XWX, €Tat (dote oot Yéhouy
VO YPNOILOTOCOUY T1) Uy avy) Vo TpEnel va xataPdhouvy xdnolo avtitipo. (l¢ mopd-
derypo avagépouue v “Epic Games”, 6nou xootohoyel v “Unreal Engine 2”7 oto
TOG6 TWV TEIAXOCIWY TEVAVTA YIAIdOwY dolaplwv! And tnv dAAn undpyouv unyavég
“‘avoty ol xwdxa”. O xwdxag toug elvon diadéaipog oto dradixtuo xou 0 xadévag etvat
ehetlepog VoL TOV TPOCUPUOOEL TG AVAYXES TOU, Ywplc xavéva x66Tog.

2.3 Ta Baowxd péen plag unyavig oy vioLov
Mia tumixd| unyovh anoteheiton and Tplo TWALOTA, Teld UTOCUGTAUAT: TN “NY VY] o~

n6doonc” (“Renderer”), tn “puoix? wnyovR” (“Physical Engine”) xo o “ypdepo
oxnvnis” (“Scene Graph”).

ITohuteyvelo Kerine
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2.3.1 Mnyavy anddoong (Renderer)

H pnyovh anddoong sivon exesivny 6nou urnoroyilel nwg supavileton
7 XNV OTOV TolXTY/TARATNENTH XU TWS 7] andpaitnTn TAneogoplia
Yio aUTO ATOINAEVETAL GTN UVAUT.

[ va yiver xatavontég o oplouds, ag @épou-
WE OTO HUUAG UAC TO TO AmMAO TPIODIAOTATO UO-
viého, Tov x0Po. O xfoc anoteheiton and oxtod
onueio (vertices), éva oe xdle pla and tic oxtd
ywvieg tou. Ta onpelo evovovta, avd dbo, ue
euleiec ypappée (edges) xar oynuatilovton €&t e-
mpdveee (surfaces). Kdde empdvera Sroupeiton o€
800 mohdywva (o€ BVo Tplywva yior TNV axpifeta).
Emniéov urnopel o x0Pog va €yet tn pio Tou emt-
@aveta “Oropavy” 1 var €yel xdmola GUYREXELUEVT,
VR (texture). ‘Ola ta nopandve xotaypdpoyv-
Ton xou omoUnxeboviar and TN uny vy anédoong.
Xenotonoldvtag Ty TANeoQopio quTH Xl UE T1)
Borleta tne xdpTag Yeapxdy, 6nng Yo dolye ma-
PaxXdTw, To €V AOYW LToCcUCTNHUA Onuiovpyel To-
Moywva (BN, oyfpo 2.3) xou oyedidler tehixd to
TEIodLdoTaATo Yovtéro Tou xhBou.

Me tov B0 tpémo oynuotiCoviar Oha Ta
HovTéda TN oxnvic. LT oLVEYE N UMYV ambdoong %AvEL UTOAOYLIoHOUS Yid TO
YOS TOL OLOYEETAL TAVL TOUG, YLl TO AV UTIQYOLY UVTUVUXAACELS OTIC EMLPAVEIES, OF
motor avTixetpeva Yo epgaviCetor oxid xon mol, ue Bdorn TiC QWTENVES TNYES, %ot Oho-
XANPMVEL TO TOAUBIAGTATO €pY0 TNe We TNy Swdxaoio Tne drahoyrc (culling).

Syfua 2.3: Tewoddotato povieho
oy eBLoUEVO UE Uixpd aprdud ToAu-
YOVWY

Avohoyd (Culling)

Or povtépveg xdpteg Ypagixmy eivar oyedaouéves wote va yetpllovtar xon vor egpovi-
Couv ythiddeg mohdywva To deutepdiento. ‘Ouwe yia dAo UTdpyEL XATOLOC TEPLOPLOUOG.

‘Eotw Aondv €vag Tpiodldotatoc eixovixds xOoUo anoTEAOGUEVOC and Ythiddeg
mohOywva. Ye xdnoto onueio tou Pploxetal o yopaxtieas “TEOTOL TEOCWTOL” ToU
xetptlouaote xon mapatnpel Tpog pia xatebduvon. Xtny xatedvuvern auth undpyouy
novtéha (dnhadh toddywva) mou eivon opatd ahhd xou pLoviéha tou dev goivovton (Yo
nopdderypo évag dhhog yapoxthpac mou PBeloxeta miow and xdnoo métpvo Tolyo).
Me tn dwxdixacia Tng Stahoyrg, emAEyovTon xau oyedialovian rovo
T 0PATA, YL TOV TAEATNENTH, TOALYwva!l Emtuyydvetu €tot xohbtepn
Tay Ot 070 oy vidt xon udnhée Padude xopé? (frame rate).

2.3.2 Puowh unyovy (Physical Engine)

H quowh unyavi etvon urehduvy yio TiC TEQIGOOTERES AEITOVPYIES TNG WY AVAC TTOLy Vi-
0100, Etvar o untoclotnua exeivo Tou yeplleton Tic ouYxpolaoels, 1 BixTiaY, ToV o

*TToM\ol Dewpoltv b1t évac Padude xapé xovtd ota 30 fps ebvon txavoromTinde Yio xdnoto mowyvidt.
Qotéo0 autd elvon oyetixd. TDa nopdderypa to ypapuxd touv “Call of Duty 4: Modern Warfare”
avadetxvoovtar dtay To unydvnud pog €xet T duvatdtnta vo emtdyet 60 fps.

ITohuteyvelo Kprtne
Tunuo Hiextpovixdy Mnyoavixdv & Mnyoavixdv Trnoloyotody
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HOU TO XWVOUPEVOL YRUPIXA, TN YADOCH BECUNG EVERYELMY XL TN TEYVIXT YONLOTUYY.

Aviyvevor cuyxpoloewyv (Collision Detection)

ITpdxetton yio tn Stadixacio e TNV onold EAEYYOLUE AV (HECA GTOV
®XOOUO TOU TAUYVIOLOU, 8V0 7] TMAPANAVEL AVIIXEAEVA EPYOVINUL GE &€-
oy H obyxpouon cuvendyetar xdmolou eidoug dladpaoTixdTNTUC AVTIXEWUEVWY GTO
YWEO AUTO.

"Hyoc¢ (Sound)

O 7yo¢ nailet onuavtixd pdho oTa wovtépva oy vidto piag xat ouufdiet oty dnutovpyia
™S atuoopopag ou YEREL va TeThyet o dnutovpyos. H guour unyavr) ouyxevip®yvel
xan amodnxeler fyoug xot xadopilel To avtioToryo LAIXG TOTE Vo TOUG AVATAPAYEL.

Qotéoo 1 evépyelo auth dev eivon 1600 amhry 660 axovyeton. ‘Onwe cupPaivel
XL UE TO Qe¢, 0 Nyog ennpealetar and 1o nepiBdiiov. Ertor av Héhovue va €youue
évor peahloTind oy vidL mEémeL, Yior TUpdBEY e, 1) UNy oV vor mapdryel vay auudped 1y o
Tou TpoépyeTal and To Padog evHE ox0TEVOU TOOVEA xal OGO 0 YapuxThpds TANCIALEL
Tpog TNV TNYY Tou va Yivetan mo xadapdc. Emmhéov o TETp@UATA TOU UNHEYOUY GTO
ToUVEX, Vo xdvouv Tov 1Yo va axolyeton dlapopeTixde. I tor mapamdved dhha xon yia
eVEPYEIEC OTWG 1) ouunieon ot 1 anocuunieon Twv apyelwy fyou elvar utehuvo To ev
AOY® uToCHOTNUA.

I'hdooa déoune evepyeiodv (Scripting Language)

Mio “yAodooa déoung evepyelmv” ebval xou auth pla YAOOOW TROYEOUUATIONOU OTwWS 1)
C, C++, ye ™ Baowxt| dapopd 61t dev petagedleton (not compiled). I'a to Adyo autd
TO TUALATR EVOE TTatY VIBIO0 IO €Y 0LV TEOYPUUUATIOTEL UE “YADOGA dEoUNG EVERYELWY™
evor o apYd amd To TopAdOCLOXd TUAUATO TOU €Y0UV YPUQTEL, Yiol TORIDErYUd, UE
CH++. And tny dhhn Sumwe 0 TROYPUUPATIOTAS UTopel Vo Tpontorolel éva “oevdplo”
(script) boec popée Véher ywplc v eivar avoryxacpévog va TepUéver To “UeTaQpooTh”
(compiler) vo ohoxhnpdoet 1 uetdppaoct,. Enione Vo pnopoloe v unootnpiler xdnotog
6Tt ol “yA®ooeg oevaplwy” elvon apxeTd VENXTES WIaS xo OeV YpetdleTon Vo dnAdvovto
TOTOL SedOPEVLV, Vo dpyixoTolobvToL UETABANTES 1 Vo hauPBdveton uddty 0 YOEOS o
TPENEL VO OEGUEVTEL OTN UVAUY Yiot XATOtO aVTIXEIUEVO.

Yo onpepvd oy vidia 1 yeron “YAwooohv cevaplwy” eivon oyeddy xavovag. To
“oevdpla” Y¥ENOLLOTOLOUVTUL YL VA EVOGCOUY TA SLAPORETINA TUAULLTX
RIS (ANYOVAG ETOL WOTE VA EYOVUE EVA TANPES AELTOLEYLXO ToLy VIBL.
[Mo nopddetypo pe “oevdpla” VAOTOLEITOL 0 EAEY YOS XAl 1) CUUTEQRLPORT TOU YAUpAUXTHOA, O
XPOVOS TOU amOUEVEL Yia Vo ohoxhnpwiel To Touyvidt, ot Baduol mou xepdilel o nalxTng.

Kwobupeva ypagpixd oyédia (Animations)

‘Eva tplobidotato poviého pmopel va eivar oyedtacpévo €tol wote vo uny Eeywplilel
and o mpaypatxs. 2oT6co av 1 xbvnorn Tou elvon “gTwyh”, T6TE O 1 BOVAELL 0T
oyedloaon elvor ddixog xémog!

ITohuteyvelo Kerine
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Yo oy vidior UTOAOYIOTAOVY EYOUNE BUO XATNYORIEC XIVOUUEVWY YoapLXdY: Ta " Ba-
olopéva 010 Théypa” xvolueva Ypupixd (mesh based animation) xot 1o “oxehetddn”
(skeletal animation). H mpdtn xatnyopia eivar o napadootoxdc TpOTOC XVOUUEVGDY
oyediwv. O oyediaothc xadopiler yia xdie xopé (frame) t véa Véon twv onpeiwy v
TohuYOVOY. Extéc 1o é11 1 Sodixacio auth anotel TOAD ypdvo, Ta €V AOY® YEUPIXd
dev evdeixvuvtar yio “puowd”/Loviavd” ypapd! Xe authy v nepintwon yenotuo-
TOLOVUE To “OXEAETOON” xVOLPEVA Ypapixd, 6o ot xdde wovtéro divoupe Evay aptiud
and “0614” (bnwe og évay mpaypatixd oxehetd). Kdde gopd nou uveiton éva and autd,
7N unyavy utohoyilel twe ennpedlovon T UTOAOLTL.

AwxtOwon (Networking)

Yrjuepa To TERLoGOTERA Touy Vidtar Sivouv T duvatéThTa 0t ToAAOUS YPNOTEC Vo oUVDE-
Yoy o€ xdmoto dixtuo xai va tatgouy yetadh toug. ‘Etot dev eivan Alyeg ot unyavég mou
P€pouv T amapalTNTo TEWTOXOAAA Yiot TO oxond autd (1 mhewodnola yenotwonoel ta
TCP- Transmission Control Protocol xot UDP-User Datagram Protocol). Mdhiota
ot meploobTeEPES LAoToolY To poviého “mehdtm-egunneetnty’ (Client-Server
architecture). O nehdtng xou o e&unnpetntic unopel va Bploxovto eite oto Blo
unyavnua, eite o dlaopeTnd unyaviuata cuvdedeuéva oe dixtuo. To cuyxexpluévo
wovtého emitpénet:

o TNV avaUEVOUEYY) SxTOWoY) TOAAATAGY Yenotoy (multiplayers),

o TNV avdntuln mouyvididy xou yia évo dtopo (single-player) xou yio mapondve,
(multiplayers) ywplc emnhéov npoypapuatiopd oTov xOdIxa TOL matyVidtol,

o TN OWOTH OPYAVWOTY] TWY AELTOLEYIOY TNS Unyovic (Yior Topdderypor 1 oy
nouyvidiwy Torque, g GarageGames, Swiyeipiletan otov egunneetnt To “ou-
oTaUxd” OTMWS YUPAXTAPES, OYHUATA, XoL APAVEL 0TOV TEALTN TIC SLaouVDETELS),

® TNV ANOQUYT XATOOC TUIXTNG VoL EYEL TPOGBAOY) GE XOOIXA TOU TPOTOTOLWVTAS
ToV vau xortapépet vor “xhéder”.

Teyvnth vonuoolLvn (Artificial Intelligence)

T it pnyovn mouyvidiol, o 6pog TEYVNTH VOMUOcHVY AVUQEPETLL
oTic TeEXVIXEG exeiveg mou dnpoupyoly TNy deuvdaicdnon 6Tl oL yo-
PAXTAPES oL dev YelpilovTal and Tov maixTrn €yxouvv Tnv supuic vo
neoBolyv oe xdnoieg evépyeles. Luvilwe ol TEYVIXES AUTEC TPOERYOVTOL AT
TNV EMOTAUY TN TEYYNTNC vonuoolvrg. 261600 ypnoiuonototvtar xou alydprduot and
Vewpla EAEYYOU, POUTOTIXT X ETCTHUY UTOAOYIOTMY YEVIXWG.

Auté nou mpénet va Tovicoupe eivor GTL 1) TEYYNTY VONUOOHVY TV TotywdLdY, nie-
Anuéva dev mpooeyyiler Ty avipdnivry hoyixr. Ltdyoc Twv narywidioy eivar 1 dtaoxé-
daon, OMOTE YIVOVTOL XATOLEG UTOYWENOES W Tpog TN ‘EZouolwon” tne avip®nrivng
CUUTEPLPORES ATO T QUGLXT] PN AVY).

STéyua eivor 1 GUANOYY TV ONUEIDY, TOV OXUOY X TOV ETQAVEIDY 6Tou xodopilouvy éva
ToALESPXS avTixeluevo.

ITohuteyvelo Kprtne
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2.3.3 TI'pdgoc oxnv¥ic (Scene Graph)

TMo va pmop€oel 1 ynyavy) vo oyedldoel Tplodidotata avTixelyeva Teénet va EEpel T
d1dtaln Toug aTov exovixd x6ouo. Xpewdleton NIONG Vo XpATAEL TATPOPOPIES 6TwG
AAAAYES OTNY XATACTACY TWV LOVTEAWY Xl GTOV TROCAVATOAIGHS TOUC.

O ypdyog oxnvic elvar o unyaviopds exeivog Tou TEQIEYEL TNV TOPAUTAVE TANEO-
gopia. Elvouw pio 8%y hoppn %ateLILVVOUEVOU YEAPOU TOL XPEATAEL
ToL SESOUEVA YL OAES TLE OVTOTNTES TOU ELXOVIXOU XOCWUOL, GE BOWUES
Tou xaholvTow x6uBoir (nodes). Q¢ ovidtnta evvoolye onolodRinote cuoTaTIXd
TOU oY VLOL0U UE o cUVHOUEVES To TEIOOLIOTATA O RUATOL, TOUG Y OUS Xl T GWOTAL.

Scena
Waler K
Terraln Block gui
— N—
R oo

= g

Crate
Type A :
Gaometry

Pilli
[ Transtorm Sl Plank Bl fudio |

WL afiting dia m\m

Pier

Eyhpo 2.4: Tlapdderypa Ypdpou oxnvhg

‘Otav @tdoet n otyuh) g oyedlaong n pnyavy xdvel Tpooéhacy, Tou Yedpou,
YenoonolwvTag deixTeg, yia va uetaxivniel atov enduevo npog oyedlaot xoufo xdie
popd. Exel epopudler Tic evépyeteg mou meénel var Yivouv xar otadioxd oynuoatiletar o
XOCUOG TOU Taty VIBLoU.

2.4 OpenGL, DirectX xou n oy€omn Toug pe plo unyo-
VY oy vLoLoL
Kahobue Sienagp? tpoypappaticrol epapuoy oy (Application Program-

ming Interface-API) t7n SiacUViECTY] TV TROYPAUUATICTINGDY dLadixo-

ITohuteyvelo Kerine
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OL®V TOL EVa AELTOLEYIXO cLCTNUA, BLBALOUY XN N sPapLOYY) TApEYEL
TEOXEULEVOU VA ETUTEENEL V& YIVOVIAUL MEOG AUTO UTHOELS ATO AAAX
TEOYPAUUATA Xl /h AvTAAAAYY| SESOUEVLYV.

Kdrnoec popéq évag opioude and uévog tou dnuiovpyel teplocdtepa EpwTAUATI o-
n6 autd mou mpoomnalel va e&nyfoel. Kdtl tétoio ouyfaivel xou oty nepintwon tng
dremaphic TpoypoppaTiowol epapuoy®dy (dtenagh yio cuvtopia). Mia oyetixd e tov
6po €pEuVa, OTIC XOWVOTATEC TOL DladXTHOU, avadexviel Thdog yenotdv mou {ntdve
“yelpomtaoty” epunveial

‘Eotw howndv 1 yAwooa npoypoppatiogol Java. Me tnv Java ypdgouue tov nryai-
o wac xOdwa (xadopilet toug Bacixols TOnouC BeBOYEVLY, UE TOIEC EVTIOAES XEVOLUE
enavainyn, nwe emotpépoupe win tph xAn.). Etor duwe vhonotobue pévo Poaotxée
Aertoupyieg! Tt yivetan ov ¥éhouye va dnuovpyroouvpe éva Ypapxd meplBdAloy Ue
napdiupo; Oo TEENEL XATOLN TUAUATA TOU XWOXE HOG VA APOPOLY TO AEITOLEYIXG GU-
OTNUAL, OTOTE WAGPE Yot UEYAURDTEPO WO xat ToAuTAoxoTnTa. L' autd t0 Adyo
OAEC Ol GUYYPOVES LVAOTIOIAGELS YAWGGWY YOG TUPEYOUV ETOWLO TUAUATA XOOLXA UE TT)
wopry BiBhotnxdv/epyoheiwy. T oyéon éyouv tdhpa Gho autd ye tov bpo dienagt;
H Sienag?, elvon oty oucta 0 Tp6T0¢ Ye TOV 0Tolo EMXOVOVOUPE Ue TIC PBiBAodxeg,
OnAad” ot cuvapTHoelg, ot Yédodol, To AVTIXEUEVA TOU PTOPOVUE VA XUAECOUPE WOTE
VO YPNOILOTOIOOVUE TIS BUVATOTNTES TOU oG Tapéyouy ol BiBAloUxes.

Auto axpiBwg sivar xaw Tt DirectX xow OpenGL. YUAAoyvég evro-
AV moL TaEEYoLY To WEGO exelvo UE TO omolo Wwict Ny AVY] TALYVIBLOU
(Yevixdg xdrowa egappoyn) Jo anoxthoel tpdoBacy oTNy xAeTX YEXA-
@ueav. H unyovh anddoong, péow tng Slemagnc, oTéAVEL Tig anapaitnTeg TANPOPOpleg
(Véoeic onueiwy, oUVIPTAROEC EUUELMOY XAl XVETOV YPUUUMY X.0.) 6TNY XdpTa €Tt O-
oTe 1) TEAEUTUlY Vo EEPEL UE TIOLO TPOTO VA EVEWOEL oNPEidl Yo Vo OYEDIAOEL TRLYOVIXA
Tohlywva xot Vo Teoxider 1o TeEMxd TptodLldoTaTo HoVTEAO.

Yruepa, 0TO YOPO AVATTUENG TAULYVIOIWY €YOUY EMXPATACEL OL DVO BlENAPES OV
npoavagépape. H DirectX avantidydnxe and v Microsoft xar vrootnpileton pévo
and ot AEIToUpYIXd GUOTARUTE NG ()t LWOVO TWV TPOGWTXGOY LTOAOYIGTOV OAAG Xat
TV oy vidopmnyavey Xbox xat Xbox 360). Avuiétwe n OpenGL e Silicon Graph-
ics, etvou Bloléoiun oe moAAEC BraopeTixéc mhatpodouec. Q01600 GAAEC ONUAVTIXEC
Otapopéc UeTalld twv 800 dev undpyouv. Ailer duwe va onuelwdel 6Tt eved apyixd 1)
DirectX votepolioe wg npog TN €tepr Slemagt, oTIC U€pec poac Adyw Tng ouvepyaoiog
¢ Microsoft pe etanpeieg mapaywyRc xaptdV Ypapixwy gaiveton va etvor o eEeAEiun
and v OpenGL!

2.5 Kputrpia emAOYAS UNYAVAS

H onwovpyio unyavrc mouyvidtol eivor pla mohlmhoxy dadiacto. Amoutel biaitepeg
TPOY PULUATIOTIXES IXAVOTNTES X YVOOELS, TOAD Ypdvo (wéoa otov onolo cuveyme Yo
npéner vau hopPdvovton unddiv or akhayéc o LAxS xoun Bremaés) xar eXTOC AUTOD TO
TeEMXO anoTéAEopA EVOEYETAUL VoL Uy €lvon To emtduuntd.  Axdua xai ol UEYUAVTERES
etapeleg avanTung Ty VIBIWY yeNotponololy HoT undpyouces unyaves. Onote dev Yu
TEEMEL VoL UTIAPY 0LV EVDOLUOWOL altd TOUC VEOUS GTO YOPO Yia TN yehon autody. To uévo
Yt T0 onolo Vo TEENEL Vo avnouy o0V vl 1 0woTH ETAOYT, TS unyovhic. Axolouvdoiy
To Baoixdtepa xpLtrpta Yl TV emAOY T wiog pnyoavic mawy viduoy.

ITohuteyveto Kprtne
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2.5.1 ’Adeix yprong %o x60TOG

Yty apyt Tou xegalaiou d6Unxe o 1otoywpog http://wiki.gamedev.net/index.
php/Game_Engines émou mepiéyet pla Mota pe unyoavée mouyvidiwy. Do xdlde unyovd
UTIAPY 0LV TATPOGORIES OTWE 1 YADCOU TROYPUUUIATIONOD, 1) DIETUQY| TOU YENOLUOTOLEL,
N uToaTHEIEN SXTOWOTC %o 1) GBELL YpnoTC.

Mehetovtoag tny teheutaior auth oA Yo Bpolue UnyavéS UE TO YUPAXTNEIOTIXOG
“free” ¥ “open source”. Autd onuaiver T umopel OTOOOBRTOTE VoL TIC AMOXTHOEL
Ywplc *xO60TOS, Vo YENOILOTOINCEL dUTOVCLO TOV XWOLXA 1 VoL TOV TPOTOTOINOEL MOTE
vou XahOmTeL Tig avdyxeg Tou.  Aev €yel xavévav neptopiopd.  otdoo av ke va
ax0AoUUHOEL TO TVEDUA TOU “avotyTol hoylomxol” xahd Yo elvon oL mapatneroelc Tou,
oL BEATIOOELS GTOV XWX VO XOLVOTIOLOUVTOL GTNY XOWVOTNTA TG Unyovhc!

Kdnoteg dhheg unyavéc Bpioxovia und tnv npootasio adetwyv tinouv GPL/LPGL.
Ot ddeteg aUTEC LTOYPEMYOLY T1) BNUOGIEVOY TOU XWBXA TNEG EPUPUOYHC TTOU OVOTTU-
yOnxe ye tn pnyavy. Eniong to mouyvidio tou otnpilovtoar o autéc urnopoly vo avti-
yedgpovta yweic TNy ddeta Tou dnuLoueYou.

Téhog €youue g pnyavée yia epmopixols oxonots. To x6oT1oC autdv dev etvan
otadepd xat e€aptdton and apxeTolg napdyovies. [No nopddelypa propet:

I4 7 I3 Ié /7 AN 4 e
o va etvar ehedepeg Y yprior AN 1 TpooPaoT, aToV xMOLXA Vo anantel xdmoto
avtitiyo,

® Vo €YOuV oYETXE YopnAT TiH ohAd var e€apT@OVTAL and oxplBd TEOYEUUUATA O E-
dlaong povighwy,

® Vo anattolV €Nl TAEOV YEAUATA YOl TIC EVIUEQWOELS,
o Vo ypeldleTal 1 ayopd AOEIWY Yid XAV TPOYPUUUATIOTY] UL OUAdC,

® Vo UTdpYEL GAAY T Yo UEYAAES ETALPEIEC TUPOYWYHS Toy VIBIWY ot GAAY Yia
aveZ AP TNTOUS TPOYPUUUATIOTES.

Iepioodtepeg TaVTWS TANPOQOPIES Yol TO DIXOUWUATH XAt TI UTOYPEWOEL antd TN
YeNon Woc pnyavic, UTdEYouY 6TO EXACTOTE CUUPWVATIXG abEla TOU UNOPOLYE Vo
Beolue oTig eNioNUES IOTOGEAMDBES AUTWY.

2.5.2 Xyedlaorn mouyvidiod

Ov arathioeic oe oyedlaoy mou €youde Yio To maryvidl ennpedlouy xal TnV emAoYN
™ pnyavic. Av yio mapdderypo 0téyog wag eivon €va mowyvidt pe avtoxivhta TOHTE 1)
pnyovy Yo mpénet vo utootneilel e€ouolwon xivnong oY NUATKY 1) TOVALYLOTOV VoL UTOPEL
VO EVOWUATOOEL XATOL0 OYETIXO Loviého gpuaixrc. Mnopel va $éhoupe mohhol yproteg
va taCouv avagetal toug ondte ypron tne “Torque” yio nopddetypa, Touv unootneilel
dixtOwo, anotehel ooy xivnon!

2.5.3 IlepBdirov-nAatpopues

Oa dSNUOVEYTICOVYE WLl EQUPUOYY VIO TPOCWTIXO UTOAOYLOTY 1] Yol XATOL oLy VIOOWT)-
yovr; Xny meoTn nepintwon T hertovpyixd Va €yovue; Trdpyouy unyovés yia avd-
ntuln oe Windows, Linux, PS2 xtk, cdAd xou pnyavéc aveloptrhitwe nhatpdppac (Yo
nopdderypo 1 “UnrealEngine2”).

ITohuteyvelo Kerine
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H emdoyy nepiBdhhoviog avdntuing wotdoo dev etvar 1600 €Oxohr. Kdnolog ave-
Edptntog dnuoupydg lowg oxeptel Ot évag tithog yia Linux da yvwpioer peyahitepn
Chtnon and 6t yia Windows, 6mou otnyv teheutaia Tepintworn 1 ayopd el XaTd xamoto
Teon0 “xopeotel”. Ilpoxintouy duwe dhha Yépata.

‘Oray Eextvnoe 1 napotoa epyaoio €yive wio andnelpa yia dnutovpyio moy vidiol ano-
e TIXG Yol Aettoupyixd Linux ye otdyo va xatapptpiet o pivoc twv Windows w¢ to
eMXEUTETTERPO AEITOVEYIXG Yiot TNV avdnTuEn mawyvidudy. Metd and épeuva emhéydnxe
n “Delta3D” (http://www.delta3d.org/). Ipdxerton yio pnyoavy ‘avorxtod xHoxa’”
Tou avamTOyInxe and To AYEPIXAVIXO VAUTIXG X0t YENOWOTOMINXKE apyIXd WS Uny VT
e€ouolwong. Yiuepa Pploxel epapuoy xat e GAAOUE TOUEL 6K 1) BlAoXEDACT,.

Ebvar ypaupévn oe yhwooa CH+, napdyel tpiodidotata youpixd, unootnellet -
X0 xou duxthwon xar ebvor Srodéoiun yia mhatgpdppes Linux, Windows xoaw MacOSX.
H eyxotdotoon éyve péow npoypdupatoc dayeiptone naxétov (“synaptic”). Me tov
TEOTO AUTO YETAYAOTTI(ETH O XWX XATOLIC EQUPUOYTC AN Xa GAEC Ot amopaiTy-
te¢ Bifhiodnxec. Aev dpynoay OUe¢ Vo THpOUCLAGTOUY o TpdTa TpoPBAfuata. Kotd
™ doxaph e unyavic (xon eved 1 eyxatdotacy elye xUAROEL OPOAG) euoavioTHXOY O-
ovuPBatdtnree ye dhha moaxéta (ouyxexpuéva e to gpyaheio “OpenSceneGraph” nou
yenotponotel 1 unyove yio ta yoagixd). H xowdtnta tne Delta3D apéowe Eexivnoe va
Gdyver yia Abom ywels Ouws xdnoto dueco anotéheoya. Eyxataielpinxe étol 1 apyixn
10€a.

2.5.4 Ilpoloctopia punyavhg

Xprown mAnpogopia unopel va anodelytel 10 “nopeAdOv” Tng unyovic. Av €yet 7on
yenowononiel oty avanTudr TouyVIBLDY, ERTOPIXGY X0t W), OTUAiVEL OTL EYEL DOoXIo-
otel xan dev Yo Bpedolue ot duodpeoty Véon va elpoote epeic mou Yo Bpodue mpoTol
Ta A& Trg.

2.6 Mnyavég d&iec TEOCOYAS

Y1y napoboo eVOTNTA TopouctdlovTon OExa EUTOPXES o DEXA EAEDVEQES UN)OVECS.
H emhoyt| éyve ye Bdomn Tic xpnTixég TOU OUYXEVTIP®YOLY GTNV toTooehida DevMas-
ter.net. ITpdxerton yia pio and Tic peyahltepes nNYEC TANEOPOENONE TAVK GTNY AVATTU-
&N mouy VitV xuplng yia aveEdpTnToug TpoypaupatTiotés. And v Aota anouotdlouy
Ol TO YVWOTES EUTOPIXES Uny avéS Omwe M “Unreal”, wiag xon yiot xdnotov ex16¢ UEYIANG
etaupelag ebvon oyedov adlvatov va €yet Souhéder pe wia tétotal

2.6.1 H 70exdda” T®V EUTOQLXWDY UNYAVEOY

Mnyovn| TAdooa| IThatgopua | Alenagy Hyoc Awxtiworn | T'hedooa
oevaplwy
Torque | C++ Windows, DirectX, 2D Sound, | Client- Torque
Game Linux, OpenGL 3D Sound, | Server Script
Engine MacOS Streaming
Sound
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o TIIEP: and tic o owxovopxéc eunopéc unyavéc pe Stadéolo tov xddixa, peydhn

%xowdTNTe, LTOCTAPLEYN TOAAGY TELOBIACTATWY LOVTENDV

o KATA: dev urootnp(lel oxaotée (Shaders)

TV3D C++, Windows DirectX 2D Sound, | Avopéveton | VBscript,
SDK .Net, 3D Sound, Python,
6.5 VB, Streaming Java Script
Delphi Sound

o TIIEP: edxohn ot yefion

e KATA: dev dotidetan o xdduxac
A7 (3D | C++, Windows DirectX 3D Sound Client- Lite-c
GameS- | Delphi Server,
tudio) Master

Server

o TIIEP: edxohn otn yehion xou yio 660U dev yvwpllouy npoypauuations

o KATA: dev dwtideton 0 xddixac, neptopiopévr ot duvatdintes YAOooo oevoplwy

C4 En-
gine

C/C++

Windows,
MacOS,
PS3

OpenGL

2D sound,
3D Sound,
Streaming
Sound

Client-
Server

Visual
Scripting

o TIIEP: %o unootiplln mpoepyduevn and tov (B8lo to dnwoupyd tne unyavhc, eehio-
OETOL CUVEY WG

o KATA: oty mparypatiedtnra dev undpyel yYhdooa oevaplwy. Tpdxetton yio éva nopd-

Yupo émou Ta oevdpla dloptvovtan Yeapud Yo Bordela oToug oyedlaoTéS

Unity

C#

Windows,
MacOS

DirectX,
OpenGL

2D Sound,
3D Sound,
Streaming
Sound

Client-
Server

JavaScript,
C+#, Boo

o TIIEP: nol\& epyahelo, nhhene BiBhioypapio

o KATA: o xduixac dotiieton pe Eeywploth ddeta, amoutel xohd Lhixd (hardware)

Mrnyavi| I'hdooa | Mhatgdppo | Aemapt Hyog Awxtiworn | I'h\dooca
oevoplwy
NeoAxis | C/C++,| Windows DirectX, 2D Sound, | Oyt oty | C# like
Engine | C# OpenGL 3D Sound, | napolou syntax
Streaming | €xdoon
Sound
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o TIIEP: xatdhhnin yio xdde xotnyoplo mouyvidicyv

o KATA: nohd axpif3f) 1 &detat yior TNy amdxTnoy ToU xOdXa

DX
Studio

C/C++,
C#,
Visual
Basic 6,
VB.NET

Windows

DirectX

2D Sound,
3D Sound,
Streaming
Sound

Client-
Server

JavaScript

o TIIEP: 6,1 ypetdleton vo avartuydel yio to mouyvidt pmopel va yivel péow oevaplov,

gbxoho mepBdAhov Blachvieong

o KATA: npofMjuata acuuBoatdtntoc pe xdmoto opyeio poviéhwy, dev drtidetor o xOdi-

pdeia

Lead-
werks
Engine
2

C/C++,
C#,
Visual
Basic 6,
VB.NET
Java,

D?
Delphi,
Pascal,
Basic,
Ada,
For-
tran,
Lisp,
Perl,
Python

Windows

OpenGL

3D Sound

Avapéveton

Leadwerks
Script

o TTIEP: noh) xohd unochotnua yiol puTopols Xol OXES

o KATA: 6y xahf Bihoypagpia, anatntnd o ulixé (hardware), dev dwrtideton 0 xOdL-

%0C
Mnyovn| TAdooa| IThatgopua | Alenagy Hyoc Awxtiworn | T'heooa
oevaplwy
Visual3D| C# Windows, DirectX 3D Sound, | Client- any .NET
NET Xbox360 Streaming | Server, CLR lan-
Game Sound Peer-to- guage, C+#,
Engine Peer VB.NET,
Iron-
Python,
Lua.NET
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o TIIEP: éye and nlow e pio peydhn etawpeio (Microsoft), av n tuh ebvar owth mou
EXTWUATOL TOTE AGUE Yiot Wit TNV Py oV Pe Bdon Tic SuvatdTnTéS TN

o KATA: orawtnuixf; oe ulixé (hardware)

3Impact | C/C++,| Windows DirectX 2D Sound, | Client- Oy
Delphi, 3D Sound Server
Basic

o TTIEP: ‘ehapeid” unyovi

o KATA: axpiB3f yio autd mou napéyet, epgavh i (bugs), pévo on-line fordeie, dev

drartiVetan xmdxag

2.6.2 H "dexdda’” twv eAellepmV UnNyavedy
Mrnyavi| I'hdooa | Thatgdppo | Aerapt Hyog Awxtiworn | I'hdooca
oevoplwy
OGRE C/C++ | Windows, DirectX, Oy Oy Oy
Linux, OpenGL
MacOS

o TIIEP: yeydin xowodtnra, xohr BiBhoypopio, e@apuoyy) oe ToAG oy vidla

o KATA: otnv mparypatixdTnTor TEOXELTAL Y10 UNYAVE YEOPIXOY ol OYL Yio Uny eV Tol-

YVLBLOY
Irrlicht | C/C++,| Windows, DirectX, Oy Oy Lua
C#, Linux, OpenGL,
VB.NET| MacOS Software
o TIIEP: uyeydin xowodtnra, xolh BiBhoypopio, avantiooeTon GUVEYMS
o KATA: dev urootnpe(let Tohhd eldn apyeiwy
Mrnyavi| I'hdooa | Thatgdppo | Aerapt Hyog Awxtiworn | I'hdooca
oevoplwy
Crystal | C/C++ | Windows, OpenGL, 2D Sound, | Oy Java, Perl
Space Linux, Software 3D Sound xou Python
MacOS oahAG ooy
plugins

o TIIEP: pnopel va ypnowornomdel oe xdde

p
Ty v{dLat
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o KATA: xdnow napadelyporta xou fondhpota dev elvor evpepwpéva, oyt xohd oOGTNUN
avlyVeuone cuyYxpolLoEWY, BEV CUVIOTATHL GE XdmoloV ywelc euneiplo

Panda3D C/C++,| Windows, DirectX, 2D Sound, | Client- Python
Python | Linux, OpenGL 3D Sound, | Server
SunOS Streaming
Sound

o TIIEP: edxohn ot xpron, éxel yenowwonomdel otnv ToonTown trne Disney

o KATA: 6y peydhn xowétnra, to Podiuota etvon xupiog yio Python xou dyt yior ovd-
ntuin ye C++

jMonkey | Java Windows, OpenGL 3D Sound JGN, jme jMonkey
Engine Linux, Scripting
MacOS Framework

o TTIEP: mo yphyopn otn petdgpaocy (compiling, linking) and unyavéc pe xoddixa o€
C++, unooTtiplEn oxdY X0 PWTIOLOU UE ENYIOTES TPOT U XES XWOIXA

o KATA: votepel and dhhec unyavéc mou éyouv avantuydel, yio nopdderypa ye C++,
ULOIC Xl OL TIPOYROUMOTIOTES PNy oviic o€ Java elvon Alyol yio va cuufBdiouy otn Behtinon
TOU %X

Reality | C/C++ | Windows DirectX, 3D Sound, | Peer-to- Integrated
Factory OpenGL Streaming | Peer scripting
Sound engine

(SimKin),
cinematic
and in-
game

sequence
scripting

o TTIEP: xatdhhnhn yio 660uc dev yvwpllouv xaddlou tpoypaupatiouns

o KATA: cmpiletan oe Eenepaopévn yia tnv enoyh unyav| (Genesis 3D) pe amotéleoyo

Vo “xpepdel”
Mnyovn| TAdooa| TThatgopua | Atenagpy Hyoc Awxtiworn | Thoooo
OEVIRIWY
Blender | C/C++,| Windows, OpenGL 2D Sound, | Client- Python
Game Python | Linux, 3D Sound Server
Engine MacOS,
Solaris,
FreeBSD,
Irix
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o TIIEP: vnootnp{ler 6ha oyeddy o Aettovpyind cuoThuata

o KATA: dvoxoln ot ypfon vl Toug véoug 6To yhpo, lowe neplocdtepo epyaheio yo-
viehomolnong mapd pnyovy

The C/C++ | Windows DirectX 2D Sound, | Client- TCL, Lua,
Nebula 3D Sound, | Server, Python,
Device Streaming | Peer-to- Ruby

2 Sound Peer

o TIIEP: éyel ypnowonomdel otnv avdmtudn epmopnddy Tithwy Towyvididy

o KATA: 50oxohn otn yefion

Realm- | C/C++,| Windows, DirectX, 2D Sound, | Client- C#,
Forge C#, D, | Linux, OpenGL 3D Sound, | Server, JScript.net

Delphi, | MacOS, Streaming | Peer-

Ada, Solaris, Sound to-Peer,

For- HP/UX, Master

tran, FreeBSD Server

Perl,

Python,

VB.NET

o TIIEP: nol\d yopaxtnelotixd (features) yio ehevdepn unyavi

o KATA: Boloxeton axdua oto 6tddl0 aviyveuone ogoiudtwy (alpha stage)

Open- C/C++ | Windows, OpenGL 2D Sound, | Oy Lua
Scene- Linux, 3D Sound,
Graph MacOS, Streaming

Solaris, Sound

SunOS,

FreeBSD,

Irix,

Playstation

o TIIEP: unootnpilet dha oyedbv tor hertovpyixd cucsthuota, uropel vo yenotportotndel
YEVIXS, OE EQUPUOYES YRAPIXOY, Xohd unocUotnue dtohoyc (culling)

o KATA: “groyh” Piloypagpia, oyt ovctaotixh Bofdeia and Ty xowvétnta

2.7 Ilowd emhéyovue TeEAxd
[Mow etvor howmdy 1 ynyavy) mou Yo yenotponotfjoovye; Ipwv v anoxaibdoupe og

xataypdoupe Tig oxédeic yog.
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Sexwvdue ue to dedouévo ot Yo avantiZovue pla tpiodidotaty epappoyy. Ilpon-
yoluevT epmelpla og avanTuEn NAEXTEOVIXOL TatyVidtol dev UTdpEyEL OTOTE 1 THO GOYN
xivnom, Yy mp®to mayvidt, eivar n dnwovpyio evog “npdtou mpocwnou Polic T mat-
VOO0 B Touyvidtoh auTOXIVNTIOTIXGY aydvewy. ‘O, xor vo emAéEoupe Yo meptéyet
xdmolou eldoug TEYVNTH YONUoolvy eved xald elvar va utootneilet xat duvatdTnta di-
XxTOWOoNG TOAGY yenotwyv. 'Etot éyoupe plo mpodTn Do yid T0 TL YoQoXTNEIOTIXY
unyovhc (gl vouye.

Aev mpénet vo EEYVaPE TNHY WOLOTNTA TOU TEOYRUUUATIOTY, UE TNV OTolo EXTOVOUUE
v gpyaoia. Aev elyacte oyediaotés i) Ypapioteg! Erol dev unopodue va diahééoupe
wnyavh mou Oha yivovton ue ypoapixd neptBdhhovia. Kahé enlong Yo frave 1 tehxt| pog
eTAOYT Vo uny pag meptoploet ahhd avtideta va yog avoilet xar dhhoug dpououg. Ti
Véhouye va odpe pe autd: unyavr) tou dwatideton ue Tov xddixa, diver T SuvaTdTnTA VoL
weletioouye T SLdpopa THARUTE TNE (61w autd TeptypdpTXAY TaUpUTdve™) dAAE Xt Vo
npoc¥écouye véeg hettoupyiec otov muprva tou touyvidio. To teheutaio npolinovétel
6Tt YVopRICoupe TN YAOGGO TEOYROUATIONO0U NG ¥ TOUAGYIOTOY EYOUUE Wid UEYOALTERY
e€oxelwon oe oyéon pe dhhec YAOOoES. TNy mapolod gpyacid, TO XpITHPIO AUTO
ouvendyeton xOOxa Ypopuévo oe C/C++.

Kdmou €6 @tdvouue oTtnv anoxdAudn Tou oVvOUATOS TN PNYAVAC TOU EMAEY TNXE.
H ynyoavh mou ouyxevipwver 6ha o ototyela mou mapovotdotnxay eivor 1 Torque
Game Engine ané v GarageGames. Mia npdtn yvopuia (énwe 1o wxped e
x6670¢) €yve 6T0 TopbdV xepdhato ahhd extevéotepy avapopd Yo axohouvdrioer oto
PETWS ENOUEVO.
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Kepdiowo 3

H unyovn nouyviowwy Torque

H Torque eivon pio unyove| TpiodldoTatwy Yea@ey 1 otola dutiietar oc enayyehuo-
tleg xou ave&dptnToug npoypauuatiotés and tnv GarageGames
(http://www.garagegames.com). Llpéxeiton yia plo tpononomuévn éxdoon tne unyo-
Vg mou yenotponoinoe 1 Dynamix yia to nawyvidr “Tribes 27, xuxhogopiog 2001. Kd-
Totor o T UEAT) TN eTonpelog amoydenoay Ty Bl emoy xau (dpuoay v GarageGames
€€y 0pdlOVTAS TH UNYAVY) TOU YENOOTOAUNXE 0To €V AoYw mouyvidl. To apyixd dvo-
po o doUnxe frave V12 ahhd petd and xdmota voulxd “xoAARaTa” THRE TO ONUEPIVO,
Torque Game Engine (TGE)!

Y10 nopdy xe@dhato Vo avoh 3oty Tar xUpLo YALAXTNEIOTING TNG PNYOVAC, TH ONUAY-
TIX6TEPA UTOGUOTAUATE NG xou Vo yiver pla TpwTN Tapousiooy g YAOGGUS oevapiwy,
“TorqueScript”.

3.1 Boaowd yopaxtneloTind

Kdnotec ninpogopiec yia tn pnyavh “Torque” (v ouvtopia “TGE”) napouctdotnxay
OTO TPOTYOUUEVO XEQAAOLO, OTOUC GUYXEITIXOUE TIVIXES TWV Unyovedy. Edd xatoypd-
(POVTOL T YUPAXTNPIOTING TNG UNYAVAS TOU TNV xdvouy Vo EexwplCouy xal anoTehovY
T0 BuUVATO TNG omuelo.

3.1.1 Apyttextovixy “‘neldtn-eEunneetnty” (“client-server” ar-
chitecture)

H TGE eivor xatdhhnhn yio ovémtudy mouyvidiodv €voe naixty” (single-player games)
oAAG xar TOAAGDY Touxtedy Tautdypova (multiplayer). Auté 1o tehevtaio emtuyyd-
VETAL 3Pty TOU YEYOVOTOg OTL oyedidotnxe €€ apyng €10t WGTE Vo Sleuxohlvel Ty
AVATTUET BIXTUOXWY EPUOUOYWV.

Kde egapuoyr| vhonotnuévn otny Torque ywpiletar oe 800 pépn: Tov mEAXTT
(client) xou Tov eZunneetnTy (server). Autd woylet axduo xou 6TV 1) EQUPPOYN
extele(tar o€ évay p6vo unohoytot (tomxh olvdeon, evd ot avtidetn nepintworn éyou-
HE amopaxpuopévy oivdeon). O xddixac oto twhua ‘E€unneetntic ~ elvon aveZdptntoc
and Tov xWoixa 0To Terua “mehdtng T O e&unnpetnthc €yet Ti¢ Bixéc Tou weTtafAnTéc,
oUVUPTAGELS Xt avTixeipeva, xat avtioTolya yio Tov tehdtn. O eEunnpetntrg 0ev Pnopel
VoL TpooTERdoEL dueoa Tic PETAPANTES X To avTixelueva Tou TEAdTY 00TE Vo xahéoel Tig
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ouvapThoeig mou optlovtar oTov x®dixa tou mehdtn. To avtiotoya woydouy yia Tov
nehdTnl.

Tiveton hotmdy avuiinmtd ot €youpe didxpion Aettovpyloy. Eva xakd oyediacuévo
OuxTuoXS Touy vidt Var TEENEL VoL aprvel 0TV TAEUPd Tou EEUTMEETNTH 600V TO BUVATHY
TEPLOaOTEPES dpuodioTnTeg. Buvndiletar o mehdtng va eivon uneduvog uévo yio 6,1t
éyer var xdver pe T draclvdeon Tou yphotn ue Ty egoppoyh (GUI?).

Agrivovtog Opwe OAn T AELTOURYIXOTNTA 0TNY TAELREA ‘EEUTNEETNTAC ~, AUTOPATA
mpoxinTer éva oPapd Vépal ‘Olo xou mepiocdTepy TAnpogopio Yo Teénet Vo peTapep-
Vel and tov eunnpetnt npog toug nehdteg. T onuaiver autd; Meiwon tou ebpoug
Cwvne (bandwidth) tou Sixtiou! Kdtt tétoto odnyel ota Aeydueva “xohhAuata” (lags)
xotd T Sudipxeta tou oy widov. Ot evépyeteg evde naixtn (ntehdtng) apyoly va Bpouv
avtandxpion and to mouyvidt (eZumnpetntic). Avagépdnxe dpwe apyixd 6t n TGE
o1euxohlveL T OixtOwon ot AOvel anoteeouatixd tétolou eldoug mpoBifuata. Kd-
TOLEC AN TIC OTRUTNYIXES TOU YerolonotovvTol ebva:

® JLAXPLOT) EVAUEPWOEWY OE ONPUAVTIXES X0 AYOTEPO ONUAVTIXES, ETOL WOTE Ol TPW-
TEC VO AMOOTENNOVTAL OTOUC TEAATEG YE UEYAADTERT GUYVOTNTA altd OTL Ol TEAEU-
Taieg,

e anooTtéAhovTon uévo ta andpaitnta bits nAnpogoplog,

e ot ouuBorooeipéc anoatéhhovTa uiot u6vo Popd oAbxANEeS xaL o xdle GANN Te-
elntwon ueTaQopd Toug, and Tov EEUTNEETNTY TPOC TOUE TEAJTES, YENOLLOTOLE(THL
évag aprdude/etxéto.

[Iépa buwe autod (dnhady tn droyelpton Tou ebpoug {dvNng) to clotnua BixTimoNS TNC
TGE gpovtiler xon yia Dépato Tou €Y0UY Vo XEYOUY UE TNHY OTOAELN TAXETOVY [EbpEoT
Ao dV-xddxae wuxhxot theovaopol (CRC)] ahhd xo 1o ouyypovioud petald twv
EVEQYELDV TEAATN Xat EEUTNEETNTY.

Tevixd o draywpeiopds oe “nerdin-eCunneetnty” Bondd oty anopdvworn xploluwy
Yoo TV opahy) Aertoupyiot TOU XOOUOU AETOURYLOY, 0TNV TALupd Tou egumnpetnTy. O
tehevtalog avahaufdver va tapéyel o€ GAOUG TOUS TEAATES, Tov elvar cuvdedeuevol pall
Tou, TNV BLar, X0 edva Tou xbouou xar vo dtayelpileTar TNV AAANAETBpUoY TOUG UE
auTdY %ot YETAg) TOUC YE GUVETT TROTO.

3.1.2 Amné yeyovota xadodnyoluevog eopolwthg (event-driven
simulator)

H Torque etvon évoc “xadodnyolduevos and yeyovota eCogolnthic ~, dnAadyn xdde
EVERPYELA TNG WNYAVAS TpoxaAeital and xdrwolou eidoug YEYOVOS.

" rdpyer i e€aipeon oe autév tov xavéval ‘Otav “rerdng ~ xon ‘EEurnpetntic ” “tpéyouv” oto
(510 umydvnuat, etvor duvatéy va €xouy TedoBacT] 0 £VIC GTOV XWBLXA TOU dANoU. PLGLXE XWBLXAC TOL
otnplletan oty nopandve eEaipeon Tpénel va anogedyeTon, xS BV TEOXELTOL VoL AELTOLEYNOEL OF
Suxtuoxd nepBEAhov.

2Graphical User Interface (T'papixd Awenapd Xehotn): daclivieon ypapdy e 10
yxehotn. TOnog dienagric unoroyioTh ue Ty onola N emxowvwvio yetal avipdnou xou unyavic yiveton
UE EXTETAUEVT XPNOT OTTIX®Y TpoTEOTKY Xou uofondioewy tng uviune (touv avdpdrou) ye tn popey
EXOVIWY, AVTIXEWEVWY, ETIXETOV, CUPOUEVLY UEVOL X TapadlpmV, Tapd HE XWOLXA Ko EVIOAEG
XELWEVOL.
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Méoa otov xbouo tou mouywidod, dheg ot ovtotnTes (Yoo mapdderyua o €dagog,
€va 8é€VDpo, 0 yapaxthpac tou yetpiletar o naixtng) Yewpolvton avtixeiyeva (objects).
To avuxeipeva olnhentdpoty petadl Toug xat téte €youue éva Yeyovoe (event). e
avahoyio UE TOV TRUYUATIXO XOGOUO og QEPOUUE GTO UUAAG Uag TO TEwve EOTvnuL.
ZuTvape andToUa, EVE OVELRELOUAOTE OTL efpaoTte nTuytovyol, e€autiog Tou fyou and To
Eunvnthet (Yeyovde). Autd npoxakel (trigger) uia evépyera, mou etvon va onxdoouye
TO YEPL LAC X0 VA TATHOOVUE 10 xoupni nou xheiver 1o Sunvntipt [elooboc (input)].
H evépyeld pac autr eivon éva yeyovog i to avtixetuevo “Eunvntipl” 1o omolo praivel
0€ xATdoTaoN avagovhc Yo tévie Aentd. ‘Otav o ypdvog autdg nepdoel mpoxdAeltol
éva véo yeYovog Tou elvon va ot Zavd To poAdL.

‘Ouota xou ye v TGE opiCouue ta avuxeipeva tou maryvidiol ot vhomololue
TIC ouvopThoeg exeiveg mou Yo yeiptoToly Ta Yeyovota nou Yo npoxilouv [autéc ol
ouvopthoels avagépovtar xa ws “xAfoec ~ (Callbacks)].

3.1.3 Awdéoipog xowxag oe C++ xow “TorqueScript”

Ye avtideon pe dhheg pnyavée, n TGE datidetar pall pe tov x@ddixd tng. Mog di-
veton dnhadt] 1 SuvaTOTHTA Vo TPOTOTONGOVYE TNV (Btar TN unyavh npoc¥étovtag véeg
Aettovpyiec. Autd oe ouvbuaopd ye T Yhwooao oevapiov “TorqueScript” (Yo nopou-
olaotel TapaxdTw) EMTEENEL TNY AVATTUEN EQAUPUOY®V (Xt oTny TEpinTwoY uag evoe
nhextpovixol Touywidol) oe Tpla eninedo

o Stayeiplong CLCTNUATLY,
® LAOTOINGCYNG AVTIXELLEVEOV Xt
® LAOTOINOCTNE TOU ALY VIOLOU.

Y10 mpwto eninedo 1 TGE xdvet 6hn ) Sovkerd i epdg! O mnyaiog tne xdduxag
extelel TARYOC BACINOV AEITOVEYLWDY GTO TAPACHAVIO, ENLTPENOVIAS GTOV TOOYPUUMITI-
OT1 VoL UMY AVOADVETOL OTHY ovATTUE Y xWBXa Yio FEUATA TOU APOROVY TO AEITOLRYIXO
oLoTNUA, TNV a€lomoinoT Tou UAXOU TOU UNYAVAUATOS ot OTWOHTOTE JAAO GUVIVTAEL
Eavd xon Eavd oe pio eqapuoyh. Ilohd ondvia o npoypappatiothc (extdg xou av TEod-
xertan yioe autdy mou avantiooer T wnyovh) Vo ypetaotel vo aoyohndel ye autd to
eninedo!

Av xau 1o eninedo “Buayeipiong ovotpdtwy” eivon unedBuvo yia TIC IOTNTES TWV
AVTUXEUEVOLY TIOU UTEPYOUY 01 GXNVT| TOU Ttaty Vidtol [Yiol TUpddELyUa O Yapax THEUS TOU
ehéyyetar and tov maixty (avatar) éyer Bdpoc, TaybnTa xivnong, TAéypa oUYXEOVOEWY
(“bounding box” ¥ alkude “collision boxes” )], oto deltepo exinedo (‘Dhonoin-
one avTixeévmy”) uropole va tpoctécouye emnhéov duvatodtntes. Lo nopdderypo
Véhoupe o yoapaxtripes Tou eAéyyovtar and Tov unohoytoth| (“bot” 7 “NPCs”) va
Yenotponooty tov akybprduo A* yio €0peon povoratiot”. Thonotolye tov alydprduo
o€ YAOooo CH4 %ot TOV EVOOUATWOVOUPE GTOV “Tupfiva” TNg Unyovig.

Téhog 1 “Dhonolnon tou marywidol” eivar 1o €ninedo 6To 0Tol0 O TPOYEAUUATICTAS
epydleton (xupiwe) e tn YAboou oevapinv tne TGE xa npoypapuatiler 1o mouyvior.
Eivar 1 @don émou o maixtng mepinyeltar ot oxnvy| Tou nouyvidlol, extelel anooTohéS
(tasks), xepdilet Paduoie, avtihogfdvetor Tic EMTTMOELS TOU €)El Xdnola EVEPYELS TOU.
To va uny undpget xdnola topehynor, oto (810 autd eninedo o nPOYEUUUATIOTHS xolo-
pilet xon Tic evépyeteg Ty Eydpdv” (bots). Anhadyh var yev uropel va ypenoonototy
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2 * 4 I 4 4 4 7
yio T wetaxivnon toug tov A adyopriuo adid tpénel va oplooupe ToTE var EEXVACOUY
™V xiVnot, Toug, TAC Vo §pdoouy av EVIOTIoouY xdrotov ouvdedepévo naixty (evvoeita
10 avatar) xot ToA) TEPIOGOTEPO TS VAl EVIOTIGOUY €vay mabxtr!

3.1.4 Xdotnpa anddoong (3D Rendering)

H Torque eivar pioe ohoxhnpouévny unyave xou oyt anhéde wla pnyovh anédoone (ren-
dering engine). Méow TV ouvapThoewmy ot PeVddLY NG EmTEENEL TRV avETTUEN
Touy BV Yot Srdpopes That@dpues (mac, pe, linux), ) duvatdtnra dixtdmone (6nwe
avapépape Tapandve), utostneiler aviyveuor ouyxpoloewy, Quatxt yia xivnor “oxele-
bWV avuxetuévoy (“rigid body”) xa oynudtev, droyetpileton Tov fiyo, Tic YeUpIXEC
dlaouvdéaeic ue to yprotn. Emmiéov npoogéper T duvatdtnTa dnpovpyiag Pactxdy
OVTOTHTWY Yiot TO TouyVidl 6Twe To €dugog, o ovpavdg, To vepd. Kahbnter enlong xa
Vépata 0wTiopol, oxbdv ahhd dev unootneiler teyvohoyia “oxotdv” (shaders?).

‘Ol autd Tor TPRUAT X@BIXA TNS WY AVNC BOUAEGOLY OpUOVIXA VLo VO THQOUYE TO
TeEMx6 anotéheoua oty odovn. ‘Eyovtac arnoxatactovel yla oOvdeon puetalld meAdty
xaw e€umnpeeTnTY, TN Spdom avaraufdvouy ot Lifhodixec tou elvan urehBuveg yior
dtaotvdeon tou yprotrn pe to mouyvidt (GUI library). To avtixeipevo “Canvas” efvar
“Béon” nédvew oty onola Yo otndel OAn 1 epappoyy. Eivow o “xopfdc ” mdve otov omoio
Va “Lwypagiooupe” (ot bpol npoépyovia and tov tpéno nou epydletar évac Lwypdpog)
10 pevol Tou mouyvidiol pog, Yo Tapoucldooude TANeopoplec Yia To avTiXeluEVa TOU
OUYXEVTPWVOUUE, Vo amOoTEAECEL To “UATIO TOU YOQUXTARPO UE TOV Omolo 0 maixTng
TEEUAOVIETOL OTOV XOOUO Tou Touywidiol. e autdv 1) pnyavy anédoong, wéow Tng
XAPTAC YRAUPIXADY Vo TOpdYEL TNV TELOOIAGTATY GXVY] TOU Taty VISLoU.

Apywxd to cbotnua anddoong tng Torque opilel Tov TpOGAVATOMOUS TNG XAUERIS
xou TN yovia 0éaone [field of view (fov)] xa otn cuvéyeia oyedidler Tn oxnvy ue yprion
evtohwy OpenGL. TTpocoyn edw! O yefiotng dev eivon o Yéom va Bet Tov TpIodIAGTATO
x60U0, mpog 1o Topdv! I'ia va yiver autd ananteiton T0 Aeyopevo ‘avTixeihevo elEy-
you” (control object). Tlpbxetton Yy 10 avuxeiyevo exeivo nou eéyyeta (dnwc
Tpodidel xou To Gvoua Tou) and To YehoTn xou cuvAlee eivar avtixeipevo g xhdong
“Player” 1 tng xhdomng “Camera”. Tt var uny unepdeutodue UnopOUUE Vol TOUUE AmAd
6Tt 1o “avtixeipevo eréyyou” elvar to “avatar’! Xtnv oucia 1o avtixeipevo eréyyou
xadopller TNV xGuepa TOU TUIXTY Yiot TOV Eixovixd x6Gpo, dniady mol Peloxetar oc
oyéorn ye to “avatar” [rpwtou mpoowrou (first person) ¥ tpitou npocdnou (third
person) onuelo Véaornc (point of view)| xau mota ebvon 1 péyoty ywvio Véaone. H
UMY VT, CUYXEVTPOVEL TIC TAnpogopieg autéc. Ta mapandvew egehicoovtar oTtny TAeupd
Tou eEUTNEETNHTY.

Ané tny mheupd Tou eEUTNEETNTY UETUPEQOUACTE OTNY TAEURE TOU TEAATY OTOUL 1)
TGE xokel 10 ypdpo oxnvic (tou merdtn). H Bifhioddxn auth eivar unedduvy yia
va xadopioel molo and ta avtixeipeva g oxnvig TeENEL va oyedlaoToly e Bdomn T
Véom g xdpepag Tou maixty. O TEAdTNG EVAUEPOVEL TOV EEUTNEETNTY ot O TEAEUTOLOG
anootélel ta amapaitnTa aviixelyeva. Etolr og xdie nehdtn oyedidletar pévo 6,1

SMpdxertan Yio TEOYPSUUATA UE TO. OTOLY 1 XGPTA YPUPLXOY AVIAIUBAVEL TNV ATELXOVION ELBIXGY
e@é Onwg avtavaxhdoels, diapdvetes, dtadidoews, Audelg. Trdpyouy 800 €ldn oxraoT®V: vertex xon
pixel. Xwplc 1 xefion toug, N dadacta putiopo elvar xadopiopévn (flat shaded ¥ phong A gouraud
shading models).
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Brénel o ypRotne [Brehoyr (culling)?].

3.1.5 Evowpatwpéva epyareia enelepyaciog

H Torque neptéyet 800 Ponintind epyareio: 10 “World Editor” xa 1o “GUI Edi-
tor”.

To teheutalo and ta 800, emtpénet TNy encdepyaoia wog BON uTdpyoucag dienaphc
(yror mopdderypa to Baoixd uevol tou mouywidot tou eugavileta xatd Ty exxivion) 1
) dOnwovpyia véag. Elvan éva oyetind ankéd epyarelo 6mou otnpiletar o1n Aettoupyia
“uetagopd xou andveon” (“drag-and-drop”).

And v dAdn o “World Editor” etvar évag mo abvietog “ouvtdxtrng - enelepyo-
otic 7, 6mou dayepileton T oxnvr. LNy mpayloTixoThTa Oev elvon €val oAAd oXTO
OtapopeTixd epyoheton

’ Epyaieio \ Iepuypapn ‘

World Editor Manipula- | Emtpéret ) yetatémon (translate), meptotpopy| (ro-
tor tate) xar SwBddpion (scale) avuxeiévwy tou Rdn €xouv
tonovetndel otn oxnvy.

World Editor Inspector | Emitpénetl tov éheyyo xou tnv enclepyacio iBoTATmY TwV
AVTIXEWEVODV TV anocTOAGY (missions).

World Editor Creator Emtpénet tny elooywy| VEWV aVTIXEWEVLY OTN oXNV.

Mission Area Editor Entpéner tov xadopiopd v opiwy/cuvbpwy tne oxn-
VAG.

Terrain Editor Emtpéner ty aneudeioc enelepyacio tou eddgoug (ter-

rain) yenowonotwvtac 10 Toviixt wg “mvéro”.

Terrain Terraform Edi- | Emtpénet tn @pdptwon emxdvwv wc apyeio eddgpouc (ter-
tor rain files) xot v egappoyR ahyoprduxdv yevvnteudy
(algorithmic generators) xat @ihtpwv og autd.

Terrain Texture Editor | Emtpéret tnv emthoyn onooudinote aprdpold vooy (tex-
tures) xou TNV EQUPUOYT TOUC OTY oxNVA Aol TEWTA
eyl yivel yprion akyoplduwy yio uwign xou tonodétnon.

Terrain Texture Painter | Emtpéner tqv emhoyt| € xou €21 updv (textures) xou

TNV EQUPUOYT] TOUS GTO €00POG.

IMivaxag 3.1: To uno-epyaheta Tou “World Editor”

Yy nopoloa gpyacio ta uéva mou Yo ypnowwonomdoiv eivar 1o “Terrain Ter-
raform Editor” xo to “Terrain Texture Painter”.

“H TGE ypnowonotel “Portals”. H deltepn pédodoc Srodoyc eivar ta “BSP trees”.
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3.2 Torot apyelwy

/. ’ 4 4 ’ 7 14 o~ 7,
Axohouvdolv ot Bactxol timol apyelwy Toug onoloug unooTNEIleL 1) UNy VY TaLY VIBLOY
Torque:

o .cs: apyela mnyaiov xwdixa o YAdooo cevapiwy “TorqueScript”,

o .gui: apyeia mnyalou xwdixa oe “TorqueScript”, 6mwe ot TA .CS, UE HWDOLXA
oyetixd Y denagéc (GUI),

. 7 7 ’ « . 9 ’ ’
e .mis: apyelo mnyatov xwowa o “TorqueScript”, 6mwg xar To .cS, UE HDOIXA
OYETIXO WE TT) DOUT| XATOWIG UMOGTOANG XAl TN ONUIOVEYIA AVTIXEWEVRY OE dUTH,

o .dso: duadxd apyela TOU TEOXVUTTOUY ANO TN PETAPEAUCT] TWV TALATAVEL APy EIWY,
e .jpg xat .png: emtpentol tOmOL dpyelwy Yo eXOVEC,

e .wav xou .0gg: emTpenTol TUTOL apyEiwy Yio youg,

o .dts: tOmoL apyelwy yio To TELOBIAGTATH HOVTEN TOU ELOAYOVTOL GTY GXNVA,

o .dsq: apyeio mou mepiéyouv Tic axolouttiec xivrone (animation sequences) yto
xdmoto povtého, dtav autés dev elvan evowpatwpéves oo (Bto to “.dts” [rapéyouy
weyohOtepn euehi&la xon BUVATOTNTA VLo TAUTOY POV EXTEAEGT) TEPLOCOTEPWY Ao
evhe xvouuévey Ypagixey (merge animations)] xou

o .dif: apyela yia “dopixés xataoxevéc 7, dTwS xThpLa, XAl oL OTolEg EMTEENOLY G
éva avtixeipevo va Bpeldel 010 E0wTERIXG TOUG.

3.3 H yAowooa cevaplwyv “TorqueScript”

ITAéov elvar xavédvag 7 yerion YAOoouS oevaplwy otny avdntuén Prvteonaryvidioy. Ké-
Toleg unyavée yenotponotoly RdN undpyouces YAwooeg aevaplwy, 6mwe Python xo
Lua, eve dhheg €pyovtan ye éva dixd toug abotnua yio “oevdpla”. T TEAEUTalES
avixel xan } TGE xaw v yAdooo aevaplwy 1 onola yenowonowiton eivon 1 “Torque-
Script”.

H TorqueScript etvar pla duvoth) xat eVEAXTY YAOOGA TOY cUVTAXTIXG eival Topd-
wowat pe Tt Yhwooao mpoypoppatiopol C++. Ta xbpra yopaxtnelotixd tng elvou:

o Baouxd yvwplopata Yhwoowy npoypaupationol. Xenotwonote! 10moug dedouévev
(oupBohooerpée, apriuole xar booleans ), douéc ehéyyou, cuvaptiocts, Tpdlelc
Tévw oe dedoyéva,

e Tp6oPact o cuoThTA TNS unyavic. Emtpénet v npdofaor oe utocuothpaTa
e TGE énoc oe autd e anddoone (renderer), tou Hyou, tne dyelpong
e10600v/eE6d0v, xadde xou T dnwovpyio/Saypuph avtixeévmy ¥ tov oplopwd
VEWDV GUVAPTAGEWY/AEITOURYIDY,
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o oTolyela OVIOXEVTEIXGOY TpOYpouudToY. Alvetan 1) duvatétnta péoa and to “oe-
vépla” yiar autovouio oviothtwy (‘Eyxhetopds 7), andxpudn dedouévmy, xhnpovo-
wxétnTa (Snuiovpyio VEwy avTixeévwy and fidn UTdpyovTa) Xat TOALOPYIoHO
(umepxdhudn TV UTAPYOVIWY WIOTHTOVY EVOC AVTIXEWEVOL),

o yOpol ovoudtwy (namespaces). Mepixéc @opéc unopel xdnota ouvdptnon/ueta-
BNt evée medlov Spdone va épyetan oe olyxpouon Ye Ghhn cuvdptnon/ueta-
BAinth pe to (B0 dvoua ot daopeTind nedio dpdong. Me tn uédodo twv yOewv
OVOUATWY UTopolYE Vo AGGoUUE auTd To TEOBANUL,

o xatd emhoyn poptwon. H TorqueScript emttpénet duvopixd QOPTOUL TUNUATWY
xWOIxa ywplc va ypetdleton Vo QopTOOoLUE eCapy NS OAOXANEO TOV XOOXA TN
wvrin,

o uetdgpao xou extéheon. Ta “oevdpla” yetappdlovion xou EXTEAOUVTOL OTWS CUY-
Baiver xat oTig YAWooeg npoypouuatiogol. Ye nepintwon Addoug unodeixvieTal
10 ornuelo, péoa oTov xWBXA, 6mou mavoTtata Eyel oLUSel.

Qotéoo dev madel va elvon pio YAwooo oevoplwy. Autd cuvendyetar 6Tl UTHEYOLY
drapopéc ot oyéon e TiC YAWooeg Tpoypaupatiopol. Axohouvldel Aoy pio odvtoun
AVAPOPA OTI ONUAVTIXOTERES AN AUTEC.

3.3.1 Mn evoaucOnocia o TOROLE Sedouévwy (type insensitive)

H TorqueScript emtpénet, népa and booleans, %o Tinoug dedopévwv: aprdpoic (num-
bers) xou ougBolooetpés (strings). H petatpons and tov évay tono otov dhho yiveta
dueca. Etol o 10mog v petaffintdy toté dev dnhdvetar. H (Bl 1 yetafint unopel
va yenotponotniel gGAote cav HeTABANTA aprduoy xou dAlote cav ueTaBAnTr cuuBolo-

OELPOV.

// Script #1: Test type—insensitive

if (12=="12")

echo("Type Insensitive");
else

echo("Type Sensitive");

Exteddvtoac 10 nopandve “oevdpro” da gppaviotel oty xovobha® to phvupe “Type
Insensitive”.

3.3.2 Mn svawcinoia oe nelolc xou xePaAoloug YAPAAXTNHPES
(case insensitive)

H TorqueScript dev xdvet didxpion uetadd neldv xat XEQUAAWY YAPUATHEWY OE OVOUAUTA
PETUBANTOV 1) CUVOPTHOEWY.

// Script #2: Test case—insensitive

%a="Torque Game Engine"; //%a is a local variable
q g
%pub="Garage Games"; //%pub is a local variable

SEivor plo eqopuoyh n omola épyetan wall ue ) unyovh ot emtpénet v extéheon “oevapinv”.
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echo (%a) ; //output: Torque Game Engine
echo (%A) ; //output: Torque Game Engine
echo (%pUB, "*x" [/ PUb) ; //output: Garage Gameskx*Garage Games

Anhady), or petaPintéc “a” xa “A”, 010 “oevdpio” Tapandve, €xouy TNV o T

(“Torque Game Engine”). To {50 ovyPaivel xon pe tc petafintée “pub”,“pUB” xou
“PUB”. Aev eivau tpeig dapopetinée ahhd pla petaBantd ue tuy “GarageGames”.

3.3.3 MeTafAntéc xou suféleia (scope)

H yhoooa oevapinv tng Torque ypnopwonotet:

o tomxéc petafintéc (local), mou Saxpivovtar and to yopaxthpa ‘%’ netv To dvopa
e peToPinthc (v mopdderypo 1 petoPinth “pub” oto mponyoluevo turua
xOOXaL) o

o xaohxéc petafintéc (global), ot onoiec dnidvovtar e to yopaxthpa ‘$’, avti
ou ‘%’ (v mapdderypa “$localVar” etvou plo xadohind| petaBinty).

Mio tomuxt, petoAnty| dnAcdveton yeoa oe Eva uniox. ‘Onwe cupPaiver xat pe Ti¢ mo
EUPEWS YPENOWOTOOVUEVES YAOOOES uPnhol emnédou, pla Tomxy| ueTaBANTY unopel va
avageplel pévo ato unhox oto onoio opiletar xat ota pmhox nou eivan Evideta o AUTO.
Avudétwg plo xadohr yetaBAnty eivan tpooBdowr xat €yxupy TavToh oTOV XWOOXA,
olA& xou o bha tor apyeio oevaplwy (apyeia “.cs”).

3.3.4 XvpPolooceigég (strings)

Aovketovtog ge TorqueScript Yo cuvavticoupe 500 dwV GUUBONOTEIRES:

e uéoa o Oimhd ‘Gutdea” (double-quoted strings). Eivor 1 xhaoouxd popet
ouyforoaceipds mou cuvavtdue xou ot C++ xau

e uéou oe povd ‘qutdnia” (single-quoted A tagged strings). Efvar pio eduxd,
xatnyoplo yio T petopopd cupfoloceiomy uéow plag olvdeons. H ouyforooeipd
TNV TEAOTY POopd OTEAVETUL WG €YEl. ATO exel xou mEPA, OTOTEOATOTE YpPEIATTEL
va otaddel 7 B oupBolooeipd, anooTtérhetan évag aptdudg Tou avVTIoTOLYEl o
avthy (tag). Eivou évac tpénoc pe tov onofo 1 unyave tetuyaivel anodoTixdTEpES
Tipég oe ebpog Lwvng duxtou.

// Script #3: Double—quoted VS single—quoted strings

%a="This is a standard string";

%b=’This is a tagged string’;

echo (%a) ; //output: This 1is a standard string
echo (%b) ; //output: 9
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3.3.5 [Ilivaxeg (arrays)

H TorqueScript vrnootnpiler nivaxec plag didotaone oAld xo neptocotépwy. Ilpénet
OUWS VoL BWGOVUE TROGOY Y oTa XATwt:

o uTdpyEt Dty wELoUOS UETAED UeTAfBANTAS xan Tivaxa we To (o Gvopa. Aev oy bet
ot xou oty C4+-, 6mou 1o dvoua Tou mivaxa efvar delxtng oTo TEWTO TOU GTOoLYElD
(Bev undpyouv deixtec €tot dnwe toug Lépoupe oty C++),

o 1 avapopd e €va oTotyelo Tou mivaxa pnopel va yivel gite ue to ouvndiouévo and
™ C, tpbdno [dnhadh dvopa tou mivaxa xar o apiduds e Yéome tou otouyeiov
wéoa oe ayxOhec (yio mapdderypo YomyArray[4])], eite anaheipovtac tic oayxiheg
(%omyArray4) xou

® OTWC XU TPV, OF TUIVUXES TOAADY SLICTACEWY Ol AYXVAES UTOPOVY VO ATOUd-
xpuVdolV evdd To xéppa unopel vo avtixataotadel and “xdtw vnoypduuon” [y
TopddEY oL 1 avapopd oto otoiyeio mou Beloxetar ot Véon (1,2) tou tomxob
nivaxa “myArray” propet va yiver ye %myArray[1,2] 4 %myArrayl_2).

3.3.6 Aiavihopato (vectors)

Katd v avdmtuén tou mouyvidiol da undplouv mepint@oelg mou Va mpénet va Yivel
eneepyaoio o pio opdda Tip@y. To topddetypo 1 V€om VS AVTIXEWWEVOL GTT GXNVA
opileta and v tpidda cuvtetayuévoy (x,y,z). H minpogopia auth anodnxedetar pe
™ Podeta “Bravuoudtwy”.

To mo cuvnthouévo Addog, 6tav yenotponotobvtar diaviopata, etvon 1 yeror opi-
uNTIXdY teheot@v Y apriuntixée mpdie (npboleor), agpaipeon xTh.). Av avoloyl-
OTOUYE OTL XOTY T1) UETAYAWTTION OEV UTAPYEL TPOELWBOTOMNGT) Yiol auTod, XaTahaBaivouue
61t xatahfyovpe pe teheine Addog dedopéva (Seite to mopdderypar). Do npdlerc pe
otaviouaTo YeNotLoTol0VTAL WOVO Ol JodNUATIXES “oUVAPTACELS XoVoohag !

// Script #4: Vectors

// Define vectors "start" and "end"
%start="0.0 5.0 -3.2";
Y%end ="1.0 2.0 0.2";

// VectorAdd (vecA, vecB)

//Function to add two vectors of up to 3 elements
//each to each other

echo( VectorAdd () start,%end) ); //output: 1 7 —3

//Bad Vector Math !!
echo( %start + %end ); //output: 1

3.3.7 K\doeig xou aviixeiueva

Baowxd yapaxtneiotind tng YAwooug oevapiny Torque eivat 0 aAvTIXELLEVOOCTREPNS
(xou 6y avtixetpevootpaghc®) yapaxthpac (object oriented).

b Avtixeiuevootpephic = aviixeluevo + otpépopot: MIAGUE Yl AVILXEYEVOOTREPY TEOYQUUUOTI-
oud dnAad ToV TpoYpPoUATIONS ToU oTpépeTon Eog To avTixeipeva. Iloapduoia Aéue ecwotpepnc,
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Y10 puond x66po, Tavtol undpyouy avixelpeva. O dvitpwrog oxéntetan e Bdom
ta avuxeipeva. ‘Eyet tny iavétnta tng agaipeong, mou emitpénel vo BAETEL TIC E1XO-
veg oty ooV ¢ avTixelyeva, onwe avtoxivnta, Bouvd, BEvdpa, avtl we ZeywploTés
xouxx(deg ue ypouata. Mropet, av Oéhel, va oxénteton 6dom avtl yia SEvdpa xou onitial
avti yia ToOfAa.

To avtixetueva unopody va dSwnpedolv oe duo xatnyopieg, dNAadY ota xvolueva
xat ot oxivntar avuxeipeva. Ta xivolpeva avtixelyeva eivon “ovtavd” pe xdmota €v-
vola. Mnopolv va xivolvtar otov x6opo xow va xdvouy “mpdypota”. To axivnto dev
QatveTal Vol xdvouv xdtt. Aniag undpyouv! ‘Oha autd 1o avtixeiueva wotdoo, €youy
xdmotar xowvd. ‘Eyouv dha ididtnteg 1) xatdotoaoy), 6nwg péyedog, oy, YeOUd, TOu
Ta meptypdpouy. ‘Oha €youv ouuneplpopec B Aettoupyieg mou xodopilovy Tt xdvouv.
Audipopa avTixelueva UTopel vor € 0uvV TaPOPOLES BIOTHTES XAl TUPOPOLES CUUTERLPOPES.

O avuxelpevoo e TEOYPAUUUATIONOS HOVIENOTIOLEL TO TROYUOTIXG AVTIXEPEVA
ue avtiotorya avtixelyevo o mpoypdupata. Expetolleletar Ti¢ oyéoeic Twv xAdoe-
Vv, OTOU To avTIXElUEVA ULog xhdong €youv mopdpoteg WotnTeg. Exyetadhedeton v
XANEOVORIXOTNTA TV OYECEWY OOV VEES UAATELS AVTIXEWEVODY TOREYOVTaL And WOLOTN-
TEC XAl AELTOUPYIEC UTUPYOUCWY XNAGEWY %ot TPOGTA XY LOVADLXDV YOPUXTNELOTIXMY.
Alver v duvatotnTa Yia emxovevio ETal avTIXEWEVLY OTwe oupfalver xou 6Tov
mpaypatixd x6ouo (ot dvdpwnot 6Téhvouv unviyato uetall Toug).

H Torque vAonotel plo yeydhn tepapylor xAdoewy, mapéyovtas Baoctxr| Aettoupyt-
%x0TNTA 0€ Topelc Tou exTelvovTal and TO YEWRIOWS Xou TOV XooploUd TNG OUUTERLPO-
pdc TWV AVTIXEWEVWY Tou xdopou éwe T dixthimor. Ta mapdderypa, n xhdor (class)
“ShapeBase” anotelel tn Bdomn yio 6heg Tic xhdoeg TV aviixewévmy (objects) mou
€youy xdmoo oy xou elvon opatd otov xéouo, opilovtac tic wrotntee (fields) xan
Tic uedodouc (methods) mou eivon xowvée yia Tic XAEoelE AaUTOY TV avTixepévey. H
xhdorn “Player” eivou unoxhdon (subclass) tne “ShapeBase” xou ypnotponoteiton yio
T OnloupY ol AVTIXEWEVOY Y0 TOUC TAUIXTES XAl TNV TAPOLGiN AUTOY UECH GTOV XOGUO
Tou mauyvidol (avatars). KAinpovouet éAn tn Aettoupyixdtnta tne “ShapeBase”, xat
emimhéov opilet eZeldixeuPEVES WLOTATES Xait HEVODOUS YENOIES YId AVTIXEUEVR QUTHS
e xatnyoplag. O ypeRotng unopel va oploet emmiéoy 1B16TNTES X0t YeYbBOUC.

ITpwv ouveylooupe, oty enduevy oeAida undpyet ula peper tapovaioor g tepap-
ylog (8€vBpo xhnpovouxdTtag) twv xhdoewy tou urootneilet 1 unyavh. To TAhdoc
TWV UVAOTIOIMUEVOY XAACEWY XANOT OYeDOV adOVATY TNV TANPN XUTAYRAPT, AUTGY Xl
Twv YeTol Toug oyéoewy ot éva xat wovo Bidypaupol

e€WOTPEPNC XL OYL ECWOTEAPHC XTA.
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Fevixd yia T dnuioupylo evog avtixeipevou, ye ) yAwooo cevapiwy Torque, oxo-

hovlolpe TNy mapaxdte cOvTagn: Omou

%mnewObject = new tOnocKhdone (‘Ovopa : AvtIInyy, dpiopa0,...,6popalN) {
[datablock = ‘OvouaDB;]

[undpyovIIedioO=apy A TiuR0;]

[undpyovIledioM =apyuxh TR M;]

[ar6XpriotnIIedio0=apytx TR0

[onéXphotnlledioN=opy A TiwAN;]

h

tOnogKAdong: pla dnhwpévn otn unyavi xhdor, 1 onota tpoépyetor ancuieiog
ané v “SimObject” ¥ and uroxidon g,

'Ovopa (npoatpetind): elvon 10 Gvopa tou avuxeiuevou. Mropel vo uny efvar po-
vadixd wog xon xotd T Snuoupyia Tou aviixeévou autopata 1 Torque avoadétet
o€ auTé €vay wovadixd aptiud-avayvepetotixé (ID-handle),

AvtIIny? (npoupetind): TO GVOUO XATOOU AVTIXEWEVOU TTOU EYEL OPIOTEL VO~
oltepa xou amd To omolo xhnpovouet W16TNTES To VEo avTixelpevo,

6ptopal...6ptocualN (npoopetixd): to oplopata e ouvdptnone dnwovpyiag
(constructor) tne xhdone otny onola avrixet To avuxeiuevo,

datablock (npogpartixd): to dvopa evog #d1 UTEEYOVTOC XAt OYETIXO) UE TNV
xA&om datablock (BA. mopaxdtw).

Ta unéhowna Eyouy Vo xdvouv Ue apyixonoinon WloThtwv-tediny tou elte 1 unyavn
éyet avuoToyoet otny xhdom (xou dpo efvon BLOTNTEC TOU avTIXEWEVOL), ElTe 0 Tpo-
YoeaupatioThc VEAEL Vo TPOCVECEL GTO VEO AVTIXEIUEVO.

// Script #5: Create a new static object

$newObjectId=new StaticShape () A{

dataBlock="Rock";

// SceneObject features—staticShapes objects derives from
//SceneObject objects

position="0 0 0O";

rotation="1 0 0 0";

scale="1 1 1";
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3.3.8 Datablocks

Mehetdvtag 1o 8EvBpo xAnpovouxoTNTaS Vol TApATNEHOOUNE OTL YIol OPLOUEVES XAAOELS
UTLAEYOLY X0l XATOLES CUUTANPOUATIXES TOUS UE TNV xatdAnén ” Data”. Avutéc ot oup-
TANpWRATIXES xAdoelg xaholvtar “datablocks”. Aéue 6ti oty xAdoT), yia Tapdderyua,
“Player” avtiototyel 1o datablock “PlayerData”.

Ta “datablocks” towg eivon n mo Wwitepn dopn otny TorqueScript. Ilpdxeiton
Yio (it GUANOYY LBLOTATWY TOL EPYETAUL VUL CUTATPWOEL TIG WOLOTNTES
(av auTég LURdEYoLY) TNnG xA&oTE o1y onola avTicTolyel To datablock.
'Etot oto tehevtaio oevdplo (Script #5), to avuxeiyevo tomou “StaticShape” mov
onplovpyfooue dev yapaxtneiletar uovo and ta tedio “position”, “rotation” xou “scale”
oA xon and ta medio-dtotnTeg o opilovtan oto avuxeipevo “Rock”. To tehevtaio
efvar 1o datablock yio 1o otrywédtuno g xhdorne StaticShape (Sniadf yia to Véo
poc avtixeiyevo B ahhdg i to avtixeiyevo $newObjectld piog o gpovtiooye va
anoUnxelooLUE, xotd T dnwoupyic, To wovadixd aprdud ID).

Tt o teg duwe optlet xar apyixonotel to datablock “Rock”; Apyixd ag qovto-
otolue 6Tt To avuxelyevo tOmou “StaticShape” mou dnutoupyfooue eivon évag Bpdyog
xdmou oTov x6ouo Tou mouyVidlol pog. Tivetar avtiAnmtd 61t 1o nmou axpBog “Let”
xodopileton amd Ty T Tou Tedlou “position”. Mtov mpaypatixd xéouo évag Bedyog
ouws €yet xou udla 1 WIOTNTEG 6Twe 1 TEPY. Autd Yo urmopoloay Vo AROTEAECOUY
nedlo yio to datablock “Rock”!

// Script #6: Create the datablock for the object
//of script #5

datablock StaticShapeData( Rock ){

shapeFile=""/data/items/rock.dts";
mass=385;

density=10;

friction = 0.4;

}s

‘Onwe gaitvetor 1 dnuiovpeyia aviixelwévwy and datablocks eivar napoyota
pe tn dnwiovpyio aviixetuévoy and xhdoeic (evétnta 3.3.7), pe Tic e€Rc dpwe dropopéc:

e dev pmopolye va ndpouye pio petainth ue to avayvwpetotxd (ID-handle) tou
avtixetgévou evog datablock xon

o 1 deopeuuévn AEEn “new” Eyel avtixatactadel and TN deopevpévny AEEn “dat-
ablock”.

Tevixq 0Tic xAdoELG TopaTNEEL XAVELS ENAYIOTES £0¢ xAVOAOU LBLOTNTES Xol XUEIWS
pedodoug, xor ota datablocks to avtideto. O Alyeg 1816 Teg Tou epgaviloviar oTig
xhdoeig €yet vomua va opiCovton yia xde avtixeiuevo xhdong Eeywetotd xon dev Yo elye
VOO VoL TIC YPTCWLOTIOLOOUPE OUadLXd Yiot TOAAG avTixelpeva xhdoEwY, OTeS Urmopot-
HE Vo xdVoupE Ye Tig 1tdtnteg mou opilovtar ota datablocks. ®afveton dnAadh ot otny
TorqueScript émov ftay duvatd ol WLoTHTES xou oL u€Vodol dlaywplotnxay enitndes.
Ta datablocks eviulax@vouv Tic 1B16TNTEC oL elvor OYETIXEC UE TAL AVTIXEIUEVA TNG
avtiotolyng xAdong xat To {dro datablock unopetl va yenowonomiel and nohid Sropo-
PETIXd avTIXElUEVA QUTAS TNEC XALOTG, UE ATOTEAEGUA VO AMOGEDYETAL 1 ETUVAANYY TG
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apyonoinong Ty WIoTHTRY Yo xdle avtixelyevo e mapduota Aettovpyotnto. H
Odxprom Bev etvon EVIEADS axpIBng, xat olyoupa BeV elval SECUELTIXY YLl TNG OLOTNTES
xat yevodoug mou optlet o yphotne.

3.3.9 Xvuvaptroeig xou wéYodol

Fevind otov npoypappatiowd oL cuVapTRoEL, 6Tws YVwpilouye, elvor lixpdtepa TuRUATa
WO TOU BLEUXOAUYOUV TNV AVATTUEN XAt GUVTHENOT UEYAAVTEQWY TEOYpouUdTwy. To
810 oy et xan oty TorqueScript. Avtiotouya pAdpe yia uedddoug 6tav avagepduaote
O GUVAPTACELS TTOU AVAXOUV OE XAToLd XAAGT.

H 8nhwon plog ouvdptnong axolovdel v napaxdtew obvtaln:

function 6vopaXuvdptnone(ropduetpocl,...,tapduetpocN){

//odpa cuvdptnomne

}

EVO Yia Tic pedodoug:

function 6vopoKhdone 1 dvouaMedodou(%this, napduetpocl,..., napduetpocN){

//opa petédou

}

Ynyv TorqueScript autd mou npénel va npocéZouye elvan 1 TEMTY TAPGUETEOS TWY
pedédwyv (%this). To mpdTo dpiopa ot pwia wéBodo sivan 1 avagpopd cTo
CUYXEXPLLEVO CTIYULOTUTO - AVTIXEIUEVO TNG %AAONG YL TO OTOi-
o xA\qOnxe n wEHodog, TNV ONOlX MERVAEL ALTORATA N WYXV OTIG
®eV6BoLg TV xAdoEwY 6Tay auTEG xahoLvTon. Acv €yel onuacio TOS o-
voudCoupe 10 TEKOTO Oploua, dpxel va E€poupe 6Tt mdvta Vo Efval oUTY 1) AVAQPORd X
6T T oplopata mou Yo nepdooupe euelc ot pédodo Eexvdve and To delitepo Gploua
xat Yetd!

Yy nepintwon nou €youye pédodo evée datablock (dev npénet va Eeyvdye bt xon
o datablocks efvar xAdoeig) efvan mdavéd va ouvavthooupe ) uetaBint %db avti g
Yothis. Aev mpdxerton yia %8t dropopetind anhd pac Yupiler ot 1 avagopd yiveton oe
éva avtixeipevo datablock.

Axohlouldel éva moapdderypa xAfong uedddou Yo vor YIVEL XATAVONTY 1 TUPATAVE
WDlTeEPOTNTA TNE YAWooag oevaplwy g TGE:

// Script #7: Method call

//a method of class Player
function Player::playFootStep (%this ,%sound)
{
if (4this.footSteps0On)
{
serverPlay3D (% sound,’this.getTransform()) ;
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%this.schedule (250, playFootStep ,%sound) ;

$player = new Player () //create a new player object
{
dataBlock=MaleAvatar;
inventory [HealthKit]=0;
inventory [MP5]=0;
inventory [MP5Ammo]=0;

}s

//Call playFootStep method

$player.playFootStep ($footStepSoundl) ;

//Same as
//Splayer.playFootStep (Splayer, SfootStepSoundl) ;

Ohoxhnpadvovtag Ty evotnra, Wio TeAeutola TUPATHENOT-TEOEWOTOMOT: GTNY
TorqueScript 8ev 1oy 0el 0 TOALROPPIGUOG KA T UTERPORTWOT CLVAE-
THCEWV:

® oLVAPTNOTY YE (D10 GVOUN UE TEONYOUUEVT], aXOUA X0 oV EYOUV DLOPOPETIXG aptipd
TUPUUETEWY, DLAYPAQEL TNV TEONYOUUEVT, CUVARTNOT),

o avxindel pla cuvdpTtnon ye Aryotepeg Tapapé€Tpoug and 6Tt elvan aTr drhwon, To1e
1 TUPGUETEOS TOU oY VOE(TAL GUUTANPMYVETOL PE XEVY| ougBohooelpd (7). Avtdétwe
av yenowonoindoly TeEpIooOTERPES TUPIUETEOL TOTE TUPAAETOVTUL O1 EMITPOCUE-
TEC.

3.4 Xvuvodilovrag

H “Torque” eivor plo mAfeng unyov mouyvidtdy xon &yt amhd wio unyovh anédoorng.
Ynpileton otny apylteXToViXY TEALTN-EEUNNEETNTY XATL TOU EMITEENEL TNV AVARTUEY
ToUY VDLV €vOg TadxTn” aAAd xon TEPIOTOTEPWY Ue TNV (Bl euxohio. O xddxde g
elvon ypopuévog oe yAwooa C++ xar StatiieTtol 0TOUC TPOYPUPUATIOTES YL VO TOV
TOQUUETPOTIOLACOUY GUUPVA UE TIC AVAYXEC Toug. XTa pelov tng unyovic etvan 1
yerion twv opyelwy “.dts” o “.dif” yia ta tplodidotata woviéha. TToAd dhoxola Vo
Beel xavelc étoa poviéha, o8 aUTEC TIC HOPGES, YIo VA Ta EVIGEEL OTIC EQPUPUOYES
tou. Eniong ta Bondnuxd epyoheio yia tn oyedloon g oxmvAc B TV YRAGIXOY
draouvdéoewy dev elvon xadohou edypnota. Autd To teleutaio dpwg dev mpémel va
poc mpoBinuatiler wag xar to mdvto Yewpolvtar avixeipeva (objects) xa unopotv
va dnovpy oty pe tn Bondeia oevapiowyv. H “TorqueScript” elvar pla anhomoinuévn
YAMDGOU TROYEUUUATIONOY UYNA00 ETTEDOU, TOU AVAXEL OTNV XATNY ORI TV AEYOUEVELY
yiwoowv oevaplwy. Eyet yoapoxtnpotixd e C++ ye v e€ng onuavty dlapopd:
otnv “TorqueScript”, dev undpyetl xavévog TpoOTOS Vo EVTAZEL 0 YPRoTNG VEEC XAdoELS
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Evétnta 3.4

(autd pmopel va yiver uévo av odhdier tov xwdixa e unyavic ). Aev undpyer x4t

avtiotolyo tou

class évopaKidone {

//Wdétntee xou pédodol

i

OAAG u6VO 1) BUYVATOTNTO dNUouEYLaS AVTIXEUEVWY antd TIC UAOTOMUEVES XAAOELS

Tou nuphva e TGE.
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Kepdiowo 4

>IYEOlOCT KA OPYAVWOT) TOU
TLALY VLOLOU

To np®wt0 0Tddl0 T1Ng AvdnTUENS EVOS NAEXTRPOVIXO Tary VidLo0 elvan autd Tng oyedioong
Tou Touyvidtol. Ilpdxettar yia To 0Tddo dmou xadopileton To £[50¢ TOU TALYVIBLOY TTOY
npénel va vAomoinlel, 1 TAaT@OpU avaTTUENG, TO AYOPACTIXO XOWO 610 onolo Va
amevdivetor ohhd xon Véyata Tou Blou Tou maryvidlol dnwe oevdpto, exineda-ioTeg,
6T TOU yeNotponoodvTAL XTA.

4.1 Xyedlaon tou mouyvidoloL “Water War”

O oyedlaopdg evog matyvidto etval and TIC ONUAVTIXOTERES QPAOEIC AVAnTUENS, (WS X
1 oNPaVTIXOTERT Xt efvan xahd var Eextvape and authy, xatd TNy dnuoupyio evog véou
mouyvidol. Baowxd eivon pio xataypagt o yopti tou Tt Yo vhonoiniel oto maryvidt.

4.1.1 TOvtopn meplypopHh

To mawyvidr Yo péper tov titho “Water War”. O noixtng avohouBdver tov pého
evog oTpaTi®Tn o tpoonadel va emPBiboel ot évay véo Ilayxdowo Idhepo mou €yet
¢eomdoet ot I'n. O pdiyeg Sie&dryovton ota Badyn tne ageixdvixng nreipou.

4.1.2 3evdplo

Beioxépaote ev €tn 2037 xau 0 xéouog ouyxhoviletar, yia Tpltn @opd, and évav [lay-
x6oyto Iohepo. O Tlax Xénopvt elvar npwnv yiateog nou “netale” TNy 1ot 6TOAN
xou vioinxe ota yoxt. Twpoa cav évag véog TCov Pduro xadodnyeitan and ) “Pwvn”
XL 10 WOVO Tou Tov eVOLapEREL elvar Twg Vo emPBLOCEL 0TY) VEO xoTIoTACT, TOU EYEL
dropoppwiel. Auth TN Qopd GhoL TOAEUAVE UE OAOUG, pe wovo aTtdyo va (Hoouv!

H vnédeon tou moyvidioh ebvon epmveuopévn and tny tonvior “World War III” 1 onofa
npoBhilnxe oty Xivodo tou OHE yia 1o xhipa, oty Koneyydyn. Ipdxertar yio pla
wxpol-prixoug tawvio Twv gortntey Ltéhou Aheavdpdnn xar Mevélaou TMopnouxidr,
tou Aptototekeiou Iavemotnpiov Occoahovixng, 1 onola xépdioe to npwto PBpofeio
oto d1edvn Braywvioud e titho “One minute to Save the World”, to 2009
(http://www.1lminutetosavetheworld.com/).
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4.1.3 E{dog mauwyvidiol

To “Water War” da avixel otny xatnyopld Twv TotyVISIOY TE®TOU-TPOCOTOU-BOANC
[FPS (=first person shooter)] odld Yo neptéyet xou otoryeia and mouyvidio neptnétetog
(adventure games). Ou npénet dnhadr o ypRotne, tépa and Tic udyee, va Beet xdroteg
TANPOYORIEC WGTE VO UTOPECEL VAL OMOXANEMOEL TNV ATOCTOAY| TOU.

4.1.4 Emppoég

Aev umdpyet xdmoto cuYXEXPWEVO Touyvidt and to onolo va avtAfUnxav ototyela yia
o “Water War”. Oa axolouviel ) “Bacixr) cuvtayn” 1wy naywidiey tonou “FPS”:
ouveyhc dpdon xar torkéc expiieic! Towe n uévn emppon €yer va xdvet pe Ty odovy
6mou Yo dnAGdVEL 6Tt 0 TalxTng TAnY®Unxe. H 1béa mou éyel epappootel oto “Mod-
ern Warfare 2”7 tng “Activision”, e ti¢ xnhidec algoatog tou xdvouy mo dOoxoky TNy
TEpRYNON 61O YOO, elvor XATL TO DaPopeTind (o€ GUYXPLOTN YE TIC TapadOCtoxXés UAO-
nofoete 6mou oty otdvn axaptada eppaviletar pio x6xxvn Mudn) nouv Yo evraydei
OTNV EQAPUOYY.

4.1.5 IIhatpoppa moy vidLon

To mouyvide Yo tpé€yer xou Va doxtpaotel oe Windows XP. I'ia v avdntugn tou Yo
xenotwonomiet 1 unyavr maryvidioy Torque 1.5.2.

4.1.6 IlepiBdArov motyvidiol

YOupova ue 1o oevdpto, 1 dpdor Stadpapatiletor xdmou oty agetxdvixn Hrelpo. L'a to
Aoyo autd 1 oxnvr Tou Ty vidol Ya divel Ty aloUnor ulag epnuixnc Extaorg, ywelc
waitepn Prdotnon. Ta xthpia tou Yo cuviétouy T oxnvi Ya ebvon Mtd xon oe oxolpeg
ATOYPWOELS ETOL WOTE VA YIVETAUL AVTIANTTO OTL BRloXOUACTE OE GTPATIWTIXY TEPLOY .

O Ypwoag Yo eloaydel atn oxnvr and 1oV oupavd eXTEAOVTIC TTOOT UE aredinTwTo.
Mio e€wtepxr} xdpepa Yo delyvel Ty nTwon tou. 3t1 ouvéyeta Yo Yiver ahhayn oc
xdPEQU TEWTOY TPOoOoWTOoU, dNhadh TAéov o malxtng Vo BAénel yéoa and To wdTiar TOU
TCax. Tautdypova Va Swpoppwiei xou 1 Baotxh 006vy nepiiynone [HUD (=Heads
Up Display)] dote va eppaviler tinpogopies yior tny eVERYELR, ToL OTAAL XAl TOL OV TL-
xelpeva tou Va €yel oy Brddeoy| Tou o maixtne. Aev Yo uTdpyEL XovEVAS TERLOPIGUOS
xivnong otn oxnvh Tou mouyvidtot. O ypRotng Yo etvar ehetepog va xvnlel npog xd-
Ve xatevBuvor. Qotdéco 1 Véorn twv oviothtoy e oxnvic (Y mapdderypa Adgot,
xthpta) Vo efvar tétota oy va avtihauBdvetoan mota topeia Tpénel var axohoudfoet. e
aut6 Yo ouufdhouy xan ot TAnpoopieg mou Vo GUYXEVTEMOVEL “WAGYTAS ~ UE XATOL0V
QUAUXIOUEVO XL TUPATNPOVTOS YIPTES PECH OTIS EYXATACTACEL, Tou Y VpoU.

‘Ooov agopd toug exdpole, autol Yo tonovetnloly oe cuyxexplévee Véaeic dr-
HLOURYWVTAS TEVTE YWEoug dpdone. Aev Yo elvor 0TdoLol dAAS avd TaxTd Yeovixd
Sl ThAuata Yo meptmorodyv Yipw and o apyixd onuelo.

4.1.7 Pon mouyvidlov

H eqappoyt Yo Eexwvder pe wla etloaywyixr] o06vn e tov titho tou mouyvidlol xot Yo
axohovlel 1 06vn e to Aoyotumo g “GarageGames”. Y11 ouvéyela o yphotne Vo
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Beevel oo Pacnd pevol omou xar Vo uTdEyEL ETAOYY Yiol TEQUATIONS 1) Yot ExxivnoT,
tou “Water War”.

Koatd tn dudpxeio tou mouyvidiot Yo urnopet v Yiver TepUaTionds xou ENIGTROPY| GTO
neplBdihov tou Aettoupyixol e 1o mhixteo “Esc”. Av o maixtng @tdoet oto 016)0
T6Te auTtopota Yo TepuaTioet TO Touyvidt xou TEAL.

4.1.8 DBoaowxég ovioTtnTES TOU Ty VISLOU

Me tov 6p0 0vTdTNTEC EVVOOUUE TOUS TUIXTES, TOUG EYVPOUC, To XTHplA Xt OTTOLO JANO
avtixelpevo Bploxeton ot oxnvy Tou Ty VB0,

"Hewoag

H Boaowury gryolpa oto nawyvidt Yo eivon o TCoax. Ou elvon oyedioouévog €10t KGOTE Vo
TOEATEPTEL O OTEATIOTY. 110 PEYAA(TEPO U€pog Tou matyvidtoh o malxtng Vo BAénet
TOV x60W0 Yéoa and Ta udtior Tou fpwa. L' 1o Adyo autd 1 oyedlaon Tou Ya elvan Tétola
oote va gaiveton wovo 1o yépr mou atnpilel o 6mho (xar Quoxd pépog Tou GThou).
H xdyepa npwtou npoconou Va €yet wla péylotn xot plo EAGYIoTY Ywvia xatoaxdpueng
Véaone (look angle). Aev npénet o naixtne xodde xortdler to €dugog vo pTdoet Ge
onuelo vo BAénet ecwteptnd Tou wovtélou (1 Véom tne xduepac Yo Poioxeton oto Hioc
TV HOTLOV TOU LoVTELOL) K dTay xottdlel Tpog To Téve vo PAETEL 6€ YoWid ueyolbTepn
TWV EVEVAVTA JOLOWY.

Qotdoo Yo umdpyel xou ETAOYY Yiol dAAaYT| € xduepa Tpltou Tpocwnou dnou Vo
Topatneolue Tov fpwa and miow. [ to Aéyo autd Yo undpyet éva mhfeng woviého
(xou Oyt Yo Topddery o W6vo Eva yépt Tou XpaTtdeL To GTho, OTwS CLUPAIVEL 08 xdnot
mouy viduat {Brov thmou). Xe autiv v nepintwon Ya gaivovton xo ot xivicews. Llpénet
Aotdv va avartuyoly ta ypapixd (animations) yio xivnon tpog to eunpde, niow, oo
TGyt xon GAUOL EV GTAON 1 EV XIVHOEL.

O fpwag Yo Zexvder pe pio uéyiotn evépyeta (exatd povades). Kdde gopd mou da
0éyeton pla ogaipa, 1 evépyeir Yo pedvetar xou pdhiota ) {nud” Yo etvar avdhoyn
pe 1o omnueio mou tpawpatiotnxe (xepdht, Vopaxac, t6dw). Extéc and tic ogaipee,
peiwon evépyetog Yo Eyouue xou xatd TNy TTOOY and peydha On A avdroya pe Ty
anbotaon Tou yapuxthpa and onueio tou exdnhovetar Expnin (Yo napdderypa o Tlax
TOTdEL XATOLOL VEPXT)).

‘Otav 1 evépyeta undevioer Yo mpénel vor UTAPEEL XATOLO XIVOLPEVO YRAUPIXO YLl TO
vavato tou naixtn. O nabxtng Yo yropel va “avayevvniel” xdnov pyeoo otn oxnvy. Ou
xadoptotoly Tpla onueia “avayévvnone ” (spawn points) xor xdde gopd Vo emiéyetan
éva e Bdon ) ¥éom mou mpornyouuéves PBetoxdtav. Aev Yo undpyet 6pto Yol T0 TOOES
popéc Va Eavaunel oTo makyvidL.

Oa diveton BEBator 1) BUVATOHTNTA, GTOV TAUXTY), VoL AVIXTHOEL PEPOS TNE EVERYELAS TOU.
Auté mpobmoétel, xatd v mEpUYNoT TOu, Vo EYEL BPEL X VO EYEL CUYXEVTPWOEL
noxéta evépyetog (health kits). Omnowdfnote otyud pe éva mhixtpo Yo unopel vo
“yiatpeutel”. Kdlde naxéto evépyelag Yo mpooiétel nevhvia govddes evépyetag. O
TEETEL Aoy 0 TaxTNE Vo ypnoldonotel ta toxéta pe ohveon (Yo nopddetypa av €yel
vnootel “{nud” Tévte Uovddmy xou yenotdonotioet To taxéto t61e Va Ppedel o nold
dUoxokn V€an OTav 1) evEpYELd TOL, dpYOTERX, Vo Eyel TEGEL TOAY YounAd xou dev Vo
€yEl x4moo dhho TaxéTo).
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‘Ocov agopd tov omhioud, autdg Va eivan éva 6mho tinou AK-47. To émho autd
elvor autopato. T tn ypron touv Yo mpénel va undpyouv dtadéotueg ogalpeg. e
didpopec Veoelc oto Edagog Vo Peloxovion naxéta mou Yo nepléyouy TevAvIa oaipeg
0 xadéva. O maixtng dev Yo unopel va éyet otn Sideon tou (va palédet) néve and €&
Tétowa axéto (dnhady| v €yel Tapandve and tplaxdotes ogaipes). Koatd tn Sdpxeta
NS Wdyne Ta Tohepopodia Vo uetdvovtar xot €10t Yo pmopolv va ouyxevipwioly véa
TOXETA O AL

Téhog xdmou péoa ota xthplar Yo undplel pla pdoxa acpiwy. O maixtng and
oty mou Tt paleder Vo unopel va 1 yeNolonoioel UE xdnoto TAHXTEo. Xwpic
auThy Yo efvar adOvaTy 1 TpooTENAGT, EVOS GUYXEXPWEVOL dwpatiou.

Eyx9eol

Ia toug eydpolc Va ypnotporomiel éva xat uévo tpiodidotato poviého (Sapopetind
and Tou fpwa) odAd ye dvo eidn vedy (textures). Kdmnowor da eivon pe xohuppéva
Tpbowna o dhhot oyt. To xvolueva ypapixd Yo etvon (B ue auTtd TOU Howa.

Exté¢ and v eugdvior), ol eydpol Yo draxplvovion xon w¢ mpog T aprodloTNTES
toug. Ot meplocdtepol and autolc pe 1o mou Yo evionicouy tov maixty Yo Tou emiTe-
Yolv. Abo Yo €youv 10 pOAO TOU VA GNUAVOUY TO GUVIYERRS 6Tay avTIAnEUYoly ToV
eloPoréa. Xt ouvéyeia Yo apyicouy va ouuneptgépovtal 6K XAl oL UTOAOLTOL.

H apyind evépyela yia xdle eheyyouevo and 1ov unohoYtoTy yopax e, Yo oploTel
0TI EXUTO POVABES ot TaAL. AuTy 1 Qopd ouwe 1 “Inuid” and Tic ogaipeg Vo elvon ye-
YahbTepn o€ oyéon pe auTy Tou TalxTy). Eniong dev Yo undpyet n Suvatdtnta avixtnong
evépyelog xau and N ouypr mou Yo undevioet o eylpodc dev Vo enaveupaviotet.

[ 6mho Ya €youv éva timou MP-5, ue aneptdpioto aprdud and ogaipec. O mpo-
Yoaupatiopog Yo meEnel va elvon TETOLOG WOTE v Undpeéet plo wixpn moborn MET and
OUVEYOUEVES PITEC.

PuAaxiopeEvog

Oa dnuovpynUel €vag yopuxThEUC GUAAXICHEVOL UE TOV OoTtolo O maixTtng Vo unopéaocl
vor “WAfoEr” xon Vo GUYXEVTPWOEL TAnpogopieg. Ou tomodetniel oe xthplo xovTd
oto onueio TTwone Tou Npwa. Av tov ehevlepwoel téTE 0 PuAmKGPEVOS Yo TpELel
poxpld and to onuelo mou eellooetan 1 dpdon. To tpodidotato poviého mou Yu
xenotponomiet Yo elvon Tou fpwa, we SlaPopETIXY) LY.

Krtrpia

Katd xOpto Aoyo 1o xthprar Vo elvor evog dwyotiou, ywplc TOMAES AENTOYEPEIES, HE
avolyuota yio elcodo xar tapddupa. Mto xthpto Yo Beloxovton avixelyeva Tor omoio xou
Vo uropel vau GUAAEYEL 0 TaxTNG 1) Vo yetplleTan.

‘Eva and autd do eivar 800 0pdpev xou Yo UTdpyet YTOAOYIOTAC 01OV onolo ot
Yo mEénel Vo amoxTAoEL TPOoBAoT Yol Vo avaxXTHOEL €vay xwdxd. Autdg 0 xwdixdg
Yo yeetaotel yia va avolZet 1 oupduevn nopta evoc Broynuixol epyootaciou, mou Vo
Beloxeton mpog 1o téhog TN anootohfc. Ia va eroéddel o maixtng oc autd Vo mpémet
va dradéTer eidr udoxa. Popwvrac tn pdoxa Yo et yia to Stoxdéntn Tou Yo avolyel
NV TUAY Tou 0dnyel 0To “oTdY0”.
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O “otoyog 7 Va etvan éva yenuatoxPoTio To onolo €dw dev Va amoxakidouye
Tt neptéyet. H 9€on tou Va eivar péoa oe nétpivo xataoxebaoya, Wwialtepa Ynad xou
pe mOANG omuela and to omola VYo propoly va “metaytolv” eydpol. T'Opw and To
oxodouNua Yo UTdEY oLV TELYN o1 Yio VoL TEPACOLYE amd auTd Yo Tpémet, dnwe elnaye,
va €youpe entoxe@tel 1o Bloynuxd epyootdoto.

Aévopa

Y oxnv tou maryvidot Yo undpyouv xdxtol TOnou “Saguaro”. Av o maixtng épvet
oe enagn (collide) pe Tov xdxto Yo eppaviotoly thnpogopies, o€ Tapddupo UNVURETOY,
Yi0L TO GUYXEXPEVO E1DOC.

ISiaitepne onpactag Yo eivon to “0évdpo tng Tenere™ xdmou otn oxnvy|. IIdAt e
enagr Yo avTAel 0 Hpwac TANEOQPORIES TOU 1 TEOCEXTIXY AVAYVWoY| Toug Yo AnoTEAE!
“ahedl” yiortny e€€MEN Tou mouyvidtol. 1o cuyxexptuéva ol tAnpogopie Va emitpéouy
oToV TaX T Vo pavTédel Tov xwdixd tpdofacmng Tou NAEXTEOVIXOU UTOhoYIoTH, Tou Va
Beloxetar Yoo 6T0 BLOREOPO ATHELO.

1

O ot

Oa UTEEEOUY POVTENN CTRATIOTIXWY OYNUATWY OTwS douata Udyne xat tlim yid va
TPOodWoOUE UeYalhTEpO evilogépov otn oxnvi. O fowoag dev Yo emtpéneton vo o
odnynoeL.

Oua npocielel duwe éva nupofdio (xavéw) to onolo xou Vo yprnoiwonoteiton 6tay o
raixtng Vo Peloxeton xovtd o auté. Mrvuua otny oddvn Yo tov ewdornotel o1t yia mo-
pdderyUa, To TUPOBONO Eival OTAIOUEVO XoU UE CUYXEXQIUEVO TANXTEO Vol TRAY HATOTIOLE

Bohx.

4.1.9 Xvuvidnxr tepuaTticpoL

To moawyvidt Yo teppatiler 6tav o maixtng grdoel 6o “616)0”.

4.1.10 Xetlplopog

O yepoudg Yo yivetar ye to TAnxtpoloyto xar to movtixt. I tnv xivnon Yo yern-
owornomndolv ta tAhxtpa “WASD” (w: xivnorn npoc ta eunpde, a: xivnor npog to
aptotepd, s: xivnon mpog 1o niow, d: xivnon tpog to Be€Ld) eV pe To movtixt 0 naixINng
Yo ehéyyer Ty xduepa xon Vo mupofohrel. Xtnv mopeia Yo xodoptotody o TARx TR
pe o omofa Vo ahAnhemdpolye pe ovidtntes tou mouyvidtot (cuvndiletar to TAAxTpO
“F), Do pnotgonolobue o Tax€To EVEPYELNG Xou T1) UAOoXAL.

4.2 Opydvwon apyeivwy

‘Oha o apyeia Bploxovia oto @dxcho “Water War”. O gdxechog nepiéyet nepinov
500 apyeio. To 250 and autd anoteholy Ta dedopéva tou maryvidtov. Ilpdxertar yia

!To 3évtpo ¢ Tenere #rav 10 wo anoUovVEPEVO BéVTpo GTov xbopo. M anducen oxaxid, ©ou
HEYGAWOE oTNY épnuo tne Baydpac, oto Niynpa. Aev unfpxe dilo dévtpo oe axtiva 400 yAu. To
0évtpo dev undpyel ma xadde to 1973 évac peduouévoe, AlBuog odnydc poptnyol éncoe mdve tou!
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TploddoTATO WOVTERQ, ExOVES o apyeia Hyou. Ta umbdhoima elvan Tor TUAUATI XWX
Tou avartOy Uy Yo Th Snutovpyia Tou Tty ido0.

4.2.1 “®dxelog pila” (Root Directory)

Aev undpyet oYEdOY XAVEVAC TEPLOPIOROS 0T Twg Yo opyavwloly ta apyela, e monyvi-
ot mou avarntuooovta e Ty TGE. To pévo nou anarteiton etvon évag Poaoixdg gdxelog,
wéoa atov onolo Va Peloxctal To EXTEAECLLO ApYEl0 TNG EPASUOYNS, TO AE-
xeto “main.cs” (the root main module) xot Quoixd dha ta undrotna apyeia. O
pdxehog autdg xaheiton “gdxehog pila”.

Xy egapuoyng pog, “gdxehog pila” etvan o “WaterWar”. To “torqueDemo.exe”

Water®ar

wrap_oal.dll | glu2d3d.dli [OpenAL32. di torgueDemo.exe  main.ce '- '-

openglddid.adl unicows.al

Comman control

Yy 4.1: O “gdxehog pila” tou “Water War”

elvor T0 exteléoo apyeio. Bhémouye 611 o gdxechog pila meptéyel xou T SuvaULxEg
BiBhodixec (Ldll) yia ) xphion TV anapaiThTOV GUVIPTAGEWY Xdl UTOPOUTIVOV TOU
oyetiCovton ye tic Bifhotxec “OpenGL” xor “OpenAL”. Na onueiwdel xou ndAt o1t
10 apyeio “main.cs” etvou Waitepa oNuavTid ot ywpic autd (oto @dxeko bmou efvar
X T0 EXTEAEOLHO) TO oy VIO dev Vo uropel va “tpéler”!

Or diodpoyée (paths) ohwv twv gpyelwv tou divovtor 6e authAv TV epyacio ebvor
oyetxée (relative) xan Zextvdve ndvta and tov xatdhoyo-pila. Ta nopdderypa, 1 Swa-
dpouny “/control/main.cs” dnidver to apyelo “main.cs” nouv Bploxetar oTov xaTdhoyo
“control”, o onolog pe N oepd tou Beloxetal otov xatdhoyo “WaterWar”.

4.2.2 To Paocwxd apyeio “main.cs” (the root main module)

Koatd tnv exxtvnot, tng 1 unyavh Yy vel yia 1o apyeio “main.cs”, mou npénet va Bploxe-
7 ’ Z 4 ?, 7 4

Tou 070V (B0 xatdhoyo ye to exteréowo (BA. Lyfua 4.1). Luvenoe 1o ornyeio etob6dou

e epappoyng ebvan autd To apyelo.

Ye autd yivovta ot Tpdteg apyixonoioels, dnidvoviar ta oployata ypouunc (dev
€Y OuUE Yoo TN S| pog epappoyy), xadopilovton ot dadpopéc twv apyeiny. Erione
uropolue va {NTHOOUPE XUTA TNV PETAPEACT] TOU XMOIXA VoL TpoaTeVolY EMTAEOY TIAN-
pogopleg, omou Ya Bordncouy 0Ty ATOCHARIATROT| TOL.

Téhog eivar T0 apyeio 6mMOU ZEXIVAVE XU (POPTWYOVTIUL OTY, YVAUY T TEAOTA op-
yelo oevapiwy (eviohr “exec”). Tuvniileto ta apyela autd vo ovopdlovton eniong
“main.cs”. 'Etot, uéoa 610 @dxeho-pila, €youue Toug paxéloug “control” xu “com-
mon” 6nou o xalévag tepi€yel To dixd Tou “main.cs” apyelo. Autd ue tn oelpd Toug
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(POPTWYOUV GTY VAR dhAa apyela x.0.%. e anoTéAeopa oTadlxXd GAOS O XWMOIXAS Vo
petapedaleTtar xo vo exteheito.

// ./main.cs
//
// root main module for Water War

//
// The root script!

$traceMode=false;
$winConsole=true;

trace($traceMode) ; //add extra commentary in the log file
EnableWinConsole($winConsole) ;

$logModeEnabled=true; //create a log file
SetLogMode (2) ; //overwrites existing log file and close log
file at exit

/ /% sk Kk sk ok sk ok ok ok ok sk sk k ok k ok sk ok sk sk ok oKk ok sk ok ok ok ok ok K ok

//*0OnExit is called directly from C++ code, whereas onStart 1is
//«invoked at the end of this file.

J /% kxR ok kK ok kK ok K Kk Kk Kk K R ok Kk oKk K R K Kk Kk Kk K %

function 0nExit (){}

/S sk sk sk ok sk sk sk ok sk ok sk R ok sk sk KO ok ok ok o K

//*Default startup function

J/ /% sk sk sk ok sk sk ok ok ok sk ok sk ok ok sk ok sk ok ok ok ok ok ok sk ok
function 0nStart (){}

// ——> Notify engine about required folder paths
$pathlist="common;control";
SetModPaths($pathList) ;

/) <=

// ——> In—line program statements

exec("common/main.cs"); //load into memory the common/main.cs
module

exec("control/main.cs"); //load into memory the control/main.cs
module

/) <=

OnStart (); //call all versions of OnStart () that appear in the
pathList

4.2.3 ddxesroc “common”

O gdxehog “common” mepihopufBdver cUVAPTAHOEIC, UEVOBOUC ot OPIOUONEC XAJCEWY %ol
datablock mou xadopilouv oroyei®dels yevixés hettoupyieg Tng epapuoyrc.
Yuyxexpyéva o “common” xoutdhoyog mepthaufBdver Toug xatahdyoug “server”,
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b

“client”, “lighting”, “ui” o 7o apyeio xodopiopévev/mpoemheyuévewy Tuwy “prefs.cs”.
O1 Baouée hertoupyieg Twv dpyEiwy Tou TEQIXAEIOVTOL T TUQATAVE EVOL 1) XATATHELT
TOU ECUTIMEETNTY, 1) AEYIXOTOIMGT TOU X0l 1) XATAGTEOPY| TOU, OTAY AUTY| anouteiton, 1) On-
wovpyia obVBEsNg UETAEY TOU TEAEUTAIOU X0 TWV TEAXTMY Xt 1 AToGUYOETY 6TaY oUTH
efvar emuuntd. Enione xadopilovtar ot tpeic @doeic pdptwone tne egoppoyhc (Ya T
avahOGOUPE Tapaxdtw), 1 VAOTOMGT, cUVAPTAGEWY TOU BLEUXOADYOLY TNV ETIXOVWVia
HETAED TENAT@V xou eEUTNEETHTA, 7] ApyIXOToiNaY Tou Ypupixol cuothuatos (dnuoup-
yio “Canvas” gtov nehdtn) xou Dépato Tou €x0uvV Vo xdvouy Ue T Ypaguxt Stacivdeon
TOU YENOTY OTWS 1) YeNon xEpoopa Xt Td TaEdiupd UNYUUAT®WY YLl TEPUATIONS TNG
EQUPUOYNS.

——
COMIMmon
climnt BTV lighding 1]
Canvas.ChE CLUMEge. CE | massage. s Ui, 05 BngT. 5 game.cs audio.cs MESFAQNE. 5
missionDownioad.cs  action Wap.cs massapeBos.cs missionload cs chentConnaction.cs missionDownlkosd. oo

Eyfua 4.2: To onuavtixdtepa apyela Tou “common”

4.2.4 dPdxchoc “control”

Adyw g opydvwong TG £QopUoYc oOUQWYA UE TNV OPYLTEXTOVIXY TEALTY - Eumy-
PETNTY, 0 xOOXEC Tou Yuxéhou “control” ywpileton oto TuAua Tou mehdty (“client”),
oto tuhua tou e€unnpetnt (“server”) xou 6to Twhua TV dedopévov (“data”).

‘Onwg avagéplnxe xat o€ TEONYOVUEVO XEQAANO, 1) OPYAVWOT AUTT BLEUXOADVEL TOV
xatapeptopd epyaoiog, Ty anodotixdtepn Slayeipon TV Sedouévmy xat TNV andxpudn
TANEOPORLWY and To €va U€pog 010 dAAo Otay autd anouteitoar. Enlong Sieuxoiivel
TN UEAOVTIXY) EMEXTACY, TNG EPUPUOYNC GOTE Vo ECUTNEETEL TEPLOCOTEQOUS TEAUTES
av xdtt tétolo elvon emduuntd. Xe authy TNV TEPINTWOoT, 0 XOOIXAC TWY TEAATWV
Xt Tou eEUTNEETNTY UTOPOLY Vo eXTEAOUVTAL OF BLUPOPETINOVS UTONOYIOTEG X Vol
EMXOVWYOLY PEGE OLXTOOU.

To twhua tou tehdty ebvar uredhuvo xuplng yio T oUVOEST Ye Tov eEUTNEETNTY),
Tov €AY Y0 TG EL0GDOL Xt TS €€600U XAl THY ToEOUGIAsT TNE EXGVAC.

To tpfua Touv egunnpetnTy elvol EMIQPOPTIOUEVO UE dAAou eldoug appodlotnTes O-
TS 7 Onwovpyio xon SLoypoapr] AVTIXEWEVODY, 1 XIVNOY TWV YoUpaXTAEWY, 1) aviyVeuon
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olyxpouong PeTaCh avTIXEWEVKDY, 1) vhoToinoy Twv “triggers” xou YeEVixOtepa O Xo-
Y0oploUds TWV TEPIOCOTEPWY TUVAPTHCEWY X0l UEVOBWY TOU APOpOUY OTNV XATACKEVY
X0l TT) CUUTERLPOPS TWV AVTIXEWEVWY TN EQupuoyhc. 'Etol 1o tuhua Tou x@dixa tou
vhoroiel 1o ueYahlTERO XOPUATL Tou oy Vb0l BeloxeTon 0To @dxelo “server”.

O xatdhoyoc “data” Sev mepléyel %@, aAAd TOPOUC OTMTIXOUXOVOTIXTS PUOTC
(3D povtéha, eixdvee, apyeia Ryou), TOU YENOCLOTOOVVTOL Yial TNV AVUTUPAGTAGT), TOU
x60pou. O xodxag Tou TEAdTN ot Tou eunneetnTy elvon LTEdHUVOS Lol TO YELPIOUO
QUTOV TV Topwv. o noupdderyua, 0 TEAATNG EMAEYEL VO LOUGIXO XOUUATL TOU ETAVOL-
hopPBaveto 6o delyvel 10 xevTpixd PEVOL 1| 0 eEUTNEETNTNAS dNtovpYel EVa AVTIXELEVO
tou datablock “PlayerData” xat ypnowonotel xdnoto 3D povtéro mou Yo avanopiotd

TO AVTIXEPEVO aUTH GTOV XOCUO.

contral

- =

clignt BETVEr data

| ctentcs -

mierfaces misc — game. c5 MiSC playars WEEpINS
N8l ZE.C5 g =
—audioProfies.cs .
—initialize.cs
—dafailProdilas. os
= Frofiles.ca —audioProdies.cs

Eyfuo 4.3: Ta nepreydueva Tou xatahdyou “control”

4.3 Xvvodilovrag

H oyediaor nou nagovoidotnxe oto mpdto uépog Tou xepahaiou etvar TOAG TEdYELET.
Y1 Prounyavics ToV NAEXTEOVIXGY Touy VIBIWY, ot GYedlaaTég divouy ueydhn onuacio oy
Aentoppeta. o nopdderypa Yo €npene va elye avagepdel o ndéco “Tnuid” vplotato
o maixtng otav ytumnidel oto xe@dht, B vy axplPr Véon nmou Ya Tomodetniolv ol
oviotnteg. O mpoypaupatiotic mou Ya dtaBdoel t0 oyE€dio Tou matyvidlo) TEEREL Vo
pmopel VoL UAOTIOMAOEL Tol AVTIXELUEVE TOU %o T1] CUUTERLPORE TOUC.

To mouyvidt ouveyws Vo Pedtiwvetar xatd 1 dtdpxela NG Tapoloas epyaciog xou
péypet TNV ohoxhipwor Tng. Metd xou and Tic teheutaieg Soxtéc To olyoupo elvar 6Tt
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Yo undpouv ahhayég mévew ot oyediaoy. 'Etot autd mou mapoucidotnxe otny ovoia
elvan 0 Paoindg x0puog UE ToV ontolo Eexivnoe 1) SImAWUATIX.

Me Bdorn autoy avamtiydnxoy o XOPUATIa XOOIXA TOU TakY VIS0 Xt 0pYavmInxay
olupwvo ye TNV apyttextovixy tehdty - eunnpetnth. No onueiwiel 61t Torque épye-
TAL PE UEQIXA TAUPAOELYUATA EPAUPUOYWY, TOU axOAOLVYOUY Ulol GUYXEXPIUEVT] 0PYAVLOT)
apyeiwv. H epyoaoio auth dev yenotwonowel xavéva and autd Tor Topadelypoto xot Eye
yeagptel Eextvovtag and to undév. Béfoua, o nopadelypoata autd yenoiucuoay cav o-
ONY o< xou oe peydho PBadud axorovdeitan Topdpolo opydveworn ue autd. H emhoyr outh
ONUALVEL OTL EYOUPE POVO TNV AmdpalTnTY) AELTOURYIXOTNTA XAl TO GUVEXTIXY, apol 1)
mhelodnpio Twv AettovpYl®y TeocTtédnxe otadlond xou wovo dtav auth yeeidotnxe. Au-
16 oc xopio nepinTwor de onuaivel OtL av VEAOLUE Vo ONUIOUEYHOOVUE EVa VEO mony vidt
Yo mpénet va Eexviooupe Tdh and Ty apyh! O x@wdixag “common” Va napopeivet (diog
eve oto “control” tpdua, av to mouyvidt eivan ndAl tomou FPS, ou ahhayég Yo eivon oe
ouYxEXPIUEVA apYElaL.

ITpwv ouveytotel 1 avdhuoyn e AettovpYxdTNTAC Tou Taryvidol o axohoviroet
N dnwovpyio TwV oviothtwy Tou. Avotuy®de ot Tinol dpyeiwy tou yenolponolel 1)
wny v, yio o tplodtdotorta povtéha, dev eivor téoo cuvndiopévol (udhhov Yewpodvtar
TAEOV ZETEPUOUEVOL) OTOTE EIHUOTE UVOYXUOUEVOL VA LOVTIENOTOLCOUYE UGVOL pac 7
VOl TPOTOTOACOVUE KGOl LOVTELD EVUPEMC Y PNOULOTOLOVUEVLY TOTWY (Yior Topdderypa
“.3ds”).
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Kegpdiowo 5

Anuiovpylat OVTOTATWY TOU
TLAULY VLOLOU

To nhextpovind mouyvidia etvon TpdTOg Blaoxédaorg yio toAlole. Kdmoiot oiyoupa yve-
pilouv 61l mlow and autéd mou BAEnouy oty 006VY) TOUG UTAPYEL XOOIXAUS YPAUUEVOS
ané uLor opdda meoypauaTioTey. Ot TeplocdTepol OUms dev unalvouv oty dodixacia
VoL AVOAOYIOTOOV TS XIVEITAL O EIXOVIXOS TOUG YapaxThpac, oTo Sims! Xtpégouy tny
TPOGOY T, TOUC 0T AVTIXEIUEVA TG oxNViC Tou nailouy To pOLo Tou XTiplou, TOU AUTOXI-
VATOU xat OTIONTOTE GARO UTHPYEL XA OTOV TEAYHATIXO X60Uo. ATOAITRE hoyixd autd,
HLOIC Xt €Y OLUE VAL XAVOUPE UE Wiat OmtTixy) eapuoyy. To poviéha hoindv eivan Baoixd
ouoTaTXd EVOC NAEXTEOVIXOD Touyvidlol. e éva mouyvidt dpdong, évag xOPBog cav Ba-
oxdg yapaxthipag ofyoupd Yo TpoxahECEL TNV OAOXANEKTIXT TOU anotuyid 6NV ayopd,
oe avtideon pe éva TpIOBIAOTATO LOVTERD VTP CTRATIOTY, PE EUQPAVT TA ONUdAdL antd
TIC YAYES OTO TPOOWTO TOU.

To xepdhouo 5 aoyoheltar Ye 1 dNUIOVEYIA TWV OVIOTHTOY TOU TaLYVIdI00 OTwg
elvon ot tptodidotatol yopuxthpes xat to xthpla. Iiveton enfone avagopd 6to Aeyoduevo
“rapalinheninedo tou ovpavol” (“SkyBox”) xo napovotdleton pio eqapuoyh Tou avo-
Oy ONXE WoTE Vo Topdyoupe edxoha eddg (terrain) yio Tic anooTohéS Tou TaLyVIdLo0.

5.1 Tewoddotata poviéia (3D models)

Mg xon eivon T0 TEHTO xe@dhono To omolo acyohleiton pe To TpIEdIdoTATA HOVTEAD,
xdmoteg Boaoixéc nAnpoopieg Yo BOCOUV piol To OAOXANPWUEVY) EXOVA TAVEL GTO VEUA.
A¢ Eexviiooupe and ta autovontal Ti elvar tpiodidotato povtéro;

Ytov mpaypatixd xbopo avtihapBavopaote aviixeiyeva tpudv dactdoswy (Glog,
TA&Tog, Bddoc). ‘Otay YENOUME VoL ToL AVATAPACTACOVUE OE Ut 006V UTOROYIOTH, TEé-
TEL Vo avahoytoTolue 6Tt 1) teheutaio efvan pio Brodidotaty ouoxeun e€6dou (Gog and
Vv x0puPY TN 006vNC uéyet T Bdom xor Thdtog and aptotepd TNg 006VNe éwe dedid).
To mpoidy tng dradixaciog e TNV onola anodidovpe Eva avIiixelinevo
TOU TEAYUATIXNOU XOCUOU OE LI OLOOLAGTATY] CUCKELY ANEIXOVIOTNS
(vio mopddeiypa 096vY, yopeti exTOTWONG), ovoprdleTtal TELodLdoTATO
wovtélo (3D model). To povtého autd on cuvéyeta unopet va Yiver mo peahiotixd
HE TNV TocUTXYN OTMTIXQOY YoRUXTNPIOTIXWOY Onwe oxieg, vpec. H OArn Sradixacio
UTOAOYIOWOU TNG ERPAVIONG TOU TELOSLACTATOU (OVIEAOUL, SNAAdY 7
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WETATEOTY] OE OVTOTNTA TMOL Vo Unopel va avanapactadel o SLodLd-
OTATY) CLUOKELY X 7 TEALXY EWxOVa, xaheltar ‘anodoon” (rendering).

Av avatpeEouUe 6TO XEPIANO 2 XL CUYXEXQWEVA GTNY EVO-
Ta Yoo T unyevy anédoone (2.3.1), Yo dolue ot elye yiver pia
TETN AVAPOPY OTA HOVTENN TELOY Do TAcEWY. OEhovTaug Vo Ye-
VIXEUOOUYE TO Topdderyua Tou x0Bou, 6TNY €V Aoy EVOTNTA, UTO-
POUUE Vo TOUPE OTL VA LOVTEAD AVAUTAPIOTA VAL TPIOOIAOTATO AVTL-

xelpevo ypnotponodvtag wo culhoyh onuelwy (vertices). Ta
onueio ouvdEéovton Ye Ypoppéc nou ovoudloviou axués (edges).
(o)

Edv cuvdéooupe tpio 1| neptocdtepa onpelo ue axyés, €tol WOTE
va oynuatiotel pa xhewotr enipdivera (face/facet), dnutovp-
veitaw éva ToAOY®vo (polygon). To o anhé nohdywvo eivo
10 Tplywvo (triangle).
Or xdipteg ypapixwy ofUEpa €Vl OYEDIUIOUEVES DOTE VUL ETE-
Cepydlovton ythddes Tplywva 1o deutepdiento. Elautiog awtoy,
OT1) UOVTIEAOTOINON YENOMOTOOLVTHL XaTtd %x0plo AOY® Tplywva
avti dAeVY Tohuywvey. EZdilou xdide tohdnhoxo tokldywvo yno-
® el va dioupelel o€ wa GUANOYY TEIYOVOY TOU XUAElTa TAEY O
(mesh).
H nopdotacn aviixeipévov ge toAbyove (TOALY wVixo po-
Eyfuo 5.1 (@) vtého) eivan 1 nohabtepn o 1 o Sradedopévn, iaitepa B Gay
[Mokbywva, B) o avTtixelpeva autd éyouv Ayeg eninedeg empdveicg. H Suoxohia
ITAéypara TapdoTaong auidvetan Yoo TohOThoxa, un enineda avtixelueva ot
ETLPAVELES TV OTOlWY TEENEL Vo TpooeY Yool and éva cUvolo
TOMNYOVOLYV. Agv UTdpYEL XATOLOC XUVOVAS YIo TO TEHOU TOADY WV TRETEL VAL Y PNOILOTOL-
noolY Yo TV TNV TPOGEYYLoT), ahAd oxdpa xon dtonc¥nTixd xdnolog Ya Tapatnenoe
OTL MepLoY€C e UEYAAN xothoTnTa Vot YpetooTel v €youv HeEYahOTERO dpLiiud TOMUYOVWY
oVe LOVADA ETLPAVELNS Ond TEPLOGOTERO Eninedeg meployéc!

5.2 Teyvixég oyedlaong TEIOOACTATWY LOVTEAWY

Trdpyouv apxeTéq DIAPOPETIXES TEYVIXES GYEDLAONS TOU YENOWLOTO00Y 6C0L AGYOAODV-
Ton ye TN Onuioupyio povtéhwy. H mouaiio auth e€aptdton 1600 and ta epyouhein 600
%ol on6 o dedouéva To onola etvar dladéotua o XATOLOV YLa T1) OYEDIATT) TOU HOVTENOU.
‘Eoto Yy mopdderypo 6Tt £YouUe avaldfer TNV TpIOOLACTATY) ATEXOVIOT], XATOLG TEPLO-
e g EANGDag. Puoxd xon dev Yo doukédoupe pe epyaleio 6nwg 1o “Autodesk 3ds
Max” ! Tlpdta Yo emoxeptolye Tic apuddiec unnpeoiec 6mou Ya yoc dwoouy to dedo-
wéva tne meptoyhic oe xdnota Yngtoxt woper (DLG-O, DEM, SDTS,...). ¥t cuvéyeta
Yo Peolue 10 hoyiopxd excivo dnou Vo pnopéoel va Stofdoet ta nopandve dedouéva
xat va pog e€dyet 1o ovtého mou VENOUYE.

Y1y napolod epYaota anatToVYTOL LOVTERY Yidt NAEXTEOVIXG Tay ViDL Axohoudeitar
Aoy 1 grocogia “tov uixeol aptdrol moAuvywvwy’ (low-poly model-
ing). Ané doa dnhadh hydtepa ntohbywva anoptiletar éval Loviého, 1660 10 xahiTEPO
yio T oyedlaon. Me 6oa neptocdtepa TOADYwva “popTwveTar” xdmoo Loviého, Tdoa

Mlpdxerton yia 1o TAéov BLadedopévo eunopixd Tedypaplua SNWoLEYINC TRIoBLECTATWY, PEAMOTIXGY
UOVTEAWY, PWTOPEANOUOD, XIVNoNG oL ELBXDY EPE.
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Mydtepa Yo elvor drardéatpa Yoo dhha oTiyoTUTA TOU (Btou, 1 yiot Gk povTtéda, ot €va
dedouévo xapé Yo xdmoto dedopévo Padud xapé.

H oyedlaon ye ehdytoto aprdpd tohuydvwy anaitel TpdTa and OAd TNy EVIady TV
povtéhwy ot xatnyoplec. Kdnowo and autd Vo €youvy npwtebov pdho 6To oy vidt, eved
Ghho Yo Epyovtar oe deltepr) wolpa xou unopel va tepvdve xat andpathenta. ‘Onwg etvor
hoyixd ta teheutaia dev Yo poviehomomBoly ue ueydhn Aentopépeto. Lo mopdderypa
evag Ppdyog oTnv dxpr Tou poUou JEV Elvol TOGO ONUAVTIXOE XOt UTOPEl XFAMGTA
vo avamapactadel and éva mAéyua TeidvTa To TOAD ToALYOVLY. Avtideta éva xThplo
apéone Ya tpaffiZel TNy npocoyr Tou tapatnenTh/raixTn X cLVENMS dev Va unopoloe
vo vhonotnlel ue Aydtepa and Telaxdoior TOALYwWVAL.

Y1 ouvéyela o oyedlaoTthc npénel va unoloyioer Tt Vo ouuPel av Ao To poviEha
Beedolv Tautdypova oty oxnvi|. ‘Evag yopaxtipag and névte ythiddeg mohdymva ymo-
el va drayetpiotel dveta and xdmoto pnydvnua. T yivetan av 1o mawy vidl etvar dixtuaxd
xar €youpe déxa maixteg mou Eextvdve and To (Blo onuelo tne niotag; Oewpolye ot
x&e maixtng éxer To dixd Tou yopaxthpa (avatar), tou avanapeTdtar and 10 (B0 Yo-
VTENO TV TEVTE YIMAOWY TOALYWVGY. Apa 0 UTOAOYIOTHS Ypetdletal va enegepyaoTel
Tevhvia ythddes Tohbywva (yweic va Aoyoptdlovue to ToAbywva and 1o €dagog, To
xthpla, T OThat)!

Téhoc ouvunoroyileton 1 YeVId Tou eMeEepYaTTH Xa NG XAPTUC Yy, Towg
To TEVTE YLMADES TOADY WV, GTNY TUPATAVE TEQINTWOT), VA EVAL AVNTIXOSC TORAYOVTIS
Yiot xdmolov UTOAOYIGTY TNg Tponyoluevng dexaetiog. Eivar ool xiviomn éva maryvidt
Vo unopel var efvan EXTEAEGIO GE EVAL EUPY GACUA YENOTWY, PE Wa afloTpent Tay OTNTa,
EVO TOPUAANAG VO ETULTEENETOL GTOUC TO TEYVOROYIXA “Ouvatols ~ va €youy e€alpeTid
eulud XaEE.

Yy nepintwor g Torque Game Engine ot evdewtinég Tipég yio va emiteuy el
vnide Podude Aemtopépetag elvar ot e€ng:

o yapaxtrpeg - 2250 mohlywva,
o oyrfuata - 1500 mohlywva,
e 6mia - 500 toddywva,

o undhoina avixelyeva - €og 400 ToAdywva.

5.2.1 Me Baowxd oyfuota (Shape Primitives)

‘Otav avagepbpoaote oe Baotxd oyfuata, evvoolye naparinieninedo (box), x0Avdpo
(cylinder), ogaipa (sphere), empdveia (plane). Lyedov 6ho ta hoyiopxd yio dnuovp-
vioe LOVTEAWY TEIOY BIACTACEWY TPOGPEPOUY TN duvatdTNTa E0XOANS OYedlaong TwY
TUEATAVE.

H ouyxexpipévn teyvixt| ebvan o mo yp1yopog Tponog oyediaons LovIENOL Ue Uixpo
aprdud mohuywvwy. Emkéyeton xdnoto oyfua (yia mapdderypa xUBoc) mou taptdlet oto
TUA ToU YENOUPE Vo “XTIGOVYE” Aol TPOTOTOOVYTOL XATIAANAL Ol AXPES TOU DOTE VA
Tdpoupe To emuuntd AnoTéAEoUOL.
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5.2.2 Me otadiaxy dnuoveyio tohuydvev (Incremental Poly-
gon Construction)

Me v ev Aoyw pédodo mpodta tomodetolue o onuela 6Tic xatdAdnheg $éoeic. X
OUVEYEW ETAEYOLUE, CUYHTWE avd TEIADES, T oMuEelcl UE TETOLO TPOTIO OOTE VA dMULoVE-
el xdnowa enpdvear Tou LOVTENOU POg.

Y ey vt g Totadtoxrg dnwovpyiag ToALY®VKY” TponyelTal, TIC TEQICOOTERES
POPEC, N PWTOYPAPYON,TO OXITGAPIGHO TOU OYNUATOS TPOS AMODOaY), GE BLAPOPES dieu-
Vovoeic (Yo xdmotor avdpdnivy popet, yia tapdderypa, tpogik xar avedc). Etol propol-
UE VL YENOWOTOOOUYE Ta TEAEUTALO g 081 Y00E Yiol To ToU xou TS Vo dnuiovpynioly
ta tohOywva. Topoxdte Yo doldue oty mpdln ™ yeNon TEToWY "OdnY®y”.

5.2.3 Me xatd dZova B avdaipetn €€aywyy” (Axial/Arbitrary
Extrusion)

Eexwvdpe pe éva Booxd oyfua, ouvideng mapahhnheningdo, to uUTOSLUEOVUE XaL ET-
Aéyouue ta moAUywva exeiva mou Yo pog dwoouy ta véa mAéypata. Me v “xotd
G&ova e€aywyn” 10 VEO MAEYUO avanTOGOETAL TPOS £Vay povo dova ot avtideon ue
v avdaipety 6mou Yivetan TPOg OTOLOY AZoVaL YPELUOTEL.

5.2.4 2UVOUAOKOE TWV NALATAVEL %ol AAAES TEYVIXES

To mota teyvixh Vo axohoudfoel xdnotog yia 1 dnuiovpyia Tou Lovtélou etvar xodopd
TPOCWNIXY EMAOYY, Xl EYEL VA XAVEL TOCO UE Ta DedoMEVA xat To epyaheia mTou €yet
otn Suddeon] Tou, 6nwe elmayue xou oTNV apy Y, AAAG Xon amd TNV EUTELpia TOU TAVEL GTY
oyediaon. Mnopel avd ndoa oTiypn Vo YENOILOTOLOEL EVOY GUVOLACUO TMVY TUPATAVE.
Io mapdderypo, o xopuds ot éva avilpdnivo wovtého umopel va Yivel pe Ty TeYVIx?
Y “Baotx@v oynudtwy” (xGhvdpot yio téda xou yépta, optoydvio Ttapahhnheninedo
Yo othidoc) eved T0 Tpdowno ue “otadoxt dnuoupyic ToALYOVLY.

Ot teyvixéc mou meplypdpTnay eivon Eva uOVo Selypa Yiol LOVTIEAOTOMNOT OYUATODY.
Kowé yapaxtnpiotixd toug eivan 61t otnpilovto ot riocopia Tne oyedlaong ue wxpd
optdpd moAuyYOVLY. Xtnv B xatnyopla avixel xo 1 “yapToyedpnoy tornode-
owdv” (topographical shape mapping) pe v onola naipvouye TtplodtdoTaUTES
Hopéc neptoywyv/edapdy. BéBaua npdxetton Yo ol autopatonomuévy Stadixaoio dnee
TEQLYPAPTNXE GTNV APy TNS EVOTNTAC.

5.3 Y¢géc (Textures)

O "Dgéc” elvan o1 agavic Neweg TOV Tty VIBLOV TEt@V dlaoTtdoewy. Baowdg otdyoc
Toug ebvon Vo SMutovpYolV ot Vol eVioy oLy TNV ETVUUNTY ATLOCQAULR0 GTO Tty VidL.

Uo1600 T¢ TEPLOGOTEPES POPES YENOILOTOLOVVTAL Yo VA AUCOUY Ta YEPLOL TWV C)(E-
BlIOTWY WS TPOg TG AEMTOUEPEIES TTou TEEmeL vau TpooVéoouy oe €va woviéro. [
Topdderyua €va Telyog and métpeg dev ypeldletan va poviehomoinlel ue BlapopeTixd,
wxed, opdoydvia topurAnhenineda, torodetnuéva Ye LoeoTteior To €Vl TEVL 0TO GAXO.
Apxel 1 Snuovpyla evog xan uévo TapahAnheminédon oTic S0 TAGELS Tou Telyoug o
M Yeron NS xaTIAANANE LR Tou Va dwoel Ty alodnon tne dnwovpylac pe Tohholc
Mdvoug dyxoug.
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Me tnv {Btor TeY Vi) UTOPOUYE VAL AVATORACTACOUUE Xk TO GuUOLXS TERBAANOY Y wplg
VoL YPELACETAL VU XATAOKEVAOOUPE TEIOOLAOTATH LOVTERA VIO TO IXQOUVTIXEUEVA TNG
oxNVNG OTwS xhadid, Vduvor, yahixio. Axdua xar 1 napoucia VoS xaTapEdxTn 01T
oxnv) umopet va yiver pe tov Bto tpoéno. Kau dev neplopilldpacte uévo oe outd. Xxe-
peite éva xoutl (€41 TAeupéc) nou mepAEiel TN oxnvT| dpdong tou Ty vidol pog. H
EQUPUOYY) TOY OWOTWY VYAV ot auTod Yo pog dwaoel Ty eviinwor evog Yohou, mou Ya
anotehel Tov ovpavd, tdvew and tov opilovta (“skybox”).

Mpoxtixd o veéc eivon apyeia yoapdy: “.gif”, “jpg” xu “.png”2. 'Eye ent-
xpatrioel va yenoonotolvton to Yo teleutala wag xon ta “.gif” apyeio (Graphics
Interchange Format) dev npoogépouv xdtt nepiocdtepo and 6t ta xatdhnine “png’”.
H odfdeia ebvoar 611 mpdxettan yioo to pova oapyeta “dgmnegpto-
20UUXBWY™3  Tou emtpénovy xdmowu eidouc xivrone (anima-
tion). Q01660 010 YWOEO TWV TPIOOATTATWY EQPUPLOYOY UTEPYOUY
TOAMES TEYVIXEC Yiot XvnoT), OMdTE To BUVATO YapTl TWV €V AOYL
HOPQWY EXOVIG AYPNOTEVETOL OV AVAAOYIOTOVUE OTL 1) Otenagy) Di-
rectX (BAéne “OpenGL, DirectX xou 1 oyéon toug pe pio pnyovh
oy vidon”, evétna 2.4) dev unootnpilel vpéc thnou “.gif”!

Anéb exel o mépo xou or ewdvec pe xatdhnin “jpg” (Join
Photo Group) anogebyoviar otny texvixf twv vedy. Mropel
o “ahybprdpog oupnicone JPEG” va elvan apxetd anodotindg xou
Vo TpdYEL Uixpd o€ UEYEVOS OpYEld, WOTOGO EiVal ANWAECTIXOS
(lossy). letuyaiver dmhady ueYdhn GUUTIEST UE TO VOL ELDVEL TNV
TOLOTNTA TNE EXOVAS. AUTO GUVETAYETOL OTL AV €)Y OUNE XATOLX LYY
xou ypetaotel va v enelepyactolye Tpeg N Téooeplg Yopég THTE
peTd and xdle véa anodrxevor Yo €youue Wi vEd £1xOVA, TTOLo-
Tixd umodeéotepn and T mponyolueves. Kt tétoro BéBaia dev
elvon xou 1600 anoYapeuvTixd Yio TN Yeron apyelwy “.jpg”. Mu-
vidwg ot ueég dnuiovpyolvTal pla PoEd Xt LETA ATADS VTP OVY
Yyfpe 5.2: Mo- “Zeyaopéves ” exel mou amodnxeltnxay.
viého (o) ywelc Tt yiveton dpwe av Féhovue vo LOVTIEAOTOMGOUUE UG OTeS
xou (B) ue vpéc 10 YUahl, UAxd dnAadY| Tor omola efvorn Slapovy) Xl CoU ETITEENOUY

va xortdéerg péoa omd autd; H ugr mou o ypnotwonoioouye o
auth Ty nepintwon tpénet vo éyet xatdinin “png” (Portable Network Graphics)! e
oyéon ye ta mpornyolueva apyeio (“.jpg”) wéva avtd vrootneilovy diagdveio (trans-
parency) xat emTEETOLY Tov EAeY Y6 e uéow tne phluong tne adtagpdvetas (opacity).

Téhog bdoov agopd TNV avdiuar Twv exévey Tou Yo yenotonotidoly »wg uéc,

“

2T tplo oNpaviiedTepd TOL CUVAVTHYE X0Td X6pOV O Ypapxd. Yrdeyxouv xar dAha, 6Twe o
“.bmp”, mou xaA6 elvon va Tt XpNOLOTOO0UE LOVO OTaY BEV EYOVUE GAAN ETAOYY).

3Ta apyela Ypapumy (exdvee, putoypapiec) eivar dYo TOnwY: Ta apyela THNOL “UNnELoXoUXABWY”
(raster) xou ta “Sravuopatind” (vector). T guxolia Yo ypnowwonotolue toug ayyhxols dpouc.

Raster apyeio eivon autd ota onolo 1 ewdva oxnuatiletou and ddpoioua xouxxidwy. Kdéde onueio
e ewdvae anotereltan and po xovxxida (pixel) mou xadopilel o yedua B tov TéVO TOL YXEL AV
TEOXELTAL YLl ACTIPOUAULT).

Vector apyela, eivar autd ota omoia 1 exdva oynuotileton and dlpoIoHa YEOUETPXDY OYNUETWY
(eudeiec, xOxhot, T6Ea, xaumOAES Xon YN QVTGOV).

Raster apyelo eivon to “.jpg”, “.gif”, “.tif”, “.bmp”, “.pcx”, “.fpx” (FlashPix), “.pcd” (PhotoCD),
“.png”. Vector apyeta etvon 1o “.cdr” (Corel Draw), “.dxf” (AutoCad), “.ps” kai “.eps” (postscript),
“pdf” (Acrobat), “tif”.
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oev Yo mpémer va Eemepvder tor 512x512 pixels. Kohd Yo #tave va ypenowwonoiolye
TN PEYIOTY), EMTEENTY AVAAUCT, WOVO oF EdEg mepintwoelc. Tgég 256x256 pixels
Yo Atoave wa cogr) emAoyh OoTE Vo eE0XOVOURCOUPE TOPOUE pvhiunc. Mropolv va
xenotonomdoly xou dhha peyédr onwg 32x32, 128x128, 128x256. Autd mou €yet
onuaota elvar ol dlaotdoelg va efvar xdde Qopd dOvoun tou 800 Yid Vo ano@lYOUUE
TUY OV ACLPPBATOTNTES UE TA GUGTHUAUTO CYEDBIAONE TV XUPTAOV YRAPIXOV.

5.4 To epyaieio

Ipw Eexwvroel 1 mapouaioon tne dnutovpyiag Tou TEIOOLEAoTATOU YopaxThpa, Yo yivel
wa oOvToun avagopd ota epyaieia mov BoRinoav oto €pyo autd. llpdxettar yio Ao-
Yiouxd pe ypapixd nepBdilov onou enétpeday vo oyYEDIACTEL TO HOVTERD Briuo-Briua,
va amoxthoel xivnor xow uph xon vo eaydel oe tétowa popyr) “Gote va ymopel va To
oroyelptoTel 1) unyavh mouyvidwwy Torque.

To npwto epyaheio elvar autd pe to onolo dnuioupYRiNxE TO LOVIERD TWV TELHOY
dloTdoewy. Lruepa atny ayopd xuptapyel 1 epapuoyy) “Autodesk 3ds Max”. Qotdoo
TO x607TOC ATOXTNONS TOU TEOYEaupaTog etvar wiaitepa uYMAS. H mo aidhoyr, drade-
dopévn xou ehetVepy), epapuoyr, axolel ato 6vouo Blender. T xdmotov mou mpdty
popd aocyoheltar Ye Tov Topéa g oyediaomng (owg elvan 1 o xoht emhoyy). Autol duwc
Tou €Y0uV 101 BouAéel Ue xdmola eYmopixy) EQUPUOYT) olyoupa Vo ducapeatnioly pe
T0 Ypapxd TEQBAAAOV, wag ot Oev axoloulel Ta TEOHTUTA TWY TEAEUTAULY.

Yy napoloa epyacio ypnotwonojinxe to oyt 1660 yvwoté “Milkshape 3D”
[19]. TIpbxertan yio éva npdypoppol oYediaons TELoOEOTATOY HOVTEAWY, UE wixpd aptiud
TOALYWVOY, T0 onolo dnpovpyRinxe and tov Mete Ciragan.

Tt yoc npoogépet 10 v AoYw hoyiowxod; Tpdta and dha €va Tohd @grhixd nepBdhioy
UE To O oMUAvVTIXG epYahelo TOU cuvavTdue xat o eunoptxéc egapuoyés. Téooepa
Ceywplotd mapdiupa Yol TapaxohoLUnon TG BOVAEIAS Hog and SLapopeTIXES YWVIES
(front, right, top, 3D views), ebxohn dnwovpyia Bacxwy oynudtev (ogaipa, Ye-
dogoupa, Tapalhnheninedo, xGhwvdpoc), Bacixéc npdlels (Y napdderypa petaxivhom,
TEPIOTROYY|, XMUIUWOT)), “oxehetddn yoapixd” (BAéne “Kivolueva ypapixd oyéda”,
evotna 2.3.2) xon ndvew and efSouva Spopetinéc uoppéc apyeiwy eCaynync.

Ext6¢ ané ta govtéda, dnmouvpyRinxay xo ot anapaitnteg vpéc. T to oxond au-
16 ypedotnxe éva npdypauua enelepyaoiag eixovwy xat cuyxexptuéva to “Paint Shop
Pro”.

To “Paint Shop Pro” tne etapioc Jasc (tdpa nhéov tne Corel)
ebvor éva mpdypappo Yrgronic enedepyasiog exdvag Ue To onolo
UTOPOUUE VO DIAYELPIOTOVUE POTOYEAPIES AANE o Vo dNoueYT-
) OOUPE OWéC Yog etxoves . ‘Ao Tapduold TEOYPIUUTA TOU XU-
xhopopoly glvar : “Photoshop” (iowe 1o mo diadedopévo and dha)
, “Corel PhotoPaint” , “Ulead Photolmpact”, “The GIMP”. To
“Paint Shop Pro” Zeywpilel wg mpog tn peydhn euxohia expdin-
ofg Tou GAA xou oTn BuvaTeTHTA Vo uropel var BiagyetpileTton xou
YyAua 5.3: “Ee- Dravuopatixd YRopLxd.

ToAyovtag 7 évay [a v eQappoyh TV VPOV TOEA, o Eva HOVTELD TEIGY Ola-
%000 otdoewy, anateitar pla Swdixacio Ty onolo ata eAAVIXE Vo wro-
polGaUE Vo TNV 0VOUdoouPe, Ue Tov dxopbo 6po, “Eetthypa” (UV

ITohuteyvelo Kprtne
Tunuo Hiextpovixay Mnyavixdv & Mnyoavixdv Tnoloyotody



Kegdhao 5 57

Unwrapping). ®aviacteite éva ydptivo x0Bo tou onofou “newpdloupe™ tig axués pe té-
TOL0 TEOTO WOTE OAEG o1 €DpEC TOU VA ‘Amhwiolv” Tdve oTNY ETPAVELX TOU Ypapeiou
poag. To tehixd anotéheopa Va eivonr ooy autd Tne exdvos 5.3.

Kdt nopduoto pac emtpéner xou to ehetepo npdypappa “LithUnwrap” [20]. Ané
N oTypn mov €youpe “pla SlodldoTaty Lop®r)” ToU HOVTENOU UTopovUE Vo xadoplcouue
(Wé€ow TOL TPOYPdUUATOC aUTOL Xat dhhwY TETOL TUTOL) ol TUAUA NS LVeh Va
epgaviletal 0to xdie TUAUA TOU LOVTENOU.

5.5 AnNUlovpYo®VTAg EVAY YAEAXTHEN

Hapaxdte meprypdpeton 1 Sodixacio dnuovpylag evog and Toug yapaxthpeg mou Vo
epgaviCovton oto naryvidl. H (dia dtadixactio unopel vo oaxohoudndel xat yio onolodrrote
HovTéLo Tou Ty VBl TNV TV xTNplwy (dnwe eZnyeito Tapaxdtw).

5.5.1 Movtelonoinon
Ye mpwtn @dor yenowonotiinxe o “MilkShape 3D” yio ) dnwovpyia Tou mhéyuatog

Tou povtélou. I'a 10 Baocixd x0pUd TWV YARUXTAP®Y, Yl T AvVe X0t XAT® GXpoL, Yo
TO AUPO XL YL TO TOW TUARA TOU %paviou, EQUPUOCTAXE 1) TEYVIXH TV ~Pooixodvy
oynudtwv”. To yépt poviehomoinxe pe “xatd dova eCaywyn”, EVe T0 TEOCWTO UE
“otadlaxy) onuovpyia toruyovey”. Kdtt dhho mou npénel enlong va onuetwiel eivar

® MilkShape 30 1.8.4 - D:\GAMES DEVELOPMENTPtixiaki\data\MilkShape 3D\bett

Fie Edt Wertex Face Anmate Tools Window Help

[Fron a4 [ 1026 [102¢ | [Pight w8 1024 [1024

() Rechaw All Viewports
OlwtoTod  [JSnap ToGid

[Top we[4  [ro2s [1024 |

¥ 66,712 963625 2 0.000 : ]

Yy 5.4: Movtehonoinom yapaxtipa ue MilkShape 3D

6t mpotipfidnxe “ouveyfc, nheypatoedhc poviehonoinon” (continuous-mesh model).
Anhodyy 6ha T empépoue Tpfpata Tou anaptilovy 1o goviédo (Y napdderyua othdog,
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méve dxpa, houpdc) ouvdéovtor petall Toug xar Bev anoTteAolY empépous TRt O-
e oupPaiver oty “xotd tuhuata, Theyuatoedic yoviehonoinon” (segmented-mesh
model). YOpgpova pe Ty tehevtaia UTopolUE, Yo TapddelyHa, Vo €youue EeYwptoTo
mhéypa i To oThHlog xar EeYmploTd Yiol TO UpIOTERS, dve dxpog xat Vo Ta Tomole-
THOOUKE TOCO XOVTY TO €vol 6T0 dhho divovtag tny alodnorn 6t cuvdeovtal. 2o1600
OUVIOTATOL VOl ATOQEVYETOL 1) GUYXEXPUUEVT TOXTIXY [laC xou EVOEYETUL Vo TpoxAnvoly
OQIALATA XUTA TNV ECUYWYT TOU LOVTEAOU ARG XUl XAUTH TNV EQUPUOYY LGV, Autd
ovufaiver yioti to Tpoypdupata mou eivor uredPuva Yo To ev Aoyw éuata propel va
avaryvwploouy w¢ éva xat Oyt w¢ dVo to onueia tou Peloxovtal ToA) x0vTtd T0 €va GTO
dAho. ‘Etot “ydvoupe” éva onueio 1o omolo pmopel va xataotpédel T yewpetplo Tou
HOVTELOU.

5.5.2 Anuwovpyia vpwy

H dnwovpyio Ty ugay yior Tor LOVTEAX TOU ToUyVIBIOU AnaiTEl TREIS QACELS.

Yy npwty yenotwonoteltar 1o gpyaielo “LithUnwrap” 1o onolo anotunmver Oheg
TIC EMQAVELES TOU TELOOLAOTATOU POVTENOY ot €va o)Edlo dUo dlaotdoewy. Tlpoxintel
éva eldog ydptn mdve oto onolo “Lwypagilovue™ Tig Leé.

Auté 1o teheutaio yivetan e npoypdpuata enelepyaoiag exdvag 6nwe To “PaintShop
Pro”. Xtnv nopoloa gpyacioa dha to apyeior upmy eivar o€ uio and T EMTEENTES Yot
99
.png”.

[43

TN pnyavh poppéc apyeiov: “.gif”, “.jpg” xau

Eyfpa 5.5: (o) Anwovpyio ydptn vowy - (B) Xyediaon vehc - (v) Egappoyd verc

H televtala gdor elvon auth Tne €Qoppoyne e veng oto povieho. Tiveton ndhl pe
10 epyaieio yoviehonoinong.
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5.5.3 IlpocO%xn xivnong (Animation)

‘Eva otatind povtého 600 peahiotnd xon av delyver dev Yo napouatdler xavévo evola-
pépov av dev xwveltan. [ mpoo¥rixn xivnong ota wovtéia, 1o mp@To MOV YpetdleTon
elvon vo avantuy el éva idog oxeheTou.

‘Onwg xar ue 10 avlp®NIVO GWUA, 0 GXEAETOS YIA TOV YUPUXTHEA PG elvon 1 xa-
TooXeLT| exeiv) Tou “xpUfetor” Tiow and 1o dépua (6Tou Bépua Yo T LOVTENO Elvan T
U Tou GYEDIACOPE GTNY TPONYOLUUEVY eVOHTNTA).

Tiow gAY plar popd epyalouaote ye tny e@appoyr “MilkShape 3D”. Anouteiton v On-
wovpyio xatdAAnhwy x6uBwyv 6to TAéyua tou povtéhou(nodes/joints). Kdde xéuBoc
unopel vo ouoyeTioTtel ue xdnotov Ghhov pe oyéon “yovéa-toudot”. Kdde xivnon/rept-
oTpo@ Tou yovéa, emnpedlet mAéov xau Tn Véor Tou Toudot!

10 poVTéNO TOU YupuxXTHEX TOU EYOUUE WS TUPAdELYUA, O TP®ToS x6pPoc (ouvn-
Vileton va €yet 1o bvopa “Base”) mou dnuioupyolye elvan otn Bdor tou yopaxthpd,
avapeoa oto tod. Ao exel xan mépa PmOpOlUE VA SNUIOVEYCOLUE 6G0UC XOUBOUS
xptvoupe amapaitnto. Mo Wiodtepa amhy) avoloyio eivon Tpeg xoufol Yo Tov xopud,
Evag e D00 Yiol TO XEPAAL xou BUO PE TPEIS XOPPol Yia xdde dxpo Tou yopaxTripa.

‘Otay mAéov avantuydel o oxehetds Yo 10 poviého axoloudel 1 Sradixacio o-
véaOeonc (rigging). Eivow 7 dtadixacia pe tnv onola avadétovpe otoug
®xOUBoug ToL GXEAETOU, TUAUATA TOL TAEYUATOG TOUL QovTElou. IIAé-
ov xave xivnomn tou xépPou Yo ennpedlel xan Tn V€on Twv onueinwy Tou cuVIETOUY TO
OYETNO UE TOV XOUBO TUAUO TOU TAEYHATOC.

Téhog autd mou amopéver ebvar 1 dnwovpyla tng axohoudiag Twv xopge. T va
pmopéacl 1 pnyavi touyvididv “Torque” va “Booet” xivron o€ xdnolo povtélo, yia va
€youue Omhad xvolueva yoaupxd oyédio (animations), ypeidletar évac aprdude and
“nélec 7 v 10 oxehetéd (Yo mapdderypa tpEio, dhua and otdon, BAuata tpog Ta
niow). H unyovh otn ouvéyeia utoroyiler ) Véon tou nAéyuatog Tou poviéhou and
N UE€on XU TNV TEPLOTROQPY TWV XOUBWLV.

5.6 ’'Edagog

Ye xdmoto Touy vidio 1 Spdor haufBdver yweo péoa o€ xThpld oL O UTOYELOUS BIadpo-
poug. X GAha 1 oxnvi| lvor Evag eEWTERIXOS YOPog OTwS wia xolthdda. Ta neplocdtepa
OUwe, OTWE xou TO Btxd Wog, ouvdudlouy xar Tat 800.

Y1n deltepn mepintwon mEEnel Vo dNUOUEYNOOUPE TNV OVTOTNTA Yid TO EDBUPOC
(terrain), 6mou eivan évac cLVBLUOUSS YEWYEAPIXWY dedouévwy (Yia Tapdderypa Abgot
X0l XOLANADES) %o YALAXTNELOTIXWY TOu €ddpoue (dupoc, ypaoidt). Tia to yewypapxd
dedopéva, oty avdnTun Tary ViSuoy, yerotponotolue Tpiodidotata wovtéda. H pédodog
TWV VYWY, OTT) CLVEYEL, EQAUPUOLETAUL UE OTOYO VO SWCOLUE TNV AloUNOT TOU YWUATIVOU
1 mholaotou oe younhy BAdotnor eddgoug.

Or neploobrepe unyavée mouyvididy Sadétovy dixd toug vroovotnua (“Terrain
Manager”) to omofo elvar unebduvo yio T poviehonoinor tou eddgpous. LuvAdwg o
DLy ELPIOTHS EDAPOUS GUVOBEVETAL UE XATOLX EQYUAEIN OTWG TULAY WY TUYLAS LORPO-
hoylag, enelepyaoia UTAPYOVTWY EBAPWY AAAS X0t BUVATOTNTA POPTWANGC EMOVLY. AV
avatpéZouye oe TpoNYOoUUEVO XE@dAato, 0TV Tapouciaay tou éyive yia Ty Torque, Yo
xatahdBoupe yioo Tt axplBog epyaheto widpe (“Terrain Editor”, “Terrain Terraform
Editor”).
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Auté mou yenowonowinxe otny epyacia eivar 1o epyaheio Yo PpéETOON EXGVLV.
ITpooéEte 6T TPOG TO TAPOV EVOLAPEPOUACTE HOVO YEWYQRAPIXA Yid TO TwS Vo dnuiovp-
YHooupe To €8apog Tou mouyVidlol. Anhadrh Yéhoupe va dnuovpyriooupe hogoug, me-
OLddeg, Qapdyyta xou 6mota dAAY wopgoroyio Yo unopoloope vo oxeptolue! Apa molog
0 ANOYOC VU (OPTOOOUPE EIXOVES 1| TO OWOTA Tt E[00UC EXOVES Elval auTEC;

5.6.1 TYdopetpuxol ydpteg

H Torque hotmdv €yel T BuvatoTNT Var Tapdyet €6dgn ue Bdon xdnoov LY oreTELXO
xéetn (heightmaps). "Evac tétoiog xdptne nepiéyel nAnpogopics yia
T LVPORETPA ULOG YEWYPAPLXNS TEPLOYNG %ol oLVADwS aroteieiton
and woobdelc xapundieg. Ot toobeic xAUTOAES AVTINEOCWREVOLY Ui
oelpd and onueio Tou anéyouvy e&icov and TNV emiPdveLd TNG VANAC-
oag. Ag¢ mdpouue w¢ mopdderypa TNV mopoxdte exdva. Bhémouue ot ol toolieic
xoaumOAEC TpoxUTTOUY av “x6doupe” To Bouvd ue xddeta emineda xar TIC TOUES AUTES
T TPoPAAouUE oY EmiQaveld Tou yoaptiol uac. Ot wooblels xoundieg elvar xhelotég
Yoouuuéc xou o€ xdmolo onpeio Toug €youv éva voluepo 1o omolo Belyvel TNV andoTaoT
and TN Yadhacoa.

[\

Eyfua 5.6: (o) ‘Eva Bouvd pe névte enineda - (B) Kddeta eninedoa oo Bouvd - (v)
Ioobdric xounidn - (8) Tpéroc napovoiaone UPOUETEXOD YIETY UE ATOYPWOELS TOU
YxpL

[Tépa amd ) yprion WolPdV xaumurdy, évag uhopeTEindg YdpTNS UTopEl VoL amodo-
Vel xar ye ) fofdela ypwuatuaig xhipaxos. Kdde upouetpo, oe authy tny nepintwon,
avTIoToLYEL X0 o€ BLopopeTind ypwua. ‘Otay Sev UTdEY oLy PEYIAES QUOIXES DLopopéc
(peydhoc aptiude SrapopeTix®y UPOUETEWY) O YdeTNe Ypwuatiletar UE OLpOPETIXES
ATOYPWOELS TOU YXQL, UE T TILO PWTEWVA WEET VA SNADVOLY REYAAVTERO
Othog onpelou oe oxéomn pe Tic mMo oxolpeg meptoyéc. H teheutala outh
AmEXOVIOT] Eivol TTOU EVOLIpEREL EULS.

5.6.2 Anupwovpyio d0agpV UE XENHOY VPOUETEIXWY YARTWY

Sty gnyovh touyvidiwy “Torque”, to €dagog dnutovpyeiton and Evoy ANELRO EXAVAAIY-
Bavéuevo ydoetn wwolddhv. O ydptne etodyetar wg pio 256x256 ewxdva, tomou “.png”.
H ewédva ynopel va eivar “nhfpne ypwduatog ~ (full-color, 24-bit) A xa mxpdrepn. T
TOPADELYUOL AV, OTWS AVAPEQUUE XU TRONYOUPEVKS, OEV EYOUNE UEYAAES EVaAAAYES L-
Jouétpou, téte pia etxbva oe anoypwoelc tou Yxpl (grey-scale, 8-bit) unopel va pag
doroer 256 (=28) dagopetind enineda (elevations). Yto oyfua 5.27.5 uropolue va
dloxplvoupe TéVTe emineda, ue SlaQopeTixols TOVOUS YXpL Yio To xdle €val.

H pnyavh yenotwonotel authv v exéva (tov vopetpixd ydptn) wc Bdon (home
tile) xou Vv eopudler enavolayBavoueva o GAN THY EMOEVEIRL TNG OXNVASC TOU Tt
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ViS00, ue évwon-avipeiln tov axywy ¢ (edge-blended). llow eivor 1o péyedog tne
Bdong ouwe oe oyéor Ue Tov mpayuatixd xécuo; Einaue o1 éyoupe wa eixdva pe 256
pixels o€ xdle mhevpd. Io euxolla ac pavtactolue To €dagos mou Yo dnUouEYRCoUYE
o¢ éva eninedo mAéyua teTpoy@vey. H pnyavh “nalpvelr” xdlde pixel tng exdvag xou
10 avtloTolyel o€ %dmoto TeETEAYWVO. Loy OedOUEVO, and TIC TEODIAYPAPES TNS Uy o-
Ve, Yvopilovue 6Tt 1o teTpdywvo autd éyet uéyedoc 8 WUs (world units-povéda tou
yenotponoteitar oty Torque) avd axph. Apa dtav “oxavdpouue” 6hn tny exdva Yo
€youpe éva GUVORO 256 TETOUWY TETPAYDOVWY oVE TAEUPd TAEYUATOC Xt CUVETGDS 2048
(=256x8) WUs avd nheupd. Ipooeyyiotiotxd autd aviototyel oe 2048 uétpa avd
Theupd, yio T Bdon pac! Xe xdlde tetpdywvo Aoy avtiototyel xou éva Hog.

No toviotel xat ndAt 6Tt ol BlIoTAGE AUTEC APopPolY TO PEYEVOS EVOC TUAUATOS
Tou €ddoug xar byt To Uvolo Tou eddgouc! Av xdnolog Yewpel 6Tt Tar mepinou Bho
YAOUETPA avd TAEUEA BEV TOu givon dpxeTd, we Bdom, unopel vor ahhdEel THY ToRAPETEO
“squareSize” , 1 omola déyeTon Tiwég and 800 €wg e€fvia Téoocpa. XNy oucio npdxeiton
yia tov aprdpd mou xadopiler téoa WUs avtiotoyolv oe xdde pixel. Yuvictatar vo
TopapéveL oTNY apyix) TS T oxT®. 2061600 o evdexTixés TS, of TEPInTWOT
oalhay e, efvon ot duvdyels tou do (m.y. 2, 16, 32).

KotahdBope nog n pnyavy yewiletar toug uouctpixoic ydpteg, ondte €@Tace 1
oty vo dolue e Toug dnutovpyolue! Tha apyr yeetalopaote dedopéva, dnhadh ta
O pe Bdon ta onola Yo oyedidooupe to YdpTn. Av ¥€houye vo HovTEAOTOIRGOUNE
REAYPATIXT TEploY T TOTE Unopolue va aneuduvdolye ot xdmow yewhoyxh urneecio.t
Yy ouyxexpévr epyaoio to dedouéva ebvor Tuyaia.

5.6.3 Xyedlaon vdopetpixod ydptn UE NEdYPAULA ENEEERYAT(-
oAC ELXOVAC

Do évav amhd, uouetpnd ydptn urnopotue va doulédouye ue éva tpdypopua eneiep-
yoolag exévag 6nwe 1o “Paint Shop Pro”. Aev npéner va Eeyvdpe ott 7 exdva Yo
€yel xatdhnin “.png” xou dractdoeic 256x256 pixels. Xtn cuvéyela ypeidletar va yi-
vouv xdnolol tpdyetpol unoloytopol yia va Bpotpe Tic emitpentéc RGB tipée nou Yo
YETOWOTOAOOUYE OTA ERYUAELN TOU TEOYPUUPTOS.

‘Eotw hotndv 61t €youye anogacioel vo mapdyovue exova pe Badog oxtw, dnha-
0% exdva mou Yo mepiéyer wévo anoypdoeic tou yxpt (greyscale-color depth=8 bit).
Arnogaciloupe xa yia to thidoc twv emnédwy (oto oyfipa 5.27.0 Staxpivouue névie
enineda) xou xotahfiyouue otov aptdpd €€ Ye xdle eninedo tohpa npénet va dwoouue
xau om6 pla andypwon. Me Bddoc oxtd ouvohxd éyouue 256 (=2°) anoypwosic (oe
anoypooec tou yxpL woybet R=G=B). To eninedo pe 10 yoaunkétepo Glog Vo €yet
yewua padpo. Kdave eninedo Yo dupéper and 1o dAho ye Bdor tn oyéon:

TAloC Ypwudtov / (cbvolo emmédmy -1)

dnhadh, xatd 51 (=256/5) RGB méc. llaipvoupe howndv tov mivaxa 5.1. e autédv
€y ouUE avuioTolyNoel xat To O Tou xdde emnédou ye Baomn TNV EAGYIOTY X UEYIOTY)
vopetein) Tiwn mou Yéhouye v uTdpyEL 0N oyEdlaoy og.

T eproyée tne Auepudic umopolye va avalnthoouye dedouéva péow tne enionune oehidac e
apepxavixic, Yewhoyxrc unnpeoioac (http://www.usgs.gov).
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Enineda (elevations) Xpdya (r,g,b) "Thoc (pétpa)
| 0,0, 0 0

2 51, 51, 51 20

3 102, 102, 102 40

4 153, 153, 153 60

5 204, 204, 204 80

6 955, 255, 255 100

Mivaxac 5.1: Mivaxac Exnédwv (Elevation Table)

Me yprion xdnotou epyoheiou oyedioonc Tou tpoypdupatoc (Yo tapdderypo to “Pen
Tool” oto “Paint Shop Pro”) xou ta ypwuata e debtepne othhng, oyedidlouye u-
(opeTpnole ydpTeS Onws auTdY oTNY Tapaxdtw exdva. Kakoé eivon va Yoldooupe tny
tehixn exéva (blur) pe xdmoto gpiktpo, wote vo unv éyoupe andtopes evahhayés PETo-
&0 Ty emnédwy (v to “Paint Shop Pro” urdpyet aut 1 Suvatédtnta otny xaptéla
“Adjust”).

Eyua 5.7: (o) Tapdderypa vopetpixol ydptn yio to dedopéva Tou mivaxa 5.1 - (B) O
(B0 uopetpnds ydpTne e npoodrixn Yoplfou (Vohwpévn ewxdva)

5.6.4 Xyedlaon vdopetpnol Ydptn He TNy spaproyy “Terrain-
Generator”

IMpoypduuata 6w to “Paint Shop Pro” cuvictavta yio anhoic uopetpixoie ydpteg.
Ti yivetoan dpwg av o mpog dnuioupyio vhouetpinds Ydptng mepthauBdver yeydio aprd-
w6 ave€dpTnTwy Aoy xou Yahota xolévag and autolg €yet déxa, dexatpla 1 cixoot
enineda; AvontOydnxe Aowndv plo anky egoppoyy| 1 onola autopatorolel 1 dladixo-
ota mapaywyhc vouetpxody exdvov. Ilpdxeita yia to “TerrainGenerator”, éva
TpoYpoppa vhototnuévo e 1N Pordeta tou naxétou “Matlab” tng “The MathWork-
s” (http://www.mathworks.com/). I'a nepiocdtepa oyetxd ye to “Matlab” ahhd
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XL TOV XGOXA TNG EQupUOYTc umopeite va avatpélete oto mapdptnua. H moapoboa
UTo-evVOTNTa Eival aLepwpévn oty Aettoupyeio tou “TerrainGenerator”.

H Boowd 16éa mdve otnv onola atnelydnxe 1 epappoyy, “TerrainGenerator” etvau
ot Eexvdpe pe wa eninedn meploy ) xou “@uteboure” Aogoug oe didpopeg Véoelg. Kdle
ANoQo¢ €yel Eva onueio exxivnong xat xahOTTEL pia ETIQAVELL XD EXTEIVETAL TPOG TA
avatolxd xat mpog Poépeto and to onuelo. llpoypaupatiotind ypnotwonoiinxe évag
32x32 mivoxag mou mailet to poho Tou xupfd yio TNV eqopuoyy. Ouunieite 6Tl ot
uopetpxol ydpteg eivar dlaotdoewy 256x256 pixels. Apa xdlde xupéhn (tetpdywvo)
Tou 32x32 mivaxa avtioTotyel o€ 8 pixels otov teAixd uopetend ydotn. Kot ti nepiéyer
x&de xudérn; Mio T Odoug yia T ouyxexpipéva pixels!

S

SyAua 5.8: Ipbyetpo oyédo pe tic Véoeic xan to GPn twv Mgy (Yxpl teptoyéc)

To nopdderypa, To oyfua 5.29 eivon Eva TEOYELRO CYEDIAYPUUUA YIX TO TWS TEETEL
vo. gbvan 1 380 Tou eddgouc Tou maryvidon.® Lpelduevol oe autd Yo TopdyoupE Tov
uopetpixd ydetn pe to “TerrainGenerator”.

Or dexalr (16) aprdunuéves, yxpt, nepoyéc avanupotoly Tic YEGEC Yo TOUS av-
tloToryoug dexaélt Aogoug. Avaypdgeton eniong 1o uéytoto Oog Yo tov xoéva. Av
TORAUTNENOOUUE TEOOEYTIXd To oy Va dolue éva mAéyua 32x32 tetpaywvey. Moag
Borndder va evtoniCoupe ) Véomn xdie ovtotnTag oto ywpo. Iatl dpwe 32x32; Ma @u-
owd yio vou ouuninter ue tov 32x32 mivoxa tou “TerrainGenerator”. Ag mdpouue tny
aprdunuévn neptoyy déxa (#10) xou ag doxdoouye vo dodue tou Beloxetar 0 %xdtw
aptotepd dxpo tne (rmoptoxahi xixhoc oto oyfua). Optldvua Beloxeta oto dwdéxato
TETPAYWVO Xat XATaxdELUQo 6T0 evdéxato (Zextvipe xou YeTpdue ue agetnpio To TpdTo,
*8Tw, APLOTERS TETPAYWYO TOU TAEYUATOC - To évtova palpo oto oyfua). Kat néoo
yweo xohvntey; Hpoc ta 8edid (1 avatohind) éviexa tetpdywva xat Tpog ta méve (1
Bopewar) oxtw. Axohovdolye tnv Bror dradtxaoia yia GReS TIC YxpL TEPLOYES X €Y OUUE
TOV TUPAXAT Tivoa:

SMe tov 6po Bdom, énwe eEnyhoope vwplitepa, avapepbuacte otov 2048x2048, ot TeTpoYWVIXS
uétpa, xwpo mou Yo emavolouPBdveton and Ty unyxavh xar Yo diver Ty alodnorn evdc ywelc dpla
eddpouc.
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#Aogoc| Apywd on- | Apyixd  on- | Avatohxd Bépewo 6po0 | Méyoto  O-
pefo x pefo y bpto Joc (pétpar)

1 1 1 5 9 60

2 3 10 7 60

3 2 21 6 10 108

4 9 27 7 6 60

5 17 28 4 5] 48

6 22 25 ) 5] 36

7 27 30 ) 3 72

8 8 1 11 5 48

9 11 7 11 3 24

10 12 11 11 8 36

11 9 20 5 4 96

12 16 22 5 2 24

13 22 20 6 2 24

14 29 19 3 2 48

15 26 11 6 3 60

16 24 1 9 9 36

Hivoxag 5.2: Ofomn Mooy Y 10 oyfua 5.29 YetpdvTac 68 TeTpdymvo (WS Tepdywvo
apyhic VEwPOVUE TO TEWTO, XATW, APIoTERS TETPAYWYVO TOU TAEYUATOC)

Autd etvan tor dedopéva pe ta omola To TEdYPUUUA TaPdYEL TOV LUPOPETEIXG YAPTY).
Apyxd, btav exxvicoupe Ty egopuoyt, poc Inteitan to Ao twv Aogov (Hills#)
mou Véhouye va topdyoupe xou 1o Thidoc twy emnédnv (Elevations#). O aprdudc tov
eminédwy Va elvan (810 yia OAEC TIC OVIOTNTES. 111 OUVEYELN EIOUYOUPE TIC TWWES TOU
mivoea 5.2 oty @oppa o epgaviletar. Kdde ypopur déyeton dedouéva yia éva Moo,
we v Bl axptBeg oetpd mou Peloxovtar xar otov mivaxa. To endpyevo Brua eivon va
evtomiotel N Véorn Tou xdlde Adgou otov 32x32 mivaxa tou “TerrainGenerator”, mou
€6t 6Tt Tov ovopdloupe Z. Eunelpind o ev Adyw mivoxag elvar 1o TAEYP TOU UTEPYEL
oto oyfpa 5.29. T'ia mapdderyyol 1 xoTay@eNoT oTr DWIEXATY YPUUWY X GTNV EVOE-
%ot GTHAY TOU Z avTamoxpivetal oTny XUXAwPEVY TEptoy ) Tou oyediaypduuotos 5.29.
Me Bdon to péyloto Oog xar tov aplud emnédwy, xadohe ouveyiletar 1 dadixaocio,
Onutovpyeiton €vag Tivoxog EMTEDMY UE TO YoPUXTNEIOTIXO:

Bropopd Opoue peTald emnédwv=péyioto Ldog / (aprdud emmédwmv-1)

‘Etou av éyoupe dwoet w¢ wéyioto Gog ta 10 yétpa xon aprdud eminédwy 6 1ote:

Ané tn oyéon gaiveton 6Tt 10 TROYEUUPA Vo AELTOURYHOEL BEATIOTA oV T PEYLOTA
O etvan axépanor Tolhamhdota Tou aptdpol emnédwy, agol TewmTa €yl uetwlel xotd
éva. H wla auty) ts mou agaipédnxe, avuotoyel oe eninedo pe Ghog undév. Egapyrc
TO TEOYPAUUUO OPYIXOTIOLEL TO YdpTN UE TO UNndevixd eninedo dpu dev Aoyaptdletar 6ToUC
umoloytopolc.

To “TerrainGenerator” tpa, o xdle xupéhn tou AdQou nou enelepydleTal, xAUTo-
yweel wla Tuyado emheyuévn, and tov mivaxa emnédwy, T Ggoug. ‘Otav mhéov €youy

ITohuteyvelo Kprtne
Tunuo Hiextpovixay Mnyavixdv & Mnyoavixdv Tnoloyotody



Kegdhao 5 65

Eninedo # "YTdoc (m)
1 0

2 2

3 4

4 6

5 8

6 10

Mivaxag 5.3: [livaxag emnédwy yia 6 enineda ye uéytoto Ghog ota 10 pétpa

yivel 6heg ol xataywenoelg, tatdpe “Generate” otn denagr xar egpavileton TNy o-
dovn o udopetpnde ydptne. ‘Eyovue 1 duvatdmnta va aAddEoupe ta dedopéva Twy
Mooy (bt buwe xar to ThRdoc TV AGPwV | TV ETTEDWY) B ATAOS Vol TATHOOVUE
“Generate” xou TaAl. XNy teheutoia aUTH TERIMTWOY TEOXVTTEL Pid XOUVOURYLAL EXOVY
HLOIC XU OTIS UVAUQEQUUE Ol THIES, OTIC XUPERES, XATAYWEOVVTAL TUY LA,

Av eipaote ixavoromuévor pe to anotéheopa Tote Ue To xoupnt “Print” (mou Beloxe-
Tou Tdvew de€id oo ypdgnuo mou €yel eugaviotel) anotnxeboupe 6To dioxo Tov XdpT.
O voyetpixde ydptne Yo owdel we exxdva tonou “.png”, dactdoewy 256x256, apod
Tpwta éyet Yohwlel (blurred) wote va €youv opahonomiel ot evahhayés and to éva
eninedo oto dhho.

I va ypnowonoroet xavelc 1o gpyaielo “TerrainGenerator” ypetdletar vo “tpé-
¢el”, péoa and to nepBdilov tou “Matlab” to “terrainGeneratorMain.m” apyeio. Av
dev dladétel To ouyxexpiévo podnuotixd toxéto, 1o “TerrainGenerator” undpyet xou
oav autdvopo, exteléotpo apyeio (“terrainGeneratorMain.exe”). Ltnv tedeutaia ov-
T nepintwon To Ypapd meptBdilov Yo mapoucidlet xdmoteg tixpés diapopés ot ayéon
PE TIC EXOVES TOU TOROUGLALOVTOL TOROXATE.
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» TerrainGenerator Main Window Beta [(9=1]] ) Heightmap 8L=]] 3]
Fle Edt Vew lInsert Toos Desitop Widow Hep - File Edt Wew Insert Took Desitop Window Help =

NOTES

(%) Lets say we wart 1o creste one hill (s0 Hils#=1) with % [ n 2 5 5 »
e gt of B meders B we set S a3 Bevaonsd
an wo wil have lvelD=Om_ invell = m_ieyell=dm o
eveiatm, leveldeim Tre program wil assign 8
revicam coor 10 each level "

pixel

() ARt bils are gong %0 have the same Belevators "

+) Press OK 10 get input baxes for the hils data o

(+) Consider that we are shetching on & Canvas win &
3232 grid pattern (3232 piusts) We start rom & (x.y) 8 2 5 4 ]
e ard we Can move Gnfy it (on -84 and up (on ;

v-axes) o KD 2 s 2 ]

(+) Example of Input for hils data: x5, y=12, ma_x=4 "y 2 s > 24
max_y=S, heigre(ma)10 axes Of the Canvas
e Grve On pieis 55,7 «_Jomd means use 4 M T
pueis starting Wrom §) 5 a1 the Canrvas we
e on pcets 12,13,14,15 s 16 (max_y=S mears e
use § pixels staring from 12)

(#) Try 1o sty insice the 3232 imits of canvas E 1 9 9

(+) Press Gererate 10 view your arl Cérerale

(+) Press Pr

save what you have drewn. You e
GOm0 get & 256256 bhurred prg mmage (check wark
touser

() Arryteme youu can go back 10 he man wrdow ard
change e ity data

Eyfua 5.9: (a) To ypagixd nepBdrrov tou TerrainGenerator - (B) O xopBdc tou
TerrainGenerator epgoavilet Tov upouetpind ydptn yior To dedopéva Tou Tivoxa 5.2 xat
vt 13 enineda - (y) H 256x256 “.png” exdva nov odlovye 670 dioxo

5.6.5 Ilapaywyn twv “ter” apyesinv

To bvopa nov emthéydnxe otny epapuoyy| (“TerrainGenerator”) eivor Aiyo atuyée. Me
™ BorRdeid Tou mapdyouue uhoueTpnole YdpTES, BNAUDY dpyEla YRUPIXWY PE XATAIANEN
“png”. To apyeio eddgouc (terrain file), 6nov €dagoc eivar o tploddotatos yhpos
Téve GTOV 0Tolo xVOUVTOL Ta TEIGOIAocTATA LOVTERA TOU TouyVidtol, €yet xaTdAnin
“ter”.

I v petotpédouye Tov udopetind ydpTy oc TéTota popp| apyElou Ypnotwonotol-
ue to epyahelo “Terrain Terraform Editor”, mou €pyetan pali ue ) pnyavy “Torque”.
H mpdtn emhoyy (méve xou deZia 610 Ypupind nepBdhhov Tou epyaheiou) avaypdpet
“Min Terrain Height”. Tlpocoyt yiati owg autd va Eeyeldet! Tpdxetton yioo T véom
6mou elodyoupe To uéyloto Gog mou Yo €yet To Edapde pag. LOUPoVL Ye Tov Tivoxa
5.2 mpéner vo dwooupe Tov aptdud exatd oxtd (108). Auéows petd €youue 10 €dpoc
Ooug (“Height Range”) 6nou etvou 7 Srapopd petalld tou eAdytotou xou uéyiotou V-
houg Tou eddgoug. To ehdyloto Oog, Yo To Bedouéva Tou YENOILOTOVUE, Elval TO
UNndév bmote nAhL Elodyovue we TR Tov aptdud exatd oxte (108). To enduevo Brua
ebvor 10 “podpTwua” Tou uouetpxol ydptn. Iatdvtag To xouunt “Operation” xo emi-
Aéyovtac “Bitmap”, Stahéyoupe tov ydptn and tn V€or dnou tov €youue anodnxeloet.
Oa eupavioTel 010 UxEOTERO Tapdtupo %dTw Xt aploTepd 010 gpyaielo. Me wia mpw-
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™ patid pordler diagopetixde. Autd ouufBaiver yiotl to “Terrain Terraform Editor”
yenowonotel €yypwun xhigoxa avanapdotaong xat oyt pavpoaonper). 'Etol or eninedeg
TEPLOYES AVATARIOTAVTAUL UE AEUXE YPOUO X0 Ol AOPOL UE BLAXUPAVOEL TOU TPICIVOU.

Ané 1o Paoixd thpa yevol emthéyouye File -> Save Mission As... xat oodlouye
NV anooTohr) ue éva povadixd ovopa. llapdyeton howmdv 1o “ter” opyeio ahhd xou
éva apyelo pe xoatdAngn “mis”. To teheutaio mepiéyet otn YAwooo oevaplwy tng
“Torque” (Torque script language) mAnpogopiec yio TRV Ok oXNVH TOU ToUYLBLOY
(yro mapdderypa évtaoy fhov, Véon ovpavol, Véoeic avixeévoy otn oxnvh). Ipog
10 mapdy dev Va aoyolniolue pe autd woc xat Yo To avaAbooude ahhd xon o To
TPOTOTOCOUPE GTNV Topeial TNS epYaslag.

5.6.6 Egoappoyh vpodv (textures) yia To €dagog

‘Onwe o 6Ny TEPITTWOT LOVIEAOTOINOTNS TOU YARAXTARY, YPNOILOTOOVUE VGES Yol
va “vtOoouue” to €dagog. Ta To mwg dnplovpyolpe Ta Ypagpixd apyeio uQOY OV
xeetaletan vo avagpeplel XAt TopATdVE. LNUELOVETU WOTOCO OTL TEEMEL VoL Efvol ELXOVES
dtuoTdoEwy 256x256.

Yy 5.10: Ov ugéc i 1o €dagoc. H tehevtaia (€) ypnowonoteiton we veR hentoyé-
pELag

Me 7o epyoheio “Terrain Texture Painter” pog diveton v duvartdtnta va doukédouue
pe g xou €L apyeio vpwy. To mpwto and autd epapudletal oe GAo 10 EBAUPOC Xl
Toe undhotna o€ TEpLoyEC Tou euelc Véhoupe, emxalbnTovTag TNV oyt uer. Kou mdht
gpyoaldpaote povo mave ot Bdor, dnhadr otnv empdvela 1 onola enavaiauBdveton
divovtag v alodnon Tou ywelc dpta eddgoue. a va elpaote olyoupot 61t enelepyalo-
HOOTE T1) OWOTH EnLpAvELR UTdpyel To epyaielo “Mission Area Editor” mou xadopilet
ToL GpLoL TNE €V AOY W TEptoyS.

To teheutaio mov agilel va onuetwdel yia tic LEES elvon 1 yeRHon uiag xo Lovo €i-
x6vag w¢ Vehc Aentopépetac ” (detail texture). Anéd anbdotacy 10 anotéheopo, uetd
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TNV EQUpUOYY LKV, UTopel vo efval dpXeTd xavomomTxd Oyl GUws xat and XovVId.
[Mopatnpeeiote o mapaxdtw oTiywloTUTA OTOU GTO BEVTERPO YIVETAL YPRoN TNG VPNS Ae-
TTOUEPELUC.

Yyfua 5.11: Egapuoyn veric Aentopépetac (o) Xwplc - (B) Me

5.7 'Hliwoc

To avtixelyevo mou avomaplotd tov ko dev Ya eivan 0patd 6T oMY TOU TouyVISLOU.
Yxonde tou etvon va xadopioet Tov T1pdmo Tou gutiloviar Ta avTixeiueva Tou anaptiCouy
0 nepPBdihov e egappoyhc. Méow tou “World Editor” A npoypoppatiotxd (BA.
apyelo “/control/data/missions/missionl.mis”) unopel va xadopiotel 1 Véon
TOU AVTIXEWWEVOU TOU UVATOQRIOTA TOV MAO, 1 XAHOT Tou WS pog xdde dfova xot 1)
xhiponca Tou %ot XL TO YEMUA, 1) EVIACT Xt 1 XATELVVVOT TOU PWTOC TOU EXTEYUTEL.

Yopgova ye ) 9€on tou fhou dnplovpyolvTa oL oxEC TeY avTxewévey. Eriong
Ol TAEUEES TWV AVTIXEWEVGY oL Oev BploxovTal mpog TNy Theupd Tou HAou elvor To
oxoupdypwpes. To ypduo xou 1 éviaoy Tou Pwtdg Tou emNEedler To AVTIXEUEVOL Xo
onwovpyel 11 oxtég Toug xadopileton and TNV Y Tne nopapétpou “color”. H tiun
e mapopéteou “ambient” xodopilel To ypwua xat THY EVIAGY TOU QOTOS TOU UTHPYEL
0Ly UTO GTO TEQIBAAAOY TNS EQUPUOYTS.

Listing 5.1: Tuhpa tou x@dtxa and 10 dpyeio Tng anocTohig

//==================================

// ./control/data/missions/missionl.mis
//

// The mission
//==================================

new Sun () {

canSaveDynamicFields = "1";
azimuth = "0";
elevation = "35";
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-0.57735";

color = "0.535 0.535 0.535 1";
ambient = "0.295 0.295 0.295 1";
CastsShadows = "1";
rotation = "1 0 O 0";
scale = "1 1 1";
locked = "true'";
direction = "0.57735 0.57735
position = "O O 0";

};

new TerrainBlock(Terrain) {

};

new Sky(Sky) {
canSaveDynamicFields = "1";
position = "-1088 -928 0";
rotation = "1 0 0 0";
scale = "1 1 1";

materiallList

cloudHeightPer [0] = "0.349971";
cloudHeightPer [1] = "0.25";
cloudHeightPer [2] = "0.199973";
cloudSpeedl = "0.0005";
cloudSpeed2 = "0.0002";
cloudSpeed3 = "0.0003";
visibleDistance = "800";

fogDistance = "700";

"~/data/skies/sky_day.dml";

-2.22768e+038";
0";
-1.70699e+038";

789 0";

fogColor = "0.82 0.828 0.844 1";
fogStorml = "O";

fogStorm2 = "0";

fogStorm3 = "0O";

fogVolumel = "500 0 100";
fogVolume2 = "0 O 0";
fogVolume3 = "0 0 0";
fogVolumeColorl = "128 128 128
fogVolumeColor2 = "128 128 128
fogVolumeColor3d = "128 128 128
windVelocity = "0.0 1.25 0";
windEffectPrecipitation = "1";
SkySolidColor = "0.547 0.641 O.
useSkyTextures = "1";
renderBottomTexture = "0";
noRenderBans = "0";

locked = "true'";
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5.8 Ovpavog

[Tpbxertan yio évar TapaAANAETITEDO UEYIAWY DIACTAOEWY UE DIUPOPETIXES VPES VO XAADTITOUY
Tig €81 €0pec tou. O €dpeg diatnpoly mavta otaldepr andoTac and TOV EMOXENTY)
X ETOUEVWS O ETOXENTNG BEV UNOPEl TOTE VO PTACEL To 6plat TOU TUPUAANAETUTEDOU.
Me autdy tov tpdémOo drutovpyeiton 1 Yeudaiovnorn &t o oupavdg Bploxetar oe dmelpn
anoataot. H 0éor tou, 1 xhfion tou we npog xde dZova xou 1 xAiwaxo tou xooptlovtat
and TIC €S TV TapopéTemy “position”, “rotation” xat “scale” avtictorya. To apyelo
“./control/data/skies/sky_day.dml” rou arnotehei tun tne nopauétpou “materialList”
TEPLEYEL Ta OVOUOTA TV edVwY Tou Yo xahlpouv xdide €dpa Tou mapahAnhemtnédou
Xl TWV EXOVRY oy Ya yenotgonondoly yio Ty napouciact) twv oUyvepny. H uen
NS X4TwW TAELPAC TOU TOPUAATAETLTEDOU DEV Elvor 0paTH, 6T UTODNAWYVEL 1) TLY UNdéV
(0) tne nopapétpou “renderBottomTexture”. Yrdpyet Suvatétnta o oupavée vor uny
ToPOVGIAOTE! CUUPWYA UE TO LOVTERO TOU TORUAANAETUITEDOU, oV 1) TIUY) TNS HETUBANTYC
“useSkyTextures” petatpanel and 1 oe 0. Xtny nepintwon auth 0 0VEAVOS XAADTTETAL
and 1o ypwua mou opilel 1 napduetpog “SkySolidColor”.

KadopiCovton tplo eninedo obvvepwy o OYn mou opilovtor and Ti¢ Tipés TV ma-
papétpwy “cloudHeightPer[0]”, “cloudHeightPer[1]” xo “cloudHeightPer[2]”. Tioupwva
UE TNV Tapathenan 6Tt 1) Tay UTNTa TV GOVVEP®Y auZdveTtar oTa YNAGTERH OTPOUIUTO TNS
atubopapas, opiloviar Stapopetixéc taydTntes ot xdle otpodua (napduetpol “cloud-
Speed1”; “cloudSpeed2”, “cloudSpeed3”).

H opiyAn unopel xou autr| vor vhomoinel oe eninedo DAPOPETIXAC TUXVOTNTAS. 1 TOV
EXOVIXG XOOUO TNE EQapUOYNS Yenouloroleiton To éva wévo amd to Strdéaipo enineda.
H éxtaomn tou yodpou mou Yo xatahouBdver 1 oulyAn xadopiletar and v Tiwh tng
napapétpou “fogVolumel”, evdd to ypoduo tng and v Twwn e mapauétpou “fogVol-
umeColorl”. Extég and ta eninedo autd undpyetl xat 1 oulyAn nou epgaviletor mdva
OE OLYXEXPLEVY] AMOCTACT) ANO TOV ETLOXENTY Xt XWOTE U1 0pATE TOL AVTIXEIUEVO TTOU
Beloxovta oe peyahltepec anootdoeic. H andatacn autr xadopiletan and )y Tipn g
“fogDistance” xou 1o ypwuo e and tny napduetpo “fogColor”.

Or mapapetpor “windVelocity” o “windEffectPrecipitation” xadopiCouv tor ya-
PAXTNPEIOTIXG TOU aVEUOU X BpIOXOUY EQUPUOYT) OE TEPINTWOT] EICAYWY NS PUVOUEVLY
xaToUY(0aS GTOV ELXOVIXG XOCUO.

‘Ol autd gatvovtar oTto Tuhua x0dxa tou topadéoaue napandvew. [evixd oto
apyeio “./control/data/missions/missionl.mis” neptypdgetar 1 anOGTONY, TOU
nouywidot. ‘Ohec ot ovidtniee mou cuviétouy T oxnvi| (€dagos, oupavde, dévpa,
xthpta xTA) dnhdvovton uéoa ot autd o apyeio. Me Bdon autd 1 unyoavh (otnv nheupd
ToU €EuUnNEETNHTA) dNWIoUEYEL TOV EIXOVIXG XOGUO TOU ToUYVLBLOD.

5.9 Krrplx

Me o npéypapua oyediaone “MilkShape 3D” dnuovpyriinxav ot nepiocdtepeg ov-
tétnTee Tou mouywidoy (8évdpa, Pedyous, oyfuata). Ilpocoyh 860nxe xupiwe ot
dnuovpyia tou TRAEypaTog cuyxpoloswy” (collision mesh). Xwpic autd Ya
Beloxdpactay otr ducdpeoty Vo vor unv aAANAETIOPOUUE UE TA AVTIXEUEVA TNG OXT)-
vic. O yopoaxthpoc Yo unopodoe vo nepvdel xat Yéoo and autd!

To “mhéypo ouYxpoloewy” BeV YEEIAoTNXE XATE T1) LOVIEAOTOINGT] TOU YopuxXTHpd,
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plag o 1 unyovy geovtilel yia autd oe avuxelyeva e xhdorng “Player”. T tig
UTOAOITEG OUMS OVTOTNTES, OTN YAoT, eCaywYNS TOU HOVTEAOU Blvetan 1 duvaTOTNTA
VoL oploouye 10 “TAéYUa cuyxpoloewy”. Mnopolue duwe vo o opiooupe xat xatd T
oyediaon. T nopdderypa ye 1o “MilkShape 3D” oyebidloupe to xouti Tou Gy uatog
5.4. Oéhoupe twpa évav véo x0Bo, ondte and T epydleio emAéyouue “Box”. Autdg
o véog xUog drutoupyeitar €101 WOTE 0TO €0WTEPIXd Tou va Ppedel 0 poviého Tou
xouToh. ATapoltn T TEENEL VA TOV UETOVOUACOLUE we “collision-17. To
‘1" eivor 10 "éninedo Aentouépeiag ~ (Level Of Detail - LOD) xat oty ovoia
Yo xdvel adpato 1o TAéYua otov malxtn. To mAeypa duwe Yo Peloxeton excl xou o Hpwog
pog Yo avtihapPaveton T obyxpouon ye 10 xiBOTio!

Me tov (80 tpén0 Yo pmopotcay Vo woviehonomioly xo ovIOTNTES ONWS Td XTh-
pta. Q01660 aUTd €YOUV TOAAEG EMIGAVEIES XA AV OF XAMOIEG AmG AUTEC UTOPEL Vo
xvniet o talxtng. Xpewdletar hotndy emimiéoy npocoyr| otr dnutovpyia Tou “TAyuaTog
oLYXPOUGEWY”, x4TL ToU YIVETAL Xt YPOVOPB6EO AV TO XTHELO €YEL TOAAEC AENTOUEQELES.

Extéc autod, ta povtéha “.dts” (ue to “MilkShape 3D” e&dyoupe oe auth
poper)) dev ‘avtihauBdvoviar” TIC €VVOLES TOU PWTIOUOD X0t TwV oxtdY. Av VéAouvye
vo poticovue xdnoto “DTS avtixeiyevo™ Yo npénet va yivel pe dnuoupyia Eeywptotdy
OVTOTHTWVY.

H Abon ota napamdve €pyeton ue v untooThpllrn avuxeévmy tonou “.dif”. Oheg
oL ovtoTNTES Yo oTig onoleg Va unopel va Bpedel o yopoxthpas Vo mpenel va eivan o€

QuTH T YopYH.

T boon mEE
File Lsyout Edt Tooboxes Search Commands Addons Selection Torque Toobars Options 7

Hie Hom P $& R0 ISP B0ddMBrEeD
PR PACHNYSFED T HEONDS BTJNAF OESO
FPHPHISS9 APIGA MAGHBELGIEO 104907002
BEoEEw B 7 : ;

[ R

(3 worldspawn
= < sample_group
<l reqular_polys
# gl portals
+1 g detall_pols
= g ights
i light_omni
% light_omni
z light_omni
> light_omni

Lokt ol o o

i x: %100 21480 &

Syfupa 5.12: To nepiBdhov epyaoiag tou QuATK

Trdpyouv mohhd tpoypdupota tou e€&youy povieha ye xatdanén “.dif”. Ytnv no-
povoa epyasia yenowonoinxe 1o “QuArK”. To “QuArK” mapéyet uia mhnddpa
gpyoleiwV oyYedlaoUol xou TOANOTAG Tapddupa YLol TNV TAUTOYEOVY ETIGXOTNCT Olo-
popeTix®y 6ewyv g oyedalouevne dourc. Ernione mepiéyer to epyuielo “material
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browser” 1o onoflo emtpénet TNV emAoy uErig yio xdle €dpa TN Bopnc Tou oyedidle-
tan. Emimhéov to npdypappa emitpénet v tpocixy avuxelpévwy tonou “light entity”
TOU OVTIOTOLYOVY GE PWTEVES TNYEC UE duvatoTnTa phlulone Tng éviaorc tToug. Ot bo-
wéc mou oyedialovton anodnxebovian o apyeia TONou “.map”, ta onolo TN GUVEYELL
e&dyovton (exporter “map2dif”) xou petatpéroviar ota apyeio tomou “.dif”.

5.10 XuvodilovTog

Y10 xe@dhaio Tou UOAG ohoxhnpwUnxE Tapouctdotnxay Ta Tela factnd oTddla dnutove-
yiog evéc TPLOBLEOTATOU AVTIXELUEVOU:

o oyediaon Tou TAEYUATOS TOU YOVTENOY,
e dnuloupyior LWV xou
o Ornutoupyior xtvOUUEVWY YOAUPIXDY.

Autd mou tedxd Smutovpyidnxe eivon €vag TEIOBLAOTATOS YaPUXTHQAS Yo TO Taky VidL.
Y11 ouVEYEL EYIVE AVAPORA OTIC OVTOTNTES TOU £DAPOUS, TOU OLEAVOL, TOU HAOU Xal
TV xTNPiwy, Tou cUVIETOUY TN oxnvr Tou tarywidol. AZilel va xpaticouue, oyeTixd
HE To TEAEuTado, OTL Yl TN Onpioupyior Tou e8dQOUE Tou maty Bl amouteiton €vag
xdetng woldyv. H unyovh ue Bdorn autdv mapdyet Eva gouvopevind ywels dpta €8apog.
H dnpiovpyio autdv twv vfopetoady yaptdv eivoar théov edxohn diadixacia yéow tng
egappoync “TerrainGenerator” mou avantOyUrnxe.
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Kepdiowo 6

TAomolnor Tou Tay VIoLoU

To moapdv xepdhaio acyoleitan ye Tov xwdxa e egoapuoyhc wag. Kuplng avakbovta
Yépara mov apopoly Tt dixtihwor, Tig Ypupixée daouvdéoels tou yerotn (GUIs), ty
ey VX vonuoolvr. Qo yiver avagopd ot évvoteg 6nwe “obotnua anodrixevone = (in-
ventory system), “owpattdioxd ey vdouata eviunwotaopol” xou Exnounol” (particles,
emitters), unyavéc xataotdoewy (FSM).

6.1 Ofpata dixTOWONG

[o gk plor popd var onpetwdel 6Tt 1) e@apuoy” otneileton oTNY aEYITEXTOVIXT TEAITY)
- e€umnpetnth. O mehdtng eivar unedduvog uévo yia TN SlaohYOEST TOU TaiXTh YE TO
mouy vidt xou dhat Tar uTdAoLTa GUPPAVOUY GTNV TAEUPA TOU EEUTNEETNTY.

H npdn evépyeia tou e€unnpetnty etvau 1 dnutoupyia Tng oxnvic pe Bdor to apyeio
NS anooTohiS. e auto Pploxovtar ot mhnpogopie nou xaopllouy To avTIXEUEVR X0l
™ ¥€omn Toug péoa ot oxnvy. Oudnrote eupavileton u€oa 6TOV EOVIXS XOOUO DNA-
Vet 6€ ot To apyeio: avtixeipeva to onola Yo unopel v oulhéZer o naixtng (items),
Talxteg ey youevol and tov unohoytoty (bots), onuela eto6dou (spawn points), trig-
gers, ovidTNTES TOU Puatxol TEPIBAIAOVTOC OTKS eldaUe OE TEONYOVUEVO XEQANLO
xTA.

‘Ohat autd To AV TIXEILEVO DNPLOUEYOUYTOL TNV TAEVRY TOU ECUTNEETNTY XAt OTY) OL-
véyeto yetapépoviar/avtrypdpoviar otov neddtn. ‘Eyet emxpatfioet autd ta avtixelyeva
oToV TEAdTN Vo amoxaholvtar “ghosts”.

6.1.1 Anuwovpyic Tov edunneetnty

To nawyvidt efvar evoe xar uévo naixty (single-player). ‘Etor o e€unnpetntic dnutoup-
yeltaw 6tay 0 yphotne nathoetr “Play” oto Bacxd yevoo.

Kaketton v ouvdptnon createServer() pe oplopata 1o €idog Tou eEunneetnt xot 10
OVOUd NG ATOCTOAAC Tou TRENEL v poptwiel. Y10 mp®to autd oTdAdlo dnplovpyiag dev
XAVOLUE TIMOTA TOPAUTAVE OTG TO VO QOPTWCOUUE OTY) UWVAWY Ta TUALOTA XODIXA TOU
Beloxovtar yéoa otoug unoguxéhouc tou “./control/server/”. Kotd x0pio Adyo mpd-
XELTAL Y10l TOV 0plopd Ty Wiothtwy (datablocks) xar 1wV ouVIPTACE®Y TwWY OVTOTHTOV
TOU Tty VoL,
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Axohlouvldel 7 deltepn @don dnwovpyiag tou e€unrpetnty. XT10 TéhOg AUTHS, TO
mowy vidr Yo €yel goptwiel otov efunnpetnth xou Vo ebvar €towo va “xoatéfel” otov
neAdtn mou Yo ouvdelel wall Tou. Ot onuoavtixdtepes evépyeleg €0 elval:

o dnutovpyior Tou xewwévou mou meprypdgel v anoctol| (buildLoadInfo()). Ot
anopaitnTeg TANPOYopicc cuLéyovTal and to avuxelyevo “MissionInfo” mou é-
et dnuovpyniei péoa oto apyeio e anootorfc (./control/data/missions/mis-
sionl.mis),

e unohoytouéc tou Cyclic Redundancy Check. To CRC ebvar yvwotd o-
16 1o 8iXTUN UTOAOYLOTOY, OTIOU YPNOWOTOIEITAL OUY TEOTOS aviyVELUSTE hadwy
ota maxéta mou daxtvolvtar oto dixtuo. To CRC evdc naxétou mou petadide-
Tat umohoy(letar and TOV AnocTOAEd xat mpootiieton 010 Taxéto. O amodExTrg
emavo-unohoyilet o CRC oto maxéto mou mipe xou 10 ouyxplvel pe TNV TR
nou elvan anodnxevpévn oo taxéto. Av 1o naxéto dev dhhale/ahhotdinxe ot
dwadpout), T CRC da oupnintouv. E8G ypnowwonoteitar ¢ 1pémog aviyveuorg
ALYV 0TV ATOGTOAY|, WOTE Vo EEPOVYE AV TRETEL VAL PO TIOTEL EAVE 1) ATOGTOMY

(GetFileCRC()),
o dnuovpyio TNg anooTolY xar TwY avuxeuévey (exec(missionkile)),

o QbpTwP TV povoratidy (paths) mou €youv opiotel o eowTEPIXOUC YDEOUS
(PathOnMissionLoadDone()),

e UETUPOPd TN AnO0TOM S GToUS ouVdEdEUévoue tehdtes (onMissionLoaded()).

Enedn n eqopuoyn nepiéyel mAndoc oevaplwy xou oe xdide Gevipio undp)yovy ou-
VOPTHOEIC TOU XAAOUV GAAES OE BLaQOPETIXG apyElo, eivan BUGXOMO VoL TORUXOAOUUTCEL
xavelc Tic evépyeteg mou yivovtan. T'ia 10 Adyo autd mapativeton To nopaxdtey didypoy-
no Tou Borndder Vo eVIOTGTONY Ol GUVAPTHOELS TOU YPTOULOTOOUYTAL Yia T1) dnutovpyia
Tou eEumnpetnTh xou To apyelo oTo onolo opllovia. Xto Bidypauua autd Ta apyela
péoa o mhaioto eivar aUTd 6TOV LTIEYOLY Ol FNAWDGELS TWY CUYIPTACEWY XAl UEVOBWY,
eved Ta €vtova, podpa Bén delyvouy Tn oelpd pe Ty omola yivovtar ot xAHoELC.

6.1.2 X0vdeor neldtn-eEunnpeTnTy

To mpcTo MEAYUA TOU TEEREL Vo XAVEL €VOG TEAATNG Yio Vo ELCEAJEL GTOV XOOPO X
VoL pmopéaoet vor oA nAemdpdoe pe oTdNToTE LTdpyEL o€ aUTOVY elvar var ouvdelel pe Tov
e€unnpetnth. Baow xidom €6 eivar  “GameConnection”, nou opilet pedodoug
xau callbacks yio Tnv eyxatdotaoy xat o yeploud uiog tétolag obvdeong. Anupovpyel-
Tan AOmOY oTNY TAELEd Tou TEAdTT €var avTixelyevo tng xAdorne “GameConnection”.
Ot evépyeteg mou yivovton eivau:

e dnulovpyia Tou avtixelwévou tne xhdong “GameConnection” yio tn oOvdeor oTov
eCumnpetnth (new GameConnection(ServerConnection) - Bh. apyeio ./control /-
client/client.cs),

e dnwovpyia tomxfc oOvdeone (ServerConnection.connectLocal() - PA.  opyeio
./control/client /client.cs),

ITohuteyvelo Kprtne
Tunuo Hiextpovixdy Mnyoavixdv & Mnyoavixdv Troloyotody



Kegdhao 6 75

launchGame{) <— Zwdierm aro CRay kouli Tou Saaikol Jevou
creataSarver])
- e fcontrolfclientfclient . cs

onServerCreatsd()

., < fcommoniserverservercs

exec [ fmiscicamera.cs’)

enec (7 fmisciitem cs’)
s = T

exec (" /playersiplayer.cs ]_ S fcontrolfserver/game cs ‘

exec " playersiaiFlayer cs") f

exec (" fweaponsiguniPFS.csn

| : DA

[cadbISSION]] e o o e feommondserver/missionLoad cs
/'. ._.I'.
' builldLoadinfol) - ’ ---------------------------- fcommondservar’missioninfo.cs
loadMissionStage ()

exec (" fcontrol/dataimissionsimission 1 mis”)
EIHPu"lIE.SICII'ILUﬁGé.dI:":I
startGame()

Sy 6.1: Awdrypoppo BacixdTepmy EVERYELDY XATA TN ONuiovpyia Tou eEUTNEETNTY

e npoorndiela ovvdeoTc otov efunnpetnty| (onConnectRequest() - opileton oo op-
xeto ./common/server/clientConnection.cs),

e ctuyric oOvdeor (onConnect() - opiletar oto apyeio ./common/server/client-
Connection.cs).

Yy mheupd tou eEunneetnT, N pnyavy dlotneel eowtepixd ulor Mota pe 6houg
Toug ouvdedeuévoug nehdteg. H Aota auth ebvar mpoofdowun ot eninedo script péow
Tou avuxepévou “ClientGroup” (nou eivon avixeipevo tne xhdong “SimGroup” 1
“SimSet”). To “ClientGroup” undpyet ywpic va ypeidletar va to dnpoupyfioouue. O-
Ty 0 TEAATNG ouVOEVEl aToV €EUTNEETNTY, N PNy v TEOCVETEL AUTOUATO TO AVTIXEIUEVO
¢ xhdong “GameConnection” oto “ClientGroup” tou eunnpetnti.

6.1.3 Koatéfaoua tng anocToAfg 6ToV TEALTY

Arné 1t otiyun nou €yel eyxatactodel 1 odvdeon UETAE) TEAGTN-EEUTNEETNTY, O €Vig
pmopel va emixotvwvioet an’ eulelag UE TOV GARO PE TO UNYAVIGHO AVTUAAAY TG UNVUUATWY
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launchizame) C:: Eubectan aro T Play™ xouurl Tou Sooon pevou

createServer() <= ‘Exer drpoupynBei o efummpeininc (0w sidape vwgitepa)
ServerConnection. connactLocal()

*n ConnectRequest]] -e--emee fcommaonfservariclientConnection .cs

onConnect) -

Kohrjoaie yin avTahhay
MU ATy et afl
TTERETR Kl EEUTTIRETNTH

| dCOMIMOnserver/missionDownload cs

[oadhlission) -

Yyfuo 6.2: Audypoppo BacixdTepwy EVERYEIOV Yia 11 oOVOESY, TOU TEAUTY UE TOV
eCumnpeTnT

¢ Torque. O unyovioude autdg Baoileton oTic cuvapThioelc xovodhag “command-
ToServer()” xa “commandToClient()”, xou hertovpyel we e&hc:

e MAvupa and neAdtn oe eURNEETNTY: LNV TAEUPd TOU TEAATY), OTEA-
VOUPE TO UAVUO GTOV Hovadixd eEUTNEeTNTY UE TOV OTolo eluaoTe GUVOEDEUEVOL.

function commandToServer('FunctionName’,argl,arg2...) {...};

Yy mheupd tou e€unnpetnt, 1 AU Tou unvipatog petagedletar oty xARom
WAC GLUVAETNONG PE XATIAANAA DIAULOPPOUEVO GVOUA.

function serverCmdFunctionName(argl,arg2...) {...};

o Mrvupa and gunneetnt? o REAATY: LNV TAEUpd TOU eEUTNEETNTH
eMAEYOUPE €vay amd TOUC GUVDBEDEUEVOUC TTEAATES Xl TOU GTEAVOUUE TO URVUlAL
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function commandToClient(gameConnectionOfClient,’FunctionName’ argl,arg2...)

{--h

Yty mhevpd tou meAdTy, 1 Mn tou pnvipatog petagedleTal 0TV XANOT WLog
OUVEPTNONG UE XATHAATANL Dlaop@wuévo bvopa.

function clientCmdFunctionName(argl,arg2...) {...};

Hpooé€te 61 1o evbextind “FunctionName” Bploxetar péoo oe “povd autdxia” (tagged
string).

O neldne eivon mAéov €topog va xateldoet Ty anoctolr. H Sobixacia autr yive-
TaL O€ TEEIC Qdoelc. e xdie ulo anaiteltal 0 oUYYPOVIOUOS UETAED TEAGTN-EEUTNEETNTA
Oote N xdlde Qaor vo Zextvd 6Tay elval xon BU0 €TOLWOL XOL VAL UV TPOYWEIUE GTNY €-
TOUEVT] PACT, AV OEV ONOXANEOGCOUY X0l Ol BUO TAEUPES ETUTUYWS TNV TEEYOUCI PAOT).
O ouYypoVIoUdS ETTUYYAVETOL YE TO UNYAVIOUS UNVUUATOY Tou Teptypddoye.

ITpwn pdon

Yy mpodTn @dor anoctélhovior otov nehdtn ta datablocks twv avtixeiévwyv g
ATOGTOANG:

o anoctéletar 1o CRC g amootohic €10t bote vo unopel o mehdtng va eéy&et
av Yot MBel owotd (setMissionCRC()),

o Zexiva 1 anootolt] twv datablocks, mou €youv goptwiel otov e€unnpetnTy|, oTOV
nehdty. ‘Etol, o mehdtng Yo €yel dheg Ti¢ mAnpogopicg mou yperdleTon Yo quTd
xat Vo umop€oel v yeploTel T avTIXelpeEVa XAJOEWY TOU TA YENOILOTO0V XAl
To onola Yo otahoby oty enduevy @don. O mehding dev €yel mpbofauoy otov
%O v datablocks mou tou éatethe o eCunnpeTnThg, ondTE BEV Unopel Vo Ta
alhowdoer (transmitDataBlocks()),

o ohoxAnp@veTon eTiTUY KOS N anootoht, (onDatablocksDone()).

Acltepn @don

Y11 0e0TER GAOT, AVTIYRAGOVTIOL OTOV TEATY Tol avTIXElUEVa TOU €youv dnuovpy el
otov egunnpetnth (ghosting):

® 0 TEMITNE XATAOTEEPEL 6,TL evdeyouévwe Exel anopeivel and TEoNYoUUEVES Amo-
otohéc (purgeResources()),

o ueTagEpETAL 1 TANPOYopia Yo T povondtia (paths) mou éyouv opiotel (trans-

mitPaths()),
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o Zexlva 1 amooTOMY TWV avTIXEWEVWY, Tou €youv Qoptwiel otov eEumneetnTi,
otov meAdty. ‘Onwg xar mpwy 0 neAdtng dev €xel pdoaoT GTOV XOOXA TOUS X
dev unopel vo ta ahhotdoet (activate Ghosting()),

® OMOXATPOVETOL ETULTUYDC 1 An0oTON] TV avixewévwy (onGhostAlwaysObject-
sReceived()).

Teitn @don

IThiéov éxer ohoxhnpwiel To xatéBacya TNg anoGTOMC and ToV EEUTNEETNHTA XU O TE-
Aatng avohouPBaver va gotioel T oxnvi:

® EVEPYOTOINOT) TOU GUOTAUATOS TORUYWYTE TOAADY OUOIWY AVTIXEWEVLY antd €Vl
npwtétuno (startClientReplication()),

® £VEPYOTOMOT) TOU GUOTAUTOS TUPAYWYHS TOAADY OUOLOY AVTIXEWWEVWY TOU AVa-
Topo oy Bhdctnoy and éva npwtodtuno (startFoliageReplication()),

e QwTiouds e anoctorfc (lightScene()),
e oloxAfpwon tne dwadixaciog pwtiopol (sceneLightingComplete()).

Ot tpeic autéc @doelg TapouctdlovTal GTO TUPUXATE OLAYPAUUA EVE oXOAOUTYOLY
X ToL TUAUATOL XWX OE EEUTNEETNTH XAl TEAUTY TOU TIC UAOTOI00V.
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Server Client

[ daon :—| Euygpoviapdg HE TIERATN I //a‘ Euyxpoviauds e ERuT pernTe

|rwumimmﬂu&ﬁ]|

| onDiatablocksDoned) |
mdu:rnz .IHEUWIGJ;UEMH |—4I-| purgsResourcas) |
T

| activateGhosang, ) |

| onGhostAkwaySObjectsReceived() |

* |mmm1ﬂm:mnn|
UGG JE TIEMTR |’" ﬂ {

start- ol apeRaeplication()
| |

| sceneLightin gCumplaﬂeﬂl

'

| Zuny s UGE WE EELTITETN T |

daom 3 Hfumw'
]

A"’r/

Yyfpa 6.3: Awadixaocia popTwong anocTohfg and Tov EEUNNEETNTY OTOV TEAATY

// common/server/missionDownload.cs

//

// Mission loading FROM SERVER SIDE—>The server sends

//the mission to each connected client.

//Loading Phases:

// Phase 1: Transmit Datablocks

// Transmit targets

// Phase 2: Transmit Ghost Objects

// Phase 3: Start Game (on the client side, phase 3 is to light
the mission!!)

//

ITohuteyvelo Kerine
Tunuo Hiextpovixody Mryovixdv & Mnyavixddv Trohoyiotohy




80 Evétnta 6.1

// The server 1invokes the client MissionStartPhase[l1—3]
function to request

//permission to start each phase. When a client is ready for a
phase,

//it responds with MissionStartPhase[l—3]Ack.

J/=mmmmmmmmmmmmm e e e e

/ /% sk ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok sk ok ok ok sk ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok
//% function GameConnection::loadMission (%this)

//*Args:

J /% (1)%this: The connected client who wants to download

//«the mission.

//*Purpose:

//* Send over the information that will display the server
info.

//«When we learn it got there, we’ll send the data blocks.
/7% ok ok ok ok ok ok ok ok ko ok ok ok ok ok ok K kO ok ok ok ok ok ok o kK ok ok ok ok ok K K kK
function GameConnection::loadMission (%this)
{
%this.currentPhase=0;
if (Jthis.isAIControlled ())
%this.onClientEnterGame () ;
else
commandToClient (%this,’MissionStartPhasel’,
$missionSequence , $Server::MissionFile ,MissionGroup.
musicTrack) ;

}

/ /-
// Phase 1

//

//Server starts Phase 1 when gets the ACK from client
function serverCmdMissionStartPhaselAck (%client, %seq)
{

// Make sure to ignore calls from a previous mission load

if (%seq!=$%$missionSequence||!$MissionRunning)
return;
if (Yclient.currentPhase!= 0)
return;

%client.currentPhase=1;

// Set the CRC value for the current mission.

//This allows client to determine whether they need to

//relight a scene or not. The CRC value is used to calculate

//the signature of a mission LIGHTING file (.ml). If the
signature

//does not match the current CRC, the mission will be relight

%client.setMissionCRC($missionCRC) ;
// Send over the datablocks.
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// OnDataBlocksDone will get called when have confirmation
//that they’ve all been received.
%client.transmitDataBlocks ($missionSequence) ;

}

// Torque calls onDataBlocksDone () callback when datablocks
have

//been received from client

function GameConnection::onDataBlocksDone (%4this , %
missionSequence)

{
//Make sure to ignore calls from a previous mission load
if (%4missionSequence!=$missionSequence)
return;
if (%this.currentPhase!= 1)
return;
%this.currentPhase=1.5;
//Inform client that you are going to start Phase 2 and wait
for ACK
commandToClient (%this, ’MissionStartPhase2’, $missionSequence
, $Server::MissionFile);
}
/ /-
// Phase 2
//

//Server starts Phase 2 when gets the ACK from client
function serverCmdMissionStartPhase2Ack (Yclient, Y%seq)

{

// Make sure to ignore calls from a previous mission load

if (%seq !'= $missionSequence || !$MissionRunning)
return;

if (%client.currentPhase != 1.5)
return;

%client.currentPhase = 2;

// Update mod paths, this needs to get there before the
objects.

%client.transmitPaths () ;

// Start ghosting objects to the client

// GHOSTS: all objects are created on the server and then
some

//of these are duplicated on the client. These duplicates are
called

//ghosts.

%client.activateGhosting () ;

// Torque calls onGhostAlwaysObjectsReceived callback when
//the ghosting process is complete. Now Server is ready for the
next phase.
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function GameConnection::onGhostAlwaysObjectsReceived (),client)
{
// Ready for next phase.
commandToClient (J,client, ’MissionStartPhase3’,
$missionSequence, $Server::MissionFile);

/ /-
// Phase 3
//

function serverCmdMissionStartPhase3Ack (%client, %seq)
{
// Make sure to ignore calls from a previous mission load
if (%seq != $missionSequence || !$MissionRunning)
return;
if (client.currentPhase != 2)
return;
%client.currentPhase = 3;

// Server 1is ready to drop into the game
%client.startMission () ;
%client.onClientEnterGame () ;

// ~common/client/missionDownload.cs
//

// Mission loading FROM CLIENT SIDE
//Loading Phases:

// Phase 1: Download Datablocks

// Phase 2: Download Ghost Objects
// Phase 3: Scene Lighting

//
// Phase 1
//

function clientCmdMissionStartPhasel () seq, %missionName, %
musicTrack)

{
onMissionDownloadPhasel (¥missionName, %musicTrack) ;
commandToServer (’MissionStartPhaselAck’, Y%seq);

3

function onDataBlockObjectReceived (%index, %total)
{

onPhaselProgress (%index/%total);
}

//
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// Phase 2
//

function clientCmdMissionStartPhase2(¥seq,%missionName)

{

onPhaselComplete () ;

purgeResources () ;

onMissionDownloadPhase2 ()missionName) ;
commandToServer (’MissionStartPhase2Ack’, %seq);

3

function onGhostAlwaysStarted (%ghostCount)
{

$ghostCount = %ghostCount;

$ghostsRecvd = 0;
}

function onGhostAlwaysObjectReceived ()

{
$ghostsRecvd++;
onPhase2Progress ($ghostsRecvd / $ghostCount);

/ /-
// Phase 3
/ /-

function clientCmdMissionStartPhase3(%seq,%missionName)
{

onPhase2Complete () ;

StartClientReplication();

StartFoliageReplication();

$MSeq = %seq;

$Client::MissionFile = YmissionName;

// Need to light the mission before we are ready.
// The scenelLightingComplete function will complete the

handshake
// once the scene lighting is done.
lightScene("scenelLightingComplete", "");
if (lightScene("scenelightingComplete", ""))
{
schedule (1, 0, "updatelLightingProgress");
onMissionDownloadPhase3 (YmissionName) ;
$lightingMission = true;
}

3

function updatelightingProgress ()
{
onPhase3Progress ($Scenelighting::lightingProgress);
if ($lightingMission)
$lightingProgressThread = schedule(1, O,
updatelLightingProgress");
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function sceneLightingComplete ()
{
onPhase3Complete () ;
// The is also the end of the mission load cycle.
onMissionDownloadComplete () ;
commandToServer (’MissionStartPhase3Ack’, $MSeq);

6.2 Tpaguxéc Alacuvdéoelc Xprotr (GUISs)

Fevind, oe eqopuoyés mohuyéowy ta Ypapxd mepBdAlovta Bacivdeorng Tou yeRoTn
elvol 10 Yoo PE TO 0Tol0 0 TEAEUTAIOG ETUXOWVWVEL UE TNV EQUQUOYT]. LTNY TEPITTWOT
pog o maixtng wéow autwy Yo mhonyniel otov eixovind xO6ouo Tou €YOUUE GYEDLAOEL.

Avatpéyovtag 6T0 TopdpTnpa, oTNY Lepapyia Twy xhdoewy g unyovic Yo eviomni-
oouge Y xhdorn “GuiControl”. Ilpéxerton yio tn pila twv unoxidoewy GUI (Sev
paivovtor 610 oyfua). Ov xhdoec autéc vhonowody T Aettoupyieg Tou mpoogépet 1
wnyovh Y T dnwoupyia Tov Yeapix®y dtaouvdécewy tou yprotn (Graphical User
Interfaces).

Ye avtiototyla e 6oa eidaye yio To Saywpelowd o xhdoeig xar datablocks, oty
repintwon twv GUISs, éyouue xAdoeig xan profiles. Ta profiles eivor culhoy| 1dtothTwY,
xdtt oav ta style sheets tng HTML. E86 dpwce dev undpyet Eeywptoth xhdor profile yia
x&de GUI xhdon (Yuundeite 6t otny xhdor “Player” avtiotoryel to datablock “Play-
erData”, otnv “ShapeBase” 1o “ShapeBaseData” x.0.x ) ahhd pévo 10 “GuiCon-
trolProfile” oné to onolo dnwoupyolvior dha ta avtixeipeva profile (evdewtind o-
vatpéte oto apyelo “./control/client/Profiles.cs”). Q¢ nupdderypa nopatidetor to
TopodTe TP xwdixa 6To onolo undpyet To avTixeipevo “FinalScreenl” tng xidong
“GuiBitmapCtrl” (vroxidon tne “GuiControl”) xa to onolo, extéc TV GAAWY, YET-
owonotel to profile “GuiDefaultProfile” (avtixeipevo tonouv “GuiControlProfile”):

//

//./control/client/interfaces/playerInterface.gui

//

//——— OBJECT WRITE BEGIN ———

new GameTSCtrl(PlayerInterface) {
profile = "GuiContentProfile";
horizSizing = "right";
vertSizing = "bottom";
position = "O 0O";

new GuiCrossHairHud () {
profile = "GuiDefaultProfile";
horizSizing = "center";

3
new GuiBitmapCtrl (FinalScreenl) {
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profile = "GuiDefaultProfile";
horizSizing = "center";
vertSizing = "center';
position = "160 60";

extent = "320 240";

minExtent = "8 8";

visible = "O";

helpTag = "O";

bitmap = "./art/lastmessagel";
wrap = "O0";

};

Ta GUIs Bploxovta, 6mwe eldaye, oty TAeupd tou tehdtn. ‘Otav o neAdtng exte-
AeoTel, TEEMEL XATA TIG APYIXOTIOMTELS TOU VoL ONLOVPYTIGEL EVAL AVTIXEUEVO TN XAJOTE
“GuiCanvas”. Autd dev yiveton pe 10 “new” 6nwe Yoo o GAAo avTiixeipeva xhAoEWY,
A& xahwvtog v createCanvas() (BA. apyeio ./common/client/canvas.cs). Agol
Yiver auTd, TO AVTIXEIUEVO TTOU XATAGKEVAUOE EGWTEPXA 1) WnyavT] elvan Bradéoiuo ye to
ovoua “Canvas”. Evoag neAdtng npénet va et €val xon povo avTixelevo tng xAdomng
“GuiCanvas”, yéoa 010 onolo tonodetodvton Oha tar dhha avtixelpevo GUI xhdoewy.
Yuvenwg, 1o avuxeipevo g xhdong “GuiCanvas” npénet va onwovpyniel mpwv and
onotodnnote dhho avtixelyevo GUI xhdoewv. H tonotétnon dhhwy avixewévwy GUI
xhdoewy oo “Canvas” yiveton pe tic pevddoug setContent() xou pushDialog(). H np-
), x&0e popd mou xakeltar, anopaxplvel To TeonyolUevo aviixeiuevo and to Canvas.
Mévo pe pushDialog() poc emtpénetar évo GUI avtixelyevo va epgaviletar “nédve” oe
GAho!

6.2.1 OvYdéveg soaywyng xow Bacixd pevod

Me v évapin tou maryvidot eugaviCovtar 800 otdvee eloaywyhc. H mpodtn etvan pio ei-
x6va oo oTiyudTURA Tou Ty vidtol (screenshots) xow oty onolo avarypdpeTtar o Tithog
tou. Ilopapével evepyr| yio tévie BeuTepOAENTA, 0TO TPGOTO and Ta onola ypenotponoteita
epé otadtoanic eugpdvione (fade in) xo oo teheutalo, egé otadlaxfc anevepyonoinorng
(fade out) (oyetwx6 apyeto: ./control/client/interfaces/introScreen.cs).

Metd o mévte autd deutepdhenta, oto “Canvas” avtixeipevo tonoleteitar (set-
Content()) 1 006y mou amotekeitan and v exdva pe 10 hoydtuno e TGE. Ka
e6 €youv vhonomlel ta S e mponyouuévwe (oyetixd apyeio: ./control/client/in-
terfaces/splashScreen.cs). Me 10 népoc twv névte, véwyv, deuteporéntwy (dSnhady| and
v évapdn tou oy vidol €youy pecolaBioer cuvohixd déxa deutepdbienta) eppavileta
10 Pocixd pevol.

To GUI yio 10 Bacixd pevot Srapepet and Tic 000VeS eloaywyNg. DTNy TEAsuTAlA
nepinTwon xdde oVévy mpoypopuatileton kg €va o U6Vo avTIXEUEVO, To oTolo Tapa-
HEVEL EVERYO YO XATOLO YEOVIXO OLICTNUA XAL, TO ONUAVTIXOTEPO, BV dEyEToL Xauia
eloodo and tov maixtn. o 1o Bacixd pevold duwe, €yel vhomomdel Eva avtixelyevo
(“menuScreen”) yéoa o010 onofo opilovtau emnhéov avuxeiyeva. To emniéov autd av-
Tixelgeva ebvar 800 xat avtioTolyoly ata 800 XOLUTLE Tou LTdEYOoLVY 0To Pactxd Yevol
(oyeTixd apyeio: ./control/client/interfaces/menuScreen.cs).
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Eyfpa 6.4: (a), (B) OVbvec eloaywyrc - (v) Baowd pevoid

Kdie xovpni (“Play” xon “Quit”) éyer ouvdedel xar pe pio ouvdptnorn. To “Play”
we ) launchGame(), evey to “Quit” pe ) quit(). O pbhoc tne quit() etvor npogaviic.
T ) launchGame() avatpééte ota oyfuata 6.1 xon 6.2. Eivar n ouvdptnon and v
onota apyilet n dnuoupyia Tou e€unnEetnTy, 1 oLVOESY, TOU YE TOV TEALTY ot O,Tt
eldaye ot oyetind evotnta. Mdhiota 1) Biadixacio TG ORTWONS NS ATOGTOANC aAnd
TOV MENATY), Ol TPEIC QAoEl; Onhady mou meptypdptnxay, epgavilovial oe véo mapdiu-
p0. Xto (B0 autd mapdiupo TapouctdlovTo Xou Ol TANPOYORPIEC TNG UTOGTOMAS TOU
ouveréydnoay (oyfua 6.5). And eddd Eexvdel, otny ouoia, to oy vidi!

IIpwv ouveylooupe va onueldooupe 6Tt €yel emxpatroel, otn Torque, vo phdyue
yta controls, dtav V€houue va avagepdoiye yevind oe avtixelgeva 1wv Gui xAdoewy.
‘Eva control mou nepiéyel diha controls eivoar container yia autd. [ controls mou
oplCovtan péoa oo (Blo container xon xatohouBdvouy Ty dla Teploy | €xel onpacia 1)
oelpd dnpoupyiag toue (x&de control Yo xahOTTEL Tal TEONYOUUEVE TOV).

6.2.2 Head-up Display (HUD)

‘Otav o nehdtng ouvdedel pe tov eCumnpetnty xat eloéhdel 6Tov %6CUO0, avahauBdver
TAEOV TNY ATELXOVLOT) TOU XOOUOU UE BAoT T TANpoQopieg Tou Tou GTEAVEL 0 EUTNEE-
tic. ‘Etot o yprotne unopel va BAénet 1L yiveton 0Tov x6GUO xou VoL Bpd avaAoya.

H anewxévion tou xoéoyou etvar pio undieorn Swapopetiny and 11¢ 096veS EloAYWYNS
xaw to pevot. Exel ta GUIs elvon, o telnt| avdhuom, eixdVeS xal pmopoly GUec Vo
avtiotoyioly oe pixels g o¥ovng. O xdopog duwe anoteeiton and wia cUAAOYY
TELOOLAOTATOY AVTIXEWEVWY. € AuTd UTopel Vo eQapuolovion UGES XAl VoL UTBRYEL X4-
TOL0 UOVTENO QwTionol. Anonteltar hotmév pior tohOmhoxy dradixactio yio T UETATEOTY
QUTAC TNG TEPLYPAPHC TOU XOOUOU GE il BUOBIACTUTY ELXOVA TTOU VoL UTOREL VoL TUPOU-
oo tel oty oVoVY. Autd eivar BoUAELd TNE Unyovig xou cuYXEXpéva Tou “renderer”.
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™ SidpKeEia PopTWONG
™¢ aTrooToAr

Eyfua 6.5: H oddvn mou epgaviletar 6tav natnldet 1o xovpni “Play”

Trdpyer ulo eder) xhdon GUI nou avahauPdver va anotundoel oty od6vr ta
anoteréopata tou ‘rendering”. Eivar n xhdor, GameTSCtrl. Anuouvpyolue éva
avuxeiyevo authc tne xhdone (oyetxd apyeio: /control/client/interfaces/playerIn-
terface.gui). "Exet xadiepwOei 1 ev Adyw SracvdeoT, péow tng onolog
BAémouvpe TOvV %6CWUO, TAMPOYPORisg ONWSE 7 EVERYELXL TOU NPWA, WT-
vopata 6 Loppr xeitpévou xArn. va ovopdfetow HUD (Head-Up Dis-
play'). O reldtne ¥éter 1o HUD oav nepieyépevo tou Canvas (setContent()) xou
TAéoV 0 ypeRoTNG UTopel va BeL TOV XOOUO.

Trdpyouv xdnoeg edinés xhdoewg, ta avixeiyeva twv onolwy npoopilovion yia
xenon oe éva HUD. Abo ané autée eivar ot xhdoeg “GuiCrossHairHud” xo “Gui-
HealthBarHud”. H mpdtrn poc emtpénet va eugavicouye oto yéso tne odovng, to
ovvnthouévo “otaupd” (1 otdhnote dAho) mou cuvavtdtar ota mouy vidio Timou FPS. O
“otavpde 7 unodexviet T diebuvon oy xortdel/otoyedel o taixtne. H xhdon “Gui-
HealthBarHud” ypnowonoteiton yior T dnuiovpyior aviixegévmy nou anewxovilouv Tig
UTHPES EVERYELUC.

“Mio exdva {oov ythieg Aéeic ” Aéve, ondte oto oyfpa 6.6 mapoucidlouvye 10
HUD tou marywidiot. ‘Etot o maixtng Yo mhonyeltar otov x6cpo tou mouywidiod! Ta
avtixetyeva ntou ouviétouy To HUD enednyolvtar oty etxdva. To uévo nou yperdleton
va Eexadaplooupe ebvor 1 “Evden tomou unvipatog .

Y10 mouyvidl €youpe 800 DY unviuata ta onola epgavilovial oty 006vn pnvu-
pétov:

o aniéc TAnpogoplec mou eugavilovtar xdde @opd mou o maixTHC AAANAETIOPE e
xdmoto avtixeipevo (yia napdderypa paleder Taxéta EVERYELNS 1) TOAEROQODIR) Xou

7 2 4 ce 2 7 23
o unvouaTa ToU SEYETAUL AN TOV “AVWTERO TOL .

1O bpoc mpoépyetan and MV 006VN TOL YENOWOTOWOY Ot TWAGTOL GTNY TOAEWIXH AEpOTOpia Kotk
otV onolo epgaviovta dudgopec Thnpopoples ev dpa TTRoNC.
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‘Evdeign 'u'l'rrou ;
| AiaBtoipo 6TTA
] Hnvuparog | |
086V pNVUGTWY | & moAepo@obia A
Mmrapa evépyeiag & eV | Mt ’, ¢
AlaBEoiun paokal
aepiwy

TraKETa EVEPYEIAS - b

Yyfuo 6.6: Head-Up Display tou WaterWar

I v Sraxpivoupe Tig 6o autés xatnyoples, eugaviletor xdde gopd o avticToryo
ewovidia Tou oyfuatog 6.7, oe V€on aptoTERd TOU UNYLPATOC.

S

(a) (®)

Yyfua 6.7: Exovidio (a) unvipatoc and “Pwvn”, (B) ankfc tAnpogopiac

6.2.3 H 096vn pnvupdtwy touv HUD

Avolyovtag to apyelo “./control/client /interfaces/playerInterface.gui” oo onofo opilovton
Ta avTixefyeva mou cuviétouv 1o HUD, dev da Bpotpe 1o GUI avtixeiyevo yia tny
odévn unvuudteyv. H oddvn unvuudtov éyet oplotel o Eeywpiotéd apyelo xou ey-
paviletar oo HUD pe wn orideia tne ued6dou pushDialog() (dnwe onperdoaue vwpitepa

pe ) uédodo autr tormodetolye véa avuxelpeva GUI "ndvew™ ota #on undpyovta avti-
xeipeva tou Canvas). H Swduaoio auth goivetor 6to tefpe xddixo tou axohoudel. H
onWake() eivar xhion cuothuatog (callback) xar xaheitar ye v evepyonoinon tou
HUD, dniody) pe tnv €loodo tou maixty oto mawyvidt.

Listing 6.1: Tudua tou x@dixa tou apyeiov “./control/client /misc/screens.cs”

function PlayerInterface::onWake (% this)

{
$enableDirectInput="1";
activateDirectInput () ;
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//Push—make visible the MessageBox
Canvas.pushDialog(MainMessageHud) ;
chatHud.attach(mainMessageVector) ;

playerKeymap.push () ;

To “MainMessageHud” etvar 1o avtixeipevo GUI nou yenowonowolye yia tnyv
odévn unvupdteyv. Opiletor oto apyeio “./control/client/interfaces/messageBox.gui”.
Hpbxertan Y éva “container” mou opilet wa oepd and “controls”. Kdnow and autd
€)(OLY YA XAYOLY UE TO TAAIGLO TOU TERIBAAEL TNV 0VOVY UNVURATODVY, GANX UE TO ELXOVIDLO
évderlng mou neprypddope uohic tew. To onuavtixdtepo wotbéco avtixeipevo- “control”
mou opiletar oto “MainMessageHud” etvar 1o “ChatHud”, tinov “GuiMessageVec-

torCtrl”.
Listing 6.2: Optoudc tou “MainMessageHud”
//——— OBJECT WRITE BEGIN ———
new GuiControl (MainMessageHud)
{
profile = "GuiModelessDialogProfile";
horizSizing = "width";
vertSizing = "height";
position = "O O";
extent = "640 480";
minExtent = "8 8";
visible = "1";
helpTag = "O0O";
noCursor = "1";

new GuiControl (MainMessageHudContainer)

{
profile = "GuiDefaultProfile";
horizSizing = "relative';
vertSizing = "bottom";
position = "190 00";
extent = "400 250";
minExtent = "8 8";
visible = "1";
helpTag = "O0";

new GuiBitmapCtrl (InfolIcon)

{
profile = "GuiDefaultProfile";
horizSizing = "right";
vertSizing = "top";
position = "20 25";
extent = "32 32";
minExtent = "8 8";
visible = "0";
helpTag = "0";
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bitmap = "./art/info_icon";
wrap = "0";

}s

new GuiBitmapCtrl (VoiceIcon)

{

profile = "GuiDefaultProfile";
horizSizing = "right";
vertSizing = "top";

position = "20 25";

extent = "32 32";

minExtent = "8 8";

visible = "0";

helpTag = "O";

bitmap = "./art/voice_icon";
wrap = "0";

};

new GuiBitmapBorderCtrl (OuterChatHud)

{

profile = "ChatBoxBorderProfile";
horizSizing = "width";

vertSizing = "bottom";

position = "O 0O";

extent = "272 88";

minExtent = "8 8";

visible = "1";

helpTag = "O0";

useVariable = "0";

tile = "0O";

new GuiBitmapCtrl ()

{
profile = "GuiDefaultProfile";
horizSizing = "width";
vertSizing = "height";
position = "8 8";
extent = "256 72";
minExtent = "8 8";
visible = "1";
helpTag = "O0O";
bitmap = "./art/hudfill.png";
wrap = "0";

s

new GuiButtonCtrl (chatPageDown)
{

profile = "GuiButtonProfile";
horizSizing = "left";
vertSizing = "top";

position = "220 58";

extent = "36 14";

minExtent = "8 8";
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visible = "O0";
helpTag = "0";
text = "Dwn'";
groupNum = "-1";
buttonType = "PushButton";
+s;
new GuiScrollCtrl(ChatScrollHud)
{
profile = "ChatBoxScrollProfile";
horizSizing = "width";
vertSizing = "height";
position = "58 10";
extent = "256 72";
minExtent = "8 8";
visible = "1";
helpTag = "0";
willFirstRespond = "1";
hScrollBar = "alwaysO0ff";
vScrollBar = "alwaysO0ff";
constantThumbHeight = "0";
childMargin = "O 0";
new GuiMessageVectorCtrl (ChatHud)
{
profile = "ChatBoxMessageProfile";
horizSizing = "width";
vertSizing = "height";
position = "1 1";
extent = "252 16";
minExtent = "8 8";
visible = "1";
helpTag = "0";
lineSpacing = "O0";
lineContinuedIndex = "10";
maxColorIndex = "5";
};
+s;
+s
s
s
//——— OBJECT WRITE END ———

Y16y0¢ v avixeévey timou “GuiMessageVectorCtrl” eivou va eggavilouy ta
nepteyopeva tou “MessageVector” ye 1o onolo cuvdéovtar. “MessageVector” etvou
pla xAdon mou unopel va teptéyet xelpevo. Aev €yer medla xar dnuovpyeitar pe Ty e€rg

onAwon:

$myMsgVector=new MessageVector();
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Ané tn otiypr mou €yel dnuiovpyniel éva otiywotuno e “MessageVector”, ouy-
neptpépeTal Gy oupd (queue) ot UTOPOUUE Vo TEOCUECOUUE YPUUUES XEWEVOU UE TIC
wedédoue pushFrontLine() xa pushBackLine().

Enotpégovtac otny vhonoinor poc, napatneeiote t yédodo attach() oto tuhua
xwdwa 6.1. H napduetpoc “mainMessageVector” etvon 1o avtixeiyevo “MessageVec-
tor” mou avtistoryel oto “ChatHud” (1 8hhworn tou “mainMessageVector” Bploxetar
oto apyelo “./control/client/misc/chatHud.cs”). Oudfrote epgaviletar otny 096w
unvuudtey eivor tepteydueva Tou “mainMessageVector”.

H enelepyacia TV unvuudtewy Tou TEENEL VO ELPAVIOTONY, YIVETAUL OTNY TAEURPd
tou merdtn. O elumnpetntiic €Wonolel Tov MEAGTY OTL TEémel Vo epgavicel xdnolo
wAvupa péow Ty ouvapthoeny infoMessage() (Yo anhéc nhnpogopiec mou mpénel va
eppoviotoly) xou voiceMessage() (Yo pnydpata nov tpoépyoviar and ) “PwvR”) tou
opilovtar oto apyeio “./control/server/game.cs”.

Y1ny mhevpd TOU TEAATY, Ol TAPATAVG GUVIPTHOELS avTioTolyoly otig clientCmd-
InfoMessage() xou clientCmdVoiceMessage() ovtictowya (BA. “./control/client/in-
terfaces/messageBox.gui”). Kdéle pioa npoodéter 1o anapaitnto xeipevo oto “main-
MessageVector” ue xhfion, avtiotolywe, tov infoMessages() xou voiceMessages() (BA.
“./control/client /misc/chatHud.cs”). Ané exel avahopfdver n manage HudMessages()
(opiletar 610 B0 apyeio pe Tic 8V0 TEOTYOUUEVES).

H ouvdptnomn auth divel tpotepatdtnta o unvouata and tn “Pwvh”. Anhadf av éva
Tétolo whvupa Bev €yel ohoxhnpwiel, 16Te o1 anhéc TANEOYOopRlEC UNAUVOUY OE aVOPOVY,
xa epgavilovial oty 006vn petd 1o téhog tou. Enlong n 6hn dradixactia eugdviong evog
unvouotog meptéyet foninTinég CUVURTAOELS Yiol TN OTABWIXT TAPOVGIACT TV ETMTAEOY
YoopdY Tou unvipatos (n o0évn yweder péyper xou TooEpIC YPUUUES XEIUEVOL).

Listing 6.3: O x®0ixag yioL TNV ELPAVION TOV UNVUUATOY TNy 006vn

$scheduledEventToHideInfoIcon=-1;
$howManyEvents0fScrollUpdate=0;

new MessageVector (mainMessageVector);

//%type—>1 for voice messages, 0 for info messages
function manageHudMessages (%this ,jtext ,litype)
{
//enable/disable icons
InfoIcon.visible=!%type;
VoiceIcon.visible=Ytype;

//make sure the infolIcon is off when the time has passed
$scheduledEventToHideInfoIcon=schedule (4000,0,hideInfolcon);

//for voice message make sure the messageBox 1s visible
if (%type==1)

MainMessageHudContainer.setVisible (true);
//a voiceMessage ends with #
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if (htext$="#")

{
$end0fVoiceMessage=true;
VoiceIlcon.visible=false;
}
else
%this.pushBackLine (%text ,0); //add line at the bottom of
messageBox
}
function voiceMessages ()line,%1i)
{
$end0fVoiceMessage="false;
%delay=2000%%1i;
if (hi==1) //this is mean that we have a new voliceMessage
{
cancelAllScrollEvents () ;
mainMessageVector.clear () ;
}
schedule (%delay ,0,manageHudMessages ,mainMessageVector ,%line
1)
}
function infoMessages (%text ,%i)
{
if ($end0OfVoiceMessage==false) //wait until a voiceMessage 1is
over
{
schedule (2000,0, infoMessages ,%text ,%i);
}
else
{
if (hi==1) //this 1is mean that we have a new infoMessage
{
mainMessageVector.clear () ;
cancel ($scheduledEventToHideInfoIcon) ;
cancelAllScrollEvents () ;
}
//messageBox can display 4 lines
%numOfLines=getFieldCount (%text);
if (Y4numOfLines<=4) //4 lines message
manageHudMessages (mainMessageVector ,%text ,0);
else //more than 4 lines
scrollMessage (%text ,%numOfLines) ;
}
}
function hideInfoIcon ()
{
InfoIcon.visible=false;
}
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function scrollMessage (%text,%numOfLines)

{
//the first 4 lines —the index for linel 1is 0, for line2 1is
1 etc
%mainPart0fText=getFields (%text, 0, (/)numOfLines<5 7 9
numOfLines-1 : 4-1));

%extraLine="";
%newText=YmainPart0fText ;
%numOfExtralines=%numOfLines -4;

for (%j=0;%j<=VnumOfExtralines;J%j++)
{
scrollUpdate (%newText ,%j);
hextraline=getField (Jitext ,4+%j); //add one new line each
time
YnewText=YynewText NL Y%extraline;

3

//ana bsec 8a emfanizetal mia nea grammh sto message box
function scrollUpdate (%text ,%j)

{
$howManyEventsO0fScrollUpdate++;
$scheduledEventToScrollText [%jl=schedule (5000%%j,0,
manageHudMessages ,mainMessageVector ,%text ,0);
}

//an to scroll den exeli teleiwseli kai er8eili neo infoMessage
//me thn synarthsh auth "akyrwnoume" to scroll tou prohgoumenou
//mhnymatos kai etsi den yparxel periptwsh na emfanistei

//sto neo mhnyma plhrofories apo to prohgoumeno

function cancelAllScrollEvents ()

{
for (4numOfEvents=0;%num0fEvents <$howManyEventsOfScrollUpdate
;hnum0OfEvents++)
cancel ($scheduledEventToScrollText [inumOfEvents]) ;
$howManyEvents0fScrollUpdate=0;
}

6.2.4 OU96vn dLaAb6YOU

H 006vn drahdyou epgaviletoar oto HUD 6tav 0 flpwac cUVOMAEL Ue TOY QUAAXIGUEVO
4 7 14 4 7 r 4 4 ’ 7

1) 6ty B1aPBdler Eva BiBhlo. ‘Eyet vhonowmdel ue tov (Bro TpdT0 Tou avanthydnxe xou 1
006V UNYLUATWY.

Ye avahoyla howndy pe ta tponyolueva, To “container” eivon to “TheDialogHud”
nou opileton oto apyeio “./control/client/interfaces/dialogBox”. Ilepéyer 1o avti-
xelyevo “dialogHud”, tOnouv “GuiMessageVectorCtrl”. To “MessageVector” yio to
xelpyevo tov Slhdywy eivar to “dialogVector”. Ot xAAoeiC TV anaToOUEVWY GU-
vapthoewy Ppioxoviar péoa oto apyeio “./control/client/misc/dialogHud.cs”.

To pévo mou o&ilet va onuetwVel ed® civon 61t yeerdletar o nalxtne va meofel oc

Xp e
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AATOLL EVEQYELOL Y1 VL ERPAVIOTEL 1] €V MY 0U0OVY. Duyxexpiuéva, dtav o Howag Peedel
oe Véor), yéoa oTo ExoVixd xOop0, 6Tou Unopel va ahkniemidpdoet pe to Biiio X tov
PUAAXIOUEVO (YPNOWOTOLEITOL 0 Unyaviopds TV triggers yia tov éheyyo tne Véong Tou
noixtn), téte edonoeitar o ypRotNe (oY 006V UNVLUATEV) VO TATACEL TO TANXTEO
“F”. Me 1o nou natniel 10 nAAxTe0, 0 eCUTNEETNTAC OTEAVEL URVUUA 0TV TAELUPE TOU
nehdn (readbook() xon dialogMessage() - . apyeio“./control/server/game.cs”) yio
VoL EVEQYTOEL AVIAOY L.

Sy 6.8: Ovdvn daidyou

6.2.5 TTu&ida

Me o mifxtpo “tilde” yiveton evohhayn petalld odévng unvuudtwy xo muéidac. To
evbiaépov 86 elvan 0 TpdTOC Ye Tov omoio “otinxe” 1 TLEida.

H hoyweh| miow and v nulida eivon 1 yefon piog tavias/Awpidac tou neptéyet Tic
orevdivoeig tou opllovta. H tawvia auty| Bploxeton péoa oe éva mhaiclo, 610 uéoo Tou
omolou undpyet évag delxtng. O delxtng dnhdver Ty xateduvor tpog Ty omolo xiveito
o naixtng. To yuotind otny vionoinom eivon Tt 10 TAioLO TapAUEVEL oTadepd XAt AUTO
mou petoxveiton etvon 1 tawvio! Autd omuaiver 6Tt n Touvia mpéner va elvan pEYOAOTERT
and 10 TAAol0 €ToL OOTE Vo Uny LTdPYEL XEVO (0TO TANIOI0) XUt TN uETUXIVIOT TNC.
To napandve QaivovTor 0TV THpaXATL EXOVAL.

Syfua 6.9: Ta empépous tunpata e Tuidag

H nuéida otnv egappoyt| apyixonoteiton 6nwe xou otny exdva. To tuqua tng tarviog
Tou teptooelet dev epgaviletor oto HUD (xatdhinhec diactdoec 6to GUI avtixeipevo
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TOU OTOTUTIWVEL TNV Touvial) ot T U6vo opatd elvar autd nou Beloxeton xdle popd uéoa
oto mhaioto. T vo pny undpéel noté xevo o1o TAaloto, 1) Touvia Tpénel va xiveltar TavTa
aptotepd. Tlopatnpeiote 6Tl e TOV TPOTO AUTO XAl GE GUVOUUCUO PE TO TS X TOOES
popéc avaypdpovion ot drevdivoelc Tdve oty Tawvio, UToPOVUE Vo £YOoUPE €VOEET Vi
bhec (g dreudtivoeic Tou opilovta).

[Tpéner tdhpa va avamtuydel o unyaviouds excivog omou Va emtpénet otny TuEida
va Bivel owotég evdeilelg, pe Bdon tnv xivnon tou naixty. Hpdto Prua eivan va Ppevet
Tpog To Tou xoteLdivetan o talxTng. Xe autd Yo Porifoet 10 eowTeptnd Yvbuevo 8G0
OLVUCHUATOY.

Apyxd yenoronoeitar to didvuopa “eyeVector” (xavovixomoinuévo) nou delyve
Vv xatediuvon Tpog Ty onola xottder o taixtng (to avatar tou naixtn). To ecwtepnd
ywouevo tou “eyeVector” ye to didvuopa ‘1 0 07 (nou avtiotoryel oty Avatods;, otov
x60p0 Tou maryvidol pac) poag diver ) dievduovry Tou Suvbopatog “eyeVector” oe
oyéon ue 1o Boppd. T 10 eowtepind yivopevo dvo davuoudtwyv A xou B yvwpiloupe:

=) <=>g=m2
= <= <g<n2
0=

45

R !
uu, uu uu

c= 2 <R

"Apa, xou o€ UVBLAoUS e To ayfua 6.10, apvnTind TR o TEPXO0 YIVOUEVOL GTNY
nepintwor pog onpaiver 6Tt o maixTng xottdel aplotepd o oyéom ue to Boppd.

N

010)

|
eyeVector

Eyfua 6.10: EyeVector xat onueio tou opiCovta

Y1 ouvéyelo naipvouue eowteptxd Yivouevo tou “eyeVector” pe to didvuoua 0
1 0’ (avtiototyel oto Boppd, otov xéouo tou naryvidiol poc). Ovotaotixd npdxertor
Y10 TO CUVARITOVO NS YViag @ PETHED aUTMY TV SlavuoudTwy apol eivor xot To 800
xavovixorotmnuéva (povadiaiou pétpov). Méow autol unopolue ThAéov vor uTohoyioovue
T ywvia ¢ oe axtivia (arc cosine).

Arnopével hotndv va anotunwiel 1 ywvia auth Tdve oty tavio g Tugidag ¥ mo
OWOTA Vo AVTIOTOLYIOOLUE TN YeToxivnoy g tamviog pe Tn yovio @, yia va €Youue
owoty évdelln. O 10mog mou yenoonoteita etvat:
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véa©éonToawvioc= 8/12 * TlocootéIlepiotpopric * LyéonTauviacMellhaioo * MrxocTouviog

oTOU

z z 4 z 7 4 r 4 Ié
o VéuOéonTawviag: 1 Véom tng touviag otov X dlova. 'Eyet va xdvel ue tny mopd-
wetpo “position” tou GUI avtixeipévou mou avtiotolyel otny Touvia,

e 8/12: 1o mAfloc twy onueiny tou opilovia nou YENOUUE VU ATOTUTOOUNE TPOG
10 TATdog TV onuelwy Tou avaypdpovTton 0Ty Tawvia,

e Tlocootéllepiotpoghc: 1 ywvia tou urtohoyiotnxe npog 360,

o YyéonTaviacMellhaiowo: 1 mporypatiey| didotaoy “width” tng eixdvag tne Touviog
¢ npog TNV mpaypatixd didotacn “width” tne etxdvac tou mhatsiou (étot 6nwe
éyouv autéc anoduxeutel 6to @dxeho ”./control/client/interfaces/art”),

o MrxocTouvlug: 1 mpaypatixt| Sidotacy “width” e edvog e Touviag.

Téoo ta avtixeipeva GUI 660 %o vy ouvdptnon nou ukonotoby Ta Tapandve Beloxovia
oto apyeio “./control/client/interfaces/compass.gui”.

Listing 6.4: To apyeio “./control/client/interfaces/compass.gui”

new GuiControl (compassInterface)

{
profile = "GuiDefaultProfile";
horizSizing = "width";
vertSizing = "height";
position = "O O";
extent = "640 480";
minExtent = "8 8";
visible = "1";
noCursor = "1";
new GuiControl (container) A{
profile = "GuiDefaultProfile";
horizSizing = "right";
vertSizing = "bottom";
position = "220 0";
extent = "400 50";
minExtent = "8 2";
visible = "1";
stripName = "compassStrip";

stripWidth = 1200;
new GuiBitmapCtrl (compassStrip) {

profile = "GuiDefaultProfile";
horizSizing = "right";
vertSizing = "bottom";
position = "O 0";

extent = "1200 50";

minExtent = "8 2";

visible = "1";

bitmap = "./art/compassStrip";
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wrap = "0";
3
new GuiBitmapCtrl(compassFrame) {
profile = "GuiDefaultProfile";
horizSizing = "right";
vertSizing = "bottom";
position = "O 0";
extent = "400 50";
minExtent = "8 2";
visible = "1";
bitmap = "./art/compassFrame";
wrap = "0";
3
s
}s
//——— OBJECT WRITE END ———

function clientCmdUpdateCompassStrip (Y%facingVector)

{

//normalize facing vector (just in case)

%facingVector=vectorNormalize (facingVector) ;

//dot product to check if we are looking east or west ("1 0
0"—>east)

%leftFacing=(vectorDot ("1 0 0" ,%facingVector)<0) 7 true
false;

//angle in RADIANS ( "0 1 O"—>forward (north) )

%forwardTheta=vectorDot ("0 1 0" ,%facingVector);

//radians to degrees
if (%leftFacing)
%hrotationDegrees=360-(mACos (), forwardTheta)
*180/3.1415927) ;
else
%rotationDegrees=mACos (%, forwardTheta) *180/3.1415927;

// We’ve created a strip that is three times as wide as the
frame, giving

// it 12 compass points vs. the normal 8.

//

// If we calculate our rotation as a percentage, account the
ratio 8/12, and

// scale based on our current extent vs. the pre—scaled
width of the image, we can

// calculate the exact position to place the strip at:

%hcurPosY=getWord (container.stripName.getPosition() ,1);
%hcurExtX=getWord(container.stripName.getExtent () ,0);
%curExtY=getWord (container.stripName.getExtent () ,1);

%percentageRot=YrotationDegrees/360.0;
%extentRatio=Y,curExtX/container.stripWidth;
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%newPosX=-1%(8/12 * YpercentageRot * JextentRatio *
container.stripWidth) ;
container.stripName.resize (4newPosX ,%curPosY ,)curExtX,%

curExtY);
}
function clientCmdmakeMessageBoxActive ()
{
Canvas.popDialog(compassInterface) ;
MainMessageHudContainer.visible=true;
}

‘Oco 1 muida elvan evepy) o egumnpetntic oTtéhvel otov mehdtn to “eyeVector”,
10 onofo ouveyde petaBdihetar xadde ahhdler Sreudivoelg o naixtne (Bh. cuvdptnom
serverCmdCompass() péoa oto “./control/server/game/cs”).

E

Eyfua 6.11: Epgdvion tng nuidag oto HUD

6.2.6 Blood Splash Screen

Hpdxertan yia Ty 0B6vn e v onola avtihauBdveton o naixtng OTt €yet TpavyaTioTel.
Thonoteltar wg avtixelyevo tonov “GuiBitmapCtr]l”, to onolo emttpénet Ty eugdvion
onolcdfnote edvag oty o¥ovr. llepiéyetoun oto container “PlayerInterface” to
omolo, 6w eidaye xar vwpltepa, eivon uTEdYUVO Vil T TEPIOGOTEPA CUOTATIXG TOU
HUD.

H napduetpog “visible” tou GUI avtixeipevou tng “Blood Splash Screen” apytxo-
roteiton o€ undéy. Mdvo dtay o malxtng tpavpatioTel Tafpvel Ty T 1 xat evepyonolei-
Tou N eV Adyw oddvr. H ewxdva mou mpénel va epgaviotel SNAGVETHL 0TV TOQIUETEO
“bitmap”. Kardnter 6Ao 1o HUD xdvovtac 60oxohn v mhorynon tou noixtr. Lto-
drod oy (et xon amevepyonoteital.
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[ va emteuydel autd yenowonomidnxay 4 dieg etxdveg pe dragopeTixt| Ty da-
pdvetac (transparency) n xdde pio. H ouvvdptnon fadeOut() (8. “./control/clien-
t/interfaces/playerInterface.gui”) avahouBdver va goptodver (va odhdlet dnhody tnv
nopduetpo “bitmap”) v “nepioodtepo Sapavh” and v nponyoluevy exdva, avd
woo deutepdhento. ‘Otav eugaviotel xon 1 televtala enavagépoupe v Tiph 0 otny
TapdueTpo “visible”.

Eniong oe Saboyixd ytunhpoata €yet YiVEl TpoYpaUUATIONOS OOTE VO GTOUATHOEL TO
g€ xau va Eextviioet 1 6An Sradixaoion oand v mpdTy etxéva xou ndAt (BA. ClearSched-
uledEvents() oo (B0 apyeio ye mow).

Yyfua 6.12: Blood Splash Screen

6.2.7 OUV6veg aAAnAenidpacrns KE UTOANOYLOTY|

O naixtng urnopel va ahANAETOEAGEL YE NAEXTPOVIXG UTOAOYLIOTH VIO VU GUYXEVTIPWOEL
minpogopiec. To véo atotyelo mou unaiver €de eivon 1) Snuovpyio Ypopixwy dlacuvdéae-
®V 61OV BEYOVTUL ELTOBOUE Un6 TO TATXTEOAOYIO OTWS CUPPBAIVEL X0l GTOV TEAYUATIXG
%x60U0.

To avuixelyeva GUI hotndy nou vhonoidnxay etvar 10mou “GuiTextEditCtrl” 6nou
0€yovTon wg eloodo pio amhy ypauun xetévou. And exel xon népa cuvdudlovtat didpopa
avtixeipevo GUI, 6nwg autd mou eldope mopomdve, yiol Vo ELQAVICTE! 1 eixdVaL Tou
aneixovilel Tov UTOAOYIOTH, 1 EmpAvVELd epyaciag Tou, Tapddupa TOU AVOlYouv Xl
napovatdlouy pnvopata xth. TTapdhinho avantiydnxay ot xatdhAnhec cUVORTRHOELS
mou dayelpilovton TNV €l00od0 TOu YENOTN X EAEYYOUY YL TUPADELYUA oV O XWOIXOS
Tp6oPBacng 0ToV UTOAOYIOTH elval €Yyxupog, 1 av BOUNXe EVIOAY Yiol dvolyua xdnotou
apyEiou.
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Eyfua 6.13: Ahknhenidpoon pe utoloyloty

6.3 XUotnuo xataypophc (Inventory System)

O naixtng xatd Ty nEPIYNoT TOU 6TOV XOGPO Tou Ty VISLoU Pploxel avTixelueva ye
To onolo ymopet va ahknhemdpdoet. Kdnowr and avtd uropet va to paléder xar var ta
yenotporotfioet. Edo épyetar n évvola tou ouotiuatoc xataypapic (inventory sys-
tem). Anotekel évay eviaio 1pén0 TapoUCIUOTC TWV AVTIXEWEVWY TOU YpnoTy, Sivovtde
TOU T1) BUVATOTATA VU TUPAUTNENOEL TIC WOIOTNTES TWV AVTIXEWEVKDY TOU XOUBAAJEL %ol
evdeyOpEveC Vo EMAEEEL xdmolo and autd mpog yeNon. Juvrdeg autd yivetoar péow
evog véou mopatipou.

To chotnuo 6T0 Tapoy oy vidt eivon mo ankd. O nolxtng unopel Voo GUYXEVTPOOEL
noxéto evépyelag, OmAA, TOAERoPOdIa xan udoxa acpiwyv. Nopltepa eldope Tic Véoeig
oto HUD érov autd xataypdgpovtou. H yprion touc eivan dueon ue xdroto xovuni (“R”
yio 1o naxéto evépyetag, de&i xhix Tou movtxol Yo o 6mho, “M” yia T pdoxa) xat
ToEdAANAA EVUEQOVOVTAL Ol avTioTOlYES 0UOVES.

Yuvorntixd, oto onuelo autd, Yo dolue Tov TpoTO UE Tov omoio uromotfinxe To
oVotnua xatoypaphs. Ilpdta and dha va onuewidet 6TL Tor avixeipeva To onola propel
vor OUAAEEEL 0 YphoTng avixouy otny xhdor “Item”. To avtictoryo datablock etvar to
“ItemData”.

T xdde avtixelyevo mou YEAOLYE VA XpaTdPEe 0TO cUOTNUA Hag Eyel oploTel éva
oyetxde mivaxog oTic WidTHTES Tou avatar. O mivaxag autdg xpatdel To UEyioTo o-
ELIHo amd TO GUYXEXPWEVO AVTIXEIUEVO TTOU UnopEel va €yel oy diddeon| Tou o maixTng.
[ mopdderypa, to moapaxdte TuhUa xddixa eivar o optoudc tou datablock mou yen-
olgomololye yia To avtixeipevo timou “Player” mou ekéyyel o naixtng. Ot téooepic
teheutaieg Ypopuée tne Sriwong opifouy 6Tl o maixtng unopel va Swrdéter uéypr €va
OTAO, EVVIA TTaXETA EVERYELNS, TEIUXOOIES agaipeg xan wla pdoxa agplou.

datablock PlayerData(JackShepard)

{
shapeFile=""/data/avatars/jackShepard.dts";
emap=true;
renderFirstPerson=true;

cameraMaxDist=4;
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firstPersonOnly=false;
observeThroughObject=true;
cameraDefaultF0OV=90;
cameraMinFQOV=45;
cameraMaxF0OV=120;
minLookAngle=-1.05; //look up
maxLookAngle=1.00;
maxFreeLookAngle=2.1;

mass=90;

density=10;

drag=0.3;

maxDrag=0.4;
maxDamage=100;
maxEnergy=100;
repairRate=0.35; //health
rechargeRate=0; //energy

footStepsOn=false;

maxForwardSpeed=15;
maxBackwardSpeed=12;
maxSideSpeed=12;
minJumpSpeed=20;
maxJumpSpeed=30;
runSurfaceAngle=44;
jumpSurfaceAngle=63;

runForce=48%90;
jumpForce=8%90;

runEnergyDrain=0;
jumpEnergyDrain=0;
minRunEnergy=0;
minJumpEnergy=0;

recoverDelay=62.5; //delay after a fall
recoverRunForceScale=1.2;
minImpactSpeed=15;
speedDamageScale=1.0;

groundImpactMinSpeed=10.5;
groundImpactShakeFreq="4.0 4.0 4.0";
groundImpactShakeAmp="1.25 1.25 1.25";
groundImpactShakeDuration=1.25;
groundImpactShakeFalloff=8.0;

//multiplier for hit that causes damage (from
headHit=1.45;
torsoHit=0.55;
legsHit=0.10;

maxInventory [HealthKit]=9;

enemy)
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maxInventory [MP5]=1;
maxInventory [MP5Ammo]=300;
maxInventory [GasMask]=1;

};

Ag Solyue 1i¢ evépyeiec mou ouyfaivouy pe To Tou €plel O TAIXTNG OF EMAQY UE
t0 émho. Kaheiton n JackShepard::onCollision() (6rouv “JackShepard” efvar tOnou
“PlayerData” xou eivar to datablock tou fipwa) 1 onola ye ) oe1pd Tne xohel T pédodo
collision() wou énhou (énwe einape to avtixeipeva ue to onofa ahhnhemdpdue etvon tne
xNdome “Item” dpa xaheitan 1 Item::collision()). And exel o éheyyoc petagpépeta
oty ShapeBase::pickup() (6o ta avtixeipeva nou oyedtdloviar ot oxnv €xouy Ty
“ShapeBase” w¢ yovéa-avatpédte 610 napdptnua ue to 8évBpo xAnpovouxdtntag). H
pédodoc autt| yenotponotet To datablock tou avtixeuévou ye 1o onolo Rpdope oe enagh
Yior vor xoh€oel TNV xotdhhnin pédodo onPickup().

Eb¢ ynaiver o mohugopgiopds e yAwooag. To datablock tou 6mhou elivar to
avtixelpevo “MP5” nou eivon tOnou ItemData. O optopdg tou Qafvetol 6T0 TUPAX AT
TUAUOL X@OLXAL:

datablock ItemData (MP5)
{
category = "Weapon";
//Hook into Item Weapon class hierarchy. The weapon namespace
//provides common weapon handling functions in addition to
//hooks into the inventory system.
className = "Weapon";
//Basic Item properties
shapeFile = "7 /data/items/gunAK47.dts";
mass = 1;
elasticity = 0.2;
friction = 0.6;
emap = true;
canPickup = 1;
// Dynamic properties defined by the scripts
pickUpName = "a machinegun";
image = MPbImage;
ammount=1;
T

To nedlo “className” npoocVéter 1o namespace “Weapon” petolt “MP5” xou
“ItemData”. Mropolue vo to gaviactolue cav dnutovpyia utog véag xatrnyoploc 6mou
evtdocoupe Oha ta dmha Tou mouyvidtol. IIhéov yia xdde pédodo mou xaheiton yivetou
EheYyoc oV avixel oto ywpo ovopdtwy “MP57. Av var téte €yel xohdc. Av oyt
PETAPECOPACTE GTO YwEo ovoudtwy “Weapon”. Av olte exel avtiotoyel 1 pédodog,
petagepouaote oto “ItemData” xon ndel Aéyovtag yeypt vo evionicoupe T1 cUVARTNOT
oTNY Epapylal TV XAACEWY.

Enotpégovtac oto npdypoppa, dev undpyet MP5::onPickup(), ondte petapepbpoacte
oty Weapon::onPickup() n onola pe ) oepd e xahel to yovéa, dnhadh v Item-
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Data::onPickup(). Exel yivovtar ot éheyyot yia 0 av o maixtng unopel vo paléde
T0 avuxeiyevo (xou dev undpyet KO xdnow 6mho). Av vou, ot inclnventory() xa set-
Inventory() pédodor tne “ShapeBase” xA\done evnuepvouy xatdhAnia 10 cUoTNUd
xataypaghc xou Ti¢ avtiotoyeg oddvee Tou HUD.

H Bl axohovdia and xhfoeic ouyfoaivel xou pe xdde avtixeiuevo nou paledouye.
Quoixd to mpdypappa Geovtilel xave Qopd va xahéoet Ti¢ YeVHBoUE TOU AVAXOUY GTO
010 ywpo ovopdtny pe 1o avrixeipevo (vl napdderypa av palédouue oaipes Y to
émho, tote 1, Weapon::onPickup() dev xaheiton prog xat ot opaipec Sev avhxouv o€
autd 10 YWEo ovoudtwy-aneudeing yiveta xhon e ItemData::onPickup()).

Ylyoupa 1 Topandve TEpypap) Sev efvan opxeTh Yot auTtéd ot axoloudel évag mi-
VOXAS UE TIC OUVIPTACEL TOU oVAQEQUTXAY Xol Ta apyEla UEoa oTa omola SNAGVOVTAL.
O xOBxag TwY apyely auTdY cUVOBEIETL UE APXETA Gy oA Xat YIVETOL €0XONA XOITO-
vonTog:

Médodog Apyelo

JackShepard::onCollision() ./control/server /players/player.cs
Item::collision() ./control /server/misc/item.cs
ShapeBase::pickup() ./control /server/misc/inventorySystem.cs
Weapon::onPickup() ./control/server /weapons/weapon.cs
ItemData::onPickup() ./control/server /misc/item.cs
ShapeBase::incInventory() ./control/server /misc/inventorySystem.cs
ShapeBase::setInventory() ./control/server/misc/inventorySystem.cs

[Tivaxag 6.1: Katdhoyog cuvapThoemy yia THY UAOTOMOT TOL GUGTAULATOS XoTary papric

6.4 Teyxyvnth Nonpooldvn (Artificial Intelligence - AI)

‘Evo and 1o onuavtixoteps “ouoTaTIXd TV NAEXTROVIX®OY Tty VDY eivar autd Tng
TEYVNTAC VONUOOUVNG. 2T T VIBLAL, 7] TEYVIXY VONUOGUVY EYEL VA XAVEL
®xVUPIWS UE TOV TPOMO TOU CUUTNEPLPELOVINUL Ol YAPAXTHPES TOUL OtV
eléyyoviow and tov naixtn (bots 4 NPC).

H Torque dev €yel xdnoto clotnua TeEYYNTAS Yonuooivng. XpetdoTtnxe AomovV va
TPOYPUPUATIOTOVY Ot eypol €10l WoTE Vo unopoly va xtvnoly 610 y®po, va evioni-
Couv Tov maixTy), va emtidevian xon YEVIXE VoL £Y0UV Wiot TPoodpuolOUEVY] CUUTEPLPORT
Y10 TIC XATAOTAGELS TOU TROXVTITOUY XATE TN SLdpxeta Tou Ty vidtol. O xmduag autdg
Betoxetou oto apyeio “./control/server/players/ai new.cs”.
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6.4.1 Mnyovn llenepacuévwyv Katactdoewy

Mia and ti¢ mo ouynHoPEveg TEYVIXES YIol TOV TROYROUUATIONO TNG TEYVATAS VOTUO-
olvNg, OTA NAEXTEOVIXG TawyVidla, elvor aUTH TNG UNYAVAS TEMEQACUEVHYV XKol-
taoctdoewv (FSM). Kdde avtixsipevo mouv yeiwpiletar 0 UTONOYIGTHS
EEXLVAEL UE KATOLOL APYIXT XATACTAOT %o AVAAOYX UE To Epediopa-
Ta” mou Bé€yeTan petaBalvel o xATOLL dAAT,.

Yy napoloa eQapuoyy €youvpe TEVTE BUVITEC XATUOTAGES 0TI omoleg mopel
va Beedel 1o bot. Ot xatactdoels autés Qalvovtar 0To Topoxdte oyfud, woll ue Tig
ouvifxeg uetdBaong:

——
_J'HT T Ad

AT TS h
- : G2 ™
/. —  Guarding - ™
/ ".\\H _____./ 1 ‘——a____h‘x \\\'
III-:}." "“-—._\_\_'I_'_,_,—o-' L \'.'I
/ P{ — .
63\ e ™~ |
/ T | Aftacking
II|III .f - M\ \\“‘w-.__-:?__ﬂ--""j
(oo %/—f —

\\
_T_P r‘*’—;l-{ Defending |
/__-"

Vo ™ o }
L b
s Pathing ) /
““»_._Tf” " D2
- H-”";

Eyfua 6.14: Mnyoav Tenepaouévwy XaTaoTdoenmy Yo o bots

6mov,

G1: €yel pecolafnoel Tuyaio ypovind SldoTNua,

o G2: éyel eviomotel o naixtng,

G3: €yel evromiotel o malxtng xat 10 bot €yet v WO T Tou defender,

Al: o otbyoq éyer yadel xou 1o bot éyer petafiel §On oty teheutaia Y€on mou
Tov elye evionioet,

e P1: éyel Bravioel Tuyala andoTaoT,
o D1: éyel Bpedel otnv tedeutaia V€on xdhudrg,
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e D2: o naixtng dev eivon opatdg oto bot yia 3 deutepdienta,

e Pthl: 1o bot éyet ytunroel o cuvayepud.

H ynyovi xataotdoewy opiletar péoo ot uédodo AIPlayerDB::Think(). Kdéle
(opd mou ohoxhnpwvetal Evag xOxhog, To bot “EavaoxépteTar” YeTd and xdnolo YEOVO.
O ypdvoc autdg etvon petainTodg xou eaptdton and 10 1660 xovTd Peloxetar 0 TalXTNG.
'Oo0 o xovtd 1600 mo Yeryopen avtidpaor tpénet va €youpe (ENdytoTog Ypdvos uetall
Sradoyxmv xhfoewy e “Think()” etvar ta 500ms). Ye avtidetn nepintwon o ypdvos
anoxptong avédvetat. Me tov 1p6m0 autd €€01x0VOROVUE XUXAOUS TOU ETEEERYATTY| OF
nepintwon mov o naixtng Beloxeton o€ weydhn axtiva and tov ex¥po.

Guarding

Etvon 1 xatdotaon otny onola Eexwvdet o bot. Kdade bot tonodeteltan oe ouyxexpipévy
Véor péoa oty oxnvi. H déomn auty eivan 1 “oxomd” yia 10 exdotote bot. ‘Eyouv opt-
otel napduetpotl tov xatopilouy N UEYIOTY andoTACT) 6TV Omola Unopoly Vo Bouv xat
N wéyiotn ywvia Héaong. Ava tuyala Sweothparta ahhdlouy drebiuvor xou TapaTneoly
Tpo¢ dAho orueio tou opilovta.

Attacking

Ta bots €youv evtonicer Tov maixtn xou xatevdivovtoar mpog to pépog tou. H xivnon
yivetar oe evdela ypauur. Iapdhinia edonotody 6houg Toug YElTOVEC TOUC Yol TOV
ex0pbd. Ohec o “aodfoeic ~ avZdvovtar (1 yovia Véaone arhdler otic 360 poipec eved
0 “ypbvoc oxédmne 7 etvan o eNdytotog Twv 500ms). Eyet xadopiotel pio ehdytotn and-
otaoy 6Ty onota Tpénet va Bpetoly and Tov 6Tdy0 Toug T apyicouy va TupoBoholy.
Kde gopd mou o o1toy0¢ ydveton mpoonadoly va yetafolyv ato tedeutalo onueio mou
auTOC eved.

Patrol

To bot agrver tn Yéorn nov Bproxdtave otny xatdotacn “Guarding”. Av auty ftove 1
apynty Véom (oxomd), xareudiveton xdmoto wétpa tpog 1) diediuvorn nou xottoloe 010
Tého¢ e xatdotaone “Guarding”. Ye avtidetn nepintwon npoonadel va enioTpée
oty apyLxr Véon @hhang.

Defending

Ye auth TNV xatdo oo unopoly va urouyv uévo ot “defenders”. ‘Etot ovoudlovton ta
bots mou 6Toy0¢ ToUg Elvan VoL GTUAYOUY CUVAYEPRO PE TO TOU EVIORICOUY TOV TalX Y.
Yty xatdotacy auth Tt bots mupoforoly, av o exdpdc elvar 010 ontixd Toug medlo
XAl OE XOVTIVY anéoTaoT, dAAd Oev Tov xuynyoLuv! Avtiiétwg yetafatvouv oe Tuyaleg
Véoeig ue 0ToY0 Vo xahugioiv.

Pathing

‘Onwe xon mpty povo ot “defenders” propoiv va Bpedoly oe authy Ty xatdotacn. Av
o TaixTNg elvon 6TO OTTING Toug TEdio TUPOBOAOLY, VG TapdAANAN XaTELVHVOVTAL TIPOC
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™ Véom nov Beloxeton o cuvayepuds. Lo Ty xivnom €86 yenowonotinxe 1 pédodog
“path-following”, dnAad® 1 xivnon ndvw oc xadopiopéva LOVOTATIA.
To povondtia autd dev eival TinoTa TapaAndvew and €va cOVOAO O1-
pelov/xo0uBwv tdvew oTo €80pog TNG ATOCTOAAS %ot dNADVOVTAL GTO
apyeio tng anoctoins. Ipoypaupatiotind xadopilovpe pe Tola oEL-
pa Ya mtpooneldcouy ot “defenders” Toug x6pPoug. Ptdvoviag 610 Téhog
TOU LOVOTATION, EVERYOTOIOUY TO GUVAYEPUO.

6.4.2 Evépyeieg twv bots

Auté mou mpémet va Aopfdvoupe unddy xdde @opd mou mpoypappatilovue 1o Al eivo
VoL Uny ey oude “xpupR” minpogopia ota bots. T'a mapdderypa, av o taixtne Peedel
oe Véon and v onola Bev elvon opatdg oTo bot t6TE, 0TO TEheUTAlO, BEV Elvol CWOTH
TUXTLIXY VO TOU “OWOOUPE™ TIC OUVTETAYUEVES TOU Tl Ty, £TOL WOTE AUTO VO UTOPETEL
VoL TOV EVTOT{oEL.

Evtoniowoc

O evrtomopéde Tou maixty and to bot yivetu oe Tpelg pdoeig. Apyixd ehéyyetan 1 petagd
Toug andotaot. e xdlde bot undpyet petainth mou xaopllet TN Yéyiotn andoTUoT)
oty onola pmopet vo Bhénet.

Av o naixtng ebvar yéoa oty axtiva Tou bot tétE Yiveton €heyyog yia T Ywvia
Tou Beloxeta oe ayéon pye awté. H ywvia déaong (FOV) vy tov yapoxtipo
mou eAéyyetar and 1OV uTohoyloTy opytxonoleitar oti¢ 140 polpeg, extodg X AV 0
nalxtng Beedel unepBohind xovtd. Tn Teheutala aUTH TERITTWOYN 1 €V AOY® Ywvia
nodpvel Ty T Tty 360 porpdv (ot dnota ywvia dnhadh xou va Peloxeton o naixtng
Vo evtomiotel dueoa). Abvouye étot Ty aioinon 6t 1o bot “Exovse” Tov fpwa, ue ot
AUTO CUVETAYETAL.

O unoloyioude e ywviag oty onola Beloxetor o maixtng o oyéon pe 1o bot,
emtuyydvetar ye Tic uedodoug getBearingAngle() xau getRelativeAngle() tne xhdorne
“AlPlayer”:

/' /3 3k sk sk ok ok sk Kk ok sk ok sk ok sk ok sk Kk sk sk Kk sk sk Kk sk sk Ok sk ok kK sk ok KOk K Ok ok
//* function AIPlayer::getBearingAngle (%¥bot)
//*Args:

//% (1)%bot: the AI player

//*Returns:

//% the bearing angle (angle between

//xnorth direction and facing vector)
//*Purpose:

//% Where the bot is facing
//********************************************
function AIPlayer::getBearingAngle (%bot)

{
%bearingAngle=getWord (%bot.rotation,3) ;
if (getWord (%bot.rotation ,2)$="-1")
%bearingAngle=360-bearingAngle;
return bearingAngle;
}
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/K Kk ok sk sk sk ok ok Rk sk ok ok ok ok ok R Rk sk ok ok ok ok ok o KRk ok ok ok K ok o K Kk Rk ok K
//% function AIPlayer::getReativeBearingAngle ($bot, $enemy)

//*Args:

//*% (1)%bot: the AI player

//%x (2)%enemy: a player’s avatar
//*Returns:

//* bearing angle of the enemy from the bot (we use
//*the bot’s position as the zero point (0,0))
//*Purpose:

//%x Use the bot’s position as the zero point (0,0)
//xand check where is the player (angle). Calculate
//*bearing angle that is depended on the quadrant
//+«the enemy 1s.

/ /% sk ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok 5k ok 5k 5k 5k 5k 5k 5k 5k 5k >k >k >k >k >k >k %k %k %k %k %k %k %k %k %k
function AIPlayer::getRelativeBearingAngle (),bot,%enemy)

{

//assume that bot and enemy are at the same level z
%xBot=getWord (%bot.getPosition() ,0);

%yBot=getWord (%bot.getPosition() ,1);
%xEnemy=getWord (}enemy.getPosition () ,0);
%yEnemy=getWord (}enemy.getPosition() ,1);

%x=Y%xEnemy -%xBot ;
%y=hyEnemy -%yBot ;

if (%x!1=0)

{
%slope=%y/hx;
// We use bot’s x,y position as the start point
//so we get 4 quadrants. %angle is the angle between
//x+ vector or x— vector (start) and the enemy vector
//(finish) and is —90degrees<%angle<90degrees.
hangle=mRadToDeg (mATan (%slope,1));

// We dont need the sign just the absolute value
%angle=mAbs (% angle) ;

}

else
%angle=90; //enemy on y—axis

// Calculate the bearing angle—it is depended on

//the quadrant where the enemy 1is

if ( (%x>=0) && (%y>=0) ) //enemy in quadrant 1, 0—90degs
%bearingAngle=90-%angle;

else if ( (%x>=0) && (%y<0) ) //enemy in quadrant 2,
90.001—180degs
%bearingAngle=90+%angle;

else if ( (%x<0) && (%y<0) ) //enemy in quadrant 3,
180.001—269.999degs
%bearingAngle=270-%angle;

else //enemy in quadrant 4, 270—359.999degs
%bearingAngle=270+%angle;
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return JbearingAngle;

H mpddtn unohoyilel 1 ywvia tou oynpatilel 1o “eyeVector” tou bot e 1o yew-
yveupixd Boppd. H deltepn naipvel we onueio avagopds tn ¥éomn tou bot xon PBeloxel
™ yovio tou Peloxeton o maixtng. H ywvia auty) e€uptdtor and 1o tetoptnudpto péoa
o610 onolo elvar o tehevTtaloc.

Ta anotehéopota auToY TV Pedodwy enelepydlovtar and tn uévodo checkArcOf-
Sight() e “AlPlayer” étot ote vo Solue av o naixtne Bploxeton yéoa oto ontixd
nedlo Tou bot:

function AIPlayer::checkArc0fSight (%bot,%eneny)

{
%botBearingAngle=Ybot.getBearingAngle () ;
%arc0fSightRight=%botBearingAngle+%bot.fov/2;
%arcO0fSightLeft=Y%botBearingAngle -%bot.fov/2;
%relativeAngle=Ybot.getRelativeBearingAngle (% enemy) ;

if ( (harcOfSightlLeft<=YrelativeAngle) && (%relativeAngle <=}
arcO0fSightRight) )
%hspot=true;
else
{
if (%arcOfSightRight >=360)
{
%arcOfSightRight=%arc0fSightRight -360;
if ( (0<=YrelativeAngle) && (JrelativeAngle <=}
arcO0fSightRight) )
hspot=true;
else
%spot=false;
}
else if (JarcOfSightLeft <0)
{
harcO0fSightLeft=Yarc0fSightLeft+360;
if( (farcOfSightLeft<=%relativeAngle) && (%
relativeAngle <=360) )
%hspot=true;
else
%spot=false;
}
else
%spot=false;
}

return Y%spot;

O Tpltog xou teleutalog EAeyyog Tou YivETAL, OV XU O TPONYOLUPEVOS Ntave aknincg,
efvar yia o Aeyopevo “line of sight” (LOS). Mio axtiva Eexwvder and 1o Gog mou
Beloxovton ta ydtior Tou woviéhou tou bot xat xatevdivetan npog tn VEom Tou malxTy
(raycasting). Av dev undpyet epnddio (yia napdderypa o naixtng dev Bploxetoun niow
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and x4moto xTHELO), TOTE xar aUTOS 0 Eheyyog efvar aknic xou o taixtng €yet eviomotel!

MezdBaon o xahLtepn Véon

‘Onwg eldaye vopitepa, otnv xatdotaon “Attacking” to bot npoonovel va minoidoet
Tov maixty, xvoluevo oe euldeia mopela. Ag dodue To TopoxdTew oy

Syfua 6.15: Kivnon tou bot npog tov naixty

Apywd n 9€om tou naixty etvor 6to LOS tou bot. Kadweg duweg to bot »xvelta,
T0 xthpto unaivel oto LOS pe anotéheopa o malxtng vo uny etvan tAéov opatdg. Xty
nepintwon auth 1 xivnon SlaxdnteTon xou o bot npoonadel va yetavnlel oe xahitepo
onuelo, émou Va yrmopel va del xou mdAL TN Yéon Tou maixtn. Towg o fowag va Exe
pUyeL and exel. O exdpdg “Yupdtar” to teheutaio onueio mou tov elye evionioel!

[Towr etvon dpwe n xakOtepn Véon nou unopel va petofel; Acite 1o oyfua mou
ocohovlei:

Eyfua 6.16: Metdfaon tou bot oe xahitepn Vo

Av 10 bot otopdtnoe v xivnon tou, yio Tapdderyua, oty TAeupd A xou n ¥éon
Tou madxtn (X1) eivor oty B (nhaiv tne A), téte petaPaiver xovtd ot yovia Tou oyn-
patilouy autég ot 800. Auth elvan 1 anhy nepintwor. Av ouyfel o bot xot 7 TeAeutala
Yvwoth Véon tou maixty vo eivor oe avtiVetec mheupée (X2), té1e ehéyyeton mpwta
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Totor ThaivY] TAEUEd Tou eunodiou elvan To xovTd oToV malxTh xat exel xatevdiveTon To
bot. I éov eipacte oty npwtn nepinTtwor xat To bot evepyel dnwe meprypddoye.

Epnédia xatd tnyv xivnon

Katd v xivnorn tou 1o bot unopel va cuvavtrioel xdnoio eunodlo xou va xOMoEL.
IMpwta and dho mpénet var avantOEOVUE Eva pnyoviopd Gote va EEpoude 6Tt To bot
xohnoe. To teheutalo mpdypa mou Véhouue va Solue otV egopuoyy uag eivor évag
yapaxthipac mov npoonalel, UE TIC WPES, Vo TERAoEL PEoa and Tov Tolyo evog xTnpiou!

H hoyy ebvon Bradtepa amhy) xaw otnpiletoan oty andéataoy nou diaviel to bot. Mio
peTafAnth ypnowonoteitar we onuaio yioo vo dnhwoel Tt o bot wveiton (nepintwon
nepimohiag yia nopdderypa). Kdde gopd mou uraivoupe oty Think() yivetou éheyyog
g V€ong mou exetvy tn oty PBeloxeton to bot o tng Véong mou Beioxdtave oto
mponyolpevo mépacpa. Me Bdorn autég Tig d0o, unohoyiletar N anéotacy mou ExEL
dravioet. Av elvar ToAD wxpn, dnAady| uixpdtepr and 1wu, Yewpolue 611 €yet xohhroetL.

Ye authy v mepintwon diveton wla wixpr winon otov Z dZova tou bot dote va
Tpaypotonotfioet dhgo. Av oto endpevo xOxho tne Think() v andotacy petafiniet,
ouveyilet xavovixd Ty nopeio Tou. Av oy, otapatdue To bot ot exeivo to onueio xat To
Bdaloupe o€ xatdotacy “Guarding”. ‘Otav Eavounel o nepinoia, undpyel miavotnto
vo xtvnlel oe avtidety xatedduvon and to eunddto.

6.5 Xvuvodilovrag

Y10 xe@dlouo mou wohic ohoxhnpwidnxe meprypdgnxe and TAELEAS x®Oxa TAEOV, 1)
vhonoinon tou mouyvidiot “WaterWar”. Ytadxoue xvplwg o Yéyoata mou €youvy va
x(8vouv pe T ypagixd tepiBdihovta Staohvieong xou Ue TNV TEXVNTH vonuoouvy. Eiva
adOVITO VO TEQLYPAPOUNE AVORUTIXG ORI TA TUARATO XWOLXA.

Extéc hoimdv Twv nopandve, €youv eQupUoGTEl OAEC Ol TEYVIXEC TOU YPNOLUO-
molo0vTaL 0TV avdnTuén Bvteomouy Vidwy Ye TN yenor xdmotag unyavic. ‘Etot éyouv
TpoYypopuaTioTel Ta amapaitnta ‘triggers”, mou xatd x0pLo AoYo slval meplo-
XEC €O OTM OXMVY, OTic onoleg Otay Beedel o nalxtng, ocunPaivel
‘duTépaTa” xATOLO YEYOVOS (Yl mapdderyua, axolyetor £va MyNnTixd pHvuua).
Trdpyet eniong o xddxac mou Geovtilel Yia T €@ 6Tw 0 XATvVoS ot oL onideg. e
ONEC OYEBOV TIC PMYOVES T VDIV auTO EMTUYYAvVETHL PE TIC ovtdtnteg particles
xou emitters. Ot npdteg elvon otny ousia Ta exxovidia Tou yeENoLwoToOVTA Yid TIG
ontdeg, yio TOpddELY A, EVE ot BeVTERES elvar exelveg mou xadopilouy To arueio and To
orolo exnéunovrtar ta particles, T cuyvotnTa extouniic, ) didpxeta {owfic xTA. Puoxd
oe €va maty vidt dev Yo uropovoe va Agimouy xat ot fyol. H vlonoinoy toug dev etvor
%34Tt To WiadTEpo WG xa 1) Wy avy wag mapéyel EToeg pedddoug yio auto.
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Kegpdhawo 7

Game Over

Metd and tpeic WAVES OLYXEVTPWONG TOU UAX0U, HENETNG ot TPOETOWACING T®Y Ho-
VIEAWY Xl EVVIA UHVEC OYEDINOTG XAl TEOYPUUUATIONO) TOU Taty VIBL00, 1) BITAGUATIXY
epyaoia éptace oto Téhog g, Autd mou vhomorfunxe elvan éva TpLOBIdOTATO Ty VIBL,
xatnyoploc FPS, evog xou wévo nalxty, ypnowonowwvtag ) unyavy “Torque Game
Engine”.

7.1 Yuvorntixd to WaterWar

To “WaterWar” eivar éva maryvidt mpwTou npoc®dnou Bohfc yio NAexTpoviXd UTOhO-
yoth (repBdihov Windows). O naixtne avohopfdver to pdho evdc oTpatiddty GTou
TEQUTAOVIETAL XATOU TNV APEIXAVIXT] HTEWO UE 6TOYO Vo Bpel To TohuTdTEPO oryardd
mou €yet anopeivet: 1o vepd! Evonhn opdda avdpwyv €yl xplel uéoa o€ GTRATILTIXN
TepLoY 1 €var UTOUXAM PE OGO VeRO. T'a var To anoxthoet o naixtng Yo mpénet var moke-
unoet evavtiov Toug ahhd Xt Vo GUYXEVTPWOEL TANpo@opieg mou Yo Tov 0dNYHoouY GTO
ot6yo tou. Or mhnpogoplec autéc cUAAEYOVTAUL Efval UE ETAPY) UE XATOLO AVTIXEIUEVO
(m.y. 0évdpo), eite pe ouvouhio pe dAloug yoapoxtipes ahhd axdpo xou pe “ydxvyx”
UTOAOYIOTOV!

I v mhofynon oTov x6GUo ToU Aty VIBLO0 AmaiToGVTAL TANXTEOAGYIO Kol TOVTIXL:

o Kivnon:

— xovunt “W”: xivnomn npog ta eunpoc,
— xouunt “S”: xivnon npog 1o Tow,

— xouunt “A”: mhdyta Priwata apotepd,
— xouuni “D”: mhdyia Briyata 8e€id,

— xouunt “space”: dipa,

— movth: ahhayh diedduvong maixty,

e Evépyelec:

— oploTEPS xouuni TovTtol: TuEodHTNGT GTAOY,
— xoupn{ “F”: addnhenidpaon pe avtixeipeva (.y. yphon xavoviol) 1 dAhoug
YAPUXTHPES,
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[413 » 32 4 2 z
— xouurnt “R”: ypfon naxétou evépyeiag,

— xouvunt “M”: yphon wdoxag acpiwy,

o ‘A)ha:

— xouunt “tab”: evalhoryh and xduepo TEITOU TEOCWTOU GE XYUEPO TEDTOV,
— xoupni “tilde”: epgpdvion/andxpun nuidoc,

— xouuntl “Alt + Enter”: mifpene odovn.

It var Eexvioet to mouyvidt 1o uévo mou ypetdleton efvar 1 avTtypagr Tou QoxéAou
“WaterWar” oo oxhnpo dloxo tou unoloyiots xat 1) extéAeon Tou “torqueDemo.exe”.
H egopuoyn tepuatiler 6tav o naixtng @tdoet 610 0160 1! ye 10 xouuni “Esc”.

7.2  Aoxiur Tou TaLY VLOLOU

Me v ohoxhfpwon tou to maryvidt Sraveudnxe oe tpeic gottntég tou Tohuteyvel-
ov Kpritne vy tig anopaitnteg doxés. Aol dopdainxay o@diuata 6Tov xwdixa
Tou mpoxakoloay Blato TepuaTIond NG EQUpROYNS, EYvay oAlaYEC O BIETOPY TOU
Touyvidol pe 1o yphotn (uéow TAnxtpoloyiov).

Kot ot tpeig doxpactéc napanovédnxay Yy to eninedo duoxohiog. Apyixd ot -
yUpol Tou Touyvidlot fitave taitepa BUOKONO Vo xappUoly. Autd €lye WG ANOTENECUA
o mafxTng var xoupdleTan, Vo EEXIVAEL CUVEY XS TO Touy Vidt and To povadixd onuelo ena-
VEVTOENC TOU XL VAL YAVEL TO EVOLUPELOY TOU XAl CUVETKOS TNV TPOoTAYELo TEPUAUTIONOD
TOU Ty VLBLoY.

Autd odrjynoe npwta and Oha GTOV OPIoUS TEUDY ONUEWY ETAVUTOTOVETNONE TOU
fewa YETd and tov Vdvatd tou. Avdhoya pe tn ¥€on nmou 1 evépyeia Tou pndeviotn-
xg, xodoploTtnxe xar éva oyeTXd XOVTIVO O€ quTY) onuceio, ue anotéheoua o TalxTng va
unv Zexwvder xdie @opd amd To mpwTapyixd onueio eioédou. Eniong éyive ahhayt| oTo
xouuni ye to omolo o maixTng avaxtd Yépog g evépyelds tou. Tlpwv tig Soxpéc yen-
owornotottay 1o xoupn! “H”. Iapatnehtnxe 61t oe éva ouvicpévo ThnxTeoléyio, 1o
xovpni “R” elvar 1o Aettoupyind xododg dev ypetdleton o yeHotng Vo aghVeL Ta S TUAA
TOU oG TOL XOUUTLE XIVACEWS X UTTOREL Vo XAveL YeRon TUxETwy EVEQYELOS OXOUA Xou
otay déyeton entieon. Téhog, npoypouuationnd, petdvnxe 1 {Nuid Tou TEOXAAoLY Ol
ogaipec TV extomy oTov Howa xal avTidéteg avdhdnxe 1 “BAdSN” otoug exdpolc and
TOL TUROUAYLX TOU T TH).

Kdtt dAho to onolo anouctale xor Yewphinxe yerowo frav 1 nuéida. Katd
ouvouthior UE TOV PUAUXICPEVO DIvoVTaL TANPOYORIEC TYETIXES UE TOV YEWYEAUPLXS Poppd.
Xpetdotnxe hoinéy ot TAnpopopieg auTtég va unopoty va aftonotnioly ye xdnolo 1pdno
onéte xou uhomotfinxe 1 TUEida TN evotyTog 6.2.5.

Téhog xatd Ty TAORYNOY GTOV TELOBIAGTATO YWEO Xt £V deV eEENGTHTAY XATOLoL
wdym, Sev umhpye To mapauixpd delypa fyou. ‘Etot npootédnxe o fyog and to Prpata
TOU 1pWa XEVOVTUS TO EVOLUPEROY TN UETHBa0N TPOg TO EMOUEVO onpeio udyne.
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7.3 MeAhoVTIXEC TRPOEXTACELS KAl BEATIOOELS

Apywd unhipye 0 6T6Y0¢ 1o Ay Vidl va efvor BixTuaxd, Vo HTopoly dNAadn va cuvdEovTal
TUPATAVE™ TOU EVOC TalXTES X Vo TOAERoLY elte yetadl toug, elte and xowvol pe tov
umohoYloTH. LNy mopeia xdTt TETO0 OEV XATEGTN BUVATO YPOVIXA.

H onpavtixdtepn hotndy npocixn nou pnopel va yivel eivon auth ng dixtiwong. To
Touy vidL otnplleton oTHY apyITEXTOVIXY TENATN-EEUTNEETNTY) ONOTE UTPYEL 1) EV AOY®
dLYVATOTNTA Ywplc Vo anotobvTon Yeydieg ahhayéc. Evdewtind vo avageplel 611 autd
Tou mEénel Vo TpoypaupaTioTel elvar o Aeyouevog “master server”. H Souketd autol
elvo var xpatdet Alota ge OhOUC TOUG EVERYOUS ECUNNEETES 0L VO TPOTQPEREL GTOUG
TEAdTES TNV amopaf Ty T TANRogopio Yo va guvdedodv ue xdmotov and autolg.

Anateiton eniong dnuiovpyio VE@Y BlEnapoy yior T oGVOEST, UE XdTOoOV EEUTYPE-
™, 0 JAYWEIOROS TOV TUNUATOY Xx@Otxa Tou TehdTn xat tou e&unneétn (xdtt Tou
undpyet KO amhd Vo uetapeptoly oo XATEAANAYL TEPUATIXE) Ak Xou 1) amdPaoY) Yol
TO oV TPETEL Vo oYEDINOTEL Wiat VEd anooTOAY, Tou anoxheloTixd Vo nofleton and Toug
dradixTuoXoVC TalXTEC.

Ané exel xou mépa 0 xadévag unopel va oxegtel éva owpd dragopeTinéc tpoodrixec.
Kdnotog ynogel ueAhovtixd va npoadéaet duvatdtnta enthoyhc OTAWY 610 NN UTdEY OV
mouy vidt 1 TN duvatéThTA Yior Yprom xdmowou oyfuatoc. Autd Tto teleutaio omontel
puotxt| xivnong xdt to onolo ag napeyet 1 unyavy Topyue. Mropodv va npootedoiy
véeg amooTorég, exUpol Ye eMTAL0V XIVACELS %o OTAGL X0 UE TO AVETTUYUEVY) TEYVNTY
VOTUOGUVY,.

Y10 Vépa g TEYVNTAC VoNpoalvng, Yio Tapddetyua, Ya yropoloe vo uhonoindet
o A* ahydprduyoc. Kdt 11010, 610 GUYXEXEIWEVO TouyVidt Xou PE TNV GUYXEXPIUEVT
anootolt), Va eiye udvo epeuvnund oxond xou dev Yo npdopepe xdtt napandvew. O ev
Aoy ahybprdpog eqpopudletar xuplwe ot TEPLOYES UE TOAAG EUTOBLA X0 Ol GE AVOLXTH
£ddpn Onw auTod Tou VTdEYEL oTNY anoctohn. T'a autd xou npoTiwRInxe N xivnon oe
eudeta!

Auté dev onpaiver 61t dev Yo unopoloope va €yovue éva mouyvidt pe mo €Zunvoug
eyVpols 6mou Ya npoonotoly va xahugploly and ta tupd Tou maixtn, Yo Ydyvouv va
ToV €VTOTiooUY 6Tay Ydvetar and To onTxd Toug Tedlo xou Vo YpnotLoToloby oTRuUTIL-
Txég taxtixég entdeong. evixd n teyvnth) vonuoolvy ebvar évag and toug Ayotepo
eZehrypévoug Touelc ota Brvteonaryvidia. H akndogdvela xou 1 mowihia ot ouunept-
Popa xat oY) BEACY) TOLU XOCUOU TOU Ty VIBLOU EIVAL YUPUXTNEICTIXG TOU AUEAVOUY TNV
Quyaywyixh, tou o&ia. Kadde n untohoytotixnh oyl twv naryvidiey auvgdvet paydaia, 1
TEYVNTH VONuooivy eival T0 oUGTATIXG TV Tawy VIS 1ou Yo Yveploet T ueyahitepn
e€ENEN ToL ENOUEVA YPOVIAL

7.4 Emniloyocg

H epyasta Eexivnoe ye mhnpogopiec yia 1 Bopnyavio twy Bivieonayvididv. Q¢ entho-
Yo¢ Yo TapouctacTolY Xdnoleg TANEopoples Yia To Tl cuuPalvel oTov EAANVIXG Y GpoO.
To npofinua mou umdpyet oty EANGDa, 6nwe xat oe dhAec ywpeS, 660V dpopd
Ta Prvteonouy vidta Sev efvor autéd g Biddoong xou Tou TocosTol YeNong, ahhd TG
anodoyrc Toug and to evpl oo we uéoo Puyaywylag. Av xar €va mohh yeydio
1060616 evnhixwy toailovy nhextpovind mouyvidia (o€ dhec Tic TAATPOPUES), EMxpOTEL
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Yioe auTd 1) xov otepedtuny dnodn tepl ot aoyoriag Twv toudiwy. Emnriéov av
XL UTHPYOLY APXETEC OUADES EQUOITEY VMY TOU OVUTTUCOGOUY Touy Vidio oty EAAGDa,
xO¢ xat Alyeg enaryyeApatixée, 0ev ftay duvatd npog 1o mopdy vo dnwovpy et wa
Budoun Prounyavia avdntung.

Apyd ahhd otadepd ta npdypota apyilouv va adidlouv. Ta Prvteonaryvidia evtdo-
covtal w¢ wdinua 6To TEdYpauUo EAAVIXGY TavemoTnuiny. Enlong, ota tavemotipia
ote€dyeTon €peuva OYETIXG UE Ta Pivteomouyvidia xou Ti¢ yerioec toug. ‘Eyel ovotaldel
Elinvixdg LoAoyog Anuovpydv Aoyiouxold Yuyaywyiag. Anpocioypdgot e yvaor
xa Oyt TEOXATIANYN evavTia otar Touy vidlar, apyiCouv xar aplpoypapoly oe epnuepides.

Trdpyet ToAs Bpbuog unpootd, ahhd 1 xatdoTaoy unopel vo yiver pévo xahoTeR
070 PENAOV.
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IMTapdptnua A’

ITeoypoupatiopnog os Matlab
touv “Terrain(Generator”

To “Matlab” eivar éva pordnuatind naxé€to mou nopeyel £va e0yENOTO TEPIBIANOY Yia
UAOTIOINOY) ETOTHUOVIX®Y EQUPUOY®Y GE €Va YEYFAO Qaopa TEdlwY, OTKS GTN Ypou-
wxr) dhyeBpa, otationxy], egoploouéva podnuatixd, encéepyacio onudtwy, Vewpla
ehéyyou. Trnoomeller éva yeydho apriud AElToupYLOY Xot GUVIRTAOEWY XA¥DS o
e€wtepixéc Bifhovfxeg yia eEedixeupéveg neployeg eQapuoy®y. Extelel and amnholqg
pordnuortinols UTOAOYIOUOUE UEYPL XAt TIROY PAUUATA UE EVIOMES TOPOUOLES UE OUTES TTOU
unootnpilet Wi Yh®ooo unhol emmédou. Luyxexpiuéva exteiel amhéc yodnuotixég
Tpdelg, arhd egloou ebxoha yerpiletar uryadixoie aprduoie, Suvapelg, ewixée wadnua-
TIx€C oUVOPTHOEIS, Tivaxeg, diaviouata xou tohuwvuud. Mropel eniong va anodnxete
xal vo avoxaAel dedouéva, va dnwovpyel xat vo extelel axolovdiec EVIOA®Y TOU ou-
TOUOTOTO00V BLdPopous UTOAOYIoUOUE xou Vo oyedidler ypagpxd. Katd xbpio Adyo
n yenon tou “Matlab” yiveton ye v mapaywyh apyelwy pe xatdinén “.m” énou ne-
PLEYOUV XWX YRUUUEVO GE plat EUEAXTT), AAY) Xt DOUNUEVY YAMGOU TPOYPUUUATIOUOD
(script) nou potdler ye tn yAdooa Pascal.

[Tolog 0 A6Y0G OUWS TOU YENOILOTOIACOUE TO EV AOYW Tox€To 0Ty Lhomolnom tng
egaployfg pag; Xto Pacixd xeluevo avagépaue 61t 1 egopuoyr “TerrainGenerator”
onutoupyel xon “owlel” wg ewxdva ue xatdAndn “.png”, évav uouetpxd ydptn. Me To
“Matlab” plo xor poévo eviody| etvar apxetn yio va dnplovpyrioovue toobelc xaumiieg
and évay NxN nivaxa, eve 1) dnwovpyio exdvmy onoloudinote 10mou xat 1) arodrixeuon
Toug 070 dloxo, Yivetan e&icou edxoha xou YEHyopd.

Emypoppatind yia tov xodxa oe “Matlab” nou napouctdleton nopoxdtey ovope-

POUUE:

e Yuvaptroeg terrainGeneratorMain xou createInputBoxes: vhonotolv to
anho, yeapixo mepBdihoy tou gpyaheiou. 1o cuyxexpéva elvar unedduves yia
10 Pacixd mapddupo oto onolo elGdyel 0 YENOTNG Ta DEdOUEVAL.

e Yuvdptnon terrainGenerator: vrnohoyilet tov nivaxa emtnédwy (elevation ta-
ble) xou yepiler ye tuyaiec nuée (xahel mohhéc popéc v randomGenerator) évav
32x32 rnivaxa. Me Bdon ta dedopéva Tou teleutalon Yo oyedlaotel, napaxdtw, o
uhopeTEIxog YdpTNS.
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2 2 4 2 4 4
e Yuvdptnon randomGenerator: cmioteépel Evay axépaio aplud ETAEYOVTAS
Tuyato and éva tAflog axepalwy Tou TNg BVOVTL WE OPLoUA.

e Yuvdptnom emotpogrc (callback) okButton: “cuvdéetar” pe to nhixtpo “OK”
Tou YpapxoL mepBdAloVTOC xan amoUnxelel o DEdOUEVA EIGOBOY TWY TEDIWY
“#Hills” xou “#Elevations” étav 1o mhixtpo motniel.

o Yuvdptnom emotpogrc (callback) generateButton: “cuvdéeton” pe to nhAxTpo
“Generate” tou ypapuo) tepiBdhhovtog xou Tav To TAXTEo “Evepyomowiel

1. xoketton 1 ouvdptnom terrainGenerator xou

2. epgaviletar oc véo mapddupo o LYOUETEIXOS YdPTNG ToU avTIGTOLYEL oTa
dedouéva eloddou.

e Yuvdptnon emtotpogrc (callback) printButton: “cuvdéetar” pe to nhAxtpo
“Print”, to onolo Bploxetar 610 Tapddupo mou epgaviletar o uhoueTedS YdETNG.
‘Otav 10 TAAxtpo Tatniel 1 cuvdptnon emoTpoPnc:

1. anodnxelder mpocwpevd oto dloxo Tov uoueTpd Ydptr, we o 256x256
eix6va torou “.png”,

2. Snwovpyel éva yxaouotavd giktpo (gaussian filter),

3. dofaler Ty exdva and 1o dloxo xou e@appoler 10 GIATEo Gt AUTNHY,

4. amodnxedel T véa exdoy Tng embdvag.

function terrainGeneratorMain
close all;
clear all;
mainWindowPos=[512 650 650 650];

mainWindow = figure(’position’,mainWindowPos,’Toolbar’,”’
auto’,’NumberTitle’,’off’,’Name’,’TerrainGenerator Main
Window-Beta’) ;

h(1) .elevHillsText=uicontrol(’style’,’text’,’position’, [5

620 60 25],’string’,{’Hills’ ’#’3});

h(1) .elevHillsInput = uicontrol(’style’,’edit’,’position’,
[70 620 40 25]);

h(2) .elevHillsText=uicontrol(’style’,’text’,’position’, [5
590 60 25],’string’,{’Elevations’ ’#’3});

h(2) .elevHillsInput = uicontrol(’style’,’edit’,’position’,
[70 590 40 25]1);

buttonOne = uicontrol(’style’, ’pushbutton’,’position’, [5
540 105 40] , ’string’ , ’0K’);

set (buttonOne, ’callback’, {@okButton, h});

frameOne = uicontrol(’style’, ’frame’,’position’, [5 5 300
5001) ;

frameText=uicontrol(’style’,’text’,’position’, [10 10 280
480] ,’string’ ,{’NOTES’ ’> ’ °’(+) Lets say we want to

create one hill (so Hills#=1) with maximun height at 8
meters. If we set 5 as Elevations# then we will have
levelO=0m, levell=2m, level2=4m, level3=6m, leveld4d=8m.

The program will assign a greyscale color to each level
)
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>2 7 (+) All the hills are going to have the same #
elevations.’...

>? 2 (+) Press 0K to get input boxes for the hills data.
)

>?> 7 (+) Consider that we are sketching on a canvas with
a 32x32 grid pattern (32x32 pixels). We start from
a (x,y) pixel and we can move only right (on x-
axes) and up (on y-axes).’...

>2> 7 (+) Example of input for hills data: x=5, y=12,
max_x=4, max_y=5, height(max)10 -> On x-axes of the
canvas we draw on pixels 5,6,7 and 8 (max_x=4
means use 4 pixels starting from 5). On Y-axes of
the canvas we draw on pixels 12,13,14,15 and 16 (
max_y=5 means use 5 pixels starting from 12).°’...

>? 7 (+) Try to stay inside the 32x32 limits of canvas.’

>? 7 (+) Press Generate to view your art.’...
>? 2 (+) Press Print to save what you have drawn. You
are going to get a 256x256 blurred png image (check
work folder)’...
>2 7 (+) Anytime you can go back to the main window and
change the hills data.’});
$end terrainGeneratorMain

sk sk sk ok ok ok ok sk ok ok ok ok ok ok ok Kk sk ok ok ok ok ok ok ok kR ok ok ok K
$*function createlnputBoxes (val)
%* Create a Nx5 input boxes where
%N is the number of hills and 5 is #columns:
%*xx, y , maxX, maxY, maxHeight
$xargs: (1)val—>number of hills (integer uint@8)
sk ok sk kK ok ok ok ok ok ok ok ok ok ok kK kKK K ok ok ok ok ok ok ok ok kR kK K
function createInputBoxes(val)
pos=[350 590 40 25];
columnLabels={’x’ ’y’ ’max_x’ ’max_y’ ’height (max)’Z};
for j=1:5 $columns—>x, y , maxX, maxY, maxHeight
uicontrol (’style’,’text’,’position’, [pos(1l) pos(2)+30
pos (3) pos(4)],’string’,columnLabels(j));
for i=1:val(l) $%create a row for each hill

if j==
hillNumber=strcat (’#’ ,num2str(i)); $row labels
uicontrol(’style’,’text’,’position’, [pos(1l)-30
pos (2) pos(3)-15 pos(4)],’string’,
hillNumber) ;
end
switch j $struct hill has 5 fields—>one field
for each column
case 1
hill (i) .inputDataX=uicontrol(’style’,’edit’
,’position’, pos);
case 2
hill (i) .inputDataY=uicontrol (’style’,’edit’
,’position’, pos);
case 3
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hill (i) .inputDataMaxX=uicontrol(’style’,”’

edit’,’position’, pos);
case 4
hill (i) .inputDataMaxY=uicontrol(’style’,”’
edit’,’position’, pos);
otherwise
hill (i) .inputDataMaxHeight=uicontrol(’style
’,’edit’,’position’, pos);
end
pos (2) =pos (2) -30;

end
pos (1) =pos (1) +45;
if (j==5)&&(i==val (1))
; #nothing—I need last y position

else
pos (2)=590;
end
end
buttonTwo = uicontrol(’style’, ’pushbutton’,’position’,
[320 pos(2) 250 20] , ’string’ , ’Generate’);

set (buttonTwo, ’callback’, {@generateButton, hill, vall});
%end createlInputBoxes

G sk sk sk sk ok sk ok ok sk ok sk Kk ok sk ok ok Kk ok sk sk Kk ok ok ok sk sk sk Kk ok oKk sk sk sk ok ok Kk sk ok ok Rk Kk
%* function terrainGenerator (heightMap,x,y,distanceX, distanceY

4

3 maxHeight,
elevations)
%% Creates a hill starting from a startpoint (x,y),expanded to

left on x axis
and to north on y axis

oo o

%% args: (1)heightMap—> a 2dim table (NxN) with values. Each
cell’s value 1is
%the height of the point x(row of the table),y(column of the
table) .
(2) x—> startpoint of the hill on x axis
(3) y—> startpoint of the hill on y axis
(4)distanceX—>endof hill on x axis
(5)distanceY—>endof hill on y axis
(6)maxHeight—>the maximum height of hill
(7)elevations—>number of height levels
i.e. maxHeight=10 and elevations=6 —>available heights
=0,2,4,6,8,10

oo oo oo oo oo oo op

oo

%* return value: z—>the 2dim table with heights
F 3k sk sk sk ok sk sk ok sk sk sk sk sk sk ok sk sk ok sk sk ok sk sk sk sk sk sk sk sk sk ok sk sk ok sk sk ok sk sk sk sk sk sk sk sk sk sk sk sk ok sk sk ok sk sk ok sk sk ok
function z=terrainGenerator (heightMap,x,y,distanceX ,distanceY,

maxHeight ,elevations)

z=heightMap;

try

elevationTable (1) =maxHeight/(elevations-1); $%dont
include zero height
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catch
elevations=3; $minimum elevations number
end
for i=2:elevations-1
elevationTable(i)=elevationTable(i-1)+elevationTable (1)
end
for j=y:y+distanceY-1
for i=x:x+distanceX-1
randomHeight=randomGenerator (elevationTable) ;
z(i,j)=randomHeight;
end
end
%end terrainGenerator

sk k% ok ok ok ok ok ok ok ok sk ok koK ok sk ok kK ok ok sk ok o ok ok ok ok ok ok ok ok ok ok K ok ok sk ok K K ok ok ok ok Kk ok

*

function randomGenerator (data)
Generates and returns a random value
args: (l)data—> a 1xN (1 row and N columns)table.
Assume each value of table “data’ as an
available height
returns: randomValue—> one random value/data of the table '
data’
5k sk sk sk sk ok sk sk sk sk k sk sk ok sk sk sk skok sk skok kK sk sk sk sk sk ok sk sk sk skok sk sk ok kK sk sk ok sk sk ok ok ok ok
function randomValue=randomGenerator (data) %i.e data=/[10 20 25
100]
choose=randperm (length (data)) ; %i.e. 1f datal[] 1is as above
then length (data) =4

oo oo oo oo ope
*

* %

o\o
*

%so choose=[4 1 3 2] or [3
4 1 2] or
randomValue=data(choose (1)) ;
%end randomGenerator

Fkkkkokokkkokkk Callbacks sk kkkkkkkkx

function handles = okButton (hObject, eventdata, handles)

for i=1:2

input_string = get(handles(i).elevHillsInput,’string’);

try
val (i)=uint8 (str2num(input_string)) ; $integers

0—-255

catch %incase that thereis not input for hills or/and
elevations
if i==

defaultValue=1; $%set 1 if there is not input
for #Hills

set (handles (i) .elevHillsInput,’string’,num?2str(
defaultValue)) ;

val (1) =uint8 (defaultValue) ;

else

defaultValue=6; $%$%set 6 if there is not input

for #Elevations
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set (handles (i) .elevHillsInput ,’string’,num2str(
defaultValue)) ;
val (2)=uint8 (defaultValue) ;
end
end
end
if val(1l)==
defaultValue=1;
set (handles (1) .elevHillsInput,’string’,num?2str(
defaultValue));
val (1)=defaultValue;

end
createInputBoxes (val) ;
set (hObject, ’enable’, ’off’); $%disable ’‘ok’ button

%end okButton

function handles = generateButton (hObject, eventdata, handles,
arg)
n=32; %7 dimensions
Z=zeros(n,n); $initialize Z with zeros

G sk ok ok sk ok ok ok koK ok K K kK K R K KOk K Kk K sk kK sk kK ok K ok K Kk K KOk K KOk K Kok oK KOk

$*xGet input from input boxes and generate Z table

for i=1:arg(1) %arg(l) contains the number of hills
dataX = get(handles(i).inputDataX,’string’);
dataY = get(handles(i).inputData¥Y,’string’);
dataMaxX = get(handles (i) .inputDataMaxX,’string’);

dataMaxY = get(handles (i) .inputDataMaxY,’string’);
dataMaxH = get(handles (i) .inputDataMaxHeight,’string’);
try

x(i)=uint8 (str2num (dataX)) ;
y(i)=uint8 (str2num (data¥)) ;
maxX (i) =uint8 (str2num(dataMaxX)) ;
maxY (i)=uint8 (str2num (dataMax¥Y)) ;
maxHeight (i)=uint8 (str2num(dataMaxH)) ;
catch
quit O ;
end
Z=terrainGenerator (Z,x(i),y (i) ,maxX (i) ,max¥Y (i),
maxHeight (i) ,arg(2)); $%Z contains integers 0—255
end
Gk ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok ko o ok ok ok ok ok ok ok ok ok ok ok ok ok ok Rk ok o ok ok ok ok ok ok k

F sk sk sk sk sk sk sk ok ok ok sk sk sk ok ok sk sk sk ok ok ok
txClear previous figures
figs = get(0, ’Children’);
close(figs(figs "= gcf));

sk s %k ok ok ok ok ok ok ok ok ok ok ok ok ok K ok ok ok K Kok %

Gk ok ok ok ok ok ok ok ok ok ok ok ok kKR R R K K K sk sk sk ok ok ok ok kSRR KRR K o ok K

$xplot the heightmap on a nxn (pixels) grid
h=figure (’NumberTitle’,’off’,’Name’,’Heightmap’) ;
[C,h]l=contourf(Z’,arg(2)-1);

colormap (’gray’);
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xlabel (’pixel’);

ylabel (’pixel’)

set (h,’LineStyle’,’none’);

Gk ok o ok ok ok ok ok ok ok ok ok ok ok ok ok ok ok K o o o ok ok ok ok ok ok ok ok ok ok ok ok kR kR R o K %

buttonThree = uicontrol(’style’, ’pushbutton’,’Units’,”’
normalized’,’position’, [.90 .95 .1 .05] , ’string’ s
’Print’);

set (buttonThree, ’callback’, {@printButton, h, Z, argl);
$end generateButton

function handles = printButton (hObject, eventdata, handles, Z,
arg)
delete (hObject) ; %delete printButton from the new figure

sk sk sk ok ok ok sk ok kK ok oKk ok ok Kk sk K Ok sk K Kk kK sk sk ok Ok sk ok kK sk K sk ok K Ok sk ok kK K Kk
$Trick:When I scaled image at 256x256 I lost pixels at
right, left,
%top and bottom of image
%¥so I did a larger table with zeros there. Now I am going
to lost black
%¥color there
n=44; tuse only evens number greater than 32
temp=n-length (Z) ;
newZ=zeros(n,n) ;
m=temp/2+2; $shift right
n=temp/2+1; $shift up
for j=1:length (Z)
for i=1:length(Z);
newZ(m,n)=2(i,j);
m=m+1;
end
n=n+1;
m=temp/2+2;
end
[C,hl=contourf(newZ’,arg(2)-1);
set (h,’LineStyle’,’none’);
sk ok sk sk ok Kk sk ok kK sk ok kK sk Kk sk K Ok sk K sk ok sk Kk sk sk Kk sk ok Ok sk ok KOk K Kk sk ok Ok sk ok Kok

axis off;

sk ok sk ok ok ok sk ok ok Kk ok ok Kk ok ok sk ok ok Ok sk ok kK sk ok sk ok ok ok ok ok % KOk

$xEliminate not using space—for example the space where
axis were

set (gca, ’Position’, get(gca, ’OuterPosition’) - get(gca, °’
TightInset’) * [-1 0 1 0; 0 -1 0 1; 0 0 1 0; 0 0 O 11);

set (gca, ’Position’,get(gca,’0OuterPosition’));

sk ok sk ok ok Kk ok ok ok sk ok sk sk ok sk ok sk Kk sk ok Kk ok K Kk sk K Ok K K Ok K K kK

G sk sk sk sk sk ok ok KOk kK sk sk sk sk sk ok R KRR KOk ok sk sk sk sk R SRR kK sk ok sk ok ok ok

%xSave last figure as a 256x256 png—We are going to blur
this image

set (gcf,’Position’,[2566 512 256 256]);
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set (gcf, ’PaperPositionMode’, ’auto’);
print (gcf, ’-r0’, ’heightmap.png’, ’-dpng’);
S sk ok sk ok ok K ok sk kK K K oK K KR K KR KR oK K R KK 3K Kk ROk K KOk K KRk R K KOk kK
close (gcf);
S ok sk ok ok K ok sk kK K K oK ok K K K R KK KK R R K KK KK K KK K K K KRR K %
$*Blur Heightmap, using gaussian filter
gaussianFilter=fspecial (’gaussian’,[5 5], 1);
heightmap = imread(’heightmap.png’);
blurredHeightMap = imfilter (heightmap, gaussianFilter);
figure (’ NumberTitle’,’off’,’Name’,’Blurred 256x256
Heightmap’);
axis off;
set (gca, ’Position’, get(gca, ’0OuterPosition’) - get(gca, °’

TightInset’) * [-1 0 1 0; 0 -1 0 1; 0 01 0; 0 O O 11);

set (gca, ’Position’,get(gca,’OuterPosition’));

imshow (blurredHeightMap) ;

set (gcf,’Position’,[256 512 256 256]);

set (gcf, ’PaperPositionMode’, ’auto’);

print (gcf, ’-r0’, ’heightmap.png’, ’-dpng’);

Sk ok ok ok ok ok ok o Kk ok ok ok ok ok ok ok K KOk ok ok ok ok ok ok K Kk ko ok ok ok ok ok ok % ok ok
%end printButton
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