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Yne00vvn onlmon

Ynev0vvn Afjhoon: BePaidve 0Tt gipot ocuyypapEos aung Tng TTULOKNG EPYOL-

olog kot 0TL kéBe fondeta TV omoia glya Yo TNV TpoETOLAGIO TNE, EIVAL TAP®S OV
YVOPIGUEVT] KO AVAQEPETAL GTNV TTVY KT epyacio. Emiong éxm avoaeépet T1g 0moteg
TNYEG amo TIG 0Toieg EKOvaL XpNoM 0ES0UEVAV, OEDV N AEEEMV, EITE AVTEG VOPEPOVTOL
akppag gite mapappacuéves. Eniong Pefaidvm 0Tt avt 1 TTUYI0KT EpYOGIN TPOETOL-
UAOTNKE OO EUEVOL TPOCMTIK( EOTKA Y10l TIG OTALTNGELS TOL TPOYPALUATOS GTOVODV

tov Tunpatog Mnyavikav [Tinpoeopwikng TE tov T.E.I. Kevrpikng Maxkedoviag.



2ovoyn

TompdTaniekTpovika matyvidw elyov ypaetel €&’ olokAnpov o VAo ko (hardware).
ATO TOTE, 01 KAPTES YPOUPIKMV Kot 01 KPOENEEEPYASTEC PEATIOONKAY, dNovpynon-
KOV KOVGOAES QTIOYLEVEG OTOKAEIGTIKA Y10t NAEKTPOVIKA O VIOLaL, LE ELOKA YEPLOTY-
pla To 0Ttoi0. GOV TPOGPEPOLY dLaPopeTIkEG eumelpiec. H dwadikacia avdmruéng Aoyt-
ooV givar akpiPn kot o oyedlacudg yivetonr OA0 Kot mo chvOeTog ko mepimhokog. To
€pya yivovtor OAO Ko TTLO Aot Tk Kot damoavnpd. Anpovpynonke n avéykn yio €vo
epyareio To omoio va mapEyet £va opoloyeveg mepPdAlov yio v avamtuén cbvOetwv
épyov. 'Eva CASE (Computer Aided Software Engineering) tool givon éva Aoyiopuko-
€PYOAELD TO 0010 amAOTOEL TOV KOKAO aVATTTLENG EVOG AOYIGUIKOV. TO TOUEN TOV CYE-
dtao o mayvidldv to mo dradedopévo CASE tool etvar ) unyovn ypaeikdv. Mo pun-
YOVT] YPOPIKOV Elval Lol GoviTa amd ETOVOPNGLLOTOM GO OTTTIKA EpYaAeia TO Omoln
Bpiokovtal o va eviaio mepIPAALOV. XKOTOC TNG TTLYLOKNG Elval va, avayvoploTovV
potifa ko texviKég dnpovpyiog Toyvidldv, MTe vo dnpovpynel éva epyaieio to
omoio va 1o Tpoceyyilel amd VYNAS eninedo pe aPoPECELS Yio EOKOAN LOVTEAOTTOINGT

KOl 0DTOUOITOTTOIN O™ KATA TN OMuovpyia.



Evyaprotieg

H mtroyon pov epyacia givat agpiepopévn otovg yoveic pov Xapdiopmo kot [To-
VaylioTo Kot ToV apeApd pov Koaota yio v otipién Kot Vtopov Toug Kot t otdp-
KELNL TV QOLTNTIKAOV LoV ypdvev. Emiong evyapiotd Oepud tov emPrénovta kabnynm
pov, kvpro Niko ITetalion, yio 6An m Pondeio, kabodnynomn mov Lov TPocEPepe Kot
TN YVOON TOL Hov HeTéEPePE. TELOG evyaploT® TOV Guvepyartn pov Anpo Iaviov ya

TNV EUTEPIN TOV AMEKTNGO LEG® TNG EMAYYEALOTIKNG LOG OTOIOSPOLLIOG.
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Kepdiawo 1

Ewsayoym

YKOmOg XKOTOC TNG TTLYLOKNG Elvan va eEnyNoel o€ LYNAO ENITEDO TN GUVOEST] KO
aAANAeTiOpaon POCIKOV VTOGVGTNUATOV T, OO0 ATOPTILOVY L0 TUTTIKT UNYOVT YPOL-
Qwov, poll pe dtypdppato kot mopadeiypota ypnong tov APL H dopn tov unyovov
YPUPIKOV 0T KATMOTEPA EMIMEdA ival TavOHOLOTLTT. Ot HEYIAES SLOPOPES TOV U)oL
VOV Ypaeikov Bpickovtol oty vAomoinon. [paktucd, ot unyovég ypapik®dv amaptilo-
vtor oo to 0o vrosvoTiuata. TToAld Bipiia £xovv ypaptel ta omoia eotidlovy 610
Ka0g vrocvoTNUA EEXOPLOTA, OTTMC TT.). TNV amddoon (rendering). H mruylakn eotidlet
OGTNV OPYITEKTOVIKT] TMV VITOGLGTNUAT®V, Y10 TO TAG TO, VTOGLGTH AT EIVOL OPYOVE®-
péva, Toleg Aertovpyieg kot potifa emavaloppdvovrol Kotd ™ dnpovpyio worvidloy,
TOLEG E1VOL O1 OTOLTNGELS Y10l TO KAOE LEYAAO VTOGVGTIILO TG UNYOVIE KOl TAOS OPYOL-
VOVETOL £V VTTOGVGTN O YOPIG VAL £XEL OEGUEVGELS LE CLUYKEKPLUEVT] TAATPOPLLO. KO

eEaptoelg amd GALN VTTOGVGTILOTAL.

Yhomoinon H viomoinom yopiletor og 00 peydio puépn.

* Tn BpAobnkn Gem Engine m onoio TepLéyet TIg KOPLEG AELTOVPYIEG KO T VTO-
GLGTNHOTO TO OTTOT0L ATTOPTICOVY TN UNYOVY YPOPIKOV OTT®G £ival, TO GVCTNUA

€1000mV Kot 1 drayeipion oBovov.

* To ypapuod mepifairov g unyoving Gem IDE 10 0mtoio TPOGPEPEL OTTIKY| OVOL-
TOPACTACT) TOV AEIToVpyL®V Tov Gem Engine. Méow tov Gem IDE o ypnotng
UTOPEL VO ATOGPOALATMGEL TO TOLYVIOL Kot Vo TpocHEGeL Asttovpyieg LEG® YpoL-

@KoV TePPEALOVTOC.



H viomoinon a&lomoiei aviikepevootpapn (object-oriented) kou functional teyvikéc,
etvar ypoppévn oe C# Kot katd tnv avamtuén tov Tnyaiov koo Ypnoioroonke
T0 GVOTNHA EAEYYOL avabempnoewv git. O mryaiog kmokag Ppicketor 6to http: //
www.github.com/gmich/gemkototohttp://www.github.com/gmich/

ginet xoumntexkpnpioontovotohttp: //www.github.com/gmich/gem/wiki.

1.1 Aopn ¢ gpyociog

210 TPAOTO KEPAAAL0 YiveTon ETEENYNON TOV EVVOILDOV Kol dOLPOPDV TNG AVATTL-
Eng mayyviowwv (game development) kot Tov oyedtocpod Toyvidiwy (game design) Kot
avAALGN OGS TUTTIKNG OULAdNS AVATTUENG ALY VIOLDV, GTNV OToio amevBvuvETAL TO EP-
YoAelo. 10O EMOUEVO KEPAAOLO YIVETAL AVAALGT TV POGIKOV VTOGLGTNUATMOV KO AEL-
TOVPYLOV TO. oToia Bpickovtol otov mupnva ¢ PipAodnkng, 6Twe n dlayeipion Tov
KOKAOV (NG, TO GVGTNUA E16O0MV Kal 1) dtayeiplon TOP®V Kot Eivor avorykaio yio N
Aertovpyio g unyovne. Katd v avdivon yivetal avagopd 6to TpdfAnua, enicoKo-
TNOT GTNV OPYLTEKTOVIKY] LE OLOYPAUUOTO KO TEPITTMOGELS YPNOELS LEG® Tov APL. 10
TETOPTO KEPAAOLO OVOADETOL TO VTOGVGTNILA SIKTOMONG TG UNYAVIG, TO OTTOT0 EMTPE-
neL TV emkowvovia petald medatmv (clients) péow sockets diktvov (network sockets).
270 TEUTTO KEPAAOLO TOPOVGLALOVTOL TOL VITOGVGTILOTO OTOCPUALATMONG TNG U)oL
VNG pall pe Texvikég eEAEYXOV VYEIOG TOL AOYICUIKOV, TOGO KT TN d1adtkacio dnuovp-
yiog 000 Kot OTIG TEAIKES EKOOGELC. ZTOV EMIAOYO OVOPEPOVTOL Ol TEXVIKES EMEKTUONG

NG UNYXOVTG LE EIGNYNGELS KOl GUUTEPAGLOTAL.

1.2 Epyoieio ko Brpirodnkec

Me v d10yKmon tov BiPAoONKdOV avolkTod AoYIoUIKOD, £Y1ve EDKOAN 1 €0PECT
KOl EVOOUATOOT KOSIKA TPITOV. L 16TOGEMOEG PLAOEEVIOG AOYIGLKOD OVOLKTOU K®-
OO VITAPYOLV OTOOEKTEG KOl TTOALYPNCLUOTOMUEVES AVGELG Y10 TOAAG TTpoPAnpaTo
wote va unv ypetdletal ’va avakaAdyels Tov Tpoyd”. H mtuyiokn ypnotpomotel o1d-
eopa gpyodreio kol BAloOnKeg To omoio ETAVOVY YEVIKA TPOPANLOTA VTTOSOUDY AO-
ywopkov (infrastructural) yuo va pmopel va emikevipwbel og enimeda Tov 0pOPOLYV TOV

topén avamtuéng mayyvidiwy. Ta Bacikd epyareio Ta omoia ypnoipomolel 1) emexteivel
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elvol Ta TopoKATO:

* Monogame BifAoOnkn ywo amddoon (rendering) kot avantuén o€ moALEG TAOT-
@Opueg (cross-platform) n omoia Bpioketar éva eninedo TAVM Amd TOLG 00MYOVG

(drivers) ¢ képTag YPAPIKAOV.

» SDL Simple DirectMedia Layer pia Bipitodnikn yuo avémntoén o€ moAAég That-
@Opueg (cross-platform development library) n omoia ypnoiponoteital yio to G-

OTNLO YOV KO E1GOS0V.
* TPL Ac¥yypova mpdtuma Y10 TouTtdYPOVO KoL TOPAAANAO TPOYPOULOTIGHO.

 Lidgren Apaipeon yia sockets diktHov (network sockets). Xpnotpomnotgiton amd

TO VTOGVOTN O SIKTHMOTG.

* Castle Proxy BiAo0nKn yia tpononoinomn kmowa og yapmAdtepo enimedo Common

Intermediate Language.

» Farseer BipAoOnkn mpocopoimong euoikod KOGHov. XpnolHonoleitoal amd 1o

VTOGVOTN O PUGTKNG KOl EVIOMIGLOD GUYKPOVGEMV.

» Autofac Inversion of Control. To kéfe vTocHGTNHA INUOGIEVEL TIC APAUPETELS
ToV péoa amd To container. XpNGUYLOTOLEITOL Y10 GKOTOVG EMEKTAGIUOTNTOG TV
VAOTOMGE®VY, OUAOOTOINONG AEITOVPYLDV, SVVOUIKNG OALOYNC CUUTEPIPOPDOV

KOLL Y10, TNV €0PECT) £EQPTNOEWV.

* NLog Logger. H mposmireypuévn BAo01kn 610 vmocHotn o 10y VOGTIKOV Yo

onuocievon unvopdtoy.

* Glsl Shaders. OpenGL Shading Language n onoia ypnoiponoteiton katevdeiov
otov aywyo (pipeline) g kdptog ypapikmv. Xpnoomoteitot yio koA enidoon
o1 odkacia okioong, otig avakAdoels, epé (effects) kot oe voOLoyioHOVE OL

omoiot eivot TOAD evtatiKol yio Tov emeEepyaoT.

* MEF Managent Extensibility Framework. BifAo61kn ywo dnpovpyia Aoyioput-
KOV HE OuvatdTNTES SVVOUIKTG €MEKTAONG Ko Olayeiptong plugins. Xpnoyto-
moteital yo vo Bpiokel ko vo poptdvel Ta plugins tov mepiBdAiovtog ovamT-

&ne.
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* WPF Windows Presentation Foundation. Xpnoipomoteitot yio tn dnpovpyio tov

YPaPKoV TEPIPAALOVTOG TOV TTEPIPAAAovVTOg avantuéng Gem IDE.
* Roslyn C# compiler avorytod kddwka pe dvvatdtnta scripting.
* Rx Observable streams yia mpoypappaticid 0dnyoOUEVO amd GLUPAVTOL.

* Caliburn Model-view—viewmodel yio WPF. To MVVM o6wywpilet to ypapiko

TePPAAAOV amd TN AOYIKT EVIUEPMONG TOV.

* Moq Xpnopomoteital yio Snpovpyio YeLTIK®V AVTIKEILEVOV [LE TPOTOTOUCIUN

CLUTEPLPOPA Y10 DOKILLES,.

* MsTest Epyaieio dokipmv povadag (unit tests) Baciopévo og 1oyvpiopots (assertions).

* VS 2015 Ultimate OAokAnpopévo mepBAAlov avaTTLENG Y10 AOYICUIKO [E EV-

copatopévo C# profiler yio avaivon Tov emddcewv Kot EmBedpM oM TG KOoTa-

VOUNG Hvipng.

1.3 Teyvikéc viomoinong

H vAomoinom Paciotmke avompd e SOLID principles. Ot kAdcelg dev Exovv
eEoptnoelg o vAomomoaelg Kot givot immutable, SnAadn PeTA TN dnpovpYia TOLg dEV
pmopel va aALAEEL 1| E0TEPIKN TOVS Katdotaon (internal state), yio amo@uyn ovemfv-
untov cvureprpopov. To API givon declarative, fluent ko Baciopévo oe apapéoetg

LE EVKOAO TPOTTOTOMGIUN GLYKPOTNON AdY® inversion of control.

1.4 Epyoieio avartoéne Loyiopikov pe tn fondera vmo-
AoyroT)

H dwdikasio avantuéng Aoyiopkov gival akpipn kot o oyedtacpdg yivetar 6A0
Kot o ovvOetog kat mepimlokog. Ta Epya yivovtor OAO KO TO ATOLTTIKG Ko SOToL-
vnpa. Anpovpyndnke n avaykn yio €vo pyareio To omoio va TapExEL £VO OLOLOYEVES

neptPaAlov yia v avantuén ovvietov épywv. Eva CASE (Computer Aided Software
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Engineering) tool ivat éva Aoyiopikd-pyareio To omoio amAlonolel Tov KOKAO avAmTL-
&ng evoc Aoyopkov. Ta Case Tools yivovtar 6Ao Kot o dnpo@in, Adym tng Pertin-
ONG TOV SVVATOTITOV KOl TG AEITOVPYIKOTNTOS GTNV AVATTLEN TNG TOLOTNTAG TOV AO-
yicukoV. H dwdikacio avdmtuéng avtopatonoteital, kot cvvioviletat. To Aoyiopuko

GUVINPELTOL KO OVOADETOL EDKOAQL.

1.4.1 Kowég Aertovpyieg

H vteteppviotikn oplofétmon tov Asttovpytdv evog case tool dev umopei va yivet
yloti o1 Aettovpyieg S1apEPOVY avAAOYQ LE TOV GKOTO xpnonc. Ot Aettovpyieg ot omoieg

ETaVOAQUPAvovVTaL EIval 01 TOPAKATO:
* Anovpyio pong 0£00UEVEOV KO LOVTEAWDYV OVIOTHTMOV.
* Kabiépwon g oxéong petacd amaitioemy Kot TpoTOTMV.
* Avantoén 1ov oyedacov g VYNAS eminedo.
* Avamtuén AE1TovpyIK®V Kot SL0OIKOGTIKMOV TEPTYPUPDV

* Avantuén mepumtdoemv SoKIUMOV (test cases).

1.4.2 ITheovekTpota TS YP1ONS TOV EPYUAEIOV

H avéntuén Aoyopod pe CASE tools €xet moAld mieovextuata. H gykatd-
oT0oM TOL givar ypryopn kot e€otkovopeital Ypodvog HEL®dVOVTOS TOV YPOVO GTOV TPO-
YPOUUOTIGUO Kot TIG OOKIUES, 0OV TOAAEG AELTOVPYIES EIVOL VTOUOTOTOMUEVES. Y TTALp-
YEL M OLVOATOTNTO OTTIKOTOINGNG TOV KMOOWKO KOl TNG PON OEOOUEVODV Y10, KAAVTEPT
Katavonon kot EAEyyov tov Aoywopkov. To epyodeio avarapfavel yio mv BéAtio
YPNOT TOV SOESHOV TOPOV, 0VTOG AGTE N OUAdN OVATTVENG VO ETIKEVTP®OEL GTOV
TopNvo. TG €approyns tovg. H avdivon, n avantoén kot o oyedacpudc yivovtal pe
eviaieg puebodoroyieg kot n teKunpiwon dnUovpyeiTol Kot TPOTOTOIEITOL ALTOUOTA.
[ToALG epyaireio mepiéyovv eEoymyn TV dedopévev og YVOOTEG popeés (well known
formats) ylo peTopopd TANPOPOPLOV AVAUESH GE d1dpopa epyareio. Xe pua Propunyo-

via, OOV 0 YPOVOGC EIVOIL AGPVKTIKOG, O1 AToLTHOEL OAAALOVY GUVEYELN KOl 01 EKOOGELS
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AOYIGLUK®V YivovTal OAO Kol O GLYVES, 1 GVTOUATOTOINGT TOV SPOPOV dPUCTN-
PLOTNTOV TOV JAOIKAGIOV avATTUENG Kot Oloyelptong Tov GLGTNUATOG ALEAVEL TV

TOPAYOYIKOTNTA TS OUA0S AVATTVUENC.

1.4.3 XopoxkTnprotikd £vog KooV gPpyaieiov
‘Eva case tool Bewpeitar Kadd Kot xproULo oV EYEL TO TAPUKAT® YOPUKTNPIOTIKA:
* Tvromompuévn peBodoroyia xpnoLoToOLOVTOG TEXVIKEG povTeAoToinong dmwg UML.

* Flexibility (eveh&in): To epyodeio TPEMEL VO TPOGPEPEL GTOV YPNGTN TN SLVATO-

NTO VO, EMAEYEL TOLOL EPYOAELR VOL YPT|CLULOTTOCEL.

* Strong integration (1oyvpn €viaén): to epyadeio mpémel vo vrootnpilel Oha o
ot1dola avamtuEng. Otav yivetal po aAloyn, to otdolo ta omoio exnpedlovion

TPETEL VO TPOTOTOLOVVTOL KOTAAANACL.
* Evooudtmon pe epyareio eréyyov.

* Reverse-engineering (avtiocTpopn pnyaviky): SuvatdTNTo ONHOVPYING KOIK

amd dedopéval.
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Kepdiaro 2

AVATTTUEN NAEKTPOVIKOV TALYVIOLOV

Avéntoén niektpovik®v maryviowwv (game development) ovopdlovpe  drodiko-
olo ¢ dnuovpyiog evog maryvioov. H opdoa avarntuéng propel va kopaiveton amd

éva ATOpO UEYPL oL LeYGAN emyeipnon).

2.0.4 Iotopui) avodopom)

H 1otopia tov Brvteoraryviduov, apyilel ota téAn g dekaetiog tov *40. TIpog
T T€AN Tov 50 ko oto péca Tov “60, otnv Apepikn, apyilovv va pmaivovv oTny Ko-
Onuepvn (on o1 VTOAOYIGTEG, Yo TNV aKpiPela, ol KEVTPIKOl VTOAOYIOTEG. AT exeivn
™V mEPiodo, Ta Prvreomaryvidta Ekavay TNV ELPAVICT] TOVS, OTIC KOVGOAES, 6T QAiTEp,
OTOVG VITOAOYIOTEG, OAAG KOl OTIG POPNTEG KOVGOAEC. ATO TOTE M dnuovpyia Toyvi-
SV €xel yryavtmBel xovtog éva TepAoTIO KOUUATL TG Ty KOG oG otkovopiag. [TAéov
0 OVTOYWVIGUOG eival TepAoTIog, T Prvteomartyvidlo KUKAOPOPOHV e TOAD YP1YOPO

pLOUO, Y10 S16.9p0pEG KOVGOAES, e TOAD ATOLTNTIKA YPOPIKAL.

2.1 Avantoén roayviorov

H avantoén moayyvidimv teptlapPével ToAAEG EEEIOTKEVUEVEG EIOIKOTNTES, O1 OTOIES

TOPEYOLV L UNYOVT] YPOPIKDV.
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2.1.1 Mnyovéc YpoQiKOV

210 Topén TOL GYESUGLOV o VIOLDV To 7o dtadedopuévo CASE tool elvar ) pun-
YoV YPAQIK®V. Mia pumyovr] YpoeiKov givaol pio. covita amd EmovoypnCLLOTOGLLL
onTkd epyareia, Ta omoia Ppickovtar o€ éva eviaio mepiaiiov. H kevipikn| Agttovp-
YO TO 1| OTOiaL TOPEYETAL TEPIAAUPAVEL TN POTONTOS0CT| GE TPOYLOTKO YpOVO (real
time rendering), Tn Unyovn QLGIKNG KOt EVIOTIGHO cuykpovcewv (physics and collision
detection), to scripting, To animation, Tnv texvnty vonuoovvn (Artificial Intelligence),
™ diktdwon (networking), Tov mapaiiniioud evepyeldv (multitasking), Tnv drayeipion
LUVAUNG Kot ToV Ypapo oknvig (scene graph). H avantuén tov moyvidudv pécm oG pn-
YOVIG YPOPIKDOV YIVETOL EDKOAQ, YPTYOPO KOl 001 YOVLEVT] 0md dedopéva (data driven),
00TMG MGTE 01 SNUIOVPYOT TOLYVIILDV VoL EXOVV TNV EVYEPELDL VO, ETKEVTPMDVOVTOL GTIG
AEMTOUEPELES TOV TOLYVIOLOV TOVG. Ot punyavég avamtHcsovTal omd OpddEg TOL AmaPTi-
Covton Oyl LOVO Ao TPOYPOUUOTIOTES, OAAG KO 0md LoBMUaTIKoVG, eLGkovs kKA. H
K60g vroopdda eoTidlel o€ Eva GVYKEKPIUEVO VTocLoT . [l Tapadetypa ot puoikol
0oYOAOVVTAL E TOV EVIOTIGUO GLYKPOVGEWMV, EVA Ol UPYLITEKTOVES AOYICUIKOV 0G)O-
AOUVTOL e TN GVVOEST Kol OAANAETIOPAOT) T®V VTOGLGTNUATOV GE VYNAO eminmedo,

YOPIC VO TOVG OTAGYOAOVV 01 AETTOUEPELEG DAOTTOIN GG TOV KAOE VTOGLGTHUATOC.

2.1.2 Treivor puo pnyovin ypo@eiKov

H mpotn avapopd ce unyoavn ypaeikov £ytve ota péca s dekaetiog Tov 90 ko
avaPePOTAY 6TO dNUOPIAEG TTaryvidt Doom, Tov omoiov 1 apyrtekTovikn dtoydpile To
Baocikd cuoTipaTe TOV TALVIOL, OTmG TN anddoon (rendering system), TOV €VTOmL-
ouo ovykpovoewv (collision detection system), To vrocvoTa NYov (audio system),
10 VooV dtyeiptong Topwv (resource management system) kKAm. H a&io avtod
TOV JLOY®PIGHOV EKTIUNONKE 0o TNV KOWVOTNTO OTAV 01 TPOYPAUHATIOTES Eekivnoay
VO TOVAGVE AOELES Y10l TO AOYIGLUKO KO ETLOVOYPTCLUOTOI0VGOV EPYOAELD TPONYOULLE-
VoV oy vidiov e dnuovpyia véwv assets. Mikpdtepa 6TOOVIIO TPOTOTOOVGOV EK-
d00Elg VITAPYOVTOV TTa VOOV ypnoonowdvtag to SDK. TToAAd maryvidwa ypdetn-
KOV LE GKOTO TNV emovorypnoiponoinon kodika kot modding. [ToAAEG punyavég, OTmg
N unyxovn tov Quake III, ypaetnkav pe Tpdmo MOTE Vo ivail EDKOAN TPOCUPUOGIUES

YPNOYLOTOIDOVTOG SCripting Kol e GKOTO TNV EUTOPEVLOTONOINGCT HECH AOELOOTNONG
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(licensing). H dtoywpiotikn ypopuun Hetald Tov moyvidlon Ko TG Unyovig 0gv umopet
va optotel pe axpifeta. TToAAEG pnyovég umopel vo TePLEYOVY GUYKEKPLUEVA LEPT), TOV
apOPOVY GLYKEKPIUEVT Aettovpyia Tov aryvidov. H peydin swapopd ivor n odnyov-
pevn amd dedopéva apyrtektovikn (data-driven architecture) dmov ot kavdveg kot To
otoryeia dgv givarl oxkAnpd kmokomompéva (hard coded), aidd dwafalovion and eEw-
TepKO apyeio. Ta yopakTnploTiKa Kot To Opla. TV unyavav opilovrot ovaloyo LLE TO
€100¢G TOV oY V1O100 6TO 0Toi0 M UV €0TIACEL Kot pe BAoT TIg TAATPOPLES KO TIG
KAPTEG YPAPIKAOV OTIG 0moiec mpoopiletan n avantvén. I'a mapdderypo 1 OpenGL ES
n onoio ypnoonoteiton amd o Kivita givor vtosvvoro ™ OpenGL kot dev vTooTN-

piler OAeg T1g Aertovpyieg g OpenGL [1].

2.1.3 Tworti vo (pnoLHomTomcEl KAToL0g Unyav] YPoPIKOV;

H apaipeon navta fonbovoe tov ykEPaLo va AEITOVPYNGEL KAADTEPO KO VOL KOL-
TAVONGEL OAAMNAETIOPACELS PETAED CLOTNUATOV Kol TEPITAOKES EVVOleG. Ot punyovEg
YPOUPIK®OV OTOAAGCCOVV TOVS YPOUPIGTEG KOl TOLG TPOYPOUUOTIOTES OO TIC TEXVIKES
Aemtopépeteg, kot €oTalovy otV awohnTik) Kot oto gameplay. Emiong pe v amo-
GUVOECT] TV GUOTNUATOV EXOVUE TLO TPOPAEYIUN CLUTEPLPOPD, EXEKTACIUOTT TOV

VTOGVOTNUATOV MG VITOCLOTHLOTO Kol E0KOAN dokipaoTikotnTo (testability).

2.1.4 Aopn pog pnyovig YpoQtKoOV

H povtehomoinom g S0UNG TV INyovVeY YPOEIK®Y GE OPUIPETIKO EMMESO givat
TAVOUOLOTUTY, dtopEPEL OPMG 1 VAomoinot. H doun Eekivd va dtapoponoteitol oto
VYNAOTEPQ EMITEDQ, TOL OTTOI0 VAOTOLOVVTOL LE GTOYO TO GYEIOCUO GLYKEKPIUEVOL Ei-

S0V ToYVIOIDV. Mol TUTTIKT PnYavi YPOEIK®V Ttopovctaletal otny eikova 2.1 [8].

Emokonnon emmrédov g pnyoviis YpoPIK®Ov

Yhopkoé To viouikd (hardware) avtimpocwnedel To VAMkO oto omoio Oa tpé€et 10

Ty viol, SNAadN TOV VITOAOYIGTH 1) TNV KOVGOAQ.

Odonyoi Oroodmyot (drivers) diayerpilovtat Tovg TOPOLS TOL VAIKOV Kol TOL AELTOVPYL-
KOV Ko TopEYOVV £va, KABOAKO TPOTOKOALO ETKOVOVING LETOED TV S10POp®V

TOPOALAYDV.
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Game-Specific Rendering Player Mechanics Game Cameras Al
State Machine & Camera-Relative . Scripted/Animated Goals & Decision- Actions
i, Animation Controls (HID) (k] G Cameras Making (Engine Interface)
o A Water Simulation i 4 Player-Follow Debug Fly- Sight Traces & o "
Terrain Rendering & Rendering Collision Manifold Movement S it G Perception Path Finding (A*)
Front End ‘ ml
Heads-Up Display || Full-Motion Video In-Game Cinematics High-Level Game Flow System/FSM
(FMV) (IGC)
In-Game GUI In-Game Menus Wrapp'ar:dleAttract Scripting System
Static World Dynamic Game Real-Time Agent- Event/Messaging World Loading /
Visual Effects Elements Object Model Based Simulation System Streaming
Light Mapping & . PRT Lighting, Hierarchical
Dynamic Shadows ARt Subsurf. Scatter ( Online Multiplayer Audio
Particle & Decal Environment Match-Making &
Systems fostEliocs Mapping Game Mgmt. DSP/Effects
Object Authority ,
Scene Graph / Culling Optimizations Policy SDjfudlolModel
Spatial Hash (BSP o Game State Audio Playback /
Occlusion & PVS LOD System udio Playbacl
Tree, kd-Tree, ...) Y’ Replication Management
S
Low-Level Renderer ing & Debugging Collision & Physics Human Interface
Devices (HID)
Materials & Static & Dynamic Recording & Forces & Ray/Shape
Shaders Lighting CEmEED jeacélionts Playback Constraints Casting (Queries)
T I
Primitive Viewports & Texture and Debug Drawing Memory & e . Game-Specific
Submission Virtual Screens Surface Mgmt. (Lines etc.) Performance Stats RucEades (PR iTS Interface
. . In-Game Menus Shapes/ Physics/Collision Physical Device
il o (e or Console Collidables World o
Resources (Game Assets)
3D Model Texture Material Font Skeleton Collision Physics Game _—
Resource Resource Resource Resource Resource Resource Parameters World/Map g
Resource Manager
Core Systems
Module Start-Up . ; i 2 ’ Strings and Debug Printing Localization £
and Shut-Down Assertions Unit Testing Memory Allocation Math Library Hashed String Ids and Logging Seroes Movie Player
Parsers (CSV, Profiling / Stats Engine Config Random Number Curves & RTTI / Reflection Object Handles / Asynchronous Memory Card I/O
XML, etc.) Gathering (INI files etc.) Generator Surfaces Library & Serialization Unique Ids File /O (Older Consoles)
Platform Independence Layer
o Atomic Data Collections and . Network Transport i . 5 . Graphics Physics/Coll.
Platform Detection Types leatine File System Layer (UDP/TCP) Hi-Res Timer Threading Library Wrappers Wrapper
31 Party SDKs
DirectX, OpenGL, Havok, PhysX, Granny, Havok "
libgem, Edge, etc, ODE etc. Boost++ STL / STLPort Kynapse TR, G, Euphoria efc.

Avdypoppa 2.1: TomiKY| 0pYLITEKTOVIKE UNYOVIG YPOPIK®Y
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Agrrovpyiko Xooetnuoe. To Ae1tovpytkd cOGTNO EIVOL O EVOPYNOTPMOTNG TMV TPOYPOLL-
patwv. Katavépet to ypdvo petald tmv mopmv Tov DAKOD KOl TV TPOYPOUULI-
TOV KO TOPAAANAILEL TNV EKTEAECT] TOV TPOYPOUUATOV. XTIC KOVGOAES TO AEL-
TOVPYIKO TOULEL TVTTIKO POAO, QPOV TO AOYIGUIKO (TTouyvidla) Exel oyeddv TANPN
Eleyyo tov VAIKoV. [TAéov UG OTIg GUYYPOVES KOVOOAES KOl GTOL AELTOVPYIKEL
ocvotuata 6nwg Microsoft Windows, kavéva tpdypappa dev £xel mAnpn EAeyyo,
apOL TO AEITOLPYIKO UITOPEL VoL LOPOGTEL TOPOLG TOV GLUGTNIATOG LE TO TPEXOV

AOYIGLUKO Y10 VO ELPOVIGEL Y10, TOPAOEY O KATOL0 UAVOLLOL.

Third party SDKs and Middleware [ToAAég popégypnoyonotovvrot BifAtodnkeg avad-
TTVENG AOYIGUIKOV TPITMV, 01 OTOIEG YPAPTNKAV OO TV KOWVOTNTO Kot AHVOLV
Kowd mpoPAnpata. Xuyvo mapddetypa eivar n xpnon Paobnkadv yio dopég de-

dopévav, n yia amddoo (rendering).

Evtomopnoég cuykpovoemv Eviomiopdc cuykpohoemy Kot SUVOLIKT GKOUTTOL GO0
t0¢ (rigid-body dynamics) dniaodn to TdOG £va CLGTNUA LE SLUCVLVOIESEUEVO GO-

LOTO OVTIOPA OTOV TOV AoKOLVTOL EEMTEPTIKES OVVALELS.

Avegaptnoia that@oppog TToAld moaryvidla kadobvtal va TpEEOVLY GE TEPIGGOTEPES
a6 pio mAotedpues. Xto eninedo aveEaptnoiog mAatedppoag (platform independence
layer) o1 evToA£G TOL AELTOVPYIKOD GLGTHLLATOG KOl LALKOV evOLAakdvovTal (encapsulated)

v vo. umopotv vo aAAGEOLY avaAioya pe TO TEPBAALOV OVATTUENG.

Yvotipoate Hopnve KdéBe peydro ko ovvleto mpdypappo ypetdleton kdmoleg Pi-

BAoOnkeg yevikng ypnong. Kamoteg amd avtég etvar:

Ioyvpropoi Ioyvpiopovg (assertions) ovopdlovLE TO KOUUATIO KOSTKOL, TO, OO0,
EALEYYOLV TIG VTTOOEGELG TOL TPOYPOALLOTIOTY, Y10l TO TMG TPEMEL VOL EKTEAE-
o1el 1 ovvapton. O KOINKAG AVTOC APOIPEITAL OTIG TEMKEG EKOOGELS, 0UPpOD

TEPAGEL 1) TEPTI000G OOKILMDV.

Awygipron pviung Xto cvotnua dayeiptong pvnung (memory management)
yivetat EAeyx0g TG LVNUNG Yo amoeuyn Opvppaticpot (fragmentation) ko
ouvOnkeg un dabéoung pviung (out of memory).

Bipio0nkn pednpoatik@v H Bipriodnn podnpoatikov tepiéyet pabnpotcd,
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T omoia PelalovTal GTIC TPOCOUOLDCELS TPOYUATIKOD XpOVOL, OTMG Etval

T0. S1VOGHLOTAL, O TIVOKES, 1) YEOUETPIOL KATT.

Awygipron mopov To vmocvotua doyeipiong Tépwv (resource management) oGyo-
Aetton pe ) dlayeipton TV TOP®V TOL TOLYVIO0V, OTMG TOL LOVTELQ, TO. textures,

0 KOGLOG, Ol YAPTEG KAT.

Mnyovi ar6doong H pnyovi amddoong (rendering engine) givot To wo cOVOETO KO-
WATL TNG UNYOVIG, TO 0010 £lvar LTELOVVO Y10l TNV OVATOPAGTACT] TOV TALYVIOLOV

otV 000vn.

Am6d0on younrov emmédov H anddoon younrot emmédov (low-level renderer) eotid-

Cel otV BEATIGTOMOINOT TOV TPOTOYEVOV YEMUETPIKDOV GYNUATOV.

I'pagog oxknviig O ypdopog oxknvig (scene graph) kabopilel mola avtikeipeva Tpémet
va amodofovv (render) amd ) punyovn anddoong (rendering engine), xpnoLLo-

TOLOVTOG aAyYOP1OUOVE avAAOYQ LLE TO HEYEDOC Kal TO €100 TOL TOLYVIOLOV.

Ontikd e@é To ontikd @€ (visual effects) amotelovvrol amd T0 GHOTNUA COUATIOIOV
(particle system), tn yaptoypdonon emtoc (light mapping), T SLVOLUKES OKIEC

(dynamic shadows), 1o anti-aliasing KA.

Front End Front end ovopdletot 1o eninedo emkowvmviog pte To moyvidt, Ommg to pe-

VoL, 1] KOVGOAQ, TO. pop-ups Tapdbupo KAT.

Profiling and Debugging H nowdmta g anddoong tov maryvidiov givor mold kpi-
o). ['a va yivel Bedtiotomoinomn g amoddoong, xperdlovtal epyoreio ovaAvong

TOV VAIKOD GTO OTOT0 TPEYEL TO T VIOl LUE OTTIKN AVOTOPAGTOO.

ZOOTNHO GVYKPOUGEMV Kol puokils H puokr| kot o1 cuykpovoelg (physics and collision)

elval oTeEVA CLVOESENEVES Y10TL 01 GUYKPOVGELS EMAVOVTOL LE KOVOVEG PUGTKTG.

Animation Animation givai 1 toeio Tpoforn pag oelpdc amd woOveg (016010GTATNG
N Tprodidototng pakétag) 1 0écemv evog LOVTELOL, £TG1 MOTE va, dNUIovpYEiTal

N vevdaicHnon g Kivnonge.
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Yvokevég avlpamvig demapi)g O1cvokevic avOpomivng diemapnc (human interface
devices) elvar BiAtodnKes yio Edeyyo TV onudtov ond To TANKTPOAOY10, TO TO-
VTiK1, TO XEPIGTIPLO, TO OTOT0 YPNCIULOTOLEL O XPNOTNG Y10 VO ETIKOIVMVY|GEL [UE
10 oy viol. Emiong moAAEG popEg xpNOUOTOI0VVTAL Y10 VO ETIKOIVOVIGEL TO TTOLL-

xVvidL pe To ¥pNoTr, OT®G N SOVNON GTO XEPIGTNPIO.

"Hyog To cvotnua dtoyeipiong Nyov £xel ToAAEG duvatotnTe. MTopel va xpnoiponot-
NOel Y10 TPIEIACTATY AVOTAPAGTAGT) TOV YOV, Y10 VO dMGEL TNV aicOnon tov

BaBovg kat TG amdGTOGNS GTOV XPNOTN.

AwTOvmon XvviBoug £vag xpnotg mailel HOvog Tov o€ €va €1KovikO koopo. TToAlég

POPEG OIS AALOL XPNOTEG CLVOEOVTOL GE OVTO TOV KOGHO pécw online multilayer.

Gameplay Foundation Systems Xto gameplay foundation system opilovtat ot kavo-

VEG TOV EIKOVIKOV KOGLOV, 01 0Tt0{01 0pltofeTOVV TIC OLVATOTNTES TOL TTALYTY.

Game Worlds and Object Models H avamoapdotocn 1ov KOGLOL LE AVTIKEEVOGTPOPT
tpomo (game object model) mepriapPdvel To otaticd background, ) dvvopkn
otepeddv copdtov (dynamic rigid bodies), Tovg maiyteg (player characters), toug

non-player characters, to OTAd, T0 OYNLOTO, TOV QOTIGUS, TIC KAUEPES KAT.

Xvotnpa copfavrov To cvotpa cvpPaviov (event system) gival To cHGTUA TO
OTO10 EMTPEMEL TNV EMKOWVOVIOL TOV HOVTEAOV OVTIKELLEVOL TToy VIOV (game

object model) pe Tov eavtd TOUL.

Scripting System To scripting ce pio. unyovn ypoeIK®VY, ETTOYVVEL TV OVATTUEN

yoti TEPLEYXEL YPNOLUES, CLYVES KO ETOUEG TPOG EKTEALECT] EVTOAEC.

Teyvnty vonuoosvvny H teyvnt vonpoovvn (artificial intelligence) mepihapfavet to-
KA patterns vonpocsvuvng, 0nwme Ty mAonynon (navigation), tnv €bpeom dtadpo-
ung (path finding), T duvapkn amoeuyn avtikewévov (dynamic object avoidance)

KAT.

Game Specific Subsystems Game specific subsystems ovopdlovpe To GuoTHHOTA TO
omoia Bpiokovion o€ o YNAG EMITESQ QIO TN UNYAVT] YPAPIKDOV KO ApOPOVY TO

Ty viol To 0moio avamTOGGETAL.
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Tools and Asset Pipeline ‘Ola to wayvidw ypetdlovror ToAAL dEO0UEVA Y10 VOL OLVOL-
TOPACTHCOVV TOV EIKOVIKO KOGHO, OGS T d1opdpewon (configuration), ta scripts,
T TPLodLIGTATO LOVTEA KAT. O unyavég mpénet va givar og 0éom va eme&epyalo-
VIO GUYKEKPLUEVOD TOTTOV dEG0UEVA TOL OTTOL0L EEAYOVTOL TG ONUOPIAT TPOYPALL-

pota dSnmuovpylag ynetakov mepieyopnévov ( digital content creation programs).

Bdon dcdopévov mopov H Bdaon dedopévov mopwv (resource database) vAomotet te-
YVIKES ovalTnong Kot amofkevLong TV TOPOV TOL IOy VidoD. Xpnoionoton-

vtot amd vapyovoeg Pdoetg dedopévav, uéxpt XML apyeia.

2.2 Xyedu0opn0g O VIOLDV

Yyedtacud moryvidiov (game design) ovopdlovUE TOV GYESIOGUO KOL TV EQOP-
LOYN TEYVIKOV 0oONTIKNG 0T dnpiovpyio vOg Toyvidlov pe okomd T SleukOAvVeo
™G aAANAETOpaonS HETOED TV ToUKTOV. Ot UNYaveg YPAPIK®V YPTGLULOTOI0VVTOL
Y00 GKOTTOVG OMpiovpyiag waryviduwv (game design). Ot oyedlaotég moryvioldy (game
designers) oyedtalovv 10 TG Oa ivat To oy vidl Ywpig va TOVS OTAGYOAOVY 01 TEXVIKEG

Aentopépetec. Elvar vtevbuvor yua:
* Ta gpyaieio Kot pnyovicpovs HECH 6TO oLy vVidl
* Tnv avantuén Kavoévev
* Tnv 1otopia kot TAOKN
* Tnv otpatnyikn Kot TV TOXOOTN T

Onwg kot To game engineering, to game design yopiletol 6 vIOKATYOPieg Kot
texvikéc. Ot katnyopieg avtég dapépovy avaroya e To péyehog g opadag Kot to

mayviol To omoio oyedidleTan.

2.2.1 Movtéio MDA

Y10 poviého MDA o oyedraoidg moyvidrdv yopiletor otn pnyovikn (mechanics),

duvapukn (dynamics) kot oioOntikn (aesthetics). [14].
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Mnyavikqy Mnyavikr ovopdlovpe Ta 0169popo GLOTATIKA EVOG TALYVIOLOV, GTO ETITESO

aAyopiBumv Kot TG avaTapicTUGTC.

Avvopikn Avvopikn etvon 1 copmepipopd twv mechanics katd Tov povo EKTELEOTC,
AVTIOPAOVTOG OTIG EL6OJ0VE Kot ££600VG TOV GUGTHUATOS LLE TNV TAPOAO TOV YPO-

VoL

AweOnTikny AwoOntikn ovopdlovpe T1g emBuUNTEG CLVOICONUATIKEG OVTIOPACELS TIG

omoieg TPOKAAEL | GLOKEVT AVATOPAYWYNG OTOV CAANAETIOPE PE TOV oy TN.

2.2.2 Tlog opiletor Eva maryvior

Altucntikd o kabévog pmopel va Egxmpioet Tt lval €va Touyvidl OTMS TO OKAKL
KO 1) LOVOTOAT. X1 Bewpla mayvididv, Eva maryviol eivor éva chvoro Tapaydviwmv ot
omoiot Opovv BAoT GTPATNYIKAOV KOl TEYVIKAOV, LLE GTOYO VO, LEYIGTOTOCOLV T KEPON
HEGO GTOV EIKOVIKO KOGHO, UEGH GE VO, TAAICI0 KOAL OPIGUEVMV KOVOVMOV.

O Raph Koster oto fifAio Tov a Theory of Fun for Game Design [10], opilet to mot-
YVidL ©G (ol S100pacTIKY EUTELPTa, ) OO0 TOPEYEL GTOV YPNOTI LK TPOKANTIKY GEPA
and mpoTuma (patterns) ta omoia pobaiverl ko otnv teMk e€edikevetot. loyvpileton
OTL 1 eKpdOnon kot eEgldikevon Ppiokovtal otnv kapdld tov T Bewpeitor draokedo-
oTK0, OGS £va Aoyomaiyvio YiveTal aoTelo T GTLYUN TTOL 0 £YKEPAAOG avTIAN Ol TO
TPOTLTO.

1o BiPArio The Grasshopper tov Bernand Suits [15]. kaOnynm ¢iiocoeiog oto
mavemotHo Tov Waterloo, dSnAmvel 6t ’éva mayvidt eivar n eBedovtikn tpootadeia
va Eenepactodv mepirtd epundon”’. O Tracy Fullerton oto Pifdio tov Game Design
Workshop [5] opilet éva moryvior og “éva kKAE1GTH, COGTNHA TOL OEGUEVEL TOVG O~
KTeC o€ €vol dounuévo mePIPAAAov cOYKPOVON G Kol EMAVEL TNV afefotdtnTd Tov pe
éva dvico amotélecpa. Ot opiopol elvar emnpeacpévol amd 1o mepPAlov Kot Tig Tpo-

0éoe1c TV GLYYPAPEDY, Elvol OU®G COGTOL [IE TO d1KO TOVG TPOTO.

2.3  Aopn puog TVmTIKNG OPEO0S avATTUENS TULYVIOL®DV

[Tpwv amd v avdAivon g doung g unyovngs, Ba yiver avdivon g Sopng g

ouadag n oroia Ba ypnoomotel T pnyovn, Yo va avartuyfodv ctoyevpéva epyaieio
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vl T0 KéOe TPOPANLA TG KAOE LITOONAdAG.

Mnyavikoi Ot punyavikoi oyed1dlovv Kot VAOTOI00V TO AOYIGUIKO TOL TTotyVidton Kot
T epyoieia Ta oToio ¥PNOIUOTOI0VVTOL Yo TNV avATTLEN Tov. Ot 600 peYdAES KOTN-

yopieg unyovik®v gtvot ot

Runtime programmers Ot runtime programmers o.GYOAOVUVTOL LE TN U0V Kol TO

oy vioL.

poypappatietéic gpyoreiov Ot TpoypoplaTIoTéS epyaleiy Ypdpovy epyaleia To

0mOo10 L TOHOTOTOLOVV KOl EVKOAVVOLV 1| d1adikacior avamTTuéng.

Ot punyovikol éyovv gite kdmola £1OIKOTNTA, Y10 TOPAOELYLO EWOKOTNTO GTN TEXVNTI
vonpoouvn, gite givor generalists, dnAadn Katéyovv amd OAa Ta GToLYElN KOl UTOPOLV

v ADGOVV TPOPBANLLOTO. TTOV TPOKVITTOVY KT TN SLAPKELN OVATTUENG.

Koltéyveg Ot kolhtéyvec (artists) mapdyovv OAO TO OTTIKOOKOVGTIKO KOUUATL TOV
ToLVIoLoL, T0 0moio ivar foctkd KOUUATL Yo TO YOPAKTHPO TOL Toyviolov. Xwpilo-

vtot oTig €ENG Katnyopieg

Concept artists Ot concept artists oyedidlovv okitoa Kot TiVOKeS TO OTTOi0 TAPEYOLY
otV opdda TV ekdva ToV TEAKOL Tatyvidov. [apéyovv ontikn Kaboodrynon

otV opdda Kad’ OAn T d1dpKeLd TOL KHKAOL aVATTLENC.

3D Modelers O13D modelers givat vrevBovot yio v TpIGO1EGTOTN YEOUETPIO TOL E1-
KOVIKOU KOGHOL TOV oy vidlon. Araptilovror amd toug foreground modelers ot
omoiot oxed1aLoVV YOPUKTNPES, OYNLOTO, OTAC KOL OVTIKEIILEVO TOV TPIGOLACTO-
tov kO6cpov background modelers o1 onoiot 6yedidlovv to oTOTIKO TEPPAALOV

Y. KTNPLO.

Texture artists Ot texture artists 6yed1alovV T1G S1601AGTATES EIKOVES TOL KAADTTOVV

TOL TPLOOIAOTOTO, LOVTELDL

Lighting artists Ot lighting artists opilovv Ti¢ oTaTIKEG Kol SUVOLUKES TTNYEG PMTOG

Kol OOVAEVOVV LE TO YPMUA KoL TNV KATELHVLVOT] TOL PMOTAC.
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Animators Ot animators 6yed1d{ovv TV Kivion TOV YoUpoKTIP®V KOl TOV OVTIKELLE-

vV

HOomowoi cOAANYN S Kivong Ornbomoiloi GOAANYNG kiviiong (motion capture actors)
TAPEXOLV OKATEPYAOTO OEGOLUEVO Kiviong Yo va emeepyastovy ot animators Kot

VOl TOL EVGOUATMOCOVY GTO TTOLYVioL.
Sound designers Ot sound designers Topdyovv To Q€ KOl T LOVGIKY.

Voice actors H ¢wvn tov voice actors nyoypageitot Kot ypnoyLomoteitol yio Toug yo-

POKTNPEG GTO TTaLyViot.

Yyeowotés H dovAeld evog oyedioot| mayvioidv (game designer) etvot vo oyedd-
OE1L TO SO POCTIKO TUN LA TOV ALY VIOLo, To gameplay. AGyoAovvTol e TOV oXEOOGHO
EMIES®V, TNV 10ToPia, TIG CANAETIOPACELS HETAED TOV YOPOKTP®V GTO TAYVIOL, LE
TOVG GTOYOVS, CKOTOVG Kol KOVOVEG TOV ot vidtov. Xyxedialovv 10 kébe enimedo po-
vadikd kot omopacilovy yia T yeopetpio oto meptBdAlov, mdte Kot moh eppavifovton
YOPOKTHPES Kol OLAPOPO AVTIKEIPEVA, TAOS YivovTal ot LETAPAcELS HETAED SLOPOopwV

OKNVAOV KAT.

Hapaymyoi O poéHrog Tov TapaywyoL (producer) dtopépel omd GTOLVTIO GE GTOVVTIO.
H Baown tov dovietd etvar va mpoypappatilel Kot vo SpopoAoYel TIG SLAPOopES ep-
yooieg Kot va Ae1Tovpyel ¢ 0 GLVOETIKOG Kpikog HETAED TV OTOU®V TOV TOIPVOLV
NYETIKEG AmOPAGELS Kol TNV opada avamtuEng. Ot producers ivot yapakIpioTiKd twv

HEYAA®V ETOPLDV, OOV LILAPYOLY TOAAE TUNUATO Kot TOAAOL EpyalOpevol.



25

Kepdiarwo 3

O mupnveg g Mnyavig

Mua Bipriodnkn (framework) n omoio emexteivetol Kot S1OKAASOVETAL GE TOALES
vroPipriodnkeg, ompiletor otn Bepedon evog mpdva (framework core) dote va
umopéaet va, emektabel pe otabepotnta Ko cuvéyeto. To API tov muprva tpénet va i-
vot €0KOAO GTNV KOTOVON O, VO OToTEAEITAL 0O 0LTOETEENYOVUEVES OLPOPETELS, OL
omoieg ekBétovv pOvo ta amoAvTOG amapaitnto, ®ote ot vroPiPAlodnkeg Tov ypn-
GLOTOIOVV TOV TLPNVOL VO, U1V OEGUEVOVTOL GE DAOTOIGELS, Vo TEPLoPilel TOV ¥p1i-
OTN G€ CLYKEKPLUEVO OTAOLNL YPNONS Y10 OTOPVYT OTPOPAETTMOV GUUTEPUPOPDV KOl VO,
TPOGPEPEL duvaToTNTEG EnekTacIudTToC. [16] O TUPNVOG TEPIEXEL VTOGVGTILLOTO TO

omoio UTopovV va. xpnoyomomBovv m dnuovpyio SLPOp®V EW0MOV TOLVIOIDV.

3.1 Kvikhrog {onc mopfiva

Kda0e ovtoétrta amd tn otrypn g dnpuovpyiag g o1o meptBAlov TG UNXOvNG
HEXPL TNV KOTAGTPOPNG TNG KOl O10rypoip1| TNG OTd TN UV, TEPVA A KATOL0L TPOKOL-
Bopiopéva oTAd10 T OTTOTI0 EKTEAOVVTOL OVAAOYOL LLE TNV KOTAGTACT) TOV VAIKOV KOl TOV

Aoyiopikod. Ta otddia avtd meptypdpovtot 6to dtdypappa 3.1 Kot etvor to TapoKdto:

Initialization To initialization (mpostolpacio) extedeiton o Eopa KOTA TN dNpoLvp-

vio TOL TOLYVIOL0V.

Game loop To game loop (Bpdyyxog maryvidiov) ektedeital pe otabepd ypoviko Prpo

o€ Bpoyyo.

Disposing To disposing ekteieital o eopd oy ££000.
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On Enable

cre*ate Creation logic 5

Initialize

ready

t

\ 4

On Initialize

———update

\ 4

reload

A 4

Game loop

return pause

Subsystem
update

(physics, input,
logic, rendering
etc)

On Pause

g

exit

On Destroy

destroy Release logic EI

Disposing

!

I

Awdypappa 3.1: Kokiog {ong Tov mopnva

3.1.1 Bpoyyog maryvidrov

O Bpoyyog Tov moryvidrov (game loop) eyKvATal T GLVETNG EVIUEPMOT T®V VIO~
CLOTNUATOV aVALOYa e TO TPpoKaBopPIGUEVO Ypoviko Prina. Xwpig To aveldptnto cv-
OTNUO EVIUEPMOOTG VTOGLGTNUATOV, N EVIIUEP®ST Ba YvOTAY GTOV KOKAO EKTEAEOTG
TOV EMEEEPYAOTI UE AMOTEAECUO TNV OLPOPETIKY| EUTELPIQ OVEL ETEEEPYAOTN KoL UN)-
yévnua. Onwg mapovosidletor oto oynua 3.2, GAo TO. VTOGLGTHUATO TOV TOLYVIOIOD
EVILEPDVOVTAL GTOV BPOYY0 TOV Ty VIOL00 .

To k60e vrocVoTN O £YEL SLUPOPETIKES ATOITAOELS Yol TN PEATIOTN KO emBopun Ty
Aertovpyia. To cvotnUa GLYKPOVGE®V XPEIALETAL VO EVILEPDVETOL EKATO POPES TO
OEVTEPOLETTO, EVA TO GLGTNUO TEYVNTIG VONUOGUVNG 000 popEG TO devtepdiento [8].
H mo ocvvnBiopévn teyvikn gtvat va vdpyovv dvo kvptlot Bpdyyot evnuépmong (update

loops):

Bpoyyog maryvidrov Xto Ppoyyo moryvidto EVIULEPOVOVTAL OAN TO VITOGVGTILOTO OTTMG



27

TO VTOGVOTN O PLGIKNG, AOYIKNG, SUVAUIK®OV KAT.

Rendering loop Xto rendering loop (Bpoyo amnddoomng) omoio yivovtot ot KANGES 6TV
KApTA YPOQIKOV Kol evUEPOVETOUL 0TS S0-60 PopEc TO deVTEPOAENTO LE OTOTE-

Aeopa 1 006vn va evinuepmvetor ota 50-60 fps.

H d10popd tov ypdvov Heto&d TV evnuep®oe®mVY TPENEL va etvar eyyonuévn. [Na
TapAdEYHa G o pnyovi otnv onoia to rendering loop tpéyet ota 60 fps vapyel n
oLYVOTNTO EVIUEPMOTG:

F=1/T => F =1000ms/60 => F = 16ms. (3.1)

[No va pmopel va eyyvdtot To GOGTNHO ALTH TV OVOAOYT0, TPETEL T UNYOVT VO LETPELEL
Kol VoL 0o KeVEL GTI ViU TN S1apopd xpovou PETaED KABe KANoNG, va. EKTELEL TOV
KOOIKO GTO GUYKEKPLUEVO BPOY0 KoL Yo TOV VITOAOLTO XpOvo To vipa (thread) 6to omoio

exteLeiTon 1 AOYIKY] EVIUEPOONC TOV TToy VoD va Kowudton (sleep).

Initialization

Process Input i ’ Al }i| ‘ Physics ﬁ‘ World Simulation }T ‘ Render scene ‘% ‘ Play SFX }T

T Shut down r

Awdypappa 3.2: Bpoyyog moayvidion

Xpovog H évvoia tng 018pKELNG KOt TOL YPOVOL GTO GLGTHUOTO TPOLYHOTIKOD YPOVOL
npénel vo, avtipetoniletot anopovopéva. O ¥pdvog Tov mayvidlon eivat ave&dptnTog
and Tov Tpaypatikd xpovo. H evnuépmon kot 1 Aoyiki| TV GUoTNUATOV YIVETOL LE
Baon ) dtpopd ¥pdvov HETOED evUEPDOSE®Y. Mg TN TNV GTPATNYIKN, 1| EUTELPin
dev dlapopomoteitan pe Ayotepa fps Kot £va animation 10 0moio amodidETOL GE TPy Lo
KO YpOVo, pumopel va amodobel avtictpopa 1 pe durhdotia ToHTNnTa, oV TO YPOVOSLd-
YPOLLO GTO OTTO10 avtamokpivetal, xepiletal Tov xpovo dapopetikd. Olo ta cLOTH-
LLOTOL EVILEPDVOVTOL YPOUUKO GUVAPTHGEL HOG APOIPECTS 1 OTTOL0L OVTITPOCMOTEVEL

™ Spopd ypdvov.
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3.1.2 Ymoocvoemipota

To kéBe vrocHoTHO dNUIOVPYEITOL, EVIIUEPDVETOL KOl KOTAGTPEPETOL LEGH GTO
veVIKO KOKAO (ong Tov mnpvva. To kdbe vtocuoTNUA £YEL ECOTEPTKA TO S1KO TOL KOUKAO
Cong kot KOKAO evnuépmong o omoiog Aeltovpyel Héco otV £KTACT TOL EEMTEPLKOD

KOKAOL (oNg.

3.1.3 Tgyvikég Evnpépmong Yrocvotnudtov

To VTOCLGTUATO AV KO ATOHOVOUEVO KOt YOPIG AAANAEEQAPTNOELS TPETEL UE K-
7010 TPOTO VO EVILEPDVOVTOL KO VO, ETIKOIVOVOLV HETAED TOLG 1) VO GTEAVOUV UNVL-
pota 6ty ovpuPel kdmolo yeyovac. Ot TeYVIKES EVIIUEPMOTG VTOGLOTNUATOV Eival Ot

TOPUKAT®:

Message Pumps To vrocvothipota 6téAvouy punvopoto o€ €vo message bus kot to
ovoTNHOTO Evnuep®vovtal 0tav eSvmnpeteitol to pvopa. [Hopapévouv depya

€QOCOV 0eV VILApPYEL UNVLLL TPOG eEummpétnon [4].

Call-back driven To vrocvotiuota mapéyovv call-back Aettovpyikdtnra, Onradn ™
dvvaTotTnTo OMMAMONG KMOKAG 0 0moiog Ba exTedeaTel KaTA KATO10 cupPav. Eva
oLuPdav pmopel va givatl n cVYKpovon HETAED 600 aVTIKEEVOVY 1 1] £16050G KA~
TO10V oY TN 6TOV KOGHO. O ¥pNoTng UTopel Yo TopAdELy o VoL ONADGEL OTL OTaY

ovpPet cuykpovon peTa&d Tov malyTn Kot Tov £x0pov, o mailyng Ba ydoet {m.

3.2 Awysipion ofovaov

Ye éva Tumkd YpOvVo eKTEAEONG EVOC T VIOV, TO Ty Vidl TEPVE amd SIAPOPES
Kataotdoels. Ot KaTaoTdoelg avtég Umopel va gival n Tpocmpviy Tadon, Eva PevoD
pvOuicemv €va gui EMAOYOV TO 0010 EMKAADTTEL TO TPEXOV O VIoL 1 amodideTal
otov oo render buffer. To moayvidl ywpiletor 6 oKNVES, G emimeda KoL G YAPTEG Ol
omoieg £yovv Eexwplotd TpOTO amddoong oty 00ovn. Mia oknvi propel va amodideTon
amd SLAPOPEG VITOCKNVEG O 0Toieg divouv v yevdaicOnon tov Pdbovg oto POVTO.
H cepd anddoong twv oknvav tpénet vo ivar puBulopevn kon eheyyduevn. H kabe

oKnvi uropel va mapopotootel og po 006vn [12].
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3.2.1 Amot)6Eig GVGTINOTOS OLUYEIPLONG OKNVIS

O xpNoTNG TOL CLGTNUATOC ExEL TANPN EAEYYO TG KABE 000VNC-GKNVIG KO TTPO-
capprolel T Aoyikn Kot v amddoon avdroya. To kevipikd cuoTnua dtoyeipiong mpo-
OQEPEL TN OLVOTOTNTA TPOETOLAGING 00oVMVY, avalTNong HECH KAEWLOV, QVTOUATT
dwyeipiom, evariayn kot e€otopikevon Tovg. o ) dotpnomn ¢ GuvoyNg Katd tnv
evalhayn o0ovav, TposPEPETUL 1| dSVVATOTNTO EENTOUIKEVOTG TG ATOS00NC KUTA TIg
petafacels. Mo Tumiky| ¥p1ion TOL GLGTHLOTOS TAPOVGLALETOL GTO SAYPOLLLLYL OKO-

AovBiag 3.3.

@
User ScreenManager
T
I
|
———add first screen———<-————-———-———-

First Screen
—add second screen—P<-—— -~ -

——show ﬁl’SSt"—fetCh"j

Second Screen

on entering

——time deltagb—‘

on enter / update

time delta >

time delta >
update
<_
render context———»——

render

<

on exiting on entering

tim ta » ‘
on exit on enter
'l ‘

Transition

——swap first with second— swap ‘ > ‘ handle swap———»

< ‘ render context—dJ—P

< dispose

»

time delta >
update

Awdypappa 3.3: Awdypappo akolovdiog Tov YTocLOTHLATOG dlayeipiong obovmy

v
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3.2.2 ZXvoeTOeTIKG TOV GUOGTIHOTOG

Kevtpwkd ovotnpa dwayeipiong Ot Asttovpyieg T0V GLOTHHOTOG dtoyElplong ivon

Ol TOPOUKATO:

* Amodoom kot evnuépmong 1-N oknvav pe duvapkd evaAlacoOUeEVN GEPE 6TO

TA0ic10 ToL KUKAOL {®NG TOL TVLPNVO.

* [Ipoetopacio twv 00ovmdv Kol SuVATOTNTA EVPECNS XPTCLOTOUDVTOS KAELOLM.

* EvkoAn mpoPoir|, amdxpoym, evarioyr 00ovodv ypnooTotdvTos KAEIOLA.

* Avvatodtto eéatopikevong g anddoons KOTA TIS SIIPOpPeES HETAPACELS TOV
OKNVOV.

OwodeomoTng 000V O owkodeondtng 000vng eivar vTEHOLVOG Y1 TA TAPUKATO:

* T[Mopaperponoinon cvopPavtov Katd tig aAlayég KOTAGTAONG.

* [Ipocappoopévn Aoyikn Kat amddoor) .

* EvtoAég alhayng Katdotaong.

* Eatouikevon amddoong katd v eVOALayn KOTAGTOONC.

Evalhayn oBovav H eEatopikevon kot mapapetponoinon g evaiiayng ofovav
AapPavel pépog pésa oTo YeVIKO TAic1o amddoomg 08ovmv. O e£ATOUIKEVTNG OVOAOLLL-
Bavet v amddoon tov screen buffer 6tov omoio amoddOnke n 006V, TV KOTAGTOON
omv omoia Ppioketar 1 006vn, TV KatevBuvon kot T0 T0600Td eEEMENG TG EVOALQ-

e. O g&atopkevtng TeptypdeeTol 6To mapadetypa kddwa 3.1.

Hapdaosrypo koowe 3.1: E&atopukentng evaiiayng obovav

delegate void TransitionRenderAction(ScreenState state , float

progress , RenderTarget2D renderTarget, SpriteBatch batch);




3.2.3 ApjyteKTOVIKN

H apytrektovikr| tov vroovotipatog mopovotdletal oto UML ddypappa. 3.4.

Rendering Module

ScreenSystem

rendered by

ScreenManager :
DrawableComponent

+ bool IsShowing(IScreenHost screen)

+IDisposable AddScreen(IScreenHost
screen) <<Enumeration>>

+void Show(IScreenHost host) TransitionDirection

+void Hide(IScreenHost host

Enter
Leave
manages

<<Interface>>
<<Enumeration>>
IScreenHost
ScreenState
event OnEntering
event OnExiting TransitionOn
event OnEnter TransitionOff
event OnExit Active
ScreenState { get; } Exit
ITransition Transition { get; set; }
EnterScreen()
ExitScreen()
ExitScreen() <<Interface>>
Handlelnput(lnpu_tMahage_r [Transition
inputManager, ITimeline time);
Update(|Timeline time) event EventHandler<float>
Render(RenderContext context) ProgressChanged;
event
EventHandler<TransitionDirection>
TransitionStarted
<<Abstract>> event OnEnter
event
AHost

EventHandler<TransitionDirection>
TransitionFinished

ScreenState { get; }
float Progress { get; }

Start(TransitionDirection direction)

Update(ITimeline time)

Render(RenderTarget2D renderTarget,
ScreenState state, RenderContext
context)

TimedTransition AlphaTransition

Awypappa 3.4: UML tov vroovotipatog dtaygiptong obovaov
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3.2.4 Iopadciypata xpfions API

210 TOPaKATO TOPAOEY O YIVETOL KATOXDPION oG 000VNC-GKN VIS GTO VITOGV-
OTNUO [E KATO10 KAEWT. TN GLVEYELD TO VTOGVSTNIA EREavilel TNV oknvn e eEato-

pucevpévn dtadikacio evorlioync.

Mapaderypa koowa 3.2: [Mapaderypo API tov vrocvotipotog diayeipiong obovaov-cknvov

screenHost
.AddScreen(
”FirstScreen”,

() => new MyFirstScreen());

screenHost[”FirstScreen”]
.Show ()
.Transition (
Transition . WithTime (
TimeSpan.FromSeconds (0.5) ,
(state , progress, target, context) =>
context.Batch.Draw(target,
(float )Math.Pow(progress — 1.0f, 2) * context.
ScreenWidth ,

Color. White * progress

)

screenHost[” FirstScreen”]

.Hide () ;

3.3 Xvotnua £1600mV

3.3.1 ZXvokevég avOpoOmVIG SETAPS

H pnyovn mpénet va eivon oe Béom va dwfalet, va emeEepydleton Kot va ypnot-

pomotel ouokevéc avBpamvng demang (human interface devices) [8]. H diadkacio
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avayvoong yopileTon 6TIC TUPAKAT® KOTYOpies:

Polling H xatdotaomn kdmolov cuokevdv (Kupimg tng TaAld oyoAng) dwpdleton pm-
TOVTOG TN GLGKELN YO TNV KOTAGTOON TNG TEPLOOKA. AVTO KOTAANYEL OE TTAE-
ovacpd, YTt poTael TOAAEG POPES XOPIG VO TaIPVEL AmAvTnOT, Kot Thavov va
ovpuParet og o pikpn Kabootépnon, yoti ) aAlayr| KoTtdoToon g LrTopet va yivet

HETAED EPOTHOEMV.

Interrupts (drakomég) Ot cuokevEg oTéAvoLY dedopéva povo dtav aAhagel n Kotd-
otoon He Kamolo tpomo. O yprotng pmopel Kataywpicel koo oe cuppdva

wote va ektedeitarl povo 6tav copPel Kamola aAlayn Katdotoong.

3.3.2 Tomol £1600®V

Ot d1apopot TOTO1 €1600®V Kot 01 TOAVES KATAGTAGELS TOVS EIVOL O1 TOPAKATO:
Ynoewkda koopmd Toymelaxd kovumd (digital buttons) éxovv 600 Kataoctacelc: pressed

/ not pressed

Avadoyikoi dEoveg kot kovpmid Ot avoroyikol aEoveg kot kovpmid (analog axes and
buttons) emicTpéPovy £0pog TY®V: TO PaBpo TG Tieong TG oKavodAng N T B€on

TOV HOYAOV 6T0 d160146T0TO AEOVA.

Avagopikoi aEoveg Ot avagopikoi aEoveg (relative axes) emOTPEPOVV TIUES GE TYEGT
LLE TO TEAEVTOLO ONUEID GTO OTOT0 £YIVE KATOL0 AALOYT TTY TO TOVTIKL EMCTPEPEL

1 d1popd Béong oe oyéon e to televtaio onueio 6To omoio peTakviOnKe.
Emrayvvtéc O emrayvvtéc (accelerators) aviyvevovy TpIodldoToTeS EMTOUYOVOELC.
Sensor bars AwcOntpeg Onwg o1 KApEPES.

AN ko xepovopieg H agn| kot yelpovopieg (touch and gestures) ivot tHmot £166d0v

o€ 006ves apng Ommg TG 0006veG 0T EELTVAL TNAEP®VAL.

3.3.3 Amti6ELS TOV VTOGVOTI|NOTOS OLUYEIPLONS ELGOO MV

H ovtémta 0éhetl vo eKTELEGEL KDOOKO TPOGOUVOTOMGHEVO KOTA GCLUPAY E1GOS0V
and ocvokevn avOpaTvNg dtemapnc. O KOdkaG avToOg eKTEAEITOL OvVTIoTOLYN Y10l TTO-

vtiKt, TANKTPOAOY10 Kot Xeplotipro. O ¥pnotg umopel vo aALAEEL GLOKELN SIETAPNG
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evod Pploketon o tpéyov matyviol. H PpAiodnim dev mpénetl va otnpileton og Kavéva

VAKO 1 ovokevn|. Emiong o ypnomg xpetdletat tn duvatdTnTo Vo akupmVEL GUUBAVTOL.

3.3.4 AxkpooTtég

To kdBe vrocHoTNUA dLYEIPIONG CLOKEVOV AVOPAOTIVOV SETAP®OV OTOTEAEITOL
and tov axpoatn (listener) yio mapddetypa tov MouseListener | KeyboardListener, o
omoiog ypnononolel Tig fIPAOONKES TOL TPEYOV AEITOVPYIKOV Y10 TNV EMLGTOAT GUUPA-
VIOV TOV SETAP®OV. AVAAOYO LE TNV TAATPOPLLO TNV OTO{0 AVATTOGGETOL TO ALY Vidt,
ONuovpyoHvTaL 01 AVTIGTOTYOL aKPOUTEG LECH TOL abstract factory [6]. O ypnotng pmo-
PEL VoL TPOGKOAANGEL KMOOIKO, O OTTO10G VoL EKTEAEITOL OVEL GLUPAV .. OTN HETOKIVION
10V TOVTIKIOV. Ot 0KPOaTEG KOTA TNV KATOYDPNOT CVUPAVTOG, EMGTPEPOVY £V OVTL-
Keipevo 1o omoio umopel va ypnoipomonbel yio v Katdpynor| Tov KOToY®PNUEVOL
ovuPavtog. Ot akpoaTég avAAOY LE TIG ETAOYNG EMGTOANG, OTWS TO OEATA TOV YPO-
VOV EMGTOANG cVuuPavtog durhov click givor 200ms, amrostéALOVY Ta. GLUPBAVTH GTOVS
KoTay®pnUévoug ektelectéc. To Kevipikd cHoTNHO SLOXEIPIONG EIGOS0V EVIUEPDVEL
OLEG TIG GLVOESEUEVEG GLOKEVES €16000V. O eKTEAECIIOG KMOKOG Uopel va YpapTel
pe eopd, aveaptNTog cLUPAVTOS, Kot Vo TPOGKOAANDEL 6TV TpoeTOIaGia TOV KO-
Khov {ong o€ vrocvotiuata dienagdv. Eniong pe ) xpron tov active binders, propei
va YiveL 0meEVEPYOTOINGT TV OKPOUTOV TT.Y. OTOV Elval avoLyTO TO menu ETAOYADV, Ol 0
ActiveBinder tov oy vidion givon amevepyomomuEVoS, e OTOTELEGLO TAL GLUPAVTA TO
omoia elval TPOGKOAANUEVA GTOV JLAXELPLOTH E1GOOMV Vo unVv ekterovvtatl. 1o UML

Suypappa 3.5 TapovstdleTon 1 APYITEKTOVIKT TOV VTOGVGTNLOTOC.
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Determines th
active bindings

InputManager : UpdateableComponent

IDisposable
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AddListener(Binder, Func<IDeviceListener
Factory,lInputListener>)

+Flush()

manages

Binder

+bool Active {get; internal set; }

<<Interface>>

linputListener

+Update

KeyboardEvents

= MouseEventArgs

Info for the
element-listener

KeyboardEventArgs
board <<Interface>> <<Interface>>
KeyboardListenerSettings MouselistenerSettings
4 & IKeyboardListener IMouselListener Ll 8
A
Info for the MouseEvents
element-listener -
+event OnClick<TElement>(TElement
handle)
+event OnFocus<TElement>(TElement
handle)
-memberName
+event OnKeyPress() +event OnLoseFocus<TElement>
WinKeyboardListener OsXKeyboarlListener WinMouselistener OsXMouselistener

OsEventDispatcher L

returns

<<Interface>>

IDevicelistenerFactory

+IKeyboardListener Keyboard

+IMouseListener Mouse

)

WinListenerFactory

OsXListenerFactory

returns

Awdypappa 3.5: ApyLTEKTOVIKY DTOGVOTALOTOC dlayEiplong E16OdWV

Y10 mopaderypo Kodka 3.3 moapovcstaletal n dnpovpyio Kot KOToy®pnon Tov

OKPOUTMV.

Hapdderypa kddka 3.3: [apdderypa Katay®pMong AKPOUT®Y GTO VTOGVGTN L 1000V

inputManager. AddListener (

ingameBinder ,
factory

{

Settings

Events

=> factory

.GamepadListener

MouseSettings

.DoubleClickDelta(Timespan.FromSeconds

(0.2))

.DragDelta(Timespan. FromSeconds (0.2)),

MouseEvents

.OnLeftClick (sender ,args) => this.Shoot())
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.OnLeftDoubleClick (sender ,args) => this.Roll()

)
1)

inputManager. AddListener (
ingameBinder ,
factory => factory.GamepadListener

{

Settings = GamepadSettings. Default ,

Events = GamepadEvents

.OnXButtonPress(sender ,args) => this.
Shoot())
.OnYButtonPress (sender ,args) => this.

Roll())
1)

3.4 DUoIKN KOl EVTOTIGHOS GLUYKPOVGEMY

H gpuown| ota mayvidwo £xet o¢ Bdon ta padnuotikd. H avaivon tov cuetipatog
NG PLGIKNG EMKEVIPMVETAL GE POVIEAOTTOINGT LYNAOD emmédov. H vAomoinon tov
Baciletatl oty VAOTOINOT LOONUOTIKGV AEITOVPYIDV YEOUETPLOC, YPOUUKNG GAYERpOg

KoL KIVIUOTIKNAG,

3.4.1 To mayviowe og soft real-time simulations

Oremotuoveg arokaAoOv ta moryviola soft real-time interative agent-based computer

simulations. Zta TepIGGOTEPQ ALY VIO £VOL VTTOGVGTILO TOV TPOYLATIKOD KOGLLOV LLO-
vrelomoteitan pafnuatikd, mote vo pumopel vo avomapaydel Kot va xepiotel and tov
vroAoyioth). Eva agent-based simulation givot pio mpocopoiwon 1 oroio meptypagpet
OGS OAANAETIOPOVV Ta. S1APOPOL OVTIKEILEVA KO YOPAKTIPES LEGA 6TOV KOGHO. Oha Tal
aAniemidpaotikd oy vidla eivor temporal simulations dnAadn To HOVTELO TOV €1KO-
VKo KOGHOVL &ivor Suvaptkd, aALALEL [LE TNV TTAPOOO TOV YPOVOL, LE BACT TO S1APOPa

ovpPavrta ko v e£EMEN ¢ wotopioc. Ora simulations ko 1 EMKOVOVIO TOL TOLYVL-
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O10V e ToV ¥pNoTn YiveTan o€ Tpaypatikd ypovo (interactive real-time simulations.

Ytov mopnva OOV TOV GLGTNUATOV TPUYUATIKOD XpOVOL LvItdpyetl To “at least 24
fps deadline” omAadn yia va dnuovpyeitor 1 yevdaiocOnon g kivnong, n 066vn Ba
TPETEL VO OVOVEDVETAL TOLAAYLGTOV 24 PopEg TO devTEPOAETTO. DVGIKAE VILAPYOLY Ko
Ao gidn mpobecuav (deadlines). I'a va Bewpeiton n Tpocopoinwon puoikng otabepn,
TPETEL VO EVILEPADVETOL TOVALYIGTOV 120 pOpEG TO dEVLTEPOAETTO, O UNYAVICUOG TEXVT-
G vonpoovig Ba mpémel va kadeitatl TovAdyiotov Kabe dgvtepdAento kot ol buffers
Nyov 60 POPEG TO SEVTEPOAETTO Y10 VO OTTOTPETOVTOL SOVGAEITOVPYIEG TOV GLGTHLATOG
dwyeiprong Nyov.

‘Eva soft real time system givat éva cOoTHO 6TO 0010 YOUEVES EVILEPDTELG OEV
elvatl kataotpopikéc. Ta padnuoatikd povtéia ta omoia amaptilovv To cLOTNHO UToPEl
va gtvon glte apBunTikd gite avolvtikd. To opOuntikd poviéla pmopovv vo a&loAoyn-
000V yla kdBe Ty TG ave&dptnTng LETOPANTNS EVM OL TIUEG TOV CLVOAVTIKOD LOVTEAOV
kaBopilovrtal d1aKp1Td Katd Tn O1dpKeLn TG TPOGOUOIWONG Kol £Vl 10 GLYVA YloTi 1
EMOUEVT KATAOTOON TNG TPOGOoUoimong kabopiletal amd TV E160y®MYN 0EOOUEVOV GE

TPOYLOATIKO XpOVOo amd 10 xpnot. [3]

3.4.2 Boaowkég £VvoleS PUGIKIG TOV GUGTIRATOS

O1 0ovtdTTES TNG PLGIKNG £XOVV TIG TOPAKAT® OIOTNTES Y10l T TPOGOUOIMGT TOVG

GTO VTOGVGTNLA PUGIKTC.

Mala H pélo (mass) otn @uoikn cuvoéetal pe 000 EVVOLeS, TV adpAveLd TNG LETO-
Qopikng kivnong kot tn Papvtnto. H péla eivar pia opiopévn mosdtta n onoio

YPNOOTOLEITOL Y10 TNV TTEPLYPAPT] EVOG GLGTNUATOC.

Mvkvétnra H mokvomta (density) exepdlet ) pnalo Tov LAKOD OV TEPLEYETAL GE

pio povaodo 0yKov.

Force Xg¢ 611 apopd ta eAevBepa codpata, n dvvaun (force) sivon yevikd n outio pe-
TABOANG TNG KIVNTIKNG TOVG KOTAGTOONG, ONANOT 0T TOV TO EMLTAYOVEL 1) TO
eMPpadvvel. AvTo 1GYDEL KOL Y10, TNV TEPICTPOPT] TOVG, TOL UTOPEL VOL ETLTOYVV-
0ein va emPpadvviet. [o copata mov dev eivar ehevBepa va ktvnBoHv pe dAovg

TOVG TPOTOVG, AVTA ONAdN Tov gite givor avapTnUéva KATOL Kol UTOPOVV Vi
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KivnBovv povo yopw amd onueio 1 afova 1 o€ mpokabopiouévn Tpoyd, Kabdg

Kot 6€ 660 epapuolovtat Suvapels TPPNG 1N YEVIKA avTdpaoels oTHPIENG.

Pom1 Pomn (torque) duvdpemg g mpog onpeio eivor 1o dStavuopatikd puoikd peyedog
oV €xel LETPO 160 TTPOC TO YVOUEVO TNG dvvaung ent v (kdbetn) amdotaon
™g dvvaung and to onueio. Katd dpoto tpomo ponr duvlpews g mpog aEovo
etvar To drovocpatikd péyebog mov €xel wg PETPO TO YIVOUEVO TG dUVOUNG el

v (kdBetn) amdotaocm ¢ dSvvaung and tov aova, Kol popea Tov AEova.

QOnon H obnon (impulse) eivar 1o puoikd péyedoc mov 1600vVaE pe TV HeTafoin
™G OpUNG EVOS GMOUNTOS 6TO 0moio epapudletal pio SHVOUN Yo KATO0 YPOVIKO
dwaotnpa. Ioovton pe To yvopevo g dVVOUNG TOL ACKEITAL GTO CAONO ETL TOV

GUVOAIKO YPOVO EPAPLOYNG TNG

Restitution To law of restitution oniadn avaktnon pe Péon 1o képdoc. H vroypémwon

NG OVTOTNTAG VO, Aol UMGEL OO TO KEPAT TN Y10 KATO10 YEYOVOC.

Amndéopeon H ondofeon (damping), sivon n emppon} eviog | Katd evOg GLGTHUATOS
TOAGVTOONG TOV £XEL WG OMOTEAEGLOL T LEIWGT), TOV TEPLOPIGUO M TNV TPOANYM
TOV TOAAVIOGEDV TOV. L€ PUOIKA GUCTNUATO , ATOGPECT) TAPAYETOL LUE SLUOTKOL-

oleg OV droy€ovv TNV EVEPYELD TTOV OTOONKEVETOL GTO TAAAVTMOOT).

3.4.3 OvtOTNTES TOV GLGTINATOS
Ot ovtomnteg mov amaptilovy T0 LTOGVGTNUA PLGIKNG EIVOL 01 TOPOUKATE:

Shape 'Eva avtikeipevo 10 0m0i0 avTITpoo®RTEDEL EVA YEMUETPIKO GYNHO 0TS KOKAO,

TOADY®VO KAT

World H cvlloyn tov bodies, fixtures kot constraints Kot 1) AOytk1 TG 0AANAETIOpaL-

o1 TOVG.

World Solver O solver avalvet tnv Tpocopoimon Kot ekteheital aveEaptnta and 1o

YPOVO EKTELECT|G TOL TPOYPALLLATOG,

Fixture To fixture 6évet éva body pe éva shape kot mpocBétel emmALov 1010TNTEG OTMG
TokvoTnTa, TP Ko amokatdotact. To fixture evidoocel Eva oynuo. 610 GV-

OTNIO CLYKPOVGEMV MGTE VO CAANAETLOPA LLE TOL VITOAOUTO, G LLOLTA GTOV KOGLLO.
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Body To body mepiéyet g mAnpopopieg evOg avIIKEUEVOD TOV 0TTO10V OV PAETELS
00TE GLYKPOVEGUL KO EYEL TIG TAPAKAT® 1WOIOTNTES:
Mass To Bdapog
Velocity n taydra ko n kotevBovvon g kivnong ved popen StovOcUATOC.
Rotation inertia m6cog kdmog yperdleTon yio va EEKIVAGEL 1| TEPIGTPOPN N M
kivnon
Angular velocity moco ypiyopa Kot 6€ molo Katevhuvon TeEPIoTPEPETAL

Position mov BpickeTon 6T0 GVOTNO KAPTESIAVAOV GUVIETAYUEVOV

Angle v16 mota yovia Bpioketon
O tomotl Tv bodies givar:

Static Xtatikd 6T0 GUGTNUO GUVTETAYUEVOV. AEV OVTOTOKPIVETOL GE EEMTEPIKEC
SLVAELG.

Dynamic Eivoi pépoc tov cuotipatog cuykpovcemv. Avtamokpivetol og e€m-
TEPIKES SVVAELS KOl KAVOVIKA G€ OAES TAL LEPN TNG TPOCOHOIWOTG.

Kinematic Kwveitat avaroya pe 1o mpoxabopiopévo script taydtntog. Agv avro-

mokpiveTal o€ eEMTEPIKES OLVALELC.
Constraint Ilepropiopdc katd v Tpocopoiwon tov body.
Joint To joint cuvdéel dV0 1| meprocdTEP bodies peTa&y Tovg.
Joint Motor O 00nYd¢ g Kivnong Tov cuvdedepévmy e joint bodies.

Joint Limit To joint limit wepropilet To £0pog kivnong tov joint motor.

3.4.4 Apyrektovikng

Ot oyéoelg peta&y TV OVIOTHT®VY Topovctdlovtal 6To ddypappa 3.6

3.5 Awemoapn xpniotn

H emkowvovia tov xpnotn pe m punyovn yivetoar cuvnomg pe GLGKELES avOpOTIVIG

derapns. H emkowvovia avt avti va meplopiletor o éva amdd onua e.06d0v (input



40

Physics Engine

resolves contact and joint
constraints

|

circle, polygon, etc
pOlvE solver

—» world < sesJ

shape ?
joint motor has

T has ‘

— < . merges———p fixture
jointlimit —» joint

\ bOd\/ — puts a shape into

restricts range of T ? the collision system
motion connects

has

constraint
1 removes degrees of ﬁ

drives the
motion

freedom

Awbypappo 3.6: YTocOoTN O QUGIKNG KO EVTIOTIGUOD GUYKPOVGEDV

signal), umopel va yivel 0KOA, AVTOVONTO, OTOTEAEGLOTIKA KOl GIAKA TPOG TO YXPN-
o). Atemoen ypnot (user interface) ovoudlovpe T0 GHVOLO YPOPIKOV GTOLYEI®V, TO
omoia epgavifovtal otnv 006vn Kamolag ynelokne cvokevng (.. H/Y) kot ypnotpo-
ToovVTAL Yo TNV GAANAETIOpaoN TOL ¥PNOTN e TN cvokevn avty|. [Tapéyetl evoesi&elg
Kot epyareio LECH YPAPIKAOV, TPOKEYEVOL O YPNOTNG VO PEPEL E1G TEPAG KATOEG EML-

Bountég Aettovpyiec.

3.5.1 Anomiosig

Katd to oyediacud evog moryvidlon cuyva onNUIoVPYELTAL 1) avAyKN Y10 ETIKOV®-
via pe Tov Taiytn péow demapn xpnot. H dour tov, 10 6TV TG amddoons (xpodua,
textures, fonts kAm),n anddoon (rendering), | GLUTEPIPOPE KOl O EKTEAEGILOGC KOOIKOG
KATA To. GUUPAVTO TNG SEMAPNG TPEMEL VO, EIVAL OTTOCLVOIESEUEVO £TCL DGTE VO UMV
emnpealet 1o éva to dAAo. Emiong n diemapn ypnot mpoopiletal yio dStdpopes avard-
o€lg 000vnc kot Dpi. Mo koA 6Tpatnytkn] 6Tnv Katavonon Kot eniivcn TpofAnudtov

elval 1 e0pecn TAPOUOIMV Kol GYETIKOV TPOPANUATOV. TO GYESUGHUO 1GTOGEMOIWMV N
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HTML ypnoipomoteitor kKot tn doun g oeAidog, to CSS yia to otud kou 1 Javascript

Y10l TY) GUUTEPLPOPAL.

3.5.2 Aopn otn pvijun

Otav (N et amd tov mepuyntn (browser) va popTtdCEL pial IGTOGEADQ T ViU
and kdmolov web server, o mepinyntig avoivetl to html apyeio ko opyavadvel Ta 6tot-
yelor otn pvnun oe doun dévipov B-Tree. Adym g opydvmong e dEvTpo, Onpovp-

yobvtal 6y€oelg Hetald TV oTotyElv.

<<Root>>
Window

v v

Panel Button

l !

Label Textbox

Awdypappa 3.7: B-Tree diemagng ypnot

1o mapaderypa 3.7 to window givon ) pila (root) Tov dévipov. To window &yet
dvo moudid, €va panel ko Eva button. To button €yet kot ovTod dVo TOdLA: Eva textbox
kot éva label. Ta button, textbox kau label givat leaves (pOAA) Tov dévtpov, To panel

elvar kopPog (node), ko To panel kou button adéria (siblings).

Mieovektqpata g opyavoong o B-Tree H opydvoon ce B-Tree €yel ta mopo-

KAT® TAEOVEKTLOTOL:

Evko)ria katd TV amw6éd0o6n 6ty 000v Ady® TG cvyKeEKPUEVNG SOUNG, TO GTOL-
yelo, puropovv va atoyynBodv kat va amodofodv avaroyao Pe Tn GYECN TOVG UE
ovyyevikd ototyeio. Kabmg droPaivetar (traversing) 1o d€vtpo, To kdbe otoryeio

aodIdETAL GE MO TAV® EMIMESO PECH GTO TANIGIO TOV TATEPQ, ONANOY| TO GTOL-
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yelo moudi Bpioketarl ’maAvm” amd TOV TOTEPA, OVTMOC MOTE VO dNUIOVPYELTOL M

yevdaicnon tov BaOovg.

Kaldtepn amdéooon oty 0006vyy Otav Kdmolog kOUPog dev SLOTEUVETAL LE TO TAOUGLO

T0V TTapdBvpov, dev amodideTat oty 006vN Kot 1 S1EPacn TOv dEVIPOL GTAUNTA.

Amocapnvien ceipds cvppavrov Koatd to supfdvia otn demapn xpnom, Eva miai-
010 Umopel vo KoAVTTEL TEPLGGOTEPQ amd Eva cupPdvta. Eva ototyeio £xet te-
pvopeva maaiolo 6tav omoio Ppioketor péca oe éva dAio otoryeio. To copPav

yivetal 6to ototyeio To omoio Ppicketorl TehevTaio oV Eepapyio.

[poyopnuévn kot ypiyopn emhoyn otoyyeiov H emdoyn tov otoyeiov yivetal pe
TPOYOPMNUEVA KPLTTPLO, OTIMG T GYXECT EVOS GTOLXEIOV LLE GLYYEVIKA GTOLXEIN OTN
dopn|, Kot o€ AoyoplOpiKo ypovo.
>¥t0 UML dudypappa 3.8 mapovstdleTal To vTocvoThpo To onoio eivat vrevduvo

Y10 TO KTIGIO TNG SOUNG TNG OETAPNG PN OTN OTN LVAUN.

3.5.3 To vroocvoTnato SIETAPS YP1OTY

To oot demapng ¥pNoTn YOPILETaL OTA TOPAKAT® VITOGVGTHILOTO

Opyavoong dopng To vmocHomua opydveong doung ovaropuBavel To KTiclo Kot

™V amofNKeELON NG LEPAPYING TOV CGTOLXEIV GTN LVAUN.

Style definition To style definition omoio epumiovtilel v amddoomn pe animations,

textures KAT.

Factory Méow tov factory o omoio o ypnotng g unyovig onpovpyel otoryeia. To
VTOGVOTNHO aVTO YPMOLoTOolEl To abstract factory pattern [6] ywo dnuovpyio
otoyeiov aveoaptntov TAateopuoag, kot fluent builder yio ™ dnpovpyia crot-

xelov pe ek otov ypnot APL

Ot oyéoelg HeTa&D TV VTOGLGTNUATMOV TOL CLGTHUOTOC SIETAPNG YPNOTN TOPOV-

oélovtar oto UML Sdypappa 3.9.



Structure

INode<TElement>

+TElement Element {get;}

IEntrySelector

Knows how to query
a TreeEntry from the
GuiTree

+INode<TElement> Parent { get; }

+INode<TElement> Root { get; }

+INode<TElement> DirectChildren { get; }

IEnumerable<INode<TElement>> Nodes {
get;}

+INode<TElement> AddChild(TElement
element)

Predicate<TElement> Predicate {get; }

Iy

The safe area is calculated upon
style change and it is used by the
event listeners and the renderer

TreeEntry
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IElement

<<B-Tree>>

GuiTree<TreeEntry>

+lEnumerable<TreeEntry>
Query(IEntrySelector selector);

+Traverse(Action<TreeEntry> action)

+event OnNodeAdded

+event OnNodeRemoved

f

,—va\ idates-

ITreeValidator

+ValidateStructure(GuiTree<TreeEntry>)

uses

ITreeValidationRule

Asserts the

current

structure

relative to Knows how

the to configure

ITreeValidati a tree entry

onRules relatively to
its siblings
and Parent

+IElement Element { get; }

+Rectangle SafeArea { get; }

ITreeBuilder

+GuiTree<TreeEntry> Finalize()

+Add Child(IElement element)

+void FlushNode();

Sets up the b-tree. Upon
event dispatch, each node

INodeProcessor

notifies tis parent and the
Tree structure is re-

+TreeEntry Process(TreeEntry parent,
IEnumerable<TreeEntry> siblings)

evaluated when the event
reachess the Root.

+string Id { get; }

+EventList Events { get; }

+IStylingRule Style { get; }

Avaypappa 3.8: Aopn diemapng xpnom

3.5.4 Kvokhog {ong demapng ypiotn

Creation

H cepd mpogtoypociog S1pdpemaons Kot Topovsioons e SIETaeng ypnoTn eai-

vetal 6to duypoppa 3.10.
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Style

Holds

information
on how to Animation
render _ _ Animation
+IStyI|ngRu_Ie I\/Iove_To(!StyllngRule AP for
current, Point destination); K
: : IStylingRule
+IStylingRule Fadeln(IStylingRule current,
TimeSpan duration);
IStylingRule
+Point Position { get; }
+Point Dimensions { get; | Creates IStylingRules and
+Rectangle Border { get; } ' holds a reference to them
+Rectangle Padding { get; } StyleContainer | for updating purposes.

+Color Color { get; } +Update(double timeDelta)

+Alignment Alignment { get; }

+1StylingRule
+event OnStyleChange Create(StyleCreationOptions options)
+event OnPositionChange +IStylingRule GetByld(string id)
GuiManager

-StyleContainer

-IRenderer .
Input Rendering
+ElementFactory

+ITreeBuilder
+Update(double timeDelta)

+Render()

Structure Gui Factories

Awypappa 3.9: UML tov cuotipatog ovOpodmvng dtemapng
3.6 Awygipion mopv

To wayyvidw amaptiCovior amd ToAAd €10n dedouévav, gite avtd givol TPLoOLa-
otato povtédla, textures, apyeio nyov kAn. H unyavn npénet va eivan og Béom va pop-
TOVEL OTN LWV Kot va apotpel autd ta dedopéva dvvapikd. Xpetaletal Aoy kd-
o0V €100VG daYEPLoTNG TOPWV (asset / resource manager), o omoiog yepiletor o
oVOTNHO apyEl®V TOL AglTovpykov. O dayePIoTHS TOP®V TPENEL Va. TPOocaprOleTaL
avaAoYQ LLE TO AELITOVPYIKO GTO 0010 TPEYEL Kot VoL AAUBAVEL VTTOWYN TIG WONTEPOTNTESG

TOV 014PopwV cuoTnudtov apyeiov. Ipénet va vrootnpiletol To acHyypovo poOpTOHQ



Create a Guisystem
instance

Use the GuiFactory

Use the Element
builder to adjust the

Use the Element
builder to add event
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—=
to creste Elements Styling behaviar
Inveke Updsate() to Uze the \
\ ap.phrme IEIEME‘?I?EE”D Use theTreeBuilder
Imroke Render) to 15tylingRules zelect spedific nodes N i the Gui
render the GuiTree animationsand to in the GUI Tree and DSF:;J;WE H
flush the make changes o
linputlisteners themn

Every change
causes3 tree
restructure
and evaluation

Awgypappa 3.10: Kdxhog (ong diemapng ypnot

OEJOUEVMV, Y10l VO NV UWTAOKAPETOL 1] POT] TOV TTOLYVISLOV.

O dwyepromg mopwv amaptiletar amd dvo pEpN. To Ttpmrto puépog, o offline resource
manager, tepthapPavel epyoieia ta omoia yepilovrtal assets kot To peTappalovy oe
po popoen n onoia givar eneEepydoun and ) unyovny. To devtepo pépog, o runtime
resource manager dwoyelpiletal Ta assets otn pviun, epovtilel va givar Stabéoo 6T
yperdlovton kot vo aeapefovy amd ™ pvnun o6tav oev Ba Eavaypnoipomombovv. Ta
TEPLOGOTEPQ, assets OEV POPTOVOVTOL GTN VI LE TNV KAVOVIKT TOvG pop@n| (format).
Ta assets mepvovv amd kdmowo conditioning pipeline yio v LETAGYNUATIGTOVV GE Lol
pope1 n onoia pwopei va eneEepyaotei n pnyoavn. Eva tpiodidototo poviého dev mepié-
YEL EMAPKT TANPOPOPia Ko 1 unyovn| oev E€pet yia Tt Tpoopiletat. O resource manager
eumlovtilel Ta assets pe petadedopéva (metadata) to omoia TEPLYPAPOLV TO TAOG M UN-
xavn Ba yeprotet To kKaOe asset. H Pdon dedopévav mopwv (resource database) E€pet
g va xewiletal ddpopa €idn assets e pia Lopen TV omoio 1 punyovn KotoAaBoi-
vel. Mia teyvikn elvat to kéOe asset va mepiéyet pali tov kdmoto apyeio XML 1o omoio
e€nyel 1 Ba kaver  punyovn poli tov. Eniong etvar ypnotpo va vrootpilet ekdocelg
(versioning) yia va. gvtomilovton ot aAAayég katd ) mopeio avantuéne. H Baon pmopet
va gtvon gite SQL elte amAd £va B-Tree pe buffer blocks kot duvatdtro mpocmérlacnc

Toug [9].

Y1aow0. Tov ay®yoV wopmv  To otddlo Tov aywyolh mopwv (resource pipeline) eivon

TOL TOPAKATO:
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Granular resoures [16pot o1 omoia GLUVOEOVTOL [LE TIG OVTOTNTEG GTO TOYVIOL.
Yovoeon pe KOowke EvkoAio otn cUvOeoT TV 0E00UEVMVY LE TOV YO0 KOOTKO
Eayoynq Elaywyn dedopévav o S14popeg LOPPEC.

Topparétyra ZvpPatdtnTa pe GAAEG LOPPEG T SOLVOTOTNTO LETOTPOTNG TOVG GE LLOPPT

N omoio elvan cupPatn pe T unyxov.

Evkohio ktiowo Evikolio katd to ktionpo, agod n unyovn ovorapupavetl g Eoptn-

o€ LETAED OESOUEVOV KOl KDOTKO.

3.6.1 Ev0vvec tov offline dwoyeproty mopwv

Exporters H duvatomnta petatpomng amod native Lopern o€ LopeN 1) 0oio pmopei vo

tpomoron el amd T pnyovn.

Resource Compilers Katd v eEaymyn yperdleton va yivel KGmolov €i00vg Kapov-

QAdpIopa TV dedopEVOV MGTE Vo cLUPadifovy pe TV pnyovn.

Resource Linkers TToAAég popég mepiocdtepa amd éva apyeia yperaloval va Guvoe-
0oV 1o va dnpovpynBei éva ypnoipo makéto. H eivar vevBuvn oto va Bpioket
eEQPTNOELS KOl VO EVAOVEL KOPUATIOL DGTE VO ONUIOVPYEL TAKETO ETOLLO X P CLO-

mombOovv.

3.6.2 Ev0vvec 10V 10y EPLoTI] TOPOV TPAYRATIKOV YPOVOL

* E&acpaiilel 6Tt ot pvnqun vdpyovv poévo povodikol tdpot kot mePecOTEPOL

amo €vo Tov {d1ov THToV.
* Awyepiletor 1o mdc0 ypdvo givar dtabécipa ot v
» Qoptmvel Kol EEPOPTAOVEL OO TN LVIAUN.

» Xepiletar composite resources onNA0dY| TOPOVG Ol OTOI01 ATOTEAOVVTOL OO TE-
pLocOTEPOLS 0md éva. Eva tpiodidctato poviédo yio mapdostyio, omoteieiton

oo mesh, materials, textures, skeletal animations kA
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* Awoyepiletal v oKEPOUIOTNTA TOV VOPOP®V, dSNANON AaUPAVEL LTTOYN TIG VTTO-

eCaprioeig ko ig aAinroegoptioetg Kot epovtilel va unv vedpyovv tpofAnparta.
* Emtpéner v tpomomoinom tov 6edopévemv agol eoptmBodv 6T uvnun

* [Ipoopépet T dvvaTdTTo ASHYYPOVIG POPTOONG Y10 TAPUAANAGLO EVEPYELDV.

Opyavoon apyeiov ko Kotaldyov  Xovnbog yivetat devdpoetdng opydvwon. [Toi-
AEC OPEG Y10 GKOTOVG EMIOOONG, TOAAG apyeiat ival GLUTIECUEVA GE £va Y1 VaL YIVETOL
70 YP1YopN TPooTéAAGT. Mo unyovi UTopel vor YpNoULOTOGEL 1O VITAPYDV LOp-

Q&G M KATO1EG TPOGOPUOGUEVES LOPPES Y10 TIG AVAYKES TNG UNYAVTG.

Teyvikég owayeipiong mopov oty pvijun Mo cuvnbiopévn teyvikn eivon to flyweight
pattern [6], n opyGvmon o€ doun dedouévmv hashtable pe kheldid Ko Tpéc, dmov kKAedL
etvat 10 povadikd yapaktmpiotikd, évo GUID 1 1 dwadpoun tov apyeiov oto dicko.
Otav 1o mayvidr ypetdletar Kamotlo resource, 1 pUnyovn EAEYYEL oV VLAPYEL TO KAEWI.

Av vtdpyel 10 emoTpEPeEL Ko av Oyt TOTE PopTOVEL 0TO hashtable.

YTA010. TOV KUKAOV ONS TOV TOPpOV 6T1 pvijun

Kafolkoi mépor O kabBolikoi mdpot (global resources) poptdvovtal TNy apyr TOL

TOLVIOL0L Kol XPELALOVTOL GUVEYELOL.
oépor emmédov O dHpot avtol yperalovtal oTNV EKTACT GLYKEKPIUEVOL EMUTESOVL.

Xovropng owapkelag Long Ormopot svvroung ddpketag (ong (short-living resources)
ypedlovtal yio £Vo GUYKEKPIUEVO OTOTEAN] OKOTO T.Y. L0 GKNVI 1 omoia Ep-

eovifeTon (o eopd KoToL T OGPKELD EVOC ETITESOV.

Zovtovig pong Ot ndpot Lwvtavig pong (live streamed resources) givor yio mwopd-
detypo apyeio. LOVGIKNG Ko NYNTIK®V €€ ta omoia dtaPalovion omd 1o dicko

SUVOIKE Kol QOPTMVOVTOL 6TN VAT 6€ Koppdtio (chunks).

Teyvkég dayeiprong kVkAov oNg  YTapyouv d1dpopeg TEXVIKEG Yol T dtoyeipion
TOV KUKAOL (oNg TV mopwv. Mo KaAr TeXViKn ivatl va LUAGYOVTOL Ol 0VOPOPES
(references) ota avtikeipeva kdBe popd OV YIVETOL TPOCTEANCT] GTI| VI T TT.). GTNV

apyn kabe emmédov. Metpdtor méoeg popéc (NTiONKe 0 CLYKEKPLUEVOG TTOPOC.
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1. Bpiokovue 6Aa to resources mov ypeldlovIol Yo T GUYKEKPIUEVT OKNVI Kol

av&dvoupe Tov petpnt 1oV Kotd 1. Apatpovpe ota vrolowra 1.

2. Xe 6ca 0 petpnng £yve 1, o opt®VOLUE GTI UvhRun Kot o€ 0ca £ywve 0 ta

QQOPOVLLE OO TN LVIUN.

H apyrtektovikn tov dayeplot) Toépov Tpayratikod xpdvou TapovctdleTot 6To

UML aibypop
Runtime Resource Manager

pa 3.11.

<<Interface>>

IResource

A thread-safe

graph for

storing key-
value resources |

ConcurrentResourceGraph

IDisposable Add(string key, GraphEntry
entry)

Flush()

GraphEntry

Texture

IResourceLifetimeScope Lifetime

IResource Resource

<<Interface>>

IResourcelLifetimeScope

Provides
resources to
the user

ResourceContainer
 stores with:
+IResource Get<IResource>(string id)

Attaches the la
loader to an
ingame event [~
Loads a
resosurce lazily [—__

bullds—‘

<<Interface>>

IResourceContainerBuilder

Controls the

resource's

ResourceContainer Build()

lifetime

MetadataResourceBuilder

LazyResourceTrigger

;

IResourcelazylLoader

IResource Load();

;

<<Interface>>

IResourceParser

APIResourceBuilder

i

PerlLevel

‘ PerLookup

Awaypappa 3.11: UML tov duoyelpioti) mOp@V TpayHoTIKod ¥povou

3.7 Tegyxvnti vonuoovvi

H teyvnt vonuocsvvn ypnoyionoteiton yio vo moapdysl EDQPLEIS CLUTEPLPOPES KL-

pioc yapoaktpeg k1o Tov Tailytn (NPCS). Ot akydpiBuotl g Te)VIKNG VONUOGUVTG

TPOCTOOOVV VO TPOGOUOIDGOVY TNV avOpdOTIVI cvumepipopd kot Baciloviat e TeXVL-

k&G amd Oewpio EAEYYOVL, POUTOTIKT KO YEVIKA TNG TANPOPOPIKNG. LT NAEKTPOVIKA

moyviow n vonuoovvn cupfdiel 6to o peaAloTikd gameplay péco Gtovg meplopt-

opovg Tov mepiPdArovtog. H mpocéyyion elval evieAmdg d10popeTIKN amd TNV TEXVNTN

VONUOGUVN 6€ QAL TTedia, YTl Ol IKOVOTNTES TOL VITOAOYIGTH TTPEMEL VO £lvail NTTLES

®oTE Vo dMGEL 6E avOpOTIVOUG TaTKTES [ aicOnom dikatosvving ko tkavomoinong [9].
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3.7.1 Aévtpo copmePreopaOv

To dévipo cvumepipopdv (behavior tree) eivar Eva 0évtpo pe 1epapyikd cuvoede-
HEVOUG KOUPOLG Yo EAEYYO TNG PONS TNG O1AOTKOGTIOG ANYNE OTOPAGE®V OGS OVTOTN-
TOG LE VOMLOGUVN. Xt QUAAG TOL 0EVTPOL PPIicKOVTOL Ol EVTOAES KOL ) GUUTEPLPOPA
™G ovtotTag. Ta KAadwd ta dnpovpyovv 616popot TVTToL KOUP®V 01 0Toiot TEPLEYOLV
EVTOAEG KOl TEPLOPIGLOVG Yia T dtdPaocm Tov dévtpov [2].

H Baocwn ovtotta tov 6évipov givar o koppoc. O kdbe koépPog a&oroyeiton oe

Ka0e Pripa dStaPaong Tov dEVTIPOL Kot EMGTPEPEL TNV KATAGTAGCY TOV:
Success O koppog a&lorloynonke pe emrvyio

Failure O xoppog a&orloynonie pe amotuyio

Running Axoun va teleiwoetl | a&loAdynon tov Koppov.

H 616 aom Tov dévpov Tpoympdiel avaAoya [LE TV KOTAGTOGT TOV TPOTYOVUEVOL

kopupov. Ot kopPot a&lordynong Aettovpyovv cav AOYIKEG TUAEC.

Sequence IIpocopowdvet v moAn AND, yia va a&todoyn0ei o kOppog kKAadi pe emt-

toyia, Tpénet 6Aot o1 kKOUPotl Tov KAaO10V va a&lohoynBovv emtuy®g.

Selector IIpocopoiwver v wHAn OR. H a&loddynon tov kAadov Bewpeitar emttoym-

péEVN otV Tp®@TN aE10AGYNoN EVOG SEVTPOUL LE EMLTLYIA.

Random Selector ‘610 cupmepipopd pe tov selector, amdd 1 a&roAdynon tov koppwov

yivetal pe toyoio oelpd.

Random Sequence ‘o0 cupmepipopd pe to sequence, amAd 1 aloAdynon twv KO-

Bov yiveton pe tuyoio cepd.

H ocvuneprpopd kot a&rordynon tov kOpPov propet va petafandel ypnooroim-

vtog to decorator pattern [6].

Inverter O x6puPog o omoiog eivon decorated amd tov inverter, EMGTPEPEL TO OVTI-

OTPOPO ATOTEAEGLLO KATA TV a&loAdyn o).

Repeat Until Success O koppPoga&loroyeiton og Running epocov a&loroynOei pe amo-

Toyia.
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Repeater H a&loloynomn tov ko6pfov emavarapfavetar ovarloyo pe 1o mpokadopt-

OUEVO AP0 ETAVOAYEDV
Max Time H a&ioldynon yivetor péca o ota TAAIGLO XPOVIKOD SLUGTHLLATOG.

To @OAA TOV dévTpov kaBopilovy TNV TPOYUATIKY] GUUTEPIPOPA TG VOT|LLOGVVNG.

To @OAAO popovv va givat:
Epomosig o mapddstypo: vmdpyel 10 CLYKEKPYEVO OVTIKEILEVO GTO YApTN;
Yopmeprpopa o mapdderypa: Tpoydpao £vo Pripo pepocTd.

1o mind map 3.12 wapovctdlovtat ol GXEGELS KOl 01 TOTTOL TOV KOUPMV.

Behavior Tree

Inverter

Succeeder

Repeater

Repeat Until Failure _ Question

Decorator

Leaf »

Composite

Max Time Sequence

Selector Random Selector

Random Sequence Parallel

Repeat Until Success Process N Initial

Awdypoppa 3.12: Aévipo CUUTEPLPOPOV

API  Xto API tov vrocvotipatog copmeptrappdveror éva fluent tree builder yio €0-
KOATN dnuovpyion SEVIP®V GTN UVAUN LE KOOTKO Kot EVOG OPUIATIOTNG 0EVTIPOV (tree
visualizer) yio 063061 ToL 0EVTPOL GTNV 006VN Le a&loAdYNoN KOl EVIUEPMCT TTPaLY-
HATIKOD ¥POVOL Y10 OTTOCPOAUATMOT). £TO TopAdEypa koK 3.4 mopovotaletal M
LOVTEAOTOINGN TNG CUUTEPIPOPAS EVOG YOPOUKTNPO O 0Toio¢ mpoomadel va Ppel v

£€000 o€ éva Aafvpvbo pe gxBpoic.
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Hapaderypo kddwko 3.4: Behavior tree builder

behaviorBuilder
.Selector (name: “Move,toend”)
.Decorate (For. RepeatUntilFailure)
.Sequence (name: “try_ walk”)
.Question (CheckNextTile , name: “next
tile empty?”)
.Behavior (MoveOneTile, name: “goyl
stepforward”)
.Sequence ("key_obstacle”)
.Question (CheckTileForKey, name: ”
found key?”)
.Selector (”handle_key”)
.End
.Sequence
.DecorateFor(Decorator. AlwaysSuccess)
.Behavior (RunAway)
.End
.End

.Tree;

3.7.2 Finite State Machines

Finite state machine givot puo apnpnuévn unyovn n oroia propet va Ppioketal og
pio amwd Eva TEEPAGUEVO OPLOUO KOTAGTAGE®V KOl LE TNV EMEALEVLGT| KATOLOL YEYOVO-
T0G pmopel va aAAGEEL amd ol kKotdotoon og dAAN. Katdotaon (state) eivon n mept-
YPOON TG KATAoTAONG 6TV omoia Ppicketar to cvotnua [7]. Ieyovdg (event) dpdon
n omoia odnyel o addayn katdotaonc. Transition (petdfaon) eitvor évo cuvoro dpd-
CEWMV OV TPEMEL VO, EKTEAEGTOVV ATV TTANpEital po TpoimdBeon 1 0tav cvpPel Eva
yeyovés. Xto UML 3.13 mapovoidloviot ot oxéoelg petald towv ovtotntov tov finite
state machine.

1o mopddetypa 3.14 povieAomoloHvtal Ol KATUGTAGELS KOl TO, YEYOVOTO TO OTTO10

001N YOOV € ALY KATACTOONG EVOC YOPOKTIPO LE VONHOoUVN. O YopoaKTnpag avtdg
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FiniteStateMachineBuilder<TContext>

+AState<TContext> GetState(string id)
State MachineBuilder

From(AState<TContext> state)

State MachineBuilder To(AState<TContext>

state) IEvent
e [—dfines—]

<<Interface >»

build

State MachineBuilder +event OnTransition

When(Action<IStateEvent> event)
IStateEvent Eventl);

+Raise()

State MachineBuilder AddStatelstring stateld,
FuncsAState<TContext>» state)

State Machine<TContext> Build(string

initialState) <<Internal=>
H F5M Event
StateMachine<TContext> ctores
+AState<TContext> Current { get; } ¢ |
+Task Update(); <ephstract > triggers
AState<TContext>

<<Internal=>

+event OnEnter

) Transition<TContext>
pdatz +event OnExit =—swicchesl |

+Enumerable<State <TContext>> +bool MakeTransition()

Adjacent { get; }

internal void Update(TState Context
context)

Awdypappo 3.13: UML tov vrocvotipotoc tov state machines

TEPUTAQVIETAL TVUYOLO, OTAV GLUVOVTIOEL OVTIKEIEVO TO HAlEVEL KOl OTOV GLVOVTIOEL

ex0p06 tov morepd. Av o x0p0og eivar o duvatdg, TOTE ATOPEVYEL TNV UAyM PEHYOVTOG.

Found item PCkedUP) Got await \
Enemy nearby o
\Ki”edjy

Awypappa 3.14: Topaderypo state machine

Enemy is stronger

H o0vdeon tov finite state machine yiveton péow tov builder [6]. Xtov builder yi-
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VETOIL KOTOYMPNOT TOV KATAOTAGE®MV HECH piag pebddov-factory kot dnuovpyio avto-
EVEPYOTOMUEVOV GUUPAVTOV 1 CLUPEVTOV TO OTTOl0 EVEPYOTOLOVVTOL OO TOV YPNOTN
T omoiat 00N yovV og aAAayn katdotaong. Metd yiveton to xtiocwo tov FSM kot 1
evnuépmaon Tov pe Pdon to yevikotepo mAaaicto. Iapdderypa ypriong tov builder mo-

povctaletal 6To TapadEyo KOdKa 3.5.

Hoapadsrypo kdowka 3.5: State machine API

fsmBuilder

.AddState (”PickUp” ,() => new PickupState())
.AddState (”Wander” ,() => new WanderState ())

//with lifetime

. AddState (” Attack” ,() => ioc.Resolve<AttackState >())
.AddState (”Evade” ,() => new EvadeState())

var attackEvent = fsmBuilder
.From (”Wander”)
.To(”Pickup”)

.When(context=> context.Foundltem) //auto triggered

var attackEvent = fsmBuilder
.From(”Wander”)
.To(” Attack”™)

.Event() //manually triggered

world. OnCollision += (sender,args)=>

{
if (args.CollidedType is Enemy)
attackEvent. Trigger () ;
}
//emitted

var playerBehaviorFsm = fsmBuilder.Build (" Active);

await,playerBehaviorFsm . Update(playerContext);
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Kepaiao 4

AKTOOON

ATO®OT 6TA NAEKTPOVIKA TTayvidto EXOVpE OTav TEPIGGOTEPOL OO VOIS TALYTES
o€ SPOPETIKEG TAATPOPLES 1) VITOAOYIOTES, LOPALoVTOL KOl AAANAETIOPOVY GTO 1010
ewoviko mepidrrov. Iaiyteg e didpopa onueia Tov TAavHTN BEAOVY VO LOPOGTOVV
éva eIKOVIKO TEPIBAALOV OE TPAYLATIKO YPOVO LE GKOTO TNV GUVEPYAGIN N TNV OVTL-
molotnra. O Koouog eivan éva vrepovvoro tov offline kOGHOV pe emmALoV GTOLYXElN

KOIWV@OVIKOTOINOMG OTTMG 1 EMKOIVOVIO LECH UNVOUATOV 1] POVNG.

4.0.3 Alniemiopaon o€ EIKOVIKO TePLPariov

"Evag eikovikdg k0o oG, mepthapPavel TOAAEG OVTOTNTES Ol OTTOIEG AAANAETLOPOVV
HeTa&l TOVG HEGM TV UNYOVIGH®V, VOOV Kol KOVOV@V Tov d1€movv Tov Koouo. [a-
paoetypo unNyavicpol ivat 1 TPOGOUOImGoT TOL PUGTKOV KOGHOL, OTTOL 01 OVTOTNTES
ovVTamTOKPivovTal 6€ VOLOVS TNG PUGIKTC.

Katd v evnuépmon tov KOGLOL, 0 TPOGOUOUM TS XPNGULOTOUDVTOS TOVG VOUOVG,
TOVG KOVOVEG KOl TOLG UNYALVIGLOVS TTOL S1ETOVV TOV KOGLO, TOPVEL G £10000 TIC OVTO-
TNTEC, TOL EWOIKA PAPT TOV IO10THTOV TOVG, TNV AmOAVTN B€0T TOVE GTO GLGTNIO GLVTE-
TOYHEVOV TOV KOGLOV, KOl TO YPOVIKO SLUGTNLO THG TPOGOUOIMONG KOl OVOAVEL TNV
npocopoinon. H avdivon g npocopoinong yio va givor emtpentd axping npémnet
va yivetan mepimov 80-100 popég T0 devtepdrento [8].

270 TEAOG TNG TPOCOUOIMONG, 1| LNYAVT YPOPIKADV OITOTVTMVEL TOV KOGHO OTIG ££0-
d0VG e OTATIKA assets N pe aAyOpOovS Tapoy®yng SUVOKAOV assets Y1 TV ovVoTo-

pAoTOCT TOL KOGLOV.
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4.0.4 Or amorT)GES TOV VTOGVGTIHATOS SIKTVMGG

Me Bdon Ti¢ amaITNGES TOV VTOGVGTHHOTOS KOTAAYOVUE GTO SUULYPOLLLLLOL OKO-

AovBiog 4.1.

m

imulation

L orld properti

A 4

location:

tior

game loop

|
|
|
|
N |
> |
> T
|
|
I
I
I

»
»
solve
S — — — — — —collisions / actions — — — — — — 1= <
update according  [simulation result mulation result
solve
. — — — — — — —collisions / actionss — — — — — — |—g—
locati >
1 ation: > render
update according to simulation result solve
| i »
tior P>

Awaypappa 4.1: Adypappa 0koAlovBiog Tov VTOGLOTHLOTOG SIKTHMOGNG

BAémovtag to dudypappa katorofaivoope 0Tt o€ 1 d1adtkacio andd0oN g TEPIAOLLL-
Bavel otatikd ototyeia kot alyoplfuovs, to omoio UIopovV v, GOPTMOVOVTL TOTIKA
oTOV KABe VTOAOYIOTY, Kot dev glvar amapaitnTa Yo TV ETIAVOT TG TPOCOUOIWOTC.
To arapaitnta ctoyeia yio TV Tpocopoimon o omoia TpEmel va polpalovtal petalhd
TOV TOLYTOV Elval:

* 011310 TEG TG OVTOTNTAG LE BAGT TOVG VOLOLG TOV KOGHOV. O11310TNTEG QVTES

OEV EVILEPDVOVTAL GLYVL.

* Ot aAAayEG OGTO GUOTNOL GUVTETOYUEVOV Kol 01 OBPOPES EVEPYELEG TNG KATEV-
Buvopevng ovtoTNTaG KATA TNV TAP0d0o TOL YPOvov. Ot adlhayég Tomobeciog Kot
evépyeleg yivovtor moALEG @opég avd devteporento. H mpocsopoimon ya va gi-
vou aKpPNG TPETEL VO EVILEPDVETAL Y10l TIS OLAPOPEG EVEPYELES GE TTPOLYLATIKO

YPOVO.

4.1 Avalvon evvolrov

H avaykn amostoAg ToOALOY UNVOUAT®V 0va 0eVTEPOLETTO 00T YEL GTN XPTION TOV

sockets dwktvov (network sockets). Ta sockets ypnoomoidvtag Eva IP kot port xon
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EMTPEMOVV TNV OTTOCTOAN Kol TOPAAOPT) LNVOUATOV HE BACT KATOL0V TPMTOKOAAOV.

4.1.1 IIpwtoxoiro

Ta o GuyVA XPNOLLOTOLOVHEVO TPMTOKOAAN Y10 SIKTVMON o€ oy vida etvat ta

mwopoaxdTo [12]:

TCP To TCP (transmission control protocol), glvatl 1o mo cuyva ypnoLOTONUEVO
mpwtoKoAro. H dachvoeon pe TCP elvar aldomom Kot tor unvOorTo TopoAoipL-
Bavovtal otn oepd amoctonc. H adlomotio Opmg Epyetal pe éva pikpod KOGTOG

amOd00NG.

UDP To UDP (user diagram protocol) dev mepthappdverl tnv alomotio Kot v €yyV-
non g aAiniovyiog punvopdtov. H anovoio Asttovpyidv dpms, To KAVEL TO To

YPNYOPO GE OITOGTOAY UNVOUATOV TPOTOKOALO.

H emioyn tpmTokdALov yiveTatl avaAloya Le TO YEVIKOTEPO TANIGLO KOl TT) GLYKE-
KPLULEVN XPNON TOL TOKETOL OTOGTOANG. XTNV OTOGTOAT TNG ToTobesiog, ) omoio
yivetal 20 popég ava devteporento [11], 1 a&lomiotio dev givor to PacikdTepo,
AL M amdS0GT. ZTNV OTOGTOAN TOV GTOLXEUDY TOV ¥PNOTN KATA TNV Evapén, 1)

EVAG YPOTTTOO UNVOUATOC TPETEL VoL efvat a&1OmTIoT.

4.1.2 ApyLTEKTOVIKI] HIKTVOV

Ot apyrtektovikég diktHov ywpilovion avaroyo e TO TOL yiveTon 1) EmiAvon Kot

eneepyacio g mpocsopoimong.

Client-server model Xto client server model (povtérlo meddn e€umnpetnT) 0 omoio
o client amAd amodidel otnv 006vN KoL TO HEYUADTEPO KOUUATL TNG AOYIKNG KO
g mpocopoiwong Tpéxetl otov server. O server otédvel oonyieg otov client yio

TO TL VO 0T000GCEL KO 0 client amAd VTAKOVEL.

Client on top of server model O client ivot ko server, SnAadn o1 uUnyaveg Tov £xovv

tov client £xovv Ko TOV server.

Peer to peer X710 peer to peer LOVTELD, O1 UNYOVES GUUTEPLPEPOVTOL LEPIKMG MG clients

KOl LEPTKAOC MG servers, OnAadn £xovv Kot otoryeio Aoyikng Ko enegepyaciag.
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H client-server apyitektovikn epoapuoleTon o€ Toyviolo ta omoio TEPIAUUPAvVouY TOAD
LEYOAOVG KOGLOVG KOl 1] TPOCOUOIMOT) TEPIAAUPAVEL AAANAETIOPAGELG HETOED TOA-
AV ovtot)TeV. Ol TPOGOUOIMGELS AVTEG YIVOVTOL GE EEEIOIKEVUEVEG UNYOVES Ko OYL
GTOV TPOCMOTIKO VTOAOYIGTN TOL KAOE ypn ot YTl ¥peldlovtal LeydAovg LTOAOYICTL-
Kovg Topovs. Eniong o server umopei va Adoet race conditions Kot v AELTOVPYNGEL ©G
oS peTa&d dVo ovIoTHTOV o1 omoieg (ntovv TpdcsPaoct oTo 1610 chHoTNHL KATA
10 1010 Ypoviko dtdotnua. Ot apyitekTovikég oTig omoieg o client meptlappdvel otot-
yelo emelepyaciag Tov KOOYPNOTOV KOGHOV, Elval O SVOKOAES TNV AVATTLEY Kot
ocuvtnpnon ywri dnpovpyovvrol race conditions 6To ¥PoviKO SAGTNUO ATOCTOANG-

TopaAaPNg unvopatev Tov tpoopilovial 6e aAANLOEEOPTOUEVEG AEITOVPYIEC.

4.2 Xyedloomn TOL VTOGLGTHHOTOS

Katd 10 6%ed1061d S10dIKTVOKOV TotVIdldV TOAAG HoTifa Kot 6TepEdTLTO K®-
dka emavaAapfavovtaol xopic va GUUPBEALOLY GTNV AOYIKN 1] INXOVIGHOVS. ZKOTOS TG
BPA10OMKNC Elvon Vo HELOCEL KO VO OTAOTOMGEL TOV EMOVOAAUPOVOLEVO KOOTKO KOil
va Tpoun0edoel ToV ypNoTn LE HOTIPa Kot LOVTEAN OVTMG MOTE VO, EGTIOGEL LOVO GTA

amopoitnra.

4.2.1 Ovtotnteg

Serialization Xe pia AVTIKEWWEVOGTPAPT] YADGGO YPNGILOTOLOVVTOL KAAGELS Yo Vo
povteloromaoovy to TpdPAnua. Opmg Ta avtikeipeva Tov KAAoE®V dgv Umopovv vo
oTaAoOV pEcm socket S1kTHOL BTNV OPYIKN TOVG LOPQY], TPETEL VOL YIVEL UI0L LETATPOTN
o€ binary ywo va givat GUVERNG LE TN HOPPY| TOV dESOUEVMV TTOV ATOGTEALOVTOL LEGM
tov socket. Katd v amocstoAr) £xovpe 1o serialization tov avtikeipevav, Kot Kot v

maparafn to deserialization TOL TAKETOV GTO AVTIKEILEVO TOVL OVTITPOCHOTEVEL.

4.2.2 Tomor pnpvopdtov

Ot 014popol TOTOL UNVVUATOV YPTCIUOTOIOVVTAL YL VO EEXMPIGOVY TNV KATA-

otoomn oty onoia Bpioketar o client 1) o server.
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Alhoyn kKatdotaong To mopokdtom unvopato amoctéAdoviorl otav cvufel adioyn

KOTAGTOONG TOV TTOLYTN 6TO SIKTVO TOV ALY VIS0V,

Connecting O maiytng exivnoe T dlad1Kacio GOVOESTC.
Connected O moiyng cuvoéonke.
Disconnecting O maiytng Eexivnoe ) dadikacio amocHVOEsNG.

Disconnected O maiytng amocvvoidnke.
Data To prvopo mepiéyet 0edopéva.
ErrorMessage To pnvopo mepiéyet TAnpo@opieg yio GOAALLOL.
WarningMessage To prvopo Tepi€yel Tpoedonoinom.

VerboseMessage To pivopo mepiléyet Yevikég TANPOQOpIes Yo TNV KATAGTOGT TOV O1-

KTOOV.
ConnectionApproval To prvopo onuatodotel Ty £yKpiomn 6to dikTvo

DiscoveryRequest Xe nepint®celg aviyvevong server 6€ d1kTvo, 0 TaiyTng oTEAVEL TO

aitnua aviyvevong.

DiscoveryResponse Xg emttuyeig aviyveOoELG O Server ETIGTPEPEL AMAVINGT) e TAT-

poopiec.

Ot tomot pmvopdtev pmopov va poviehomombodv og €vo enumeration Kot VoL TPOGTE-
Ol n mAnpopopia Tovg 6To TPp®TO byte Tov serialized punvoparoc. To mpdrto byte Tov

TapeAN@OEVTA LIMVOLOTOG TEPIAAUPEVEL TOV TOTTO TOL UNVOUOTOC.

4.2.3 Awyeprotig OIKTOMGTG

O dwayepiotig diktvmwong (network manager) eivat vrevOLVOG Yo TNV drayeipion
TV sockets, TNV amocToAn Kot Taporafr] pnvopdtov, TV eVOLAAK®OOT TV AEITOVp-
YOV Yo TNV O0dIKTOMOT, Elval 0 Tupnvag TS LTOPPAOONKNG Ko emekTeiveTOl OO

tov client ka1 Tov server o1 0moiol TpocshETovV Asttovpyieg.
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4.3 Yhlomoinon

4.3.1 Tpomog ypnong

H dwdkacio ypriong meprypdeetor oto ddypaupa 4.2. H ypnon npénet vo givor
e&opBoroyiotikn Kot EekaBapm Yo E0KOAN Kot YpIyopT avAmTLEN Kot TEPLOPLOTIKN YLl

ATOPLYN COOAUATOV.

4.3.2 ApyLTEKTOVIKN

H apyrtextovikn otnpiletor otnv avtadioyr Lvopatov-kKAAcewv Kot yopiletot

OTO TOPOKATM EMITED.

Packages Xepiletou to serialization, avaAdel ta e1cepyOpeva pnvopato kot xepileton

TIG AVOKOTEVOVVOELS TOV EKTEAOVUEVOL KOJKO KOTE TNV TOPOALPT) UnvopdTov.

Networking Atoyeipiletor Tig GLVOECELS TV YPNOTOV, T Sockets Kot 0,TL £yl va KAveL

pe o1acHvoeo.

Auditing Agaipetiko eninedo yua logging. O ypnotg LTopel vo EVEOUATMOCEL TN O1KY|

TOV AOYIKN TOPAKOAOVONGNG UIVOLATOV.

Infrastructure To eninedo oLTO TEPIEYEL ETAVOYPNCUYLOTOU|GILO KDOTKO TOV TOKETOV
omwg to ConcurrentRepository, yia thread-safe amofnkevon KAeS1OV Kot TIUOV,
ka1 to ParallelBufferBlock 1o omoio ektedel kdoka oe buffer dAdov thread yio

acvyypovn eneEepyacia.

4.3.3 Avroirhoyn TOKETOV

To serialization t@v pnvopdtov mTpémnel va eivol VIETEPUIVIOTIKO DOTE VO OVOL-
yvopiletonr 0 TOUTOC TOV PUNVOUOTOG KO 1| KAGGT TNV OToio AVIUTPOCMOTEVEL KO EAOL-
QpUG dote vo, unv emPopdveton 1o dikTvo pe emmAéov dedopéva. O evomuaTmpé-
vog serializer ypnouomotel reflection yio va avayvopicel to primitive properties g
KAdong. [a tpoympnuévo serialization mepimhokmv THTWOV, 0 ¥PNOTNG £XEL TN dSVVATO-

o va cuumeptAapet tov d1kd Tov serializer pe tnv viomoinon tov [PackageSerializer
interface ko v Katoyd®PMNoT TOL oNUEWDVOVTAG TNV KAdo™ e to PackageSerializerAttribute

KoL TOV TOTO TOVL serializer.
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T . manager
Initialize a client / server (network

manager)

The network

) |__——1 connections etc
Configure the network manager
settings (e.g. Port, Timeout etc(

Port, timeout, max

Register all the classes that are
serialized and send via socket

Connection Approval Message,

behavior (eg

Configure message type specific

Disconnected Message etc

h 4

The registered

behavior

Configure domain type specific

| types

The network manager

runs and processes
messages in a separate
thread

————

Send messages

Stop

Aldypappo 4.2: Aldypappo yp1iong Tov VTOGLGTHLOTOC SIKTHMONG
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Katd v mpostoacio Tov network manager, o xpnotng KOAEITal Vo KOToY®PIioEL
070 container moteg KAAGELS Ba xpnopomomBovy katd v avtoiioyn pnvopdtov. Ot
KAdoelg mov mpoopilovion yio serialization onueidvovion pe kdmowo Attribute ko m
Katoyoplon umopel va yivelr duvapika pe reflection. Otav tedeldoel 1 Kataydpion,
TO container YPNGLULOTOUDVTOAG £VO VIETEPLVIOTIKO aAyopiBpo taSivopmvtag pe Baon
T0 OVOpO TNG KAAoNG 010 Ydpo ovoudtov ktilel éva thread safe repository 6to omoio
Katoywpeitor £vo povadikd byte yio avayvopioTikd Tov Kabe TOTOL Kol TAPOPOPIES
Yo TNV YPNON TOL TOHTOV.

10 T€M0G TNG KATOXDPLONG KOl TNG KATOOKEVNG OAYOPIOLOL aVTIGTOL(IoNG OVTL-
KEWWEVOV Kl AOYIKNG, O YPNOTNG UTOPEL VAL KOTOYMPIGEL EKTEAEGLO KOKO VIO LOPOT|
function o omoiog exteLeiTOL AGVYYPOVO KOTO TNV TAPAALPN KATOI0L UNVOUATOG-KAAGNG,
TOMOV UNVOOTOG, 1} CLUPEVTOG CLYKEKPIUEVG CUVOESTC.

Y10 UML S1dypappa 4.3 Topovctdletol To VTOGLGTHIO SL0YEIPIONG TAKETMV.

4.3.4 Awyeipion SIKTOMGTG

O puBpicelg Tov network manager ktiCovrot and apopéoels. H yprion tpotokodr-
AV KoL TEYVIK®OV YivETOL LLE Ayvola TnG bAOTToInoNg Kot TV Aemtopepeldv. H oyedioon
EMTPENEL TNV ATOGTOAN] UNVOLLOTOG aveEAPTITOV TPMOTOKOAAOV, TPOTOV OMOGTOANG KOl
napoinmn. O network manager mepthappdvet texvikég function lifting yio amostodn
unvopdatov. O ypiotg uropet va puOpicel Sapopovg TPOTOVS ATOGTOANG AVAAOYOL LLE
10 TEPIPAALOV YPNOTNGE, KOl VO TOVG KpOYEL Tiow amd functions. H apyitextovikn tov

networking module napovsialetar 6to UML didypappa 4.4
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NetworkP ackageAttribute

PackageSerializerAttribute

+Type SerializerType { get; }

Packagelnfo

uses to build container

+Func<object,NetincomingMessage,
Task> Handler

+Ty pe PackageType

indexes

<<interface>>

|IPackageSerializer

+object Decode(NetincomingMessage im,

Type decodedType)
void Encode<T=(T objectToEncode,
NetOutgoingMessage om)
A
Reflection PackageSerializer §|
appends

Ie Auditing

The default serializer

|PackageContainerBuilder

uses reflection to
encode/decode

+RegisterFrom Assem biy( Assembly)

properties

+Register<TPackage=>()

IPackage Container Build()

builds.

<<Interface=>

IPackageContainer

-configures

Packagelnfo this[byte Id] { get; }

= Network

resohes with

<<Interface=>

lincomingPackageHandler

+IDisposable

ssage,Task>)

OnPackage<T>(Func<T,NetIncomingMe

persists:

+0OnMessage (Net IncomingMessageType lifts @ send package delegate from
type, Func<NetincomingMessage, Task>) INetworkManager<TPeer>

returns

+IDisposable
OnConnection{NetConnection
connection,
Func<NetlncomingMessageType,
MetincomingMessage, Task>)

<<Interface>>

enqueues handlers to parallel execution blocks—

|PackageSender

+void Send<TPackage>{TPackage
message)

ConcurrentRepository

A thread safe
| repository that

stores key/value

pairs

ParallelExecutionQueue Uses thread

pool

+Enqueue(Action, ThreadCance lationToke
n)

+5topl()

Aldypappa 4.3: YrocOotnpo dtoyeiptong TakéTmv
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<<Interface>>

|Appender

+Trace

Logging facade

+Info

log to

Pack

ages

configure /

use / return

+Debug

+Warn

+Error

+Fatal

Auditor

+|Appender Appender

Network

log to

Socket Framework

<<Interface>>

INetworkManager<TPeer>

+ProcessMessagesAsync();

+Task ProcessMessages|();

sender)

+Send<TMessage>(TMessage message,
Action<NetOutgoingMessage, TPeer>

+IncomingMessageHandler { get; }

sender)

+Send<TMessage>(TMessage message,
Action<NetOutgoingMessage, TPeer>

+IPackageSender

TPeer> sender)

LiftSender(Action<NetOutgoingMessage,

NetworkPeer<NetServer>

+Configure()

NetworkPeer<NetClient>

+Configure()

IConfigurationBuilder

T

FileConfiguration

APIConfiguration

Adypappa 4.4: Movada diayeipiong g SIKTO®GONG
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4.3.5 Ilopadeiypata API
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210 TOPOKAT® TOpadELypaTa, Yivetal o cOvioun emokonnon tov APL.
* KAdogig mov mpoopilovrat yio avTtaAloyn Unvopdtov

Hapdadsrypa koowke 4.1: Attribute Takétov

[ GinetPackage ]
//optional
[ PackageSerializer (typeof(MyCustomSerializer)) ]
public class MyPackage
{
public string Message { get; set; }
H

* POOuon kot e€atopikevon server

Hapdadsrypa koo 4.2: PHOuon server

var server = new NetworkServer(”MyServer”,
builder =>
{
//via reflection
builder.RegisterPackages(
Assembly.Load(”Packages . Assembly.Name”)) ;
//or manually
builder . RegisterPackage <MyPackage >() ;
}
cfg =>
{
cfg.Port = 1234;
cfg.ConnectionTimeout = 5.0f;
cfg.MaxConnections = 10;
// Additional configuration
}
//optional , logging output, default is the one supplied
out: new ActionAppender(Console. WriteLine)
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Koataypagn kivncemv

Hopaderypno koowka 4.3: Katoypaen kivicewv

server . IncomingMessageHandler. LogTraffic () ;

Amdvtnon katd v mopaAaBr] unvOopoTog

Hapaderypa kddka 4.4: Andvinon Kot v Toparafpr pnvopuatog

server . Broadcast<ChatMessage >((msg, im, om) =>
{
server.Out. Info ($”Received,, {msg. Message}”);
server.SendToAllExcept(om, im.SenderConnection,
NetDeliveryMethod . ReliableOrdered , channel: 0);
IR
packageTransformer: msg =>

msg. Message += ”this_is_ broadcasted”);

server . BroadcastExceptSender <ChatMessage >((sender , msg) =>

{

server.Out. Info ($”Broadcasting,{msg. Message }.

Received,from: {sender}”);

1)

Kddwcog o omoiog ekteheitan katd TV TopaAo B GUYKEKPIUEVOL TOTOV UNVOLUO-

T0G

Moapaderypo KOowka 4.5: XePIGUOG E16EPYOUEVOV TOTOV-TOKET®V

server . IncomingMessageHandler . OnMessage (
NetlncomingMessageType . ConnectionApproval ,

incomingMsg =>

// Configure connection approval
var parsedMsg = server
.ReadAs<ConnectionApprovalMessage >(

incomingMsg) ;
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if (parsedMsg.Password ==

"my,secretand encrypted password”)

{
incomingMsg. SenderConnection . Approve () ;
incomingMsg . SenderConnection . Tag =

parsedMsg. Sender;

}

else

{
incomingMsg. SenderConnection . Deny () ;

}

1)

Exteléoioc kdokog katd Ty mopalopn GUYKEKPIUEVOL UNVOLOTOG-KAUCTC

Hapaderypo kK@owka 4.6: XePIGUOC EIGEPYOUEVOV UNVOLATOV

server.IncomingMessageHandler
.OnPackage<MyPackage >((msg, sender) =>
Console. WriteLine (

$” {msg.Message} from ,{sender.SenderConnection}”));

ATOGTOAN UNVOUATOG-KAAGNC

Hoapaderypo k@owka 4.7: ATOGTOAN UNVOLATOG-KAAONG

server . Send (
new MyPackage { Message = “Hello” },
(outgoingMessage , peer) =>
peer.SendMessage (outgoingMessage ,
NetDeliveryMethod . ReliableOrdered) ;

Lift amootoAng unvopatog

Hoapadsrypo kdowka 4.8: Lift amoctoréa pnvoudtov

var packageSender = client.LiftSender ((msg, peer) =>

peer.SendMessage (msg,
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3 NetDeliveryMethod . ReliableOrdered));
4
5 | packageSender.Send (new MyPackage { Message = “Hello”

* Aoypaer| xeplot

Hopaderypo kdowke 4.9: Aoypagn xeplom

1 |var handlerDisposable = server.IncomingMessageHandler
2 .OnPackage<MyPackage >((msg, sender) => {}));
3

4 | handlerDisposable . Dispose () ;

* H p0v6uon kou 1o API tov client eivar mavopotdtumo pe tov server. X 6€om tov

NetworkServer ypnowonoteitar o NetworkClient dmov ko ta. 500 YVAOTO100V TOV

NetworkManager<TPeer> where TPeer:NetPeer

4.4 Testing

Mo koA apylteKovikn vTooTnpiletorl amd TNV EVKOALN TNE SOKILOGTIKOTN TG 0VA
povada (unit testability). H BpAodnkn xpnoonotet functional teyvikéc, ol omoieg €0-
KoAo pumwopotv va avtikataotafodv pe mocks. O ypnomg umopet va pupmOet v mo-

POACPN 1] ATOGTOAN TAKETWV KO VO EVILEPMVEL TNV LOVADX ETEEEPYOAGTIOG UNMVVUATOV

and 1o TpEywv thread.

Hapaderypo k@owka 4.10: AoKpaoTIKOTNTO ELGEPYOUEVOL TAKETOV

[TestMethod ]
public void Incoming Package GetsHandled ()
{
// Arrange
var client = mew NetworkCliient(
builder =>
builder. Register <MyPackage >(),
cfg=> {});
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var mockedHandler =

new Mock<Func<MyPackage, NetIncomingMessage >>()
mockedHandler. Setup( x =>

x(It.IsAny<MyPackage>()));

client
.IncomingMessageHandler

.OnPackage<MyPackage >(mockedHandler) ;

//Act
client.IncomingMessageHandler. SimulateReceive (
new MyPackage());

client.ProcessMessages (). RunSynchronously () ;

// Assert
mockedHandler. Verify (x=>x(), Times.Once()));

Eniong mapéyetatl n SuvatdtnTa TG TPOGOUOIMONG YOUEVOV TOKETWOV, Y10 VO, dO-
KILOOTEL TO TAOG 1) EPAPLOYN AVTATOKPIVETAL 6€ TEPIPAAAOV KOKTNG OAOIKTOMONG Ko

va avartuyBodv teyvikég TpdPAeymc diktvov (network prediction) yio eEopdAvven g

kivnong.
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Kepdiarwo 5

ALYVOOGTIKA KUl ATOGQUALATOGCT)

H avémrtoén tov Loyiopkov mpémel va mopakorlovdeitor cuveyms. e AOYIGUIKA
OmmG éva oy vidy, n ewidoon ™S EPapPUOYNG etvan eEonpeTikd onpavtikiy. [o ) petd-
Boon amd SOKIHAOTIKEG 6€ TEMKEG EKOOCELS, YPEIALETAL GLAAOYT KOl OVOAVGT) dloyV®-
OTIKOV EMOOCEDV Y10 OIULPOPETIKEG TAATQOPLES, EMEEEPYOUCTES KOl KAPTES YPOUPIKDV.

AxOuN Kat oTIg TEMKEG EKO00ELG OGS VILdpyeL N TOBavoTHTA GPAANaTOC. [13]

5.1 Logging and Tracing

‘Eva logfile etvai éva apyeio 1o omoio mepiéyet yeyovota to omoio supupaivovy kotd
™V eKTEAEDT £VOG Aoyiopukov. Logging ovopdlovpe T dtadtkacio KaToypopng Unvo-
pdrov o éva logfile avédloya pe to eninedo onpaviikoéttog. ‘Eva e&gidikevpévo ei-
do¢ logging eivou to tracing, 6To0 0TO10 KOTAYPAPOVTOL TAT|POPOPIES Y100 TNV EKTEAEGT
TOV TTPOYpappatog. Xpnoipomoteitotl Kupimg Katd TV anoc@aAUdT®on oAAd Kot yio
GLALOYN TANPOPOPLDV LE GKOTO TNV BEATIOOT TOL AOYIGHKOD Yo KOAVTEPT EUTELPin
xpnoT.

Oroav ocupPet éva kpioio cedipa o omoio 0dnyel 6ToV TEPUATIGUO TOV TOLY VIS0V,
npémnel va, onpovpyn0el éva crash report kot vo 6ToAEl GTOVG TPOYPAUUOTIOTES Y10 VO

evtomicovv 10 o@aApa. To crash report mpémel va meptlappdvet:
* To otrypdtumo tov ypdvov e UTC.
* To eninedo 6T0 0MOI0 TAPOVCIAGTNKE TO GOAALLAL.

* Tnv tomoBecio Tov maiym.
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* Tnv katdotacn tov maiyTn.

* Ta tpéyov gameplay scripts.

* Exception ko stack trace.

* Tnv xotdotoon Katavoung LvinunG.

* Xtiypudtomo o06vnc.

5.2 Time Benchmarker

O time ruler TpoGPEPEL SUVALIKT OVAADGT] TOL YPOVOL EKTEAECTC KO TV EVNLLE-
POCEWMV LE ATOO0CT| TPOYUATIKOD YPOVOL 6TV 000V LE TAPOUETPOTO GO OVOLLOTOL
Ko xpopo Leta&d g éktaons vroAoyispot tov. O time ruler maipvel otiypidtuma TV
YPOVOL KOTA TO YPOVO EKTEAEGNG KOl TOL ATOOIOEL WG LEGO OPO OVA OEVTEPOAETTO GTNV
006V pe ™ popen Ypouuns tpoddov. H amddoom Kot to mAaicio viwoAoyiopov givot
TPOTOTO GO KOl EAEYYOUEVE, OO TO GUGTNLO OLOLYVIOCTIKMVY Y10, EDKOAT EVOAAAYY).
1o mopaderypa Kook 5.1 mapovoidleTot Eva amhd Tapddetypa ypnong Tov time ruler

Y ovaivon adyopifuov.

Hapadsrypo koo 5.1: Time Ruler

string aiRuler = "Enemy_ Al Pathfinding”;
diagnostics . AddTimeRuler(rulerld , Color.Red);

diagnostics . TimeRuler[aiRuler ].Show = true;

using (diagnostics . TimeRuler[ aiRuler ]. Benchmarker)

{
//benchmarking logic here

5.3 Debug Drawing API

Mio ovtotnta 1 omoia amodideTan oty 006vn TEPIEYEL TEPIOTOTEPES TAPOPOPIES

a6 ovTd TOL deiyvel. Mia ovTOTNTO OV GUUUETEYEL GTY| TPOGOLOIMON PLGIKNG EXEL TO-
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YOTNTA Kol LAla, 0V GUUUETEXEL GTO GUGTIHO GLYKPOVCEWMV £XEL KOVTL GUYKPOVOTC TO
omoio deiyvel Ta OpLo GVYKPOVOTNG e GALD avTIKEILEVA KO TTOALES BALEC TANPOPOpPiEg
OYETIKA LE TNV KATAGTAOT 6TO otyviol. To vrocHoTNUA TV JOYVOCTIK®OV TOPEYEL
Aertovpyieg amocPUANAT®ONG e amddoon otny 000vn kot va eivarl TpocsPdoio amd
70 VIOAOTO GLGTHHATO. O KOJKOS OVTOV TOV GLGTHOTOC TapaAeineTton oTa release
builds. Avto emttvyydveton pe T xpnomn Tov conditionals Ta omoio ypNnGLYLOTOL0VY 001
yieg mpoemelepyaotn.

To vrocHoTUA TPOGPEPEL SUVATOTNTEG OTOOOGNG Y10l TO TOPAUKATO:
* Baowd oynuata

s Ynueia

* Xopaipeg

* Afoveg ovvteTayuévev

» Kovtid oprofémong

* Formatted text

* Avvotdtmrto evarhayng xpoUATOV

5.4 Ymoocvotpota 0m0cQUANATOONS

To cVGTNUO ATOGPAALATOCNG KOt O0YVOCTIK®V TEPIEYXEL TOAAG VTOGLGTHUATA.

Mepwcd amd avtd eivar To TopaKAT®:

* Megvod emAOY®V 6TO TOLYViol e SOLVOATOTNTO EVAALAYNG ETAOYDV KO TPOTOTOT-

NoMNG TIUOV.
* Debug camera n onoia Kiveitol xwpig TEPLOPIGLOVG GTO YDPO.

» Kovooha 1 omola ekteel scripts Kot EVIOAEG VTG TN HOPPY| KEWWEVOL TAPOLLOLOL

pe to Unix Shell.

* Assertions VTOAEC 01 0Toieg av OV a&1oA0yYN000V MG aAnBEG KaTd TO YPOVO EKTE-

Aeong Tov AOYIGKOD, TEPUATICOVY TO AOYICUIKO HE KOOKO GPAALOTOG.
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FPS Counter 10 omoio amodidel otnv 006vn Tov apfuod tov fps.
Avvoatodtnto Tovong.

Cheats.

Screenshots kot screen captures.

Ingame profiler ko profiling blocks pe avayvooyia ovopata.
Iepapyuco Profiling.

Eaymyn dedopévav oe popen 1 omoia eivar ekola ovoryvooiun amd dvOpwmo

Y10l ATOGPOUALATOOT).

2TOTIOTIKG [VUNG Kot 0viyvevuoT dlappoay.
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Kepdiaro 6

Enritloyog

O oyedlacpndg £vOG AOYIGUIKOL TO 0Toi0 Tapdyel Aoyiopuikd givon ToAd chvOeTog

Kot apnpnuévoc. H viomoinon twv vrocuomuatov twv otoimv avaeéptnkay otnpi-

Cetan og yvoon g1 BdOovg didpopmv texvoroyidv 6mms OpenGL, SDL kA kabmg kot

0€ YVOOT OULTEPOTHTMOV TAATPOPUDV, KOPTOV YPUPIKOV KAT. Kdmowa amd ta vtocv-

oTfHata To omoia dgv avagépinkay ivorl Ta TapaKdTm:

6.1

To vrocHoT A droyeiptong NYOV.

To gameplay system 1o omoio meptAapPdvet Tig AEITOVPYIES TOV PNYOVIGUOV TOV

Ty VIO100.
To camera system 1o omoio yepiletat TG KAUEPES TOV ALY VIOLOV.

To rendering system 1o omoio Bacileton 6 KOAN KATOVONOT LOONUATIKOV, TOV
otadimv ¢ kdptag ypaeikadv (rendering pipeline) kot og moAD yopumAov emumé-

dov Peltiotomomoelg yuo T BEATIOTN (PNOT TOL KOKAOL TOL £meepyaoTy|, TNG

LV NG KO TNG KAPTOG YPAPIKDV.

Enektaowpotyta

H pnyovn mpooeépet duvatdtreg emektacuotnTag HEcm plugins. Q¢ plugin, opi-

Cetat éva GUOTN A GUOTOTIKAOV KATOL0L AOYIGHUIKOD TTOL TPOchETEL 1d10iTEPEG dLVATO-

mreg o€ éva peyolvtepo Aoyiopko. Eva eEedikevpévo €idog plugin givar to addon

Kol TEPAaPavel emeKTAcEIS N ontikd Oépata. H enéktaon péow plugins mpooepépet

TOL TOLPOKATO TAEOVEKTILLOTOL



74

* AvvotdtnTo GALOV TPOYPOULOTIOTMOV VO TPOYPOUULATICOVV ETUTAEOV SLVATOTN-

TEG KATOL0G EPAPLLOYNC.
* YmoompiEn e0KoAng mpoceong VEWV YOPOKTPICTIKMOV.
* Megiwon tov peyéboug tov Tupnva Hog EQAPROYNIG.

* Aloy®PIGHOC TOL TTNYOLOV KMOTKO OO TNV EPOPUOYN GE TEPITTMOT AcVUPAT®OV

QOELDV.

Enéxtaom tov Gem IDE pumopei va yiver ypnoonoiwvrog to Gem IDE Core kon pe e€o-
yoyn ™ BpAoOnKNc cav Module. [Tapdderypa plugin eivar to Gem.IDE.Modules.Spritesheets

10 0moio aoTIKomolEl dtadtkacio dnpovpyiag kot eEaywyns 2D animation spritesheets.

6.2 Xvumepdopoto

Me éva epyaleio OmmG pio pnyovn YPoPIKdv, 0 GYEOAGTNG TOLYVIOIDV OTUAALGC-
oetal amd 10 Papog TG oxedlaonc, TG TEXVIKEG AETTOUEPELES TMOV TAATPOPUMV KO
eotidlel kabBapd oty 10éa tov. [lpoocpépoviar ToAAEG Aettovpyieg ol omoieg ypnot-
LOTOL0VVTOL Y10, VO KTIGTOVV Tty vidio E0KOAQ, YPNYOPOTEPX KOt LE AYOTEPT TAAITT®-
pia. Ady® ™G YeEVIKOTNTOG OUMG TOV gpYareiov, eival OOGKOAD VA AVTIHLETOTICEL OAOL
T TPOPANATA TG OVATTLENG ALY VIOIDV. MEG® TOV avOLYTOL KMOLKA KO TIG O1épO-
pES duVATOTNTEG EMEKTAOTG, OTMG T, plugins, To epyaieio pmopel va enektabel eite amd
EIONYNOELS TOV YPNOTOV, i€ Katevbeiav amd avtovg. Avto gival amapaitnto Yot o
OYEOOGLOG KOl 1] AVATTUEN T®V VITOCLGTNUATOV TOV UNYOVOV YPOPIK®OV ATOLTEL G-
vePYaoio TOADV EEEIOIKEVUEVOV EIOTKOTNTMOV KOl TO OO0 EMITVYYAVETOL £TE HECH

ETOPLDV, €1TE PHECH TNG KOVOTNTOG TOV OVOIKTOD KMOTKA.
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I'hoocapr

API H Aweraoen [poypappoaticpod Egappoydv (ayyA. API, and to Application Programming
Interface), yvoot) kot og Atactvvoeon Ilpoypappaticpod Epappoyov (yio ov-
vropia dtemaen 1 dtoHvoeon), eivot 1 SIETAPY| TOV TPOYPUULOTICTIKMY O10d1-
KOGV TOL TAPEYEL EVO AEITOVPYIKO cuoTnua, BAodNKN 1 epapoyr| Tpokel-

HEVOL VO EMITPETEL VAL YIVOVTOL TTPOG OVTA OUTNGELS AtO AAAOL TPOYPELLLLOTO 1)/KO

avtoAlayn dedopévarv.. 8, 9, 11, 25, 42, 50, 64

B-Tree To B-tree givor g avtoe&looppomovpevn 0evopogdn doun ded0UEVOV OV
dwtnpel ta dedopéva Tavounuéva Kot emTpEnel avalnTioeLs, SLod0YIKN TPo-

oPaomn, slaywyég Kot dtoypapés o€ Aoyaptdukd ypovo. . 41, 45

Common Intermediate Language H Common Intermediate Language Bpioxeton oto
YOUNAOTEPA EMIMESA OVOLYVAOCIU®V OO AVOPOTO YAMGG®Y TPOYPOUUOTIGHOD,
oyxedidotnke and Tig Tpodiaypapés s Common Language Infrastructure (CLI)

kat ypnowonoteiton amd to NET kou to Mono.. 10

dpi To DPI (Dots per inch) givat pétpo g mukvottog Tov TEAEIMV TOV UIopovV Vo

tomofenBovv og o ypappn 6to unKog pog ivtoog (2.54 cm).. 40

fps To FPS (frames per second), etvar 1 cuyvétta (pvduoc) oty omoia pio cuokevn
ATEKOVIONG ep@avilel dradoyikés ewoves, o omoia ovoudlovtal miaica.. 27,

71

gui ['pagd mepifardiov ypnom N yYpoeiky| docvvoesn/demapn xpnotn (oyyAka:
Graphical User Interface, GUI ) kaAgitar oty IAnpo@opikn évo cHVOLO YpapL-

KOV otoryeimv, Ta onoia epeavilovtal otny 0006vn KATOLG YNEoKNg GLGKELNG
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(m.yx. HY) xou xpnoyomotovvtol yio TV aAANAETIOpAoT TOV ¥PNOTN LE TN GV-
okevn o). [apéyovv otov tedevtaio, HECH YPOPIK®V, EVOEIEELS KOl epyareiol
TPOKEEVOL LTOG VO PEPEL €1C TEPAG KAmoteg emBuuntég Aettovpyies. [ tov
AOYO0 anTd d€xovTal Kot £l6000 0md TOV YPNOTN Kol avVTIOPOVV aVAAOYd GTA GULL-
Bavta mov avtdg mpokadel pe ) Pfondela kdmolag cuokeVNG £16OO0L (TT.Y. TAN-

KTPOAOY10, TOVTiKL).. 28

IP Mia devbvvon IP (Ip address - Internet Protocol address), eivat évag povadikog
aplOULOC TOV YPNOLUOTOLEITOL IO GLOKEVEG Y1 TN HETAED TOVG OVOLYVMPLOT) KOl
ovvevvoneon o€ éva dikTvo VITOAOYIGTAOV oL Ypnoytonotel to Internet Protocol

standard. . 55

MDA To MDA givon pia emionun mTpocEyyion yo TNV KaTavono tov Tt etvat Eva mot-
YVidL, Ko eTXEPEl VO YEQUPADGEL TO YOO LETAED TOV GYESUGLOV, OVATTVLENG

KPITIKNG KO TEXVIKNG EPELVOG TOL Ty vidov. . 21

mocks XTov aVTIKEILEVOGTPOPT TPOYPOUUUOTIOUO, TO MOCK aVTIKEIPEVA LOVTEAOTO100V
avTIKEipEVa Ta ooio LoHVTOL T GUUTEPIPOPE TV TPOLYLATIKDOV AVTIKEILEVOV
pe eheyydueveg mapapétpous. ‘Evag mpoypappatioms cuvnbmg dnuovpyet Eva
mock avtikeipevo yio va EAEYEEL TN CLUTEPLPOPEA KATOLOV AAALOL OVTIKELUEVOV. .

67

modding To modding ava@épeTon 6TV TPOTOTOINGCT TOL VAIKOV 1| TOV AOYIGHIKOD,
Yo VoL EKTEAECEL oL Asttovpyia 1) omoia Oev glye apyikd oyed0oTEL ] TOV TPOO-

piovtar amd tov oyedaotn.. 15

OpenGL H OpenGL (Open Graphics Library) eival po d1060voeon mpoypoppoTt-
ool €QApPUOYDOV aveEapTHTOL YAMOoAG N TAATEOPUOAG YioL TV omddoon Ola-
voopatikdv 2D kot 3D ypagik®v. Xpnolpomotlel TexVIKEG EMTAYLVONG VAIKOV

pécm g povadag emeEepyasiog ypaewov (GPU).. 15, 73

OpenGL ES H OpenGL ES (Open GL for Embedded Systems) givat vwochvoro tng
OpenGL kot ypnoiponoteitol 6 cuoTHoTo 0TS Kvntd, tablets, koveoheg KAT..

15
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port Xt S1KTO®GT VITOAOYIGTAOV, TO port (BVpa) elval Pio TAPAUETPOG TNG EXKOIV®-

viag og éva Aertovpytkd cOoTNHa.. 55

SDK 'Eva SDK (Software Development Kit) givatl £éva covoro gpyoreimv avamTuéng
TOV EMTPEMOVV GE EVOIV TPOYPOLLLLATIGTY] VOL OOV PYNGEL AOYIG KO EQAPLLOYDV
Y1oL £VO GUYKEKPIUEVO TAKETO AOYIGHKOD, TTAATQOPLLOL, TTOLYVIOOLN YOV, AELTOVP-

Y6 oOoTNUHO KAT.. 15

SOLID To SOLID (single responsibility, open-closed, Liskov substitution, interface
segregation and dependency inversion) givat éva axp@vopo 1o otoio Béomice o
Michael Feathers yia 11¢ mévte npateg apyés (first five principles) tov Rober.C
Martin o115 apyég tov 2000. Otav Evag TpoypaUUATIGTS XPTOLOTOGEL QVTEG
TG apyES, To To Thavo givar 6T To cHoTUE TO omoio Ba dnpovpyroet Ba elval

gbKkoA0 va dratnpnBet, va erektabel kot pe Arydtepa cedipata.. 11

UML H UML (Unified Modeling Language) tAéov givor 1 TpdTumn yYADOGGo LovTELO-
ToiNoNg 6T UNYOVIKN AOYIGHKOD. XPNGUYLOTOLEITOL Y10, T YPAPIKT] OTEIKOVIOT,
TPOGOI0PIoUO, KOTAOKELT KOl TEKUNPIMOT T®V GTOYXEIDV EVOG GLGTNLOTOG AO-
yiopkov. Mropet va ypnotponombei oe didpopeg pdoelg avantoéng, and v
AVOAVOT) ATOLTCEMV MG TOV EAEYXO0 £VOG OAOKANpoUEVOL cuoTipatog.. 13, 31,

34,42,48, 51, 61

XML H XML (Extensible Markup Language) sivat pio YAOGGO GY)LLOVGT|C, TTOV TTEPLE-
YEL £VOL GOVOAO KOVOV®V Y10, TV NAEKTPOVIKN kKmdtkomoinon kewévav. Opiletar,
Kupimg, oty tpodwaypapn XML 1.0 (XML 1.0 Specification), mtov dnpovpynoce
o debvng opyaviopdc tpotummv W3C (World Wide Web Consortium), aAld kot

o€ O1POPEG AALES GYETIKES TTPOSIAYPOUPES ALVOLYTMV TPOTLT®V.. 21, 45
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