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IIpoAoyog

H OJuopatikr) epyaocla mov  KpAtdie oOta  xépua  0dg
npaypatomnou)dnke oto xpoviko dwaoctnpa Mdaptiog 2006 - ZemtépPprog 2006.
Eivat agiepopévn otoog yoveig pov Baoileto xat Avva mov pe otpifoov OAa
aotda ta xpovia. Oa 1eka va eoyapiotion Oeppa tov kdpro Xat(nyewpyioo
yla TtV dyoyn ovvepyaoia mov eiyape. Emiong, tovg xvpiovg Patn
Kanetavia, Ewxé\An Anpnipio, lewone Xaphat(n xat v xvpia Hpo
Zotnpwdov ywa v moAvtpn Porferd tovg, xwpig v omota Oa Hrav
advvatov va oAoxAnpnbet ) mapovoa epyacia.



Hepidnyn

ZKOIOg NG epyaociag avt)g elvat va pPeNetnjoel TV epAPHOYn
IIPOTLII®V 0Xediaong oe eva Toxepo nayvidt. I'ia tov Adyo avto, avantoydnke
éva toxepo maiyvidt pe Tpoyovg mov @epet to ovopa “TIOZEIAQN”. H
avamtod)  Tov  HatyvioloL  eywve  oe dvo  ekdOOelg, OtV AIAY)
AVTIKEPEVOOTPA@PI) €KOOOI, OIMOL Oev €xel €PAPHOOTEl KAIMOWO IIPOTLIIO
oxedlaong, kat oe pa eSeAiln avtrg g €kdOONG, OIOL £XOLV £PAPHOOTEL
kanota npotona oxediaong. Ta dvo cvotpata av Kat dlagopeTikd eiyav myv
t0ta Aettovpykotta. Metd TNy npwtr oLYKPON T®V d0O CLOTNPAT®V, Eyve
pta mpooridfela va epappootovy Kdl KATIOoeg pikpeg alayég kat ota Ovo
ovoTpata, ®ote va peletnOel 1 oopmepupopd KAt 1) amoxkplon mov da etyav
Ta ovotpata otig alAayég oo npayparono)dnkav.

Ia mv pelét Tov 600 cvotnuate®v Yprnotpomnou)dnke to epyaleio
“Borland Together” xat epappootnKav pePIKEG ATIO TIG IO YVHOOTEG PETPLKEG
nov pag mapéxet to egpyaleio. Ta ovpmepacpata mov Pynkav damo v
oLYKPLoN T@V OVO CLOTNUAT®V elval Akpwg evdlagépovta. H xpnon tov
npotonev oxediaong dtevkOAvve TV avartovdn tov matyvidod pag. Emiong,
Xapn ot alAayég mov mpayparonou|dnkav xat ora dvo ocvotrpata yive
Sexabapo 1o yeyovog ImG 1) EPAPHOYI] TOV IPOTOH®OV oXediaong dtevkOALVE
TV OOVTPNOL TOL KMOKA HAg KAl TI§ eNUIT®wOoeElg mov Oa éyoov oe avtov
mbOavég peANovTikég arayEg.



Abstract

The purpose of this essay is to examine and discuss the application of
the design patterns in a slot machine game. For this reason, a reel slot
machine game was developed under the name “POSEDON" («ITOZEIAQN»
in Greek). The development of this game was executed in two versions, in a
simple object-oriented version, where no design pattern was applied, and in
an advanced version of the object-oriented, where there were applied some
design patterns. The two developed systems, although different in code
design, shared the same level of functionality. Having compared these two
systems first, an effort was made then, to apply a few minor changes to both
of them, so that we could examine the behaviour and the response the two
systems might have had towards the referred changes.

In order to study the two systems mentioned above, a specific tool
named “Borland Together” was used, and more specifically, there were
applied some of the tool's most famous metrics. The outcome of the
comparison between the two systems proved to be of great interest. The use
of design patterns facilitated the development of our reel game. Moreover,
thanks to the changes that were conducted in both systems, it was made clear
that the application of design patterns facilitated the maintenance of our code
and reduced the effects that possible future changes may have on it.
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Mepog 1: Ocwpia
Ke@alawo 1: H\extpovika IHawyvidia
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1.1 Ewaywyr)

H yoxaywyia tov avlperiov ftav navia éva Sexmplotd KOPPATL OtV
(1) Tov. ZT1§ AAEG EMOXEG EMOTPATELOVIAV KAOOLV KAl TAXLOAKTOAOLPYOL
Yld Va @gEpouv e1g meépag avtr) v arrootolr]. Ot katpoi dAadav, oxt Opmg Kat
1] avaykn toov avbpwmov ya yoyayoyla. 2tV onpepLvr) enoyy), &va pEPog
aro Tov poAo avto £xoov avaldfet ot NAEKTPOVIKOL DIOAOYIOTEG KAl Ot
dagpopeg maryvidopnyaveg. Avlpwrot OA®v Tov nAikiwv €xoov Ppedel va
naioouv KATolo NAEKTPOVIKO Iatyvidt, dANol yia va mepdoet anid n opa Tovg
KAt AAAOL y1aTi TOVG €xel OOVAPIIAOEL TO OLUYKEKPIHPEVO TTALYVidt.

Madi pe v avaykn tov avlpwmmov yla poxayoyid, LmIrpxe, Kdt
LIIAPYEl AKOPN Kat onpepa, 1 guiododia tov va kepdioet yprjpata. Aoth 1)
ovvr|feia tov avBpmmov, 1 omoia moANEG popég ekppaletat pe Tov TCOYOo, Exel
delet Ta onupadia g amd nalawotepa xpovia. Pvowo enaxkolovbo yia va
wavonowfel avt) 1 avaykn tov avbpwmoo nrav va avartvxboovv véot
TPOIIOL IOV VA PIIOPOVLY VA KAVOIIOU)oovV avti) tov v avaykn. Etot, amo
Ta KAAoWKd emttparnéfia Toxepd mawyvidia, onweg etvat ) povAéTd, To ITOKeP Kat
10 BlackJack, mepdoape mAéov ota nAektpovikda Toxepd navyvidia.

v apyt) Sexivnoav pe an\d Oépata xat ypa@ikd xapnlov emurEdov,
al\d m\éov epappolovratl OAeg ot véeg texvoloyleg, TplodtaoTata ypagkda
Kat bYnAng mowotntag Pivieo elvat peplka poOvo amod ta otolyela Iov
ovvBEToLY £va oLYXPOVO NAEKTPOVIKO Hatyviot.

ZKOIOG TG €PYAOlAg duTHG, ElvVal vd HEAETOEL TV EQPAPHOYL
HPOTON®V OXedlaong oe eva Toxepo natyvidt. I'ia tov Adyo avto, avamtoydnke
éva toxepo maiyvidt pe Tpoyovg mov @epet to ovopa “TIOZEIAQN”. H
avamtodn) oL matyvioloy  eywve  oe dvo  exkdOoelg, OtV ArAY)
avtikepevootpagr] €kOoor, Ormov dev €xel e@Aappootel KAIIOW0 IIPOTLIIO
oxedlaong, kat oe pwa eSeAln avtrg g ¢kdoOoNG, OmoL £XOLV ePAPHOOTEL
npotona oxediaong. Ta dvo ovotpata av Kat SlaPopeTikd elyav v iowa
Aettovpykotnta. Metda v mpotn cOYKPLOnN T®V dDO CLOTNPHATOV, EylVe pla
npoondadelad va €PAPHOOTOLY KAl KATMOleg HIKPEG alayeg kat ota Ovo
ovotpata, wote va peletnel n oopmepupopda Kat 1) aroxkplon mov Ha etyav
Ta ovoTpata otig alayeg mov npayparonouwdnkav. Ta oopnepdoparta mov
Bynxav amod avtr) v ovyKPLon elval dkpmg evolapepovtd.

H epyaoia avt) ywpiletal oe dvo pepn. To mpmto pepog(Kepdahato 1
Kat 2) ava@épetat yevikd otV fempla Tov NAEKTPOVIK®OV IAXVdlmV aAAd
Kal T@V toxepov nayvidwwv. Edw o avayvwotng pmopel va minpogopndet
dlagopa CNUAVTIKA 10TOPIKA OTOLXEld yid TV eGEAET TV Aty vidlwVv Kat va
det xdmola napadetypata oOYXPOV®V NAEKTPOVIK®OV TOXEPMDV ALY VIOI®V.

v oovexela akoAovbel to 0edTEPO PEPOG MOV AIIOTEAELTAL AIIO TA
Kepalawa 3 ®¢ 7, omov yivertat avagopd oe Texvika 0Oépatra. Edm o
avayveotng propel va pdbet onpavtikég mnpogopieg yia to DirectX, va det
Kamolo am\o  mapddetypa  epappoyrg  DirectX, va et emiong ta
onpavtikotepa onpeta tov kodwa tov naryvidrov “ITOXZEIAQN” kat, télog,
va nmAnpogopnfel ta amoteAéopata TG OLYKPLONG MOV Ipaypatorou|onke
avapeoa ota dvo ovotpatd.
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210 CD mov ovvodedel v gpyaoia vrdpyxet o KOdkag tov dvo
exdooewv tov maiyvidov “TIOZEIAQN”, onwg emiong xat 0 K®OKAG TV
Hapadetypdtmv Iov £xovv xprnowpomnowfel oe emopeva kepdlaida. Axopn),
VIIAPXEL O NAEKTPOVIKI] HOP@PI] I IIAPOVOA EPYATidL.

1.2 Iotopwka Xtolyeia

ITapolo mov dev eivat TOO0 YyVOOTO, TA MP®TA MAlYViOla eKavav TtV
EUPAVIOL] TOLG Aly0 HETA TNV EUPAVION TOV IHIPOTOV NAEKTPOVIK®DV
vrohoytotaov. [To ovykekpipeva, otig apyeg g dexaetiag tov 1970 vmrjpyav
kamnowa natyvidwa Pacwopéva oe keipevo(text-based), oriwg emiong xat xamnowa
npota nawvidwa mepurétetag(adventures). BéPaia, avtd Tta mayvidwa
eAdX10TOl HTav avToi oL PIOPOLOAV VA Td HAioLV KAl akOpn Mmoo Atyot
ntav avtot mov prnopovoav va ta avamtoéoov!. To 1971 ékave v epgpavior)
TOL TO IMP®TO NAEKTPOVIKO POXAYDYIKO IatyVvidt oe Kataokeor) “kapmivag” (
coin op machine), pe v ovopaocia “Spacewar”’[1]. To “Spacewar” mov
@atvetat omv ekova 1, epevpédnke amod tov yla moAlovg “matepa”’ Tev
nAextpovikav matyvidimv Nolan Busnell mov gatvetat otny ewova 2.

Rockeat score

Flying saucers Saucer score

Elapsed time

Flayer's rocket ship

Game instructions

Fire missile button

,....-—-""""'f Coin glo

=—Front control panel

Rocket thrust cantrol

Rocket steering contral

Ewoéva 1 To tp®@T0 NAeKTPOVIKO TOLYVIOL 6€ KapTiva

10
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Ewoéva 2 O Nolan Busnell.

[Tapoho mov 10 “Spacewar” nftav adap@ofninta TOo HP®TO
NAEKTPOVIKO HAlyVidl IMOL KATAOKEDAOTNKE YA TO €VDPL KOWO, £va AANO
natyvidt amod tov idto Onplovpyo, Oempeitatr oav mpoyovog OA@V T®V
nAekTpovikaVv matyvidwwy. To matyvidt avtd eivat to Aeyopevo “Pong” mmov
@ativetat oty ekova 3 Kat ekave Bpavorn ekelvn v enoxr). ZxeSlaopevo amod
tov Nolan Busnell to 1972, to mawyvidt avto €dwoe To otiypa yia v évapdn
EIMYEPNPATIKIG OPAOTPLOTNTAG OXETIKA HE TNV AVAITOSN NAEKTPOVIK®DV
Aty ViO®V Kat otyd-otyd dnpovpyndnke) 1 etatpeia Atari[2][3].

Ewoéva 3 To mavyvior "Pong"

Zinv Oekaetia tov 1980 1 evaoyxoAnon pe Ta NAeKTPOVIKA Iatyvidia
apytoe va nepvdet oe aleg Swaotdoetg. Exeivn v ypovikr) otiypr) vmmpyxav
OtV ayopd Ol IPATOl NAEKTPOVIKOL DIIOAOYOTég 16-bit onwg, IBM PC(xat
ovpParoi nAextpovikot vroloyoteg), Mac, Atari ST, AMIGA 500 xat ai\ot.
Avt) ™V enoyn), EPEAvVIoTKAV yla IpwTn Qopd Kat kamnotwa 3D matyvidia,
onwg To Wing Commander xat to Flight Simulator. Méypt to 1985 ot kovooleg
Amiga 500 xat Atari ST xoprapyodoav xat propet va Iet Kaveig mog 1tav ot
AarroADTOl NAEKTPOVIKOL DIIOAOYOTEG yla va Taiel Kavelg nAeKTpovikda
rnayvidia. Opwg, o nAektpovikog vmoloylotr|g, apyd ald otabepd, apyioe
va kepdiletl To KOO Ydpr OtV XAPNAL) TIr) TOL KAt TV XP1OHOTTA TOL KAt
oe aAAeg epyaoteg(m.y. ypageio KTA). Aovto nov gawotav ekdabapa, frav nwg

11
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MV PAXN aVAPESd  OTODG  NAEKTPOVIKODG — DIIOAOYIOTEG KAl — OTIG
“mayyvidopnxavég”, Oa v kepdile 6mo10g eixe TV peyalvTepn AIIr)X1on oto
KOLWVO, AOXET®G TV TEXVOAoyia Kat TV mowotnta rnov 0a eiye.

1.3 To peyalo poap!

211G 10 AekepPplov tov 1993 £ytve To peyalo pIIAp OtV ayopd T®V
nAextpovikav natyvidwwyv. H etaipeia ID Software mapovoiace to matyvidt
DOOM oav ovveyela too Wolfenstein 3D(éva amno ta npwta 3D natyvidua).
ATIO exelvn TV OTLypI) Kot €MELTA O NAEKTPOVIKOG DIIOAOYIOTHG £YLVE 1) IPWTN
emAOy1] OTo OIit, 00OV d@opd Td nAektpovika matyvidia. To matyvidt
DOOM, mov @aivetat omy exova 4, {rav 1 amoAvTn EIavactacn Kat
arédelle mog av etvat Kavelg apketd ¢Somvog pmopet va KAavel ta Odavia pe
évav nAekTpovikO vroloyilotr). Ymoloyiletat nwg mepinov 15 exatoppovpla
avtitora tov matyvidod dladav yepta amd maixtn oe naiktn[4]. Eivat
XAPAKTNPLOTIKO OTL To Hatyviot To 1994 “ocapwoe” ta PpaPeia. Ta meprodka
PC Gamer xat Computer Gaming World to Bpdapevoav wg to matyvidt g
Xpovidag, eve to meplodiko PC Magazine to Bpdffevoe yia v TexViKI) DIIEPOXT)
tou(Technical Excellence).

B
p e [ sl | S ke ":‘ el i LE ]

Ewéva 4 To wotopiké maryvior DOOM

1.4 H Microsoft

Metd v peydAn amrynorn mov eiye to DOOM, n Microsoft dpytoe va
enavektipa v 0Oeon g oty Propnyxavia NAEKIPOVIK®OV HALXVIOIDV.
ZoveldnTonoinoe NG 0 TOPEAS ALTOG ELVAL TEPAOTLOG KAl ODVEXELA PEYANDVEL.
To amotéeopa Ntav va Bélet va yivel kat aotr] peAog avtrg g Propnyaviag
KAl €101 Apyloav va avamntoooovtat peyalemnr)Bola oxedwa otnv Microsoft
WOTE VA MIIEL KAl aoTy oto “matyvidt”.
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To npoPAnpa opwg ntav nwg péxpt eketvo to onueio ta Windows9s
elyav MoAD Kaxég emoOoelg 0e ePAPPOYEG PLVTED TIPAYHATIKOD XPOVOL Kl Og
dvvatotteg rjyov. Me avta ta dedopéva, 11 Microsoft cvveldnronoinoe ot
xpetalotav KAtt ImePLocoTePO IEPA amod Tig duvaTOTNTeg TOL AELTOVPYLKOV
ovotnpartog. Etot, yevvrifnke o mpoyovog tov DirectX, to Win-G, to omoio
NTav éva OLVOANO IPOYPAPPAT®V IoL &6édwoe 11 Microsoft pe oxomd va
emAvoel ta npoPAfjpata mov avupetomie pe to Pivieo[5]. To Win-G
IIAPOVOLACTNKE OAV TO AIIOADTO LIIOCLOTNHA HIPOYPARPATIOHOD HALXVIOIDV
Kat ypagav. Tehika anodeiytnke nwog dev frav timote dANO mapd povo
KAIIOEG OLVAPTHOELS YPAPK®V Yyia va (oypagiooov eikoveg(bitmaps). To
arotéAeopa rrav 1 nataywdng amotvyia tov kat 1 Microsoft eprace oto
onpeto va apvettat v vrapdn too Win-G petd amo éva ypovo!.
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1.5 H yeveong too DirectX

Metd v amotoyia tov Win-G, n mopeia mpog éva véo oLVOAO
YPAPIK®DV, T)XOL, €loayopeveyv Odedopevev, OIKTOOL Kdt TPLoOldoTaT®V
ovotuatev eiye 1101 apyioet kat kAnwg étot dnpovpyrdnke to DirectX. Qg
oovndwg, ot avbpwmot tng Microsoft evBovoldotnkav moAd kat oxyvptlotav
nwg 1o DirectX 0a €love OAa ta mpoPArpata mov avrtipeterifoov ot
MPOYPAPPATIOTEG HAYVIOI®Y Yid NAEKTPOVIKOLG vItoAoyloteg. Eiyav ¢raoet
axkoOpa Kat og onpeto va woyvpifovtal nmg ta natyvidia mov Oa avarrooootav
yia ta Windows Oa rjtav 0co ypriyopa 1 axkopn kdt tayOtepd amod Td
nawyvidta mov avamtvoodtav ywa to DOS(ovompa DOS32). Kdtt tétolo
BePata dev ovvePn.

Ot mparteg exdooetg tov DirectX rjtav amotoxnpéveg oav mpotovtda, oxt
OP®G Kat oav TexVvikeg Avoetg. AtAag, 1) Microsoft eiye xavetl to Aabog xat etye
DIIOTIHIOEL TNV HOADIAOKOTNTA MOV elye O MPOYPARHATIONOG NAEKTPOVIK®DV
natyviowwy. Ano v ekdoon 3.0 xat petd, to DirectX dapyioe va Aettovpyet
Kalvtepa arod to cvotnpa DOS32, wotoco pexpt 1o 1996-1997 o1 meproocdtepeg
gTalpeieg Tov XmPOL dev etyav kavel v petdPaon ard to DOS32 oto DirectX,
KTt oo oovePn ano v €ékdoon 5.0 tov DirectX xat petd.

Znpepa to DirectX SDK(Software Development Kit) €xet ptaoet aioieng
oy ¢kdoon 10. Epeig Oa aoyoAnBovpe pe v €éxdoon 9.0 omov 1 Microsoft
Yld IP®OTN QOPA €L0NYAYE Hld CNUAVTIKI] KAwvoTopia Kat dnupiovpynoe éva
pivi-atiowo  epyaotag(framework), pe oxomd va OleDKOALVEL KATIOLEG
dladikaoieg yia TOVg IPOYPAPHRATIOTEG NAEKTPOVIK®DV ALY VIOI®V.
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Ke@ahaio 2: Toyepa mawyvidia
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2.1 Iotopika otolyeia

To npmto ToxePd malyvidt mov ep@aviotnke MOTE NTAV HIYAVIKO,
ovopadotav “Liberty Bell” xat dnpiovpynbnke amnod tov Charles Fay to 1887,
oto gpyaotr)plo tov oto Zav Ppavoioko. Ehagppag pikpotepo oe péyebog armmo
TA ONHEPVA TOMIKA Toxepd Hatyvioia, to Liberty Bell dwebete 3 tpoyovg pe 20
obpPola mov 1NTav YApPTud TPAMOLAAG, avIl yla ta ovvhbiopéva mAeov
(PPOVTAUKLA, EV® AELTOVPYOVOE TIEPIIOD HE TOV 1010 TPOIIO MOV AeLTOLPYOLV TA
Toxepda matyvidia onpepa. Méoa oe Atyootd OXETIKA XPOVIKO dlaotnpd, To
dnpovpynpa tov Fay xatdgepe va yivet 1000 OnNpo@\eg KAt EMTOXNIEVO, PE
arotedeopa o 1010¢ va dovlevel viEpwpleg OTO €PYAOTHPLO TOL, MOOTE VA
avtene¢éNdet oty {fmon 1ov  vmnpxe Yyid T0  ONpIoLPyNHEd  TOov.
Kepahatonmowwvtag tig armodooelg 1oV toxepmv matyvidiey tov, o Fay voixtale
A pnyavipata oe KepOOOKOIIIKEG EMXELPTOELG pe TT0000TO mpourOetag 50%,
APVOLHEVOG €T0L VA TOLG MAPAXDPIOEL 1] VA TOLG MOLANOEL TAd OKAl®HATA
dlavopr|g kat KAtaokevr)g T®V Hatyvioy Tov[6][7]. Zwmv ewova 5 gatvetat
10 IIPpWTO TLXEPO Hatyvidt “Liberty Bell” xat oty ewova 6 gatvetat to Tomko
E0MTEPLKO EVOG PIXAVIKOD TOXEPOL ITALYVIOL0D.

Ewéva 5 To Tuyepd maryviol Liberty Bell Ewova 6 O tpoyoi evog pnyavikov Taryvidtov

To 1907, évag xataokevaotg amo to Xwkayo, o Herbert Mills,
dnpovpynoe 1o “Operator Bell”, éva toxepo maiyvidt oo rjtav napopoto oto
oxediaopo tov pe to “Liberty Bell”. Exovtag mapayxfel xat diavepndet oe
peyalotepo Pabpo amo o,t 1o “Liberty Bell” tov Fay, ta toxepda mnawyvidia
“Operator Bell” eiyav axoupn peyalotepn emrtoyia kot péxpt to 1910, ta
TOXEPA MalyVidla KAta@epav va yivoov evpémg dadedopeva otig Hvmpéveg
[ToAtteteg tng Apepknis. Apeomg POAG Ta Toxepd Ialyvidid &@tacav oOto
arnoyeo g dnpoooTNTAG TOvg KAl amotélecav oovvnbeg @AVOpeEVO OTig
HITA, elonxfnoav xat tédnkav oe 101 VEOL VOPOL yld TNV AIIayOpeLOL] TOLG,.
[Tap’ OAa avtd, ta toxepd matyvidia oovexloav va etvat 0npo@iAn) oe OArn v
Apepikr) xatd ) dapketa twv dekaetimv Tov 1920 xat 1930. Zta teAn g
dexaetiag tov 1940, o Bugsy, évag moAd yvwoTog YKAVYKOTEP TG EMOXI|S,
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poobeoe toxepa matyvidia oto Sevodoyeio tov Flamingo Hilton oto Aag
Béykag, pe amotéleopa to kepdog aro ta Toyepd avtd nawyvidia va Semepva
TeEAIKA avTo TV anAeV emrpanéflov natyvidwwv(table games).

To 1963 n etapeia Bally mapovoiace 1o Ttoxepo matyvidt “Money
Honey” mov 610ete pla kawvotopia ya ekeivn v emoxr). Méxpt exeiv v
oY1), 1] TANP®HI TOV XPNHAT®V OTOV IIAiKTH YIvOTaV PE0m OM®AIVOV II0D
NTav yepdTol pe képpata peoa oto pnxavinpa. H xawvotopia tov natyvidiod
g etapeiag Bally frav n evoopdtwon pia nAeKTPK)g OLOKELIG, IIOL
PHopobOE va OLyKPAtel MOAD peyaAdTePeg MOOOTNTEG KeppAT®v. To
ONMAVTIKOTEPO XAPAKTINPIOTIKO OH®G dLTNG TG OLOKEDNG Elval TIKG
avaldpfPave TV KATAPETPNON TOV KEPHAT®V KAl TNV MOANPOP] TOV
XPNHAT®V OTOV MALKTH. AIIO TOTE, ALTEG Ol OLOKEVEG YPNOIPOIIOIODVTIAL KATA
KOpOV ota toxepd maiyvidia xat ovopdlovtatr “hopper”. Zinv ewova 7
¢atvetat to nayviot "Money Honey".

Ewova 7 To Toyepd waryvior pe tpoyovg "Money Honey"

2.2 H nAextpoviki) enoxi)

Mwua amo Tig peyaldtepeg KAWOTOHIEG OTO XWPO TV  TOXEPOV
nalyvidlmv, armoTtéAeoe 1) YEVVIOL TOV NAEKTPOVIK®V TOXEPMV IIALXVIOIDV.
[Tpwv amo v NAEKTPOVIKI| EMIOXT), TA TOXEPA HALXViOla (Tav OAA PIXAVIKAL.
Ta pnxavika toxepa matyvidia dwébetav eva peyalo HOXAO, TOV oIoio ot
naikteg kahovviav va tpaprnéoov wote va naifoov to maryvidi, xat ot Tpoyot
Tou mayviowod dapyav va mneptotpépovtatr pnyavika. Ilap” oha avtd, ta
pnxavikda nayvidia etyav moAAd mpoPAfpata, Wimg amnod mevpdag acPaleLag,
KaBwg ftav moAv evkolo va “xhéwel” kaveig to pryavnpd. 20to0o, Ta Toxepd
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natyvidla Sexivnoav va L0OeToLY NAEKTPOVIKODG HIKPOENESEPYAOTEG OTO
£0MTEPLKO TOLG, KADWG 0 OPOHOG IIPOG TIV AVTOPATOIIO 0T 1) TAV AVOLXTOG.

To nmpwto nAektpoviko Toxepo mayvidt ovopalotav “Forture Coin”
Kat kataokevaotke to 1975 amo tov Walt Fraley oto Las Vegas[8]. To
matyvidt aoto frav éva maiyvidt pe tpoxovg Kat {Tav pid damAr] OXeTKA
KATOAOKEDI] IOV AIIoTeAOvTAV amd Tpia pepn: éva ovpmayeg Kooti, pia obovr),
KAl pd oLOKeLY emotpodnig xpnpataov(hopper). Méxpt ta péoa g dexaetiag
tov 1970 ta nlextpovika toxepd mawyvidia eiyav pa Pabpiaia e§amiwmon
oV Bropnyavia. [Tapoda avtd opeg, amoteAovoav akoun I peloyneia ota
Kadivo yta apketo xpoviko daotnpa. Agv vrrjpxe peydAn (rtnon ya toxepd
nAextpovika maiyvidia pe tpoyovg, kabwg ot maikteg fTav moAv dvormotot
IIPOG avTA plag Kat Oev pIopodoav va dovv IPAyHATIKODG TPOXOUG Va
yopifoov, omwg Oa ePAemmav ota pnyavika maiyvidia. Ola aotd Opwg
aMadav apdnv xapn oty etatpeta IGT.

2.3 H etapeia IGT

To 1975 o William Redd i6pvoe pia amod Ttig onpavtikotepeg etaipeieg
omv Propnyavia tov toxepov mayvidwy, v etawpeia IGT. H etaipeia
IGT[[9][10] mpoxwpnoe oe pa xivnon “pat”’ to 1976 xar eSayopaoce ta
OKAOPATA KATAOKELI)G TOL IIPMOTOL TOXEPOL NAEKTPOVIKOL Aty Vvidlov
“Forture Coin”. Aot ) kivnorn odnynoe v etatpeia otnv dedtepn Béon twv
KATAOKELAOT®V NAeKTpoVIKoV mayvidwwy. ITépa amo avt mv xivnon, n
etaipeia IGT kataokedaoe 10 IPOTO NAEKTPOVIKO Ity Vvidt pe Oepa to yvmoto
nawviot pe yapta “moka’. ITo ovykekpipéva, n etapeia IGT to 1979
Kataokevaoe To matyviot “Draw Poker” mov eiye xavet peydAn emroyia. To
YEYOVOG avTo elye 0av AMOTENEOPRA AIIO €KELVO TO ONPEl0 KAl PETA Ol MAiKTeg
va aldaloov oopmeplpopd ®G IPOG TA NAEKTPOVIKA TUXEPA Iatyvidia pe
TPOYXOLGS. ATIO exelvn Vv Heplodo kat petd 1) etatpeia IGT etvat kopiapyog
otV flopnyavia Toxep®yv Iatyvidimv.

24 Ta toxepa mawyvidia onpepa

Znpepa, ta Toxepd nawyvidia eyoov eSeiyOel mapa moAd. Moviépva
KAl EAKDOTIKA YPAPIKA, TAOLOLA NYNTIKA £Q@PE KAt DYNALg mowotntag Pivieo
elVAl PEPIKA A0 TA XAPAKTPLOTIKA IOV OLVAVIAPE OTA ONHEPLVA TLXEPA
natyviota. Znpavtiko eivat, €miong, 0Tt ta Toxepd malyvidia eyoov Sepoyet
A0V arId Ta KAAOOIKA 0eVAPLd, OTIOD Y1d HAPAOELYHa DINPXAV TPELS TPo)Ol
rov eiyav ywa oopPola dagopa @povta. IThéov, vmdapyoov matyvidia pe
IEVte TPOYOLG, MOANG malyvidia pe yaptid mov éxoov oav Oepa m.y. To
Blackjack, to mokep xtA, maiyvidia pe 0épa 1o yvewoto maiyvidt Bingo kat
TENOG LIIAPYOLV OPAOKA TVXEPA Al Vidla pe Bepata onwg I.x. uImodpopieg
1] poLALTa. ASLOONPEI®TO elval TO yeyovog M®G DIIAPYOLV TLXEPA Hatyvidia
nov eivar Paocopeva oe tawvieg, onwg Oa dodpe KAl NAPAKAT®. AvTA TA
Hatyvidla PIIopovyV vd MEPEXOLY AKOPA KAl OKNVEG aro v i0wa v tawvial.
Onwg etvat Aoykd damattodvidal Tepdotia XPNHATIKA ITOOd ®OTe VA TOLG
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napayopndet adela xat va PHopéoovy ol KATAOKEDAOTEG VA XP1)OHOIIOU)00VY
OKIVEG aIIO TNV Tawvia.

ZT1G IAPAKAT® EKOVEG QALVOVTIAL TE00EPA TOXEPA Aty ViOla pe MEVTE
TPOXOLG MOV éxovV Sexwplotd Bepata 1o kabeva. Xoykekplpéva, oty ewova
8 @atvetatl eva nawyvidt mov £xet Oepa tov Baohia Mnda[ll], oty ewova 9
éva a\\o pe 0épa tov Pactha Atovooo, otv ewova 10 axopn eva matyviot
oo £xet Oépa v Bapolava xat, télog, oty ewova 11 @atverat éva matyviot
mov éxet oav Oepa tov Méya AANEavOpo[l12]! Avta ta maiyvidwa eivat
XAPAKTPLOTIKA Y1d TO TTO0O0 OLAPOPETIKA ElvAl IIAEOV TA TOXEP Al ViOla pe
TPOYOVg e oxéon pe to mapeAdov, orov OAa oxedov ta matyvidwa eiyav yua
obpPola @povTa Kat dev LI PYE KAIOW0 YeVIKOTePO “oevapto” oto matyvidt.
Zav mapatnpnon] PIOPOLHE VA AVAPEPOLHE MKG APKETEG €TAlpPeieg, OM®G
@atvetay, emAéyoov Oepata Paocwopéva oty ENAnvikr) otopia xat v
EN\nvkr) poBoloyia.

N
AT |

| I Taeti T T
(i PIONYSUS BONUS

T =5 B =l
= o]

Ewova 9 Mayyviow pe 0¢pa tov Baciing Arévoco
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Ewéva 11 Iouyvior pe 0épa tov M. AréEavopo

211§ Hapakdat® ekoveg 12 kat 13 avtiotolya, gaivovtat dvo matyvidia
oo é&yoov Oépatra mov elvar mappéva amd IAClyveOoTteg  TAUVIES.
ZoyKekppéva, to eva nawyvidt eyet oav 0épa v tawvia Star Wars[10], eve to
aM\o matyviot éxet oav B¢pa v moAvkpotn tawvia Da vinci Secret[13].
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Ewova 12 TTayvior pe 0épa tnv toavia Star Wars Ewova 13 ITouyvidr pe 0épa v Touvia Da vinci Secret

v ovvéxewa @aivovtatr kdmola “acvvnbiota”’ toxepda maiyvidia.
v ewkova 14 gatvetat éva nmayvidt Pooletall3] xai, onwg ¢atvetat xat
aro Vv €KoOva, To Haiyvidt avtd pmopetl va matytel Tavtoxpova dmo deka
naikteg!. Kdabe maiktng éxet prpootda tov pia oBovi omov tov mapéyovidal
dlaPopeg OTATIOTIKEG AN POPOPLESG, VD peom TG 000V g TTovVTdapet.

v ewova 15 @aivertar eva mayvior Immodpoptag. Ot maikteg
EMAEYOLV TOV ODVOLAOPO TOV ANOY®V IIOL IOTeELOLV N®G Oa teppaticovv
MIPWTA KAl OtV ovvexeld PAenovy éva Pivieo amod mpaypatikr) urmodpopia
kat kepdilet omotog exel “pavteyel” owotd. To matyvidt avto npoonabei va
eSOPOIWOEL KATA KATIOOV TPOTIO TIG IPAYHATIKEG UTITOOPOpLES.
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Téhog, omv ewodva 16 @aiverar éva maiyvidt pe Oépa 10 yveOTO
nawyvidt Bingo. Onwg xat otig Inmodpopieg, €tol xat edw to maiyvidt avto

etvat “pealtotiko” kat Bopilet 1o mpaypatiko maiyvidlt Bingo oe 0An v
dadkaoia matyvidiov.
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Ewdévo 14 Toyepo woryvior Povréta
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Ewoéva 16 Toyepoé moryvior Bingo
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2.5 IT\eovekTNpata TOV NAEKT/K®V TOXEP®V MALYVIOIOV

Ta nlextpovika toxepd maiyvidia Owabetovv OvVO mAeovekTrpATA
EVAVTL TOV PNYAVIK®OV ToXep®V matyvidiwv. To mpmto mAeovektnpa éykettat
OTO YEYOVOG OTL TA NAEKTPOVIKA TuXEPd Malyvidia mapeiyav meploootepn)
ao@alela, amo O, ta pnyavikda. Ta pnyavika toxepa matyvidiwa
AettovpyovLOAV PE PNXAVIKO TPOIO KAl Ol HAIKTeG prropovoav va “xkAéyoov”
MIOAD €OKOAa. Q0TO00, Ta NAEKTPOVIKA TOXePd HAixvidia é\voav avto To
npoPAnpa. To OedTePO MALOVEKTNHA INTAVv TO OTL Ol OlAXEPLOTEG TOV
PNXAVNPATeV (operators) HIIopovodav vd IPOoPEPOLY PEYANDTEPA ITOOU OAV
¢nablo ota nAektpovikd toxepd matyvidwa. Ta pnyavikd, oe avtibeor), etyav
IIEPLOPLOPOVS OTO MO0O TV endbA@v, eSattiag Tov OTL 1) HEPLOTPOPT| TOV
TPOX®V HIIOPOLOE VA OTAPATHOEL pe LOKO Tpomo. [Tap” OAa avtd, xkat ota
NAEKTPOVIKA TOXEPA MALYVIOWd Ol dLaAXEPLOTEG PIIOPOLOAV VA OTAPATI|OODY
TOLG TPOYOVG 00 Popég NBeAav. Qg amoté\eopa g TeXVOAOYIKIG eGENENG, Ot
dayelprotég katopbwoav va prmopoovv va divoov peyalvtepa énabla otovg
TIAUKTES.

2.6 Toyxepa mayvidia pe Tpoxovg

O avtkelpevikog oKomog £vog ToxepoL Iatyvidlov pe tpoxovg etvat va
npoonabnoet o MAaiktng va MEPLOTPEYeL evav Kepdo@popo ovvdvaopd aro
oopPola ot kepdogopa ypappri(payline) Tov matyvidiod. Ze xAmowa onpeia
ToL malyvidloL o maixktng prmopet toyxaia va xepdioet To peydlo dwpPo Tov
ralyvidov, To Aeyopevo “tlaxmot”. Yndpyoov PBaocikd S0o TOIOL TOXEP®V
Aty viow®v pe tpoxovg[14]:

A) Me otalepo képbog

Zta nayvidwa pe otabepo kepdog, to t¢axmnot Ba mapapeivel o eva
OLYKEKPHIEVO ITOCO €®G OTOL ALTO TO IMOCO Va Kepdndel Ao KATIOOV NAiKTn.
Otav 1o kepdioel KATIO10G MAiKTNG, TO 00O avtd pndeviletat Kat Sextvdaet amo
Vv apyt] To matyvidlt pe to ido mooo. I'a mapaderypa, éva t{dxmot pe
otafepd kepdog propet va oprotet ota 20.000 evpe kat va mapapeivel ota
20.000 evpw €mg OTOL TO KEPOIOEL KATOIOG MAIKTHG, X®Plg va maifet poAo To
nooa xéppata éxoov ewoaxbetl oto pnydavnpa.

B) Me npoodevtika avéavouevo k€pdog

Ao v dA\n m\evpd, TO OO0 TO omoio pmopel va kepdioet Kavelg
naiovrag oe toxepd mndaixvidia pe TIPooOevTIKA avavopevo kepdog,
kabopiletal amod Tov OYKO TV XPNHAT®V mov xatatibeviat oto pnyavipa.
Etot, 1o tdaxmot tov maiyvidlov ovvexmg avavetdl COPPOVA PE TO TIWG
naifer kabe maiktng, £€mg O0tov TO Kepdioel kdmolog. ‘Ooco meplocoTepa
TIOVTApPEL £vag Maiktng kabe gopd mov nailet T10o0 Tayvtepa avidaverdat To
TCAKIIOT TOL PNXAVILATOG,.

Ta tedevtaia ypovia n avamrodn g texvoloyilag, mov Onwg nrav
QPLOWKO TIEPAOE KAl Ota Toxepd malyvidia, elye ®¢ damoteleopa va
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dnpovpynbet xat évag TPiTog TOIOG TOXEPMV HALX VIOV HE TPOXOVG. ADTOG O
TOIIOG TOXEPWV HALXVIOIDV He TpoXOoLG ovvavtatat ota kadivo xat powalet
IIOAD pe tov Oedtepo TOmO mMAXVdwWV 1oL avagepbnke mapamnave. H
dagpopd eivat mG To TCAKIIOT TTOL pIopel va Kepdioel KATIO0G IIAKTHG elvatl
&Va OLYKEVIPMTIKO TCAKIIOT ammd OAA TA HIXAVIJHATA IIOD DIIAPXOLV OTO
kadivo!l. Ta pnyxavipata dnAadr etvar oovdedepeva petald tovg Kat kabe
raiktng mov mailelt oe Kdmolo prydavnpa exet mbavotmta va kepdioel To
ODYKEVTPMOTIKO TCAKIIOT OA®V TOV PIXAVIHATOV.

Avtog 0 TOnog Haiyvidwv £xel eva peyalo mAeovektnpa, kabwg evag
Haiktng propet va éxet eloayet Alya xprjpata oto prnyavinpd mnov naifet kat to
OLYKEVIPWTIKO TCaKmot va avePaivelt av ot dA\Ol HAikTeg €0ayovv
IIEPLOOOTEPA  XPHHATA oOta pnyavipata mov mnailoov. BePaia, etvai
aouTovoNTo I®OG 000 IEPLO00TEPA Xprjpata IHaioviat oLVOAMKA oe OAa Td
pnxavipata, toco taxvrepa Oa avSAavetal T0 OLYKEVIPOTIKO TCAKIIOT T®V
pnxavnpatev. Zmy ekova 17 @aivetat &va mapdadelypd aotov TV

HNXAVPAT®V.

Ewéva 17 Mnyovijpato pe Kowvo cUyKEVIPOTIKG TaKTOT

I'a va naiet xaveig eite ota toyepd matyvidia pe otabepo k€poog, eite
0¢ dUTd pe IPOo0deLTIKA avSavopevo kKEPOOG, O MAlKTNg Katabétel eva KEpua 1
Hla Oglpd damo KEPHATA PEOA OTO PNXAVNHA KAt emAeyel Tov aplipo tev
OTOLNPATICOHEVOV KEPPATOV avd YyOpopa tov tpoxwv(spin). O maiktng
HIIOPEL OTr OLVEXELA VA TIATHOEL €lTe TO KOOI HePloTpo@rig(spin button), 1)
va tpapnet Tov poxAd TOL PNYAVIHATOG, He OKOIO Vd IEPLOTPAPOLYV Ot
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Tpoxol. MOAlG oTapatioovv va mePLOTPEPOVTAL Ol TPOXOi, O Iaiktng eite
kepdilel elte ydavel avty v neplotpor). Eite kepdioet elte ydoel, o maiktng
propet otn ovvéxewa va e§apyvpwoet(cash out 1) pay out) to pepidio v
XPNPAT®V TOL AIIO TO PNXAVIHA 1] HIIOPEL va ovveyioel va natlet.

Znpepa, ta Toxepd mawxvidia pe TpoxolLg eivat Ta mo Onpo@iAn)
ratyvidia mov pmopet kaveig va oovavinoet péoa oe kadivo, amoxopilovrag
nave aro 1o 30% Tov OLVOAKOD KEPOOLG TOLG. ADTO o@etAeTal Og dLAPOPOLG
Aoyoog:

Ta toxepd nawyvidia pe tpoxovg eivat moAv evkola oto va natxbovv
Kat Oev AIIAitovv 19aitepeg KAVOTNTEG KAl YyV®Oelg arod tov naiktn. O
Haiktg anAd Katafetel Keppata pEoa OTo pPNYAVHA KAt IATdel €Va KOOUIIL.
MOAg otapatooov ot TPoxol vd IEPLoTpEovial, to upnxavnpa 6Oa
e1001101)0€1 TOV ITAiKTH) €dV 0 OLVOLACPOG IOV ePepe KePOilet 17 OXL.

Aev vndpyel kapia mieon ®¢ mpog Tov Idikt vd mailel evavtiov
KAII01o0 dANov 1y va ¢pBet oe alnAenidpaon pe aAovg maikteg, Omg propet
Kavelg va kavet oe mayvidia onwg 1n  Pooléta (Roulette), To
MmAaxkTCax(Blackjack), to Mnakapa(Baccarat, matyvidt pe tpdmnoola), Kat to
IToxep(Poker).

Aev ovnapyet @oPog xarotog va “xkAéwel” katd T OuwIpkeld Tov
ratyviooL 1) eoPog nwg o viidep(dealer) propet va diampadet éva Aabog moo
dev 10 enedimke, Katd T S1dpKela TOL OTOPATOG,

Agv vmdpyel YPOVIKOG TIEPLOPLOROG OTIg Kivrjoelg Tov maikty. O
omnotoodnote propet va nailet oe eva toxepo mayvidt pe tpoxovg pe Tov O1ko
ToL PLOPO, Y®Pig va atobaverat v avaykn va Praoctet enetdr] KAIO10g AAAOg
MIEPLPEVEL TNV OELPd TOD.

Ta toxepa nawvidia pe tpoyovg naifovtat pe aAndva yprjpata Kat
OX1 P& papkeg Tov exaotote kKadivo. To yeyovog avtd Kdvel To matyvidt IToAD
ITI0 OLVAPIIAOTIKO PE TNV £vvola Tov 0Tt divetdat otov maikt) n dvvatot)ta va
tCoydapei(gamble) pe aAnOwva vopiopata.

H eSapyvpwon etvatl apeon KAt pepikeg Popeg PIIOPEL VA avEPXETAL OTO
00O TOV XIAIO®V e0p®, £101KA OTaV KATIOW0¢ Iailel og Toxepd matyvidia pe
IIPOOOEDTIKA ALSAVOHEVO KEPDOG.

['a 6Aovg avtovg Tovg AOYODG, Ta TLXEPA Al VIiOId pe TPoXoLG ofjpepd
etvat ta mo Onpo@\r) matyvidia rmov propet va oovavtoet kaveig oe kadivo.
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3.1 Tt eival to DirectX;

To DirectX eivat éva obvolo Siacvvdeéocemv yla HPOyPAppATIORO
epappoyov(Application Programing Interfaces API) vAomowpévo amo tnv
Microsoft. Eivat pia ooM\oyr) anod kowoxpnoteg PipAodrikeg (Dynamic Link
Libraries, DLLs), ot omoieg mepiéxoov xprotpeg Aettovpyieg Kat OLVAPTIOELS,
yla TOAOLG HPOYPAHPATIOTEG IMOADPECIKQV  epappoymv(multimedia
programmers)[15[16]]. Meydho mAeovéktnpa eivat ott oxedov OAeg eivat &
oAoxArjpov avedaptnreg arod niatgoppeg(platform independent). To yeyovog
duTO EMUTPENEL OTOLG IIPOYPARPATIOTEG va €xovv IMpooPaon ot ypriyopd
YPAPIKA, 1)X0, KAl Aettovpyleg el0epxopevav Oedopévav, xmpig ot idtot va
xpewalovtatr d1kég TOLG EPAPHOYEG Yyld VA €SETACOLV TG IKAVOTNTEG TOL
vrmoloylotr] otov omoio exteleitat o mpoypappa tovg. To DirectX Oa
aSloAoy10el avTEG TIG IKAVOTNTEG KAl eav dev vrmdapyovv, Tote to DirectX
pIopel va emyelprjoey(oe MOANEG MepUIT®OElS) va ppndet Tig Aettovpyleg
avtég arevbelag oto Aettovpylkd ovotypa avti oto vAwko(hardware) too
vroAoytotr). Xt eikova 18 gatvetat to Aoyotono too DirectX.

Ewova 18 To hoyétvmo tov DirectX

Mu\evtag kabapd amno texvikng anoyeng, to DirectX etvat éva COM
avukeipevo. To  yeyovog avtd amotedel mAeovéKTnpa, kabmg ot
IIPOYPAPPATIOTEG TIOD YPIOLHOIIO0DV AKOWI KAl TNV IO IPOo@aty) K000
tov DirectX SDK éxovv oxedov amolvt) oopfatdtnta KAt PIopoov vd
XPNOOIIOW|00DV KAl VA KAVOLV KATOI] KAl T@V PO YODHEV®V DAOIIOU|0EDV
tov DirectX.

Kouttwvtag nioe otnv enoyr) mov xvopapyovoe 1o DOS, avBpwmot omwmg
Ol IPOYPAPPATIOTEG MAlyVIOWV elyav dpeon mpooBacn oOT10 LVAKO TOL
vIIoAOY10Tr] yla To omoto dnpovpyovoav ta naiyvidiwa. Exovtag mArpn
IIPOOPBaon og ONPATd, TA OOl €100MIO0VOAV VA IIPOYPARPA OTL €xel oLPPel
éva yeyovog(interrupts), Kapteg 100, OLOKEDEG e10EPYOPEVOV dedopevmy, Kat
otov eleyktr) VGA, ot mpoypappatiotég ovv)fwg prmopovoav va KAavooy 1o
VAKO va mpayparonotel OAa ooa pnopovoav va gavtaoctovyv. H xoxhogopia
Tov Windows 3.1 dev mapéovpe tovg npoypapparioteg egattiag too palitkoo
poptov epyaotag oo ermmAbe padi pe v Kokhogopia tovg otV Fropnyavia
avarrrodng natyviowwy. ITap” oOha avtd, To DOS eiye ta dikd tov npoPAnpara.
Xy exova 19 @aiveratr éva daypappa moo oopPoAifel Tov TPOIO MOov
EIMMKOVOVODOAV Ol EPAPHOYEG HE TO DAKO, oty enox1) tov DOS.
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Communications between old style
DOS systems

Ewova 19 Emkowvovio epappoy®v ko vikov 6to DOS

H teyvikn) vnootmpiln twv ovokevwv vAikov(hardware device) too
vrioAoytotr) og neptBalov DOS améPrn évag molvmhoxog eptdAtng. Kabwg o
emrtpaneflog  vroloylotng(desktop  computer) amoktovoe ONo  Kat
IIEPLO0OTEPT] dNpoolOTNTA 08 évd PEOO VOIKOKDPLO, AVAIITOOOOTAV OAO KAt
TIEPLOCOTEPT] AVIAYDOVIOTIKOTNTA OTOLG KATAOKEDAOTEG DAIKOV, IIPOKAADVTAG
¢tol v ep@avion YAddev mbavav Sa@opeTiKOV OlapoPpP®OE®Y  TOD
nAextpovikov vroloylotj(PC configurations). Exovtag évav eSo@peviko
aplpo amnd dSapopPmoelg LAKOL yld TG omoieg &mpeme va avartoybet
evdeyopévg Kat  Oa@opetikog  KwOwkag, odevoviav — IeEPLOcOTEPOG
avartoSlakog YPOVog yid TOV IPOYPAPHATIONO TEXVIKNG LIIOOTHPENGg Tov
VAIKOD, IPAYHA TO OO0 APNVE OAO KAt AtyOTepo XpOvo ota oxéota peAétng
Yl TOV OPOYPAPPATIopo TV idov tov nayvidwv!!. Evtoywg, xdatt tétoto
EMPOKELTO YPIyopa va aAAAdet.

Me 11§ ovvr)felg vmooyéoelg g yla KATL KAVOOPLO, OLAPOPETIKO KAt
KaAvtepo amo mpiy, 1) Microsoft épepe otnv kokhogopia ta Windows 95 oe
oMo tov koopo. Ta Windows 95 diebetav moAAda kawvovpla XapaKtploTikd
Va IPOOPEPOLY MAV® KAt Iépa aro tov Paoctopévo oto DOS npoxdatoxo toug.
Ewonyyayav to ovompa “Plug and Play” oe pla mpoondbfeia va kataotet
eoKoNOTepT 11 Sradikaoia ovvappoloynong televtaiag texvoAloyiag LAIKOD
Yl ToV PETplo Xprjotn nAeKTpovikoD vroloytotr). To odotpa xelptopob 1oV
dabéopwv mopwv(resource-handling system) avaxawviotnke nAnpwg, pe
okommd 1] Olayelplon T®V OLOKELOV VA KATAoTel E€OKOANOTEPN KAl 1)
aveSaptnTonoinol] Tovg va Yyivel MAEOV MPAYHATIKOTNTA. ADOTOX®G, Td
Windows 95 otepovvtav tov anapdit)teov PBeAtiwoemv arnodoong wote va
KLVI|JOODV TO eVOLAPEPOV T®V ONHIOVPY®V HAlYVIOI®V HIPog TV Katevbovor)
g mAatpoppag twv Windows 95. Kata ovoveénelwa, moMa mnawyvidiwa
extedovvtav oe meptPalov DOS(DOS mode) 11 anattodoav enavekkivnorn
TOL NJAEKTPOVIKOD DIIOAOY1O0TI] OOTE VA PIIOPEOOVLV VA EKKIVIOODV TO H1KO TOVG
ovotpa, napopoto pe too DOS(DOS-like system). To DirectX 1pbfe va ta
avatpeyet OAa avtd. Xty ewova 20 gatverat éva dtaypappa 1mov oopPoAilet
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TOV TPOIO IIOL EMKOLVOVODOAV Ol EPAPHOYEG HE TO DAIKO, OTNV €HOXI] TV
Windows 95.

Appli [

Communications betweean hardware
and Win9s5 Systems

Ewova 20 Emxowvovie epappoy®dv kot vikov et Windows9s

O gawopevika evkolog 0toxog va xataotovv ta Microsoft Windows
pa embopntr DAat@oppa yla TV avartoll] HOADHECIK®V EQPAPHOY®V
KateAn&e va etvat éva moAv peyalvtepo eyxeipnpa, ano o,tt 11 Microsoft eiye
apywa motéyet ot Oa eivat. I'prjyopa dapoppabdnke to oopmépaopa ot yia
va napaoyedet 11 anattovpevn anodoor, to DirectX Oa émpene va Aettovpyet
PEO® YPIYOP®V, XAHNAOL emuiedov xowoxpnotov BipAodnkev (low-level
libraries), moo va emttpénoov otov Onpovpyo va datnpet v ONHIovPYIKY)
ToL eAevbepia otnv k®OwKomoinor| Tovg.

O emopevog ot0X0g yla Tovg Onprovpyovg tov DirectX nrav va
petatoriooov To BApog TG TEXVIKIG DIIOOTPSNG TOL LAKOL ard Tovg
SnpIoLPYODG MOADHECIK®DV EPAPHOYDV OTODG KATAOKELAOTEG LAKK®V. To
OLPIEPAOPA avTo elval MOAD mo AOYKO, KAOmg Ol KATAOKEDAOTEG DAKMOV
elvat ot mAéov KatdAnlot yia v avamrodn tov odnyov(drivers) tov
MPOTOVI®V TOLG AIO omolovonmote dnuoLPYO epappoywv. Avtr 1 AvOon
Porbnoe emiong oto va evonofody ta oTAvVIAPT yia TOLG 001 YOVG CLOKELMV
DAIKOD, KPATOVTAG OTO IPOOKN VIO Tig Oepeliwdelg mpoomntikég oopfatotntag
Y1 OOV TV e0®V TA EMUIAEOV OVOTATIKA £VOG NAEKTPOVIKOD DIIOAOYLOTL).

Eva a\\o onpaviko yapaktnplotiko tov DirectX etvai n wavotta
Tov epappoy®v DirectX va Aettovpyodv mapdAnla pe al\eg epappoyeg
Xopig va mpokalodv kavéva npoPAnua oto ovotpa. Télog, to DirectX Oa
elye v amodoor), 1 omoia fHrav ekt oty enoxny tov DOS, mAnpwvtag
napdMnAa oAeg tig alAeg mpodlaypagég mov avagepdnkav. Zv ewova 21
gatvetat eva dwaypappa mov ovpPoAilet Tov TPOMIO IOV EMKOWV®OVOLV Ol
epappoyeg ota onpeptva Windows pe to vAwo, péow tov DirectX.
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Wi D

Applic

Communications between hardware,
Direct X and Current Windows Systems

Ewéva 21 Emkowovia avipesa oto DirectX, ota Windows, 6Tig €pappoyég Kol 6T0 VAIKO

3.2 Tiakppwg kavetr to DirectX

To DirectX mapéyet éva onpavtiko NAKETO Ao epydAeld KAt eVIONEG pe
oKomo va epmAovTioel Kat va PeAtimoet mayvidla Kat al\eg eQappoyég
IIOADHEO®YV, EMTPENIOVTAG £TOL TO DAIKO TOD DIOAOYLOTI] KAl TO AOYIOHIKO Va
“ovvepyalovtal” petalo tovg pe peyalvtepn eokoAia. To API tov DirectX,
MIAPEXEL OTIS EPAPHOYEG MOADPEO®Y peyalvtepn mpooBaon ota eSeAtypéva
XAPAKTINPIOTIKA TI0L priopel va Oabétovov ol OLOKEDEG TOL NAEKTPOVIKOD
LDIIOAOY1O0TI] pe OLWYNA] amodoorn, oneg eivatr ywa mapdadelypd, Td Toul
emrayovorng tpodidotatav ypapkaov(3D graphics acceleration chips) xat ot
eCeAlypeveg KAPTEG 1)OV.

Emiong, ot epappoyeg moAvpeomv, pe v Pornbeta tov DirectX API,
e\éyyoov kat TOANEG aMeg Aettovpyieg KATOTEPOL emuUIEOOL, ONKG TNV
EMTAXLVOI TOV OOOA0TATOV YPAPIK®V, vIIooTtnpiovy eva peyalo aplipo
aro ovokeveg ewoodov(input devices), onwg ta yeyprotpra(joysticks/joy-
pads), ta mAnktpoloyta kat ta “movrikia” kat tehog eléyyoov 1 pin too
X0V KAl TOV eePYOPEVO 1)XO PEO® PLag PEYAANG MOKIAAG arId OLDOKELEG KAl
KAPTEG 1)XOL. AKOHI, Ol EPAPHPOYEG MOADPEO®V eNeéyxouv TOo diKTLO KAl Ta
ratyvidia pe moAamlovg maikteg Kat tA0g, aokoLV EAeyX0 HAV® O€ TMOWKIAa
péoa opyavwong kat amodnkevong dedopévov(format) yia v petagopda
dedopévov Twv molvpéomv (multimedia streaming formats). Xe xdbe
avave@pevy) €kdoor mpootibetal emuIAéov TEXVIKI) LIOOTPWN yla TNV
EMEPYOPEVT) TEXVOAOYLd, £TOL WOTE Ol SNHIOLPYOL HALYVIOI®Y KAl EPAPHOYDV
MIOADPEO®YV, VA elval oe Beorn va YpnolpoIIou)oovuy TV VEa avtr) texvoloyia
000 TO dLVATOV YPNYOPOTEPA, e TV EAIIIOA 1] VEA aLTI) TEXVOAOYIA Va PTAVEL
0€ Hag aKopd Mo ypryopd.
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3.3 Ta ovotatika pepn too DirectX

[Tapaxkdate @aivovtatl ta pépn tov DirectX xabmg xat tig Aettovpyieg

rov avalapPdavet va ektehéoet 1o kabeval5):

e DirectDraw - Avahappdavet ta diodidotata ypagixd.

e Direct3D - AvalapPdavet ta Tpiodtdotata ypagikd.

¢ DirectSound - Avalappavet tov Stodtaotato rxo.

e DirectSound3D - Avalappavet tov tptodiactato 1xo.

¢ DirectMusic - Avahappdvet v povoiK).

e DirectPlay - Avalappavet v O1KTO®OI) PETASL DIIOAOYLOTOV.

e Directlnput - AvalapPdavet t1g ovokeveg 10000V OeOOPEVHV.

e DirectShow - Avahapfavet v avanapaywmyr] apxelov TOADPECOV.

3.4 DirectX 1 OpenGl;

Avto eivat éva epotnpa mnov Pacavifel moAAovg avbpwiovg oo
Oéhoov va Sexivrjooov va doxoAoOVIAL He TNV AVAITOSN E€QAPHOY®V
TIOADPEO®V KAl TALXVIOIRV. YIIAPXOLV QAVATIKOL DIIOOTNPIKTEG KAl TV OVO
avtiypayopeveov mievpav. Ilapakat® Oa mpoomabriooope va avagépoope
ovvonTikda Tig dragpopég tovg[17][18].

Metagepoporyra(Portability)

H peyalotepn dwagopa petald twv dvo API eivatr ta Asttovpyka
ovotjpata ota omnota amevfovovrat. To DirectX @oowa amevBovetatr ota
Windows xat dvotoywg Oev prmopet va extedeotel oe AAAO  AElTOLPYIKO
ovotpua, Tapolo mov oto mapeAdov éxoovv yivel kdrmoteg nmpoordbeteg, eva T0
OpenGl xprnowpomnoteital 0e apkeTd AEITOVPYIKA OLOTpATd, Onwg to Linux,
Mac OS X xat ta Windows.

Onwg etvat guokd avto amoteAel éva pelovektnpa ywa to DirectX.
Opwg, mapolo mov ek IPOTNG OYemS KATI010g Ba Propovoe va oKePTel G TO
OpenGl Oa énpene va xoprapyel Plag Kat €mTPENel TV EKTEAEON TOL O
OlAPOPETIKA  AEITOVPYIKA OLOTPATA, Ol E€Talpeleg IOL  KATAOKELACOLV
ralyvidia éyoov alAn damoyrn. Avto ovopPaivel yati to pepidio ayopdg yia
ralyvidia oe nAexTpovikovg vroloylotég eival peyalvtepo ota Windows
napd ota dAa Aettovpyikda cvotipata. Onwg etvat yvmoto, Exel EMKPATIOEL
ta Windows va ypnowpomowovviat amd Tov HECO XPrjotn, IIov eivat
evOeYOPEV®OG KAl O XPHOTNG IOV OTOXELOLV OAV IIEAATH) TOLG Ol eTalpeleg
natyvidwwy. X' aovto to onpelo Oa mpénel va avag@epovpe nog Ta tehevtaia
Xpovia ytvovtat guotipeg mpoordbeteg kat aro diagopeg dravopeg tov Linux
(r.x. Ubuntu), yia va amlomowfet 1 xprjon 1oL KAt va PIopet Kat o péoog
XPHOTNG Va To Xpnotpomnolel oav 10 PAcikO AelTovpylko Tov ovotnpa. Ev
toutolg opwg Ta Windows eSaxolovbovv va katexoov v pepida too
AéovTog.
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Xptjon

Oa pmopovos KAMowog va Iel neog eivatr kat Alyo “dadwo” va
ovykpivoope ta 6vo API, xkabmg eyoov aAlo evpog xpriong. To DirectX etvat
éva odoxAnpwpévo API oo onwg avagépOnke kat napardve avalapPavet
moA\d Oépata xat dievkoAdvel Tov mpoypappatiotr). Av emAédel KATIO0g
npoypappatiotg to DirectX, tote pmopet va £xet evav “ovppayxo” oe 0Aovg
TOVG MNAPAKAT® TOPELG, YPAPLKA, I)X0G, TOALHEOA, OIKTLO KAl OLOKEDLEG
etoodov. Avtibfeta 1o OpenGl amevboverar ota ypaguka, diodiaotara xat
Tplodldotatd.

AvT10 10 Yeyovog divel éva onpaviko npoPadiopa oto DirectX yia v
emAoyr] Tov otV avdamton mnayvidlwv, Kabmg ol MIpoypappaTtioTg
natyvidwwy  emAéyoviag 1o DirectX éxoov kata pla évvola €rotpeg
BPA0Onkeg mov pmopovV va yprnotpomoujoovv oe dagopa Oepata. To
OpenGl 0a pmopovoape va avagépoope nmg etvatr mo efedikevpévo oe
Oépata ypa@kov Kat Erol  XPnNOHoHOoleitat IOAD  IIEPLOCOTEPO  OF
EMAYYEAPATIKEG EQPAPHOYES YPAPIK®V ON®G eival 1m.y. Softimage 3D, Alias
PowerAnimator.

Enextaoeig

To DirectX, onwg avagépOnke Kat Mapaave, £xel KATaoKeDAoTel aIro
Vv Microsoft. 2e avtifeon, To OpenGl eivat Aoylopiko avolktod K®OwKa Kat
mo ovykekppeva “open standard API”. Avt) 1 dwagopd tovg exel apeon
OXé0n He TO IOOO YPHyopda MPoodppolfovial OTlg VEeg TexVOAoyleg ITOL
dnpovpyovvTal Ao Tig ETAlPElEG IOV KATAOKELACOLY KAPTEG YpAPKmv. To
Open(il etvat mo eéNKTO KAt IPoodppoleTat Mo ypryopa otig aAAayés, eve
ya to DirectX ot mpoypappatiotég g Microsoft Oa mpémet va mepipevoov
TNV KOKAOQOPLA TG EMOpevIg £€KOOO1G TOL, MOTE VA £PAPHOOOLY TIG OIOLEG
alayég ypetaloviat. AvTO €xel OaV AIOTEAEOPA Ol KATAOKEDAOTEG KAPT®V
YPAPIK®V VA PNV KOKAOQOPOLV IIPOTOVTIA HOL epappofovy Veeg TeXVOAOYleg
av Oev emikeltatl va KoKAogoproet oovtopa vea ékdoor) tov DirectX mov va Tig
vrootnpiet.
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Ke@alato 4: Y Aomoinorn evog mmatyvidtoo
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4.1 Ta pepn evog matyvidlov

Eva nAextpoviko maiyvidt dwagépet armd v @uon tov o OXEon He
aMa  TPOYyPApHATa AOYIOMIKOD KAt elvat xopig dap@iPolia amo ta
dvoxoNOTepa mpoypdppata mov propet kaveig va avamrodet. H avamtodn yua
napadetypa too MS Word etvat oityovpa dvokoAOTepn amo v avarrtovdy
evog matyvidlov oav 1o Asteroids, aA\a n avamrtoln evog matyvidiod oav To
Unreal etvat OvookoAOtepny amo Ty  avdmtodn orolovdnmote  aANov
AOY1OPIKOD.

H avamodn nlektpovikov  nayvidiwv — dmattet  amno  Tovg
IIPOYPAPPATIOTEG VA PABOLY €va VEO TPOIIO IIPOYPARPATIONOD oL Taptalet
IIEPLOCOTEPO OF EPAPHOYEG MPAYHATIKOD XPOVOL Kat eSopolmtég, mapd oe
an\d npoypdppata moo eivat kabodnyovpeva amd oopPavtalevent driven) 1)
npoypdppata “akolovbiaxng Aoywng’, moo eitvat oovnbopévor ot
eploootepol npoypappartioteg. Katra Paony, éva nhektpoviko maryvidt etvat
évag ovvexopevog Ppoxog(loop) mov exteAet kamowa Aoyiki) xat (oypagilet
Kamowa ewova oty obovn, ovvrfwg oe éva pobpo 60 xape TO
devtepoAerrto(frames per second - fps) 1) meproootepo. OAn avtr 1) Sadikaoia
powadet TOAD e TOV TPOIIOo IOV MPOPAANETAL pid TAVid, pe TNV dlagopd Mmg
n Tawia “Onupovpyeitar” kabmg Tpéxet to mayvidlt pag. Ztnv  ewova 22
PAérovpe pla  AINODOTELHEVI] APXITEKTOVIKI] €vOg Tmatyviowov[19]. Zwmv
ovvéxewa Ba avagepboovpe oovorrtika oto kabe pepog Sexwprota.
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Initialization

* Allocate mamory
= | gad filas

= Buald tables

T 7

Main avent loop —e| Handle windows I

Exit?

call windews stulf = | evanis
Irit timning

Cleanup
* Regllocate
* Closga liles

Bl Koyvhoard

0
Joystick
Mouse :
Time syna

Retrieve player
ingut

Exit to Q'S

Main logic
s {3p ma Al éﬂﬁ::;:’ﬁ
:{P:E-“;:fs" Dastaction Ofi-éniaan
¥ MEmary
O o Capy imago o
[ display ”
Bender next frama >« o | ol
1o off-screan b
butfer W
o Q
B
[

Ewova 22 H apytteKTOVIKI] €VOS NAEKTPOVIKOD TULYVIO100

Tunua 1: Apxikosmoinoy

Ze aoto To onpeto extedovvial ovvndiopéveg epyaoieg ONOG KAt O
aM\a mpoypdppatd, Oneg yid Dapdadelypd 1) KATavopr] PVIjpng, 1 ¢opT®on)
dedopevav amo tov O10Ko, KTA.

Tunpa 2: EvapSy Ppoyov tov waryvidio

e autd TO OTAd0 1] EKTENEOT) TOL KMOIKA EL0EPYETAL OTOV KOPLOo Ppoyo
ToL Talyvidlov. A0 avto 1o onpelo Kat €melta OAa eKTEAOLVTAL OLVEX®S,
PEXPLG OTOL O xprjoTtng va emAéSet Ty €§odo arrd to matyvidt.

Tunpa 3: Avaxktyon e1oayopsvyg TAypo@opiag amo Tov xYpHoTy

Xe auto 1O Prjpa 1 ewoayopevi) HOAnpogoplta  amd - Tov
xpnotn(mnKtpoAoyo, movtikt KT\) eneSepyaletat 13 datnpeitat ywa xpron
OTO THNHA TG AOYIKL|G.

Tunpa 4: Epappoyn Aoyikng maryvidioo

210 onpetlo avto Ppiloketat 1 DAeloWn@ia Tov KMOKA TOL IALYViolov.
H texvnu) vonpoodvn tov maiyvidloy, Td OLCTHATA (PUOKNG Kl 1)

35



T{¢xog Nikoiaog, «AE10A0ynan yxpnons mpotdTwy GYeIiooHS GE TOYEPO TOLYVIOL»

YEVIKOTEPT AOYIKI] TOL HAXVIOOD EKTEAODVTAL KAl TA AMOTEAEOPATA AVT®V
XP1OHOIIO00VTAL WOTE VA (@YPAPLOTEL TO ENOPEVO Kape oty 00ovT).

Tunpa 5: Zoypagiky Tov exopevoo kapé oty o0ovy

210 OTddl0 aLTO, TA AIOTEAEOHATA AIIO TIG EL0AYOHEVEG TIANPOPOPieg
TOL XPHot(IOoVTiKl, TANKIPOAOY10), Kabmg emiong Kat ta damoteAéopata
EPAPHOYIG TG AOYIKNG TOL HAlyVIOoD, SNPIOVPYOLY TO EMOHEVO KAPE TOL
natyviolov. Aot 1) elkova moo dnpovpyeitat, oovfwg (wypagifetat oe pia
evolapeon pvnpn(buffer) extog oBovng. AnAadn to amotéleopa dev eivat
opato akopn otov xpnoty. Emetta, aviiypagetatr ypryopa oty oparti)
IePLOX1] TOL XPNOTN.

Tunpa 6: Zoyypoviouog Obovyg

IToA\ot nAextpovikot voAoyloteg Ba emttayvvoov 1) Oa emPpadvvoov
TV eKTENeON] TOL TalyVvidov, eattiag TG MOALIIAOKOTNTAG TOV EKAOTOTE
natyviowoL. [a napadeypa, av vradapyxoov 1000 avtikeipeva moo xivovvtat
otV oBovn pag, n CPU Ba €yet peyaldtepo @opto epyaociag amo O, av
vnapyoov povo 10 avuikeipeva va xwvoovtat. To amotéleopa eival mog o
pobpog amewoviong kapé(frame rate) too maiyvidod Oa Sragépel, mpaypa
1oL, PLOKA, etvat avopBododo. Etot, Oa mpémet to matyvidt va ovyypoviletat
o€ £va peyloto popo amewkoviong kapé kat va npoonabet va diatnprjoet avto
TOoV pLOPO XPNOpOIIOIWVTAG OLAPOPES TEXVIKEG XPOVOKADLOTEPTONG.

Tunpa 7: Bpoyog
Av10 10 onpueto, VNG LIIOdNAGVEL KAl TO OVOUA TOv, elvatl arm\d pia
ENAVAA YT OADV TOV IIPONYOLHEVDV.

Tunua 8: Teppatiopog

Avt0 1o onpeto onpaivetl 1o TENOG eKTEAEONG TOL HAlYVIOOL KAl TNV
11po0eot) TOL XPNOTN VA EMOTPEYEL OTO AELTOVPYIKO OLOTNHA. Q0TO0O, TIPV
va emotpéyovpe ard to naiyvidt oto Aettovpyikd ovotnpa Oa mpémet va
arreAevfepmbovv OAot ot mmopot mov ypnotpornoinoe 1o mawyvidy, omwg Oa

YLVOTaV KAt [€ OOWAONIIOTE AANL EQAPHOVT).

Oa propovOApe VA MEPLYPAWPOLHE TOV OLVEXOHEVO KWDOKA EVOG
Hatyviolod IOL eKTEAelTal OvVEXEWd Oav Pl HNXAVI) IIENEPAOHEVOV
kataotaocewv(Finite State Machine - FMS) moo nepiéyet evav apBpo amo
dlagpopeg  KATAOTAOEL. 210 Hapakdt® napadelypa @divetat &va
“oxkapipnpa” xodwka, yia to mog mepimov potdlelt o ovvexOpevog Ppoxog
eKTENEOTG eVOG TTALYVIO100.

36



T{¢xog Nikoiaog, «AE10A0ynan yxpnons mpotdTwy GYeIiooHS GE TOYEPO TOLYVIOL»

4.2 Ilapadeiwypa, Bpoxog £vog maiyvidoo.

// defines for game loop states

#define GAME INIT // the game is initializing
#define GAME MENU // the game is in the menu mode
#define GAME STARTING // the game is about to run
#define GAME RUN // the game is now running
#define GAME RESTART // the game is going to restart
#define GAME EXIT // the game is exiting

// game globals
int game state = GAME INIT; // start off in this state
int error = 0; // used to send errors back to 0S

// main begins here

void main ()

{
// implementation of main game loop

while (game state!=GAME EXIT)
{
// what state is game loop in
switch (game state)
{
case GAME INIT: // the game is initializing
{
// allocate all memory and resources
Init () ;

// move to menu state
game state = GAME MENU;
}  break;

case GAME MENU: // the game is in the menu mode
{
// call the main menu function and let it switch states
game_state = Menu();

// note: we could force a RUN state here
}  break;

case GAME STARTING: // the game is about to run

{
// this state is optional, but usually used to
// set things up right before the game is run
// you might do a little more housekeeping here
Setup For Run();

// switch to run state
game state = GAME RUN;
}  break;

case GAME RUN: // the game is now running

{
// this section contains the entire game logic loop
// clear the display
Clear () ;
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} // end main
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}

// get the input
Get Input();

// perform logic and ai

Do Logic();

// display the next frame of animation
Render Frame();

// synchronize the display
Wait (),

// the only way that state can be changed is
// thru user interaction in the
// input section or by maybe losing the game.

break;

case GAME RESTART: // the game is restarting

{

}

// this section is a cleanup state used to
// Tix up any loose ends before

// running again

Fixup () ;

// switch states back to the menu

game state = GAME MENU;

break;

case GAME EXIT: // the game is exiting

{

}

// if the game is in this state then
// it"s time to bail, kill everything
// and cross your fingers
Release And Cleanup();

// set the error word to whatever
error = 0;

// note: we don"t have to switch states
// since we are already in this state
// on the next loop iteration the code
// will fall out of the main while and
// exit back to the 0S

break;

default: break;
}  // end switch

} // end while
// return error code to operating system
return (error) ;
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Zmyv ewova 23 @aiverat eva Oaypappa Iov avamndplotd Inv
eVaAAay1) KATAOTACE®V €VOG ALY VIO100.

Game
Starting

Game
Restart

Ewova 23 H gvarlhoy KOTOOTAGEOV EVOG TOLYVIOLOD
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4.3 To DXUT framework

Onwg avagépbnke xat oe IPonyovpevo Kepdalato, amo v ékdoorn 9
tov DirectX SDK 1 Microsoft éxet avamtdler éva pivi-miaioto
epyaotag(framework), mov Aéyetar DXUT. To yeyovog avto Stevkolvvet oo
ToV npoypappatiopo pe to DirectX, kabog kdmoteg otavtap dtadikaoieg, moo
érpene peXPL TG mponyovpeveg ekdooelg tov DirectX va Tig vAomotet xabe
POpPA O MPOYPAPHATIOTH)G, T®PA LAOIOOLVIAL amd To MAdiolo epyaoctag
avtoparta. ['ia va eSetacovpe Tt propet va kavet 1o mhaioto epyaoiag DXUT
Oa xpnowponoujooovpe éva am\o napadetypa moov diveral amd v Microsoft
katd v eykataotaon tov DirectX SDK. To mapdadetypa mov avagepetat
napakdt® Oa ovlomowmbet oto Visual Studio 2005, wotooco, xat oe
rponyovpeveg exdooelg tov Visual Studio dev mpémet va ovmapyoov

rpoPAnpata.

Bypa 1: Eykataotaon tov DirectX SDK.

To npwto Prjpa ov Oa mpenet va kdavetl kaveilg yia va aoyoAnOei pe to
DirectX yevikotepa, elval va eykataotjoet oto ovotnpd tov 1o DirectX SDK.
210 CD mov ovvolevet TV OUWA@UATIKI) epyaocia vradapyet 11 €ékdoorn 9 tov
DirectX SDK. EvaMaxtikd, mmv mo mpoogatn ¢xkdoor tov DirectX SDK
propovpe va v Bpovpue oty dtevbovon:

http:/ /msdn.microsoft.com/directx/sdk.

Enetta, eykabiotoope otov vmohoyiotr) pag to DirectX SDK.

Bnjpa 2: Eykataotaony napadeiyparog DirectX SDK.

v ovveyela, ano 1o pevov Evapln—=>Ilpoypappata Ppiokovpe to
pevod Microsoft DirectX 9.0 SDK(otnv nepimt®or) ov €XOupe £yKATAOTHOEL
10 DirectX SDK mov Bpioxetat oto oovodevtiko CD ewova 24), oo @aivetat
OtV HAPAKAT® ewKova. Amo exel emAéyoope DirectX Sample Browser, ta
napadetypata 6nAadr) mov ovvodevoovv v eykataotaot) tov DirectX SDK.

E Microsoft Direct¥ 9.0 50K Update (October 2005) » dj DirectX Utilities 3

c@ Direct¥ Documentation for C++
c@ Direct¥ Documentation for Managed Languages
¥ DirectX Sample Browser

@ Microsoft Audio Creation Tool Documentation

Ewova 24 Emioyn tov DirectX Sample Browser

v ovvéxelwa epgaviCetat eva mapdbvopo mov  @aiverat otnv
MAPAKAT® EKOVA KAl HePExel OAa ta napadetypata moo oovodedovy TNV
eykataotaor) tov DirectX SDK. Ztnv aptotepr) otiAn propovpe va emheSoope
karnowo “@iltpo” ota amotedéopata mov pag eppavidet n epappoyr). Ot mo
ONMAVTIKEG €mMAOYEG elval ot dVO MPmTeG, OMOL EMNEYOLPE TNV YA®OOA
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MPOYPAPPATIONOL 1oL  €xovv DLAomoufel ta mnapadeiypata mov pag
evolagépoov. H mpotn emoyr) agopa v C++ kat ovykekpipéva ta
napadetypata éxoov ypagtet pe xprjon tov Visual Studio(exdooerg 2002, 2003
kat 2005). H dedtepn emhoyr), Managed, mov dev eivar 1000 “Sexabapn”,
agopd napadetypata mmov éxoov yivet pe v yhmooa C#.

Ao ta napadetyparta oo pag epgavifovrat, epeig Oa aoyoAnbovpe pe
1o mo anAo mapddetypa mov Aeyetat “SimpleSample”. EmAéyoope Aourov
“Install Project” yia to napadetypa “SimpleSample”, onwg gatvetat kat otnv
ewova 25.

% DirectX Sample Browser (October 2005)

All Areas [

Show
ShadowVolume o i [ e |
5 echni a The

Managed

Tutorials
Samples
utilit _ -
Articles Executable Documentation Install Project Feedback
sort by
New [ SimpleSample ¢« sample
Basic starting point for new D ) samples

Auto-launch

" i 7 i —_=
documentation Executable Documentation Install Project Feedback

SkinnedMesh ¢+«

The SkinnedMesh sample oad and disy

Executable Documentation Install Project Feedback

Ewéva 25 Emioyn Tov mapadciypatog SimpleSample

Xy ovvéxewa epgavifetat to apdabvpo dtaloyov mov @aivetat oty
ewova 26, ornov Oa npenet va xkabopioovpe v tonobeoia mov Béhovpe va
eykataotabet o kodikag Tov mnapadeiypatog “SimpleSample”. Zinv
Heplt®or) pag n tonobeoia, ONwg @aivetatl KAt Oty IAPAKAT® KOV, elvatl
“C:\examples”.

Apéong peta v eykatdotaorn, epgavifetat éva napdbopo dialoyov
KAl pag patdet av 0éAovpe va ep@aviotody td IEPIEXOPEVA TOV PAKENOD IOV
POALg dnpovpynOnke aro v eykatdaotaor), emAéyoope “Nat”.
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¥ Install 'SimpleSam

Installing renames the sample to the given name, and copies
all of the project files induding the media and commaon files
into the selected directory.

Mame:
| SimpleSample
-_
=
‘ Location:
C:lexamples
L=
C:examples\simpleSample

[ Install J[ Cancel J

Ewéva 26 Eykataotoon tov napadciypatog SimpleSample

Zmv ewova 27 @atvovtdal Ta apyela mov £xoov Snprovpyndel petd mv
eyKataotaor) Tov napadetypatog SimpleSample.

& C:\examples\SimpleSample

Apyzio EnzBzpyadia  MpoPodry  Ayannuéva Epyohsia  Bonfag

.\) M U lﬁ: ,',:W Avaifmon [i'-;'_'j'cbdr{ahm v

AMiztiBuvan |@ C:\examples SimpleSample

Y

Epyadicc opysiov kol pokchov R

:3 Anoupyia pakshou

@ Anpoagizuon aurol Tou Eakehou
oro Web

lad Ko xprion auTod Tou gakhou

»

Arksg Beozig

) examples
) To2vypapa pou

) Kowdypnora 2yypapa
y O Y nohoyioTTic pou
!H Bega ooy

AENTOPEPEIEG

SimpleSample
daxsAoc apyEiny

14 avTKEipEva

i
-]
Ovopa = MéyeBoc | Tlnog Hpspopnvia Tpono. ..
i Dakzhoc apyioy 10/9/2006 3:36 pu
akefile.x64 12KE Apyeio X64 10,5/2006 3:36 pp
|ﬂ resource.h 1KB C/C++Header 10/9/2006 3:36 pp
‘}ﬂSimpleSample.q:p 25KB C++Source 10/5/2006 3:36 pp
@SimpleSample.fx SKB EffectFie 10/9/2006 3:36 pu
@SimpleSample.jpg 3KB ACDSeef JPEG Image  10/9/2006 3:36 pp
@SimpleSample.manifest 1KE Apyzio MANIFEST 10,/9/2006 3:36 py
SimpleSample.rc 2KBE Resource Script 10/9/2006 3:36 py
LﬂSimpleSample_ZOUZ.sln 2KB Microsoft Visual Stu..,  10/9/2008 3:36 pu
LEESimpIeSample_ZﬂUZ.vq:roj TKB VC++Project 10,5/2006 3:36 pp
L‘,%SimpleSample_ZUDS.sln 2KB Microsoft Visual Stu...  10/9/2006 3:36 pp
@SimpleSample_ZUDS.vq:woj 3KB VC++Project 10/5/2006 3:36 pp
E%SimpleSample_ZUUS.sln 2KB Microsoft Visual Stu...  10/9/2008 3:36 pu
LEESimpIeSample_ZUUE.vq:roj 9KB VC++Project 10/5/2006 3:36 py
71,4KB :‘ O Y noAoyiommg pou

Ewéva 27 Ta apyeia Tov mapadeiyparog SimpleSample
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Brjpa 3: Extédeon Ttov mapadeiyparog DirectX SDK.

Onwg @atvetat amno ta apyeia mov éxoovv Onpiovpynbei, vrdpyovv ta
KatdMnha apyeta yua tpetg ekdooetg tov Visual Studio, yia tig exdooetg 2002,
2003 xat 2005. Avaloya v éxboory tovo Visual Studio mov éyovpe
EYKATEOTNHEVI] OTOV DIIOAOYLOTI] HAG, EMAEYODPE TO CVIIOTOXO dPXELO
“Solution” (.sln). 2to mapadewypd pag Oa  YPNOPOIOU)COLPE  TO
SimpleSample2005.sIn.

A@ov emAéovpe va avoiSoope 1o apyeio “Solution” péoa oto Visual
Studio, PAemovpe nwg vrdpyet to apyeio “SimpleSample.cpp” mov mepieyet
ONo Tov kKmdwKa Tov mapadetypatog. Ztnv ovveyela Oa emednyrjoovpe tovV
KOOKA TOL NAPAOELYPATOG TTOL PATVETAL ITAPAKATE.
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4.4 Ilapadewypa: H anin epappoyn DirectX SimpleSample

270 IP®TO PEPOG TOL KMOWKA YivovTal Ol arndpaitnteg OnAmoelg pHeTaPAnTov Kat
OLVAPTIOEDV.

/e
// File: SimpleSample.cpp

//

// Basic starting point for new Direct3D samples

//

// Copyright (c) Microsoft Corporation. All rights reserved.

[
#include "dxstdafx.h"

#include "resource.h"

//#define DEBUG VS
//#define DEBUG PS

// Uncomment this line to debug vertex shaders
// Uncomment this line to debug pixel shaders

R
// Global variables
[
ID3DXFont* g_pFont = NULL; // Font for drawing text
ID3DXSprite* g pTextSprite = NULL; // Sprite for batching

// draw

// text calls
ID3DXEffect* g pEffect = NULL; // D3DX effect interface
CModelViewerCamera g _Camera; // A model viewing camera
bool g _bShowHelp = true; // If true, it renders

// the UI

// control text
CDXUTDialogResourceManager g DialogResourceManager; // manager for shared
// resources of dialogs

CD3DSettingsDlg g _SettingsDlg; // Device settings dialog
CDXUTDialog g_HUD; // dialog for standard

// controls
CDXUTDialog g SampleUI; // dialog for sample

// specific controls
e e
// UI control IDs
/) m e
#define IDC_TOGGLEFULLSCREEN 1
#define IDC TOGGLEREF 2
#define IDC_CHANGEDEVICE 3
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e
// Forward declarations

/=
bool CALLBACK IsDeviceAcceptable (D3DCAPS9* pCaps, D3DFORMAT AdapterFormat,

D3DFORMAT BackBufferFormat, bool bWindowed, void* pUserContext );

bool CALLBACK ModifyDeviceSettings ( DXUTDeviceSettings* pDeviceSettings,
const D3DCAPS9* pCaps, void* pUserContext );

HRESULT CALLBACK OnCreateDevice (IDirect3DDevice9* pd3dDevice, const
D3DSURFACE DESC* pBackBufferSurfaceDesc, void* pUserContext );

HRESULT CALLBACK OnResetDevice( IDirect3DDevice9* pd3dDevice, const
D3DSURFACE DESC* pBackBufferSurfaceDesc, void* pUserContext );

void CALLBACK OnFrameMove ( IDirect3DDevice9* pd3dDevice, double fTime,
float fElapsedTime, void* pUserContext );

void CALLBACK OnFrameRender ( IDirect3DDevice9* pd3dDevice, double fTime,
float fElapsedTime, void* pUserContext );

LRESULT CALLBACK MsgProc( HWND hWnd, UINT uMsg, WPARAM wParam, LPARAM lParam,
bool* pbNoFurtherProcessing, void* pUserContext );

void CALLBACK KeyboardProc( UINT nChar, bool bKeyDown, bool bAltDown,
void* pUserContext );

void CALLBACK OnGUIEvent ( UINT nEvent, int nControlID, CDXUTControl*
pControl, void* pUserContext );

void CALLBACK OnLostDevice( void* pUserContext );
void CALLBACK OnDestroyDevice( void* pUserContext );
void InitApp();

void RenderText () ;

Edw Oa mpémet va ava@époovpe Iog ol OLVAPTIOELS IOV PALVOVIdAL HApanave Oa
npénet va dnAwbodv oav callbacks. Avto oopPatvet yiati 1o DirectX eivat ypappévo otnv
yAwooa C, al\d To onpavtikotepo etvat g epeig dev yvopiloope mote Oa yivet 1) kAnon
auTe®V TOV oLvaptroe®v. AnAwvoope dnAadl) avtég TIg CLVAPTIOELG OaV Callbacks Kdat
¢tot 1o 1010 1o DirectX 0a avaldfet va xdvel KANON avt®dV TOV OLOVAPTHOE®V TV
KAtdMnAn otypr. Aot 11 Owadwkaoia elvat o poOvog TPOIOG EMKOVAOVIAG TOL
MPOYPAPPatog pag Kat tov DirectX.

ZInv ovveyela akolovBel n amapattntn oovaptnon winMain. EOw “mepvape” oto
DirectX Tig Callback OLVAPTHOELG IOV AVAPEPANE IIAPATIAV®, KATIOES AIIO ALTEG elvatl
MPOAIPETIKEG OTIMG Y1a IAPAOELYHd O XEPLOPOG MANKTPOAOYIOL KAl IMOVTLKIOD KAl €TI0l AV
dev pag evOiagepet kATt TéTolo Oev YpelaleTal va MePACOVHE AVTEG TG OLVAPTIOELG OTO
DirectX. Ztnv ovvéxela, 1o DPOYPARHA ELOEPYETAL OTNV MainLoop IOV €lvdl 1] CLVAPTNOL)
IOV EKTEAELTAL OLVEXELA PEXPLG OTOV O XP1)0THG VA emAeSel va TEPUATIOEL TNV EPAPHOVT).

45



T{¢xog Nikoiaog, «AE10A0ynan yxpnons mpotdTwy GYeIiooHS GE TOYEPO TOLYVIOL»

// Entry point to the program. Initializes everything and goes into a message
// processing loop. Idle time is used to render the scene.

INT WINAPI WinMain( HINSTANCE, HINSTANCE, LPSTR, int )
{
// Enable run-time memory check for debug builds.
#if defined(DEBUG) | defined( DEBUG)
_CrtSetDbgFlag( CRTDBG ALLOC_MEM DF | CRTDBG_LEAK CHECK DF );
#endif

// Set the callback functions. These functions allow DXUT to notify

// the application about device changes, user input, and windows

// messages. The callbacks are optional so you need only set callbacks

// for events you're interested in.

// However, if you don't handle the device reset/lost callbacks

// then the sample framework won't be able to reset your device since the
// application must first release all device resources before resetting.
// Likewise, if you don't handle the device created/destroyed callbacks
// then DXUT won't be able to recreate your device resources.

DXUTSetCallbackDeviceCreated( OnCreateDevice );
DXUTSetCallbackDeviceReset ( OnResetDevice );
DXUTSetCallbackDeviceLost ( OnLostDevice );
DXUTSetCallbackDeviceDestroyed( OnDestroyDevice );
DXUTSetCallbackMsgProc ( MsgProc );
DXUTSetCallbackKeyboard( KeyboardProc );
DXUTSetCallbackFrameRender ( OnFrameRender );
DXUTSetCallbackFrameMove ( OnFrameMove ) ;

// Show the cursor and clip it when in full screen
DXUTSetCursorSettings( true, true );

InitApp () ;

// Initialize DXUT and create the desired Win32 window and Direct3D
// device for the application. Calling each of these functions is
// optional, but they allow you to set several options which control the
// behavior of the framework.
DXUTInit ( true, true, true ); // Parse the command line, handle the
// default hotkeys, and show msgboxes
DXUTCreateWindow ( L"SimpleSample" );
DXUTCreateDevice ( D3DADAPTER DEFAULT, true, 640, 480, IsDeviceAcceptable,
ModifyDeviceSettings );

// Pass control to DXUT for handling the message pump and

// dispatching render calls. DXUT will call your FrameMove

// and FrameRender callback when there is idle time between handling
// window messages.

DXUTMainLoop () ;

// Perform any application-level cleanup here. Direct3D device resources
// are released within the appropriate callback functions and therefore

// don't require any cleanup code here.

return DXUTGetExitCode() ;
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Enetta, extehovvtal ou anapaitnteg apyikornouwjoets. Edo apyikonolovvtatl Karowa
napabopa Otaloyov kat mpoobetovpe tpla koopmd, “FullScreen”, “Toggle REF”, xat
“Change device”. ®a npenet va pooefovpe To MP®TO OPLopd NG pedodov addButton MOV
etvat oty ovoia éva ID, wote va priopéoovpe KATOMV VA XEPLOTOOHE T HNATHHATA TOL
kabe xoopmoov Sexwplotd. Oa Oodpe HKOG YiveTal ALTO HAPAKAT®O OTNV OLVAPTION
OnGUIEvent.

To DirectX pag éxet agroet oe oxoAla kdroleg SNA®Oeg KOOUPIM®V KAl AAADV
otoxelwv eléyxyov(ComboBox, CheckBox, RadioButton, Slider xat EditBox) oav
Hapadetypd yid 1o ImG PIIOPOVHE VA ONA®OOVLHE KATL AVTIOTOLYO.

void InitApp ()
{
// Initialize dialogs
g _SettingsDlg.Init( &g _DialogResourceManager );
g HUD.Init( &g_DialogResourceManager );
g SampleUI.Init( &g DialogResourceManager );

g _HUD.SetCallback( OnGUIEvent ); int iY = 10;

g_HUD.AddButton( IDC TOGGLEFULLSCREEN, L"Toggle full screen", 35, 1Y,
125,22);

giHUD.AddButton( IDC TOGGLEREF, L"Toggle REF (F3)", 35, 1Y += 24,125,22);

g HUD.AddButton( IDC CHANGEDEVICE, L"Change device (F2)", 35, iY += 24,
125, 22, VK F2 );

g_SampleUI.SetCallback( OnGUIEvent ); 1Y = 10;

/*
TODO: add UI controls as needed
g SampleUI.AddComboBox( 19, 35, iY += 24, 125, 22 );
g_SampleUI.GetComboBox( 19 )->AddItem( L"Textl", NULL );
g _SampleUI.GetComboBox( 19 )->AddItem( L"Text2", NULL );
g _SampleUI.GetComboBox( 19 )->AddItem( L"Text3", NULL );
g SampleUI.GetComboBox( 19 )->AddItem( L"Text4", NULL );
g _SampleUI.AddCheckBox( 21, L"Checkboxl", 35, iY += 24, 125, 22 );
g _SampleUI.AddCheckBox( 11, L"Checkbox2", 35, iY += 24, 125, 22 );
g _SampleUI.AddRadioButton( 12, 1, L"RadiolGl", 35, 1Y += 24, 125, 22 );
g _SampleUI.AddRadioButton( 13, 1, L"Radio2Gl", 35, 1Y += 24, 125, 22 );
g SampleUI.AddRadioButton( 14, 1, L"Radio3Gl", 35, iY += 24, 125, 22 );
g SampleUI.GetRadioButton( 14 )->SetChecked( true );
g SampleUI.AddButton( 17, L"Buttonl", 35, iY += 24, 125, 22 );
g _SampleUI.AddButton( 18, L"Button2", 35, 1Y += 24, 125, 22 );
g _SampleUI.AddRadioButton( 15, 2, L"RadiolG2", 35, 1Y += 24, 125, 22 );
g SampleUI.AddRadioButton( 16, 2, L"Radio2G3", 35, 1iY += 24, 125, 22 );
g SampleUI.GetRadioButton( 16 )->SetChecked( true );
g SampleUI.AddsSlider( 20, 50, iY += 24, 100, 22 );
g _SampleUI.GetSlider( 20 )->SetRange( 0, 100 );
g _SampleUI.GetSlider( 20 )->SetValue( 50 );
g SampleUI.AddEditBox( 20, L"Test", 35, 1iY += 24, 125, 32 );
*/
}

Ot dvo ovvaptroelg mov akoAovLHoLV EXOLV AMPEOT] OXEOT] HE TV dP)UKOIIOiNOoT TOL
DirectX. ®a pmopovoape va avagepovpe Nmg xabe epappoyny DirectX Oa mpémel va
MEPLEXEL AVTIOTOLEG OLVAPTNOELS P TI§ mapakdat®. H mpwtn ovvaptnon eival 1)
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IsDeviceAcceptable Kl ON®G LIOONA®VEL KAl TO OVOpd TG, eAéyxel av 1 Kapta
YPAPIK®V Pag vIIooTnpilel KATIOEG EAAX1OTEG OVVATOTTEG, MOTE VA PIIOPECEL VA EKTEAEOTEL
1 epappoyn pag xat va apywonoinet opaia to DirectX.

// Called during device initialization, this code checks the device for some
// minimum set of capabilities, and rejects those that don't pass by
returning false.

bool CALLBACK IsDeviceAcceptable( D3DCAPS9* pCaps, D3DFORMAT AdapterFormat,
D3DFORMAT BackBufferFormat, bool bWindowed,
void* pUserContext )

// Skip backbuffer formats that don't support alpha blending
IDirect3D9* pD3D = DXUTGetD3DObject () ;
if( FAILED( pD3D->CheckDeviceFormat ( pCaps->AdapterOrdinal,
pCaps->DeviceType, AdapterFormat,
D3DUSAGE QUERY POSTPIXELSHADER BLENDING,
D3DRTYPE TEXTURE, BackBufferFormat ) ) )
return false;

return true;

Apéomg petd TNV KANOn TG OLVAPTNONG IsDeviceAcceptable €KTEAelTal 1)
MAPAKAT® OLVAPTNON, ModifyDeviceSettings, ONOL WIOPEL I EPAPHOYY HAG VA
IIPOOAPPOOoEL TG pudpioelg TG ovokevr|g Iov Exetl dnptovpyndet. Ze avtrv TV oovaptn o),
ya napadetypa, prnopobvpe va kabopiooope av n epappoyr) pag Oa exteAeitat pe otabepa
“xAedopeva”’ xkapé(locked FPS) 11 av Oa extedettat ywpilg KAIOWO TETOLO IIEPLOPLOHO.
[Tapaxkdate Ba dovpe KATIOWO avTioTol o Hapddelypd avtev TV pubpioewmv.
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// This callback function is called immediately before a device is created to
// allow the application to modify the device settings. The supplied

// pDeviceSettings parameter contains the settings that the framework has

// selected for the new device, and the application can make any desired

// changes directly to this structure. Note however that DXUT will not

// correct invalid device settings so care must be taken to return valid

// device settings, otherwise IDirect3D9::CreateDevice() will fail.

bool CALLBACK ModifyDeviceSettings ( DXUTDeviceSettings* pDeviceSettings,
const D3DCAPS9* pCaps, void* pUserContext )
{
//If device doesn't support HW T&L or doesn't support 1.1 vertex shaders
//in HW then switch to SWVP.
if( (pCaps->DevCaps & D3DDEVCAP57HWTRANSFORMANDLIGHT) == |
pCaps->VertexShaderVersion < D3DVS VERSION(1,1) )

pDeviceSettings—->BehaviorFlags = D3DCREATE SOFTWARE VERTEXPROCESSING;
}
// Debugging vertex shaders requires either REF or software vertex
// processing and debugging pixel shaders requires REF.
#ifdef DEBUG VS
if ( pDeviceSettings->DeviceType != D3DDEVTYPE REF )
{
pDeviceSettings->BehaviorFlags &=
~D3DCREATE HARDWARE VERTEXPROCESSING;
pDeviceSettings->BehaviorFlags &= ~D3DCREATE PUREDEVICE;
pDeviceSettings->BehaviorFlags |=
D3DCREATE SOFTWARE VERTEXPROCESSING;
}
#endif
#ifdef DEBUG_PS
pDeviceSettings->DeviceType = D3DDEVTYPE REF;
#endif

// For the first device created if its a REF device, optionally display a
// warning dialog box
static bool s bFirstTime = true;
if( s _bFirstTime )
{
s _bFirstTime = false;
if ( pDeviceSettings->DeviceType == D3DDEVTYPE REF )
DXUTDisplaySwitchingToREFWarning() ;

return true;

H napaxdte® oovdaptnorn onCreateDevice €lVAl AIAPALTTL YA TNV EQPAPHOYI] HAS.
Apéowmg poAg dnpovpynet pra “ovokeor)” Direct3D yivetat kArjon avtrg g oovdaptnong,
onwg erriong xat kabe gopd mov ypewaletat to DirectX va avadnpiovpyrjoet 0GAovg tovg
IOpovg(resources) MOL XPNOWHOIOEL 1] ePpAPHOYT] pag. Avto ovpPaivel otV apxr) oo
dnpovpyeitat 1 epappoyr) pag, ala kat kdbe @opda mov yiverat evalayr oty
epappoyr) pag petalv ektéeong oe mapabvpo Kat eKTeAeong o AP obovn.

Avto nov Oa mpemel va MPooESovpe OtV DAPAKAT® OLVAPTNOLN €lval Ol IPMTEG
YPAPPEG K®OWKA, OIIOL dNHIOLPYELTAL £VAG DialogResourceManager, IOV AVAAapPdavetl OAa
Ta otolyela eA&yyOL(KOLPIMA KTA) IOL IMEPEXEL 1) €PAPHOYI] Hag, Onpiovpyeitat Tto
napdabvpo draloyov Settings, omov o xpriotng poopet va emhedetl diagpopeg pvbpioetg moo
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apopovv 1o DirectX xat Ttélog, Onpovpyeitar pua  ypappatooelpd Imov  Oa
Xpnowonoujoovpe oty epappoyr) pag. Ot teevtaieg &1 ypappeg  KodKa
XPNOWHOIIOODVTAL Yyl va eKkteheotel Kamowov eidovg ep@é xat dev Oa mpémet va
EMLOTI|OOVE €Kel TNV IIPOCOXT) KA.

// This callback function will be called immediately after the Direct3D

// device has been created, which will happen during application

// initialization and windowed/full screen toggles. This is the best location
// to create D3DPOOL MANAGED resources since these resources need to be

// reloaded whenever the device is destroyed. Resources created here should
// be released in the OnDestroyDevice callback.

HRESULT CALLBACK OnCreateDevice( IDirect3DDevice9* pd3dDevice,
const D3DSURFACE DESC* pBackBufferSurfaceDesc,
void* pUserContext )

HRESULT hr;

V_RETURN ( g DialogResourceManager.OnCreateDevice ( pd3dDevice ) );

V_RETURN( g SettingsDlg.OnCreateDevice ( pd3dDevice ) );

// Initialize the font

V_RETURN ( D3DXCreateFont ( pd3dDevice, 15, 0, FW BOLD, 1, FALSE,
DEFAULT CHARSET, OUT DEFAULT PRECIS, DEFAULT QUALITY,
DEFAULT PITCH | FF DONTCARE, L"Arial", &g pFont ) );

// Define DEBUG VS and/or DEBUG PS to debug vertex and/or pixel shaders
// with the shader debugger. Debugging vertex shaders requires either
// REF or software vertex processing, and debugging pixel shaders

// requires REF. The D3DXSHADER FORCE * SOFTWARE NOOPT flag improves the
// debug experience in the shader debugger. It enables source level
// debugging, prevents instruction reordering, prevents dead code

// elimination, and forces the compiler to compile against the next

// higher available software target, which ensures that the unoptimized
// shaders do not exceed the shader model limitations. Setting these
// flags will cause slower rendering since the shaders will be

// unoptimized and forced into software. See the DirectX documentation
// for more information about using the shader debugger.

DWORD dwShaderFlags = D3DXFX NOT CLONEABLE;

#ifdef DEBUG VS

dwShaderFlags |= D3DXSHADER FORCE VS SOFTWARE NOOPT;
#endif
#ifdef DEBUG_PS

dwShaderFlags |= D3DXSHADERiFORCEipSiSOFTWAREiNOOPT;
#endif

// Read the D3DX effect file
WCHAR Str[MAX_PATH};
V_RETURN ( DXUTFindDXSDKMediaFileCch (str, MAX PATH, L"SimpleSample.fx") );

// If this fails, there should be debug output as to

// they the .fx file failed to compile

V_RETURN ( D3DXCreateEffectFromFile( pd3dDevice, str, NULL, NULL,
dwShaderFlags, NULL, &g pEffect,NULL ));

// Setup the camera's view parameters
D3DXVECTOR3 vecEye (0.0f, 0.0f, -5.0f);
D3DXVECTOR3 wvecAt (0.0f, 0.0f, -0.0f);

g _Camera.SetViewParams ( &vecEye, &vecAt );
return S OK;
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2V ovveyela akohovdel akOpn pia onNpavIikly] COVAPTNOL), I OnResetDevice. Onmg
VIIOONA®VEL KAl TO OVOPd THG, avty 1) oovaptnorn Kalettat kabe gopda mov 1 Direct3D
OLOKeLY pag avadnplovpyeitat. Aoto copPaivet otav Exovpe to Aeyopevo yeyovog “lost
device”. Eva tétolo yeyovog pmopet va oopPel av evaAlAdooovpe TV EQAPHOYI] HAG
petadd exteleong oe mapabvpo kat ektéAeon) og Apr) 00Ovr).

// This callback function will be called immediately after the Direct3D

// device has been reset, which will happen after a lost device scenario.

// This is the best location to create D3DPOOL DEFAULT resources since these
// resources need to be reloaded whenever the device is lost. Resources

// created here should be released

// in the OnLostDevice callback.

HRESULT CALLBACK OnResetDevice( IDirect3DDevice9* pd3dDevice,
const D3DSURFACE DESC* pBackBufferSurfaceDesc,
void* pUserContext )

HRESULT hr;

V_RETURN( g DialogResourceManager.OnResetDevice() );
V_RETURN( g SettingsDlg.OnResetDevice() );

if( g pFont )

V_RETURN ( g pFont->OnResetDevice() );
if( g pEffect )

V_RETURN( g pEffect->OnResetDevice() );

// Create a sprite to help batch calls when drawing many lines of text
V_RETURN ( D3DXCreateSprite( pd3dDevice, &g pTextSprite ) );

// Setup the camera's projection parameters
float fAspectRatio = pBackBufferSurfaceDesc->Width /
(FLOAT) pBackBufferSurfaceDesc->Height;
g Camera.SetProjParams ( D3DX PI/4, fAspectRatio, 0.1f, 1000.0f );
g_Camera.SetWindow ( pBackBufferSurfaceDesc->Width,
pBackBufferSurfaceDesc->Height );

g _HUD.SetLocation( pBackBufferSurfaceDesc->Width-170, 0 );

g _HUD.SetSize( 170, 170 );

g_SampleUI.SetLocation( pBackBufferSurfaceDesc->Width-170,
pBackBufferSurfaceDesc->Height-350 );

g_SampleUI.SetSize( 170, 300 );

return S_OK;

2TV ovvéxela akoAovfoov OVO CLVAPTNOELG IOV EKTEAOLVTAL OLVEXELd. ADTEG Ot
OLVAPTHOELG AIOTEAOLV PEPOG TOL KLPlwG Ppoxov g epappoyng pag. H mpatn
OLVAPTNOL OnFrameMove EKTeAeital otnv apyn kdabe kape(frame). Edaw Oa propovoape va
ava@épovpe nwog eivat 1o Waviko onpelo ywa va yivovidat ot d1dag@opot bIIOAOYIoHOL oD

propet va xpetadetat 1 epappoyn pas.
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// This callback function will be called once at the beginning of every

// frame. This is the best location for your application to handle updates to
// the scene, but is not intended to contain actual rendering calls, which

// should instead be placed in the OnFrameRender callback.

void CALLBACK OnFrameMove ( IDirect3DDevice9* pd3dDevice, double fTime, float
fElapsedTime, void* pUserContext )
{

// Update the camera's position based on user input
g _Camera.FrameMove ( fElapsedTime );

Enerta, axoloobelt 1n Paowr) ocovaptnon “foypa@ikrg’ g eQApPHOVIg HAS
onFrameRender. H oovaptnon aotr exteleitat oto tedog kabe kape kat avalapPavel va

MIPAYHATOIIOW) 0L OAEG TIG AIIAPAiTHTEG KATOEG (@YPAPIKI|G IOV ATIALTEL 1] EPAPHOYT) PG,

H ovvaptnon avt exteleitat oovexela oty epappoyn pag, xkat to DirectX xalet xabe
POPA avT] TV OLVAPTNOTL. AV Exovpe emMAESEL 1] EPAPPOYT] PAG VA £XEL KAEWODPEVA KAPE,
10Te 1) ovvaptnon avt) Ba kaleitat copPeva pe Tov pobpd avavémong tng oBovng pag,
yla napadetypa av n o8ovn) pag etvat pobptopévn va dovAevet pe podpo avavémong 60Hz
T0Te 11 ovvaptnon avtr) Oa extedettat 60 @opeg o devtepoAento!. To DirectX eivat avto

IOV avaAdpPdvel va ooyxpovioetl TV (OYpa@iKy] TG EQAPHOYIG HAG.
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// This callback function will be called at the end of every frame to perform
// all the rendering calls for the scene, and it will also be called if the
// window needs to be repainted. After this function has returned, DXUT will
// call IDirect3DDevice9::Present to display the contents of the next buffer
// in the swap chain.

void CALLBACK OnFrameRender ( IDirect3DDevice9* pd3dDevice, double fTime,
float fElapsedTime, void* pUserContext )
{

HRESULT hr;

D3DXMATRIXA16 mWorld;

D3DXMATRIXA16 mView;

D3DXMATRIXAl6 mProj;

D3DXMATRIXAl6 mWorldViewProjection;

// If the settings dialog is being shown, then
// render it instead of rendering the app's scene
if( g SettingsDlg.IsActive() )
{
g _SettingsDlg.OnRender ( fElapsedTime );
return;

}

// Clear the render target and the zbuffer
V( pd3dDevice->Clear (0, NULL, D3DCLEAR TARGET | D3DCLEAR ZBUFFER,
D3DCOLOR ARGB (0, 45, 50, 170), 1.0f, 0) );

// Render the scene
if ( SUCCEEDED( pd3dDevice->BeginScene() ) )
{
// Get the projection & view matrix from the camera class
mWorld = *g Camera.GetWorldMatrix();
mProj = *g Camera.GetProjMatrix();
mView = *g Camera.GetViewMatrix();

mWorldViewProjection = mWorld * mView * mProj;

// Update the effect's variables. Instead of using strings, it would

// be more efficient to cache a handle to the parameter by calling

// ID3DXEffect::GetParameterByName

V( g pEffect->SetMatrix ("g mWorldViewProjection",
&mWorldViewProjection)) ;

V( g pEffect->SetMatrix( "g mWorld", &mWorld ) );

V( g pEffect->SetFloat( "g fTime", (float)fTime ) );

DXUT_BeginPervaent( DXUT PERFEVENTCOLOR, L"HUD / Stats"™ );
//These events are to help PIX identify what the code is doing
RenderText () ;

V( g HUD.OnRender ( fElapsedTime ) );

V( g _SampleUI.OnRender( fElapsedTime ) );

DXUT EndPerfEvent () ;

V( pd3dDevice->EndScene() );

XtV ovveyxela akolovbetl n oovaptnon omov {wypagifetatl ormolodNIoTe Keipevo

MEPLEXEL 1] E€QAPHOYI] HAG. Xe dLT) TNV OLVAPTNON PAEHOLPE KAl TNV XPLOn TNg
YPOPPATOOEPAG g pFont IOV ONHIOVPYHOAE IAPAIAVE.
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To DirectX kat oe avtr] v oovAapTtnorn £XEl AP0l KAIOOV K®OIKA 08 OYOAld yid
va pag Oeilel oav napadetypa nwg Oa propovodape va TOI®OOLE KATL 0TV 000vn). Avto
nov eivatr onpaviko, xat Oa mpémet va avagépovpe, eivatr nmg to mapddetypd oL
avagepopaote etvat pia Unicode epappoyr). Etot, PAénoope pmpootda amod kabe xeipevo
oo BeéAdovpe va Tonwoovpe oty 00ovr va vrdpxet o xapaktpag L mov vmodnAmvet 0Tt
Oa yivel petatpormr) tov ketpévoo rmov akolovbet oe Unicode.

// Render the help and statistics text. This function uses the ID3DXFont
// interface for efficient text rendering.

void RenderText ()

{
// The helper object simply helps keep track of text position, and color
// and then it calls pFont->DrawText ( m pSprite, strMsg, -1, &rc,
// DT _NOCLIP, m clr );
// If NULL is passed in as the sprite object, then it will work however
// the pFont->DrawText () will not be batched together. Batching calls
// will improves performance.
CDXUTTextHelper txtHelper( g pFont, g pTextSprite, 15 );

// Output statistics
txtHelper.Begin () ;
txtHelper.SetInsertionPos( 5, 5 );

txtHelper.SetForegroundColor ( D3DXCOLOR( 1.0f, 1.0f, 0.0f, 1.0f ) );
txtHelper.DrawTextLine ( DXUTGetFrameStats () );
txtHelper.DrawTextLine ( DXUTGetDeviceStats() );
/*
TODO: add UI text as needed
txtHelper.SetForegroundColor ( D3DXCOLOR( 1.0f, 1.0f, 1.0f, 1.0f ) );
txtHelper.DrawTextLine ( L"Put whatever misc status here" );
// Draw help
const D3DSURFACE DESC* pd3dsdBackBuffer = DXUTGetBackBufferSurfaceDesc();
if( g bShowHelp )
{
txtHelper.SetInsertionPos( 10, pd3dsdBackBuffer->Height-15*6 );
txtHelper.SetForegroundColor ( D3DXCOLOR( 1.0f, 0.75f, 0.0f, 1.0f ) );
txtHelper.DrawTextLine ( L"Controls (F1 to hide):" );
txtHelper.SetInsertionPos( 40, pd3dsdBackBuffer->Height-15*5 );
txtHelper.DrawTextLine ( L"Quit: ESC" );
}
else
{
txtHelper.SetInsertionPos( 10, pd3dsdBackBuffer->Height-15*2 );
txtHelper.SetForegroundColor ( D3DXCOLOR( 1.0f, 1.0f, 1.0f, 1.0f ) );
txtHelper.DrawTextLine ( L"Press F1 for help" );
}
*/
txtHelper.End() ;
}
/=

[Mapakdat® akoAovfovv TPelg oLVAPTIOELG IOV O OKOIIOG TOVG ELVAL VA XEPLOTOLY
ta dagopa prnvopata moov épyoviat amod ta Windows oty epappoyrn pag. H mpotn
OLVAPTNOL MsgProc AVAAAPPAVEL VA EVIIHEPMOEL TNV EPAPHOYT] HAG Y TA PNVORATA IOV
otéAvoov ta Windows.
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// Before handling window messages, DXUT passes incoming windows

// messages to the application through this callback function. If the
// application sets *pbNoFurtherProcessing to TRUE, then DXUT will not
// process this message.

LRESULT CALLBACK MsgProc( $HWND hWnd, UINT uMsg, WPARAM wParam, LPARAM
lParam,
bool* pbNoFurtherProcessing, void* pUserContext )

// Always allow dialog resource manager calls to handle global messages
// so GUI state is updated correctly
*pbNoFurtherProcessing = g DialogResourceManager.MsgProc ( hWnd, uMsg,
wParam, lParam );
if ( *pbNoFurtherProcessing )
return 0;

if( g SettingsDlg.IsActive() )

{
g_SettingsDlg.MsgProc( hWnd, uMsg, wParam, lParam );
return 0O;

}

// Give the dialogs a chance to handle the message first
*pbNoFurtherProcessing = g HUD.MsgProc( hWnd, uMsg, wParam, lParam );
if ( *pbNoFurtherProcessing )

return 0;
*pbNoFurtherProcessing = g SampleUI.MsgProc( hWnd, uMsg, wParam, lParam);
if ( *pbNoFurtherProcessing )

return 0;

// Pass all remaining windows messages to camera so it can respond to
// user input

g Camera.HandleMessages ( hWnd, uMsg, wParam, lParam );

return 0;

2V oovexela axkoAovbel 11 oLVAPTNON KeyboardProc IIOD HAG EVI|HEPDVEL Yl
OTIONIIOTE £XEL VA KAVEL pe pnvopata nAnktpoloyiov. Edm propoovpe va yelprotoope ta
dagopa natnpata TANKIP®V oL evotagépovv Vv epappoyr) pag. To DirectX éyet 116n
vAormou)oel Tov Xeplopod Tov mAnktpov Fl. Opoiwg priopodpe va xeyplotodpe Kat AAAa
IAT)KTPd.
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// As a convenience, DXUT inspects the incoming windows messages for

// keystroke messages and decodes the message parameters to pass relevant
// keyboard messages to the application. The framework does not remove the
// underlying keystroke messages, which are still passed to the

// application's MsgProc callback.

void CALLBACK KeyboardProc( UINT nChar, bool bKeyDown, bool bAltDown, wvoid*
pUserContext )
{

if ( bKeyDown )

{

switch ( nChar )

{
case VK Fl: g bShowHelp = !g bShowHelp; break;

}

Enerta akoloobetl pia oovaptnon nmov pag Ponddet va xeplotodpe pnvopatd aro
dtagopa mhaiota eAEyXOL TIOL IEPLEXEL 1] epApPpoy] pag. Onwg elyape avagépet kat otnv
OLVAPTNOL InitApp (), KAOe KOOPIL ITOL MEPLEXEL I EPAPHOYT] PAG, Katd v Onpovpyla
Tov, avtwotoynonke pe xkdmowo ID xat €tot twpa Pdacet avtov tov ID pmopovpe va
KAaTtaAdPoope mo Kovprrt matr)dnke xat va npagoope avaloyag.

void CALLBACK OnGUIEvent ( UINT nEvent, int nControlID, CDXUTControl*
pControl, void* pUserContext )
{
switch( nControlID )
{
case IDC TOGGLEFULLSCREEN: DXUTToggleFullScreen(); break;
case IDC TOGGLEREF: DXUTToggleREF () ; break;
case IDC CHANGEDEVICE:
g_SettingsDlg.SetActive( !g SettingsDlg.IsActive() );
break;

v ovovexela akolovBodv Odvo onpaviikeg oovaptnioelg, Imov Oa mpemet
ONOOONIIOTE VA LIIAPXOLY OtV epappoyn pas. H mpwtn oovaptnon onLostbDevice Oa
KAnbet otav éxoope éva yeyovog “lost device”. Eva teétolo yeyovog priopet va oopfet ya
napadetypa av evaAAAOOOLHE TNV EPAPHOYI) HaG HETASL ekTéAeong oe mapdabvpo xat
extéeong oe mAnpn obovny. H oovvaptnon avty) Oa exteleotel pv amo Ty CLVAPTHON

OnResetDevice.
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// This callback function will be called immediately after the Direct3D

// device has entered a lost state and before IDirect3DDevice9::Reset is

// called. Resources created in the OnResetDevice callback should be released
// here, which generally includes all D3DPOOL DEFAULT resources. See the

// "Lost Devices" section of the documentation for information about lost

// devices.

void CALLBACK OnLostDevice( void* pUserContext )
{
g _DialogResourceManager.OnLostDevice () ;
g_SettingsDlg.OnLostDevice () ;
if( g pFont )
g_pFont->OnLostDevice () ;
if( g pEffect )
g pEffect->OnLostDevice() ;
SAFE RELEASE ( g_pTextSprite ) ;

Tehog, axolovBel 11 OLVAPTNON OnDestroyDevice IOV EKTEAElTAl APEODG POAG
kataotpaget 1) ovokeor) Direct3D mov €yel Snjpiovpynoet 1) epappoyn) pag. Oa priopovoape
VA ava@épovpe Img AeTovpyel ON®G €vag Destructor O &vd AVTIKelpeEVo. ZKOIMOG TNg
oovaptorng eival va anelevbepmoel OOOVG TOPOLG XPIOLHOIOLEL 1) EQPAPHOYI] HAG KAt
oxetiCovrtat pe to DirectX.

// This callback function will be called immediately after the Direct3D

// device has been destroyed, which generally happens as a result of

// application termination or windowed/full screen toggles. Resources created
// in the OnCreateDevice callback should be released here, which generally

// includes all D3DPOOL MANAGED resources.

void CALLBACK OnDestroyDevice( void* pUserContext )
{
g _DialogResourceManager.OnDestroyDevice () ;
g_SettingsDlg.OnDestroyDevice();
SAFE RELEASE( g pEffect );
SAFE RELEASE ( g pFont );

Zv ewova 28 BAéroope o mapadetypa SimpleSample oe Aettovpyia.
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¥ SimpleSample

Vsync on (640x480), XBREGEBE (D24X8)
HAL (hw vp): ATI MOBILITY RADEON X600 (Omega 3.8.252)

Ewova 28 To wapaderypo SimpleSample 6g Aertovpyio

Av xavoope KAk 1o xooprti “Change device” 1) natfjcoope To IANKTPO
F2 a6 1o mAnktpoAoylo, epgavietat 1) napakdate® ofovn moov @aivetat otnv
ewova 29 kat meplExet TANPOPOPIeg OXETIKA PE TNV KAPTA YPAPIK®OV HAG KAt
dagpopeg aleg pvbpioetg tov Direct3D.

¥ SimpleSample

Direct3D Settings

i =g

Ewéva 29 PvOpiceig Tov Direct3D
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To mapadetypa moo poAlg avagépape eivat AOylKO va @aivetatr ek
MIPWTNG OYEMS KATIMG prepdepévo Kat aovvrdioto, kabwg dev potdletl pe tov
IIPOYPARPATIONO IOV evdexopévag eyovpe ovvnbioet amo AaAAeg epappoyég,
yla aotd 1o Aoyo Oa mpemet va  ava@eépovpe  KAIOleg  ONHAVTLKEG
IIAPATHP1)OELGS.

Ooeg epappoyeg xpnowponotovy 1o DirectX mpémet vnoype®tika va
éxoov vAomoupeveg TG e€rg OLVAPTHOELS: OnCreateDevice, OnResetDevice,
OnLostDevice, KdlOnDestroyDevice. ON®MG avag@eépape KAt IAPATIAV®, AVTEG
ot oovaptoelg eivat callbacks. O mpoypappatiot)g tng vAomotet ala Oev
Sepet mote akpPpwg Ba xkKAnbovv. Avtd to avalapPaver 1o DirectX, péow
dLTNG TG OLOXETIONG Yla Iapadetypa:

DXUTSetCallbackDeviceCreated (OnCreateDevice) ;

To DirectX “yvapilel” mog poAig Snprovpyndel pra ovokevr) Direct 3D
Oa mpémel va yivelr kKArjon g ovovdptnong OnCreateDevice. ®a mpénet va
Sexabapioovpe avteg TG TEOOEPLG OLVAPTI|OELG KAl Yl MO0 AOYO axpipwg
xpewalovtat.

H 1npotn oovdpton onCreateDevice  Ypewaletat ywa  va
dnpovpynbodv 0ot ot anapattntot mOpot mov Ha xpetaotel 1) epappoyn) pag
kat oxetiCovtat pe to DirectX. Ot endpeveg 60O OLVAPTIOELG OnResetDevice
KAl OnLostDevice Oa propodoape va ava@epovpe Mmg ovvOLovIal Katd pia
évvola petady toug.

Otav ywa napadetypa emAégoope va arld{ovpe TOV TPOIO ERPAVIONG
NG EPAPPOYIG PAG KAl AIIO EKTEAEOT) O¢ TTAPABvPO VA MePACOVE O EKTEAEODT)
n\r)povg 0bovrg, toTe dnpovpyettat eva yeyovog “lost device” kabwg 0ot ot
IIOPOL TG EPAPHOYNG pag mov Onprovpyndnkav amo to DirectX, eiyav
dnpovpynet yia va Aettovpyroet 1 epappoyn) pag oe napdabovpo. Xe avtod 1o
onpeto to DirectX Oa xavet KAr|on thg OLVAPTHONG ITOL TOL €YOLHE OPloeL yid
avto to yeyovog, Oa xAnbet dnAadry n ovovaptnon onLostDevice. Méoa oto
O®PA TG OLVAPTNONG O IMPoypappatiotrg Oa mpémet va ypdyel avtiototyo
KOOWKa pe avtov mov PAEOvpE OTO HAPAdelypd HAG, Yld OO0LG EMUINEOV
IIOPODG XPNOHOIIOLEL I EPAPOYT) TOV.

Apéowg peta TV KANON TG OnLostDevice Oa yivel kAnon g
OLVAPTNONG OnResetDevice. X&¢ aLTO TO onpeto Oa mpemet va ypayoope
avtiotolyo K®OWKA PE dLTOV IIOL @AiveTdl Oto IMAPAdelypd pdg, ®OTE vd
avadnpovpynbody OAot ot mOPOL TG ePAPHOYNS HAg ITOL oxeTilovtal pe To
DirectX.

Telog, 11 oLVAPTNON OnDestroyDevice KAAEITAL POAG KATAOTPAPEL 1)
ovokevn] Direct 3D mov exet dnpiovpynbet ano v epappoyr) pag. Ze avto 1o
otadlo opetlovpe va areAevfepOOOLPE OO0VG TTIOPODG EXEL XPNOPOIIOUOEL 1)
EQAPHOYT| PAG.
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5.1 GameButtonControl

v ovovéxeta OBa avagepbodpe o xdmowa avitikeipeva ToL  IALViOLOL
“TIOZEIAQN”. To mpato avtkeipevo oo Oa eSetacovpe eivatl To GameButtonControl, IIOL
eSOPOIMVEL £VA KODHPITL TOL At Vidiov.

H efopoiwon avt) yivetat ypnoiponowwviag Tig 0O €KOVEG IIOL QAivovTal
napaxkate, ekova 30 xat 31 avtiotolya. Ztnv aplotept) EKOVA Td KOLUMIA PplokovTtal oe
Kataotaorn pn natnpéva. Me tov tpono mmov éxet bAomondel 10 GameButtonControl, TA M)
natnpéva Koopmd fewpovpe 0Tt Bpiokovtat “nave” oty Pacikr) elkoOva tov mayvidlov
pag, oto “Background” dnAadr). Ta natnpéva xoopma Ppiokovtat oe éva alo apyeio
EIKOVAG, OTLg 1d1eg OLVTETAaYPEVEG e ALTEG IOV PploKovTal Td PI) IATHHEVA KOVUIILA OTO
“Background” tov maiyvidiod pag. Evaillaxtikd Ba priopovoape va popt@voupe Kat Tig
EIKOVEG TOV P IATNHEVOV KOOPITIOV Ao OlAPOPETIKO APXELO, TPOIIOIOIOVTAS PEPIKADG TO
GameButtonControl.

‘OAn 1 dradwkaotia ToL DATHPATOG TOL KODPITOD £XEL VA KAVEL He TNV eVAAAAYT] TOV
dv0 ekOVOV. MOAG 0 Xp1)0Tng IATI)Oet TO KOOUITL, TOTE yia Atya devtepolerrta epgaviletat
1] avTtioTolyn €KOVA TOL HATNHPEVOD KOUPIIOD KAl PETAa ep@avifetal malt 1 eikova tov
KODPITIOD Og KATtdotaon pn natnpévo. Ovotaotikd, 0a propovodape va ava@épovpe Mmg
OAn 1 OovAewa yivetar xdapn oe pa “owotn)” ewova matnpévoo xoopmoo. 'Etot,
evaAldooovtag Tig d0o e1kOVeg PeTald Tovg yia Atyo xpoviko dtaotnpa, Snpiovpyeitatl pla
peodaiodnon nmatjpatog 1oL KOLPITLOD.

Ewoéva 30 Ta kovpmia pn ratnpéva Ewoéva 31 Ta kovpmd wotnpéva

[Mapaxdate @atvetat 1 ONA®Or g KAAONG GameButtonControl.

#pragma once
#ifndef GAMEBUTTONCONTROL H
#define GAMEBUTTONCONTROL H

class GameButtonControl

{

public:
GameButtonControl (IDirect3DSurface9* ButtonSurface, RECT ButtonRect,
double FlashTime) ; //Constructor
~GameButtonControl () ; //Destructor
void Init () ; //Init of Button
void Render () ; //Rendering of Button
private:
IDirect3DSurface9* msurfButtonsSurface; //Button Surface
double mdTime; //Variable used for measuring
//time
bool mbIsPressed; //Flag to check if the button
//1is pressed
RECT mrcButtonPosition; //Button Rect on source image
double mdFlashTime; //Timer of Flash effect
}i
fendif
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O xataokevaotr)g TG KAAONG GameButtonControl YPeldfetal oav MAPAPETPO Pla
EMPAVELD IDirect3Dsurcface9, IOV OPetAel va dNPLOLPYOEL TO Aty Vvidl pag KAt va TtV
“mepdoel” otov xkartaokevaotr). Emiong, xpewdletar va mepacovpe oav MAPApETPO éva
TETPAY®OVO 1oL OLHPOAIleL TIG CLVTIETAYHEVEG OTIG OrIoleg PPIOKETAL TO MATHEVO KOOPITL
omv ewkova. Té\og, oav MapdpeTpo IMPEIeL va MePACOLHE TOV XPOvo 1oL Bélovpe va
dlapkeoel TO EPPE TOL NATHPATOG TOLV KOLHITLOD.

#include "dxstdafx.h"
#include "GameButtonControl.h"

/**

Constructor of GameButtonControl. It requires button control surface, Button
Rect Destination which is the source and target rect of the button(it must be
in the same position), and Flash time which is the duration in seconds for
the pressing effect of the button.

*/

GameButtonControl: :GameButtonControl (IDirect3DSurface9* ButtonSurface,
RECT ButtonRect, double FlashTime)
{

msurfButtonsSurface = ButtonSurface;

mrcButtonPosition.left = ButtonRect.left;
mrcButtonPosition.right ButtonRect.right;
mrcButtonPosition.top ButtonRect.top;
mrcButtonPosition.bottom = ButtonRect.bottom;

mdFlashTime = FlashTime;

mbIsPressed = false;
}
/= e
O xataotpo@éag g KAAONG GameButtonControl elval KeVOG,.
/ * %
Destructor of GameButtonControl.
*/
/== e
GameButtonControl: :~GameButtonControl ()
{
}
=

H pebodog 1nit () Kaleltal apéowg pOALg o XP1)oTng KAVeL KAK IIAV® OTO KOLIIL.
210 oopa g pedodov yiverat true 1 Pondnrtikr) petaPAntr mov éyovope oploet Kat
ovpPoAilel OTL TO KOvpIt aLTH TNV OTyHr eival natnpevo. Emiong apywomotettat n
petapAnt) mov amobnkedel Tov xpoOvo evaplng Tov eP@EE TOL TATPATOS, MOTE VA
yvepiooope yla moon opa 0a {oypagiotet To natpévo Koovpri.

/‘k‘k
Init of the GameButtonControl
*/

void GameButtonControl::Init ()
{
mbIsPressed = true;
mdTime = DXUTGetTime () ;
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H pébodog Render () avahapPaver va (oypagioet to xoopmni otv obovn. To
rawvidl ogeidel va xalet v pédodo avty) peoa OtV OOVAPTHOL OnFrameRender (). Me
Vv vrdapyovod vAormoinon, 1 pédodog ovotaotika {wypagifet povo OTAv TO KOLPIIL
natbel. @a priopovoape OP®G eVAAAKTIKA va OlvoLpe KAl TO KOLHIIL Og Sex®Ploto
apyelo ewovag, oe KATAOTAOon PN HATNHEVOD, €TI0l MOTE AVAAOYd TNV KATAOTAOl TOL
KOULHITIOV va (@ypa@ifetat 1 avtioToly) ewovd.

/**
Render of the GameButtonControl

*/

void GameButtonControl: :Render ()

{
LPDIRECT3DSURFACEY surf;

if (mbIsPressed)

{
1f (DXUTGetTime () >mdTime+mdFlashTime)
{

mbIsPressed = false;

else

HRESULT hr = DXUTGetD3DDevice () ->GetBackBuffer (0, O,
D3DBACKBUFFER TYPE MONO, &surf);
if( FAILED(hr) )
{
SAFE RELEASE (surf) ;

hr = D3DXLoadSurfaceFromSurface (surf, NULL,
smrcButtonPosition, msurfButtonsSurface, NULL,
&mrcButtonPosition, D3DX7FILTER7LINEAR, 0);

1f (FAILED (hr) )

{
MessageBox (DXUTGetHWND () , L"PROBLEM", L"WHY?",MB_OK);
SendMessage ( DXUTGetHWND (), WM CLOSE, 0, 0 );

}

SAFE_RELEASE(Surf);
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5.2 GameSoundManager

v ovvexela Oa eSetdoovpe TOV GameSoundManager. ‘Omnwg vmodnA®vel Kat To
OVOpd TOv, TO avtikeipevo avtd eival vmedvOovo yla va Snpiovpyroel Pla OLOKELI
DirectSound. ALTO mov amdatteitat amd Tto maiyvidt pag eivatr va Snlmoet Kat va
APXKOIIOU 0L VA AVTIKELPEVO TOIIOL GameSoundManager, IOV TNPEL E0OMTEPLKA EVA vector
oo 1meptexet Tig tornobeoieg OA@V OV apyelmv 1yov Tov matyvidwov pag. ITapakdtm
gatvetat 1) O1A®orn) g KAAONG GameSoundManager.

#pragma once

#ifndef GAMESOUNDMANAGER H
#define GAMESOUNDMANAGER H

#include <vector>

class GameSoundManager

{

public:
GameSoundManager () ; //Constructor of Sound Manager.
~GameSoundManager () ; //Destructor of Sound Manager
HRESULT PlaySound (int SoundIndex) ; //Method for Playing sound.
int AddSound (std::wstring path); //Method for Adding a sound.
private:
void InitSound (HWND handle) ; //Method to init Sound devices.

std: :vector<std::wstring> mSoundsPath; //Vector holding the paths of
//the sounds

CSoundManager* mpSoundManager; //Needed to be able to play
//sound through DXUT
CSound* mpSound; //Needed to be able to play

//sound through DXUT
}i

#endif

[Tapaxkdte® @aivetat 0 KATAOKELAOTH)G NG KAAONG GameSoundManager. livovrtat
KAIIOlEG  AIIApPAitnTeg dAPXIKOMIOow)oelg KAt Kalettat 11 pébodog InitSound, ®OTE va
dnpovpynOet pia ovokeor) birectsound.

#include "dxstdafx.h"
#include "GameSoundManager.h"

/*k*k
Constructor of GameSoundManager.

*/

GameSoundManager: : GameSoundManager ()

{
mpSoundManager = NULL;

mpSound = NULL;

InitSound (DXUTGetHWND () ) ;
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ZTNV ODVEXELD PALVETAL O KATAOTPOPEAS TG KAAONG GameSoundManager. 2€ ALTO

TO

onpeto Owaypagovrtatr ot Oeikteg mpsSoundManager KAl mpSound HOD IEPLEXEL 1) KAON

GameSoundManager

/**
Destructor of GameSoundManager.

*/

GameSoundManager: : ~GameSoundManager ()
{

SAFE DELETE ( mpSound ) ;

SAFE DELETE ( mpSoundManager ) ;

[Mapaxdate @atverat 1) pé0odog InitSound (HWND handle), IIOD OKOIIOG TN)G €lval va
dnplovpynoet pla OvLOKeLI] Directsound. I'a v xArjon avt)g g pebodov eivat
AIApaitnTo va MepaoTel 0av NAPAPETPOG £VAG handle HWND IIOV €lVAl ODOLAOTIKA O handle

1oL HAPABLPOL IIAVE® OTO OITOL0 £XEL KATAOKELAOTEL TO Aty VIOl pag,.

/**
Inits DirectX sound devices and buffers.

*/

void GameSoundManager::InitSound (HWND handle)
{
HRESULT hr;
// Create a static IDirectSound in the CSound class.
// Set coop level to DSSCL PRIORITY, and set primary buffer
// format to stereo, 22kHz and 16-bit output.
mpSoundManager = new CSoundManager () ;
if ( NULL == mpSoundManager )
{
DXTRACE_ERR_MSGBOX( TEXT ("Initialize"), E_OUTOFMEMORY ) ;
EndDialog( handle, IDABORT );
return;

if ( FAILED( hr = mpSoundManager->Initialize( handle, DSSCL_PRIORITY ) ) )

DXTRACE ERR MSGBOX( TEXT ("Initialize"), hr );

MessageBox ( handle, L"Error initializing DirectSound. Sample will
now exit.", L"DirectSound Sample", MB OK | MB ICONERROR) ;

EndDialog( handle, IDABORT );

return;

if( FAILED( hr = mpSoundManager->SetPrimaryBufferFormat( 2, 22050, 16 ) )

DXTRACE ERR MSGBOX ( TEXT ("SetPrimaryBufferFormat"), hr );

MessageBox ( handle, L"Error initializing DirectSound. Sample will
now exit.", L"DirectSound Sample", MB OK | MB ICONERROR) ;

EndDialog( handle, IDABORT );

return;
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2V oovexela @aiverat 11 pé0odog PlaySound (int SoundIndex), IIOD OKOIIOG TS
elvat va avamapdayet evav 1yo. To mayvidt pag xalet avt) v pebodo xat mepvdet oav
napdapetpo évav akepato aptbpo moov kabopilet to moov r)xyo Ba avamapdayet n pedodog.
Ovolaotikd, avtog o axépaitog apdpog eivat n H6éon tov apyeiov fxov mov Belovpe va
AVAIIAPAYOLHE, PEOA OTO vector mSoundsPath IIOD ERIIEPIEXETAL OTOV GameSoundManager.

HRESULT GameSoundManager::PlaySound(int SoundIndex)
{

HRESULT hr;

DWORD dwCreationFlags;

// Detrimine the creation flags to use based on the radio buttons
dwCreationFlags = 0;

// Add extra flags needed for the UI
dwCreationFlags |= DSBCAPS CTRLPAN | DSBCAPS CTRLVOLUME |
DSBCAPS CTRLFREQUENCY;

// Free any previous sound
SAFE DELETE ( mpSound ) ;

// Load the wave file into a DirectSound buffer
std::wstring tmp = mSoundsPath[SoundIndex-1].c str();
if ( FAILED( hr = mpSoundManager->Create( &mpSound, LPWSTR(tmp.c str()) ,
dwCreationFlags, GUID NULL ) ) )
{

// Not a critical failure, so just update the status

DXTRACE_ERR( TEXT ("Create"), hr );
MessageBox (DXUTGetHWND (), L"Could not create sound buffer",
L"",MB OK);

return S FALSE;
}

// Play the sound

if( FAILED( hr = mpSound->Play()))
return DXTRACE ERR( TEXT ("Play"), hr );

return S_OK;

H pebodog addsound (std: :wstring path) avalapPdavel va npoobéoet evav 1150 oto
vector mSoundsPath, OIov eivat amofnkeopévolr OAot ot 1ot Tov maiyvidov pag. H
torofeoia rov Ppioketat o 1)X0g oTov OKANPO pag O10Ko, MEPVIETAL OAV IAPUAPETPOG KATA
Vv KArjon g pefodov.

210 oopa g pedodov mov @aiverar mapaxdr®, To péyedog TOL vector
mSoundsPath ADSAVETAL KATA £vd Kat pootibetatl oto 1éAog 1) Torobeoia tov 1jyov pe Tov
ormoio kKavape kAnon tg pedodov. Teélog, emotpeé@etal mpog to IHAatyvidt pag &vag
aképatog(integer) 1MoL OLPPOAiIlel TV O¢on TG Tomobeoiag TOL 1)XOL, OTO vector
mSoundsPath IOV KPATAEL EOMTEPIKA 1] KAAOIN GameSoundManager. To maiyvidt pag opeiet
va “kpatrjoel” avTtov Tov akepato aptdpod Kt va Tov XPI|OLHOIIow) ot oav “Ttavtot)ta’ tov
ODYKEKPLEVODL 10V, OTav OeArjoet va Tov avamnapaydayet pe v pébodo PlaySound.
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* %
gdds a sound, passing the file path as parameter.
*/
int GameSoundManager: :AddSound (std::wstring path)
{ int VectorSize = mSoundsPath.size();
VectorSize++;
mSoundsPath.resize (VectorSize);

mSoundsPath[VectorSize-1] = path;

return VectorSize;
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5.3 GameReelControl

To emopevo avtikeipevo mov Oa efetdoovpe elvat o GameReelControl IIOD
avalappaver va (oypagiost KAt va Kvrjoet tovg TpoxoLg tov mdaixvidiov pag. H
vAomoinor aLTOL TOL AVTIKEIPEVOD elvat Kpiowun yia to matyvidt pag, Oa mpemet i) kivnon
TOL TPOXOL KAl TO OTAPATPA TOL va elvat opald yia Tov maikty nov nailet To matyviot
pag.

ONn 1n dvokoAia otV vLAOMOINOI TOL GameReelControl EYKELTAl OTO MG Oa
avarapaotoovpe tov Kdbe Tpoyo tov natyvidiov pag. H dvoxoAia avtr) yevvietat amo to
A\1)00¢g T@V oL POA®V TIOL epmePLEXEL O TPOXOG pas. ['ta va mAnoldoovpe 000 PIIOPOLHE O
PEANOHO éva PnYaviko mayvidt pe Tpetg Tpoxoug, To mAr)0og tov ovpPoAav oo Oa mpéret
va vrIdpyel otovg Tpoxovg pag eivat 24. I'a v axkpifeia, ta ovpPola eivar 27, kabwg 1)
IpOTN TPLada cLOPPOAGV ep@avifetal Kat 0To TENOG TOL TPOXOV, WOTE VA YiveTal Opald 1)
Kivnorn tov Tpoyov. ['ia va metvyoope TV Kivion ToL Tatyviolov pag pe PeaAloTKO TPOIIO
Kat pe dedopévo ot to Kdabe ovpPolo pag exet byog 97, Ba mpemet va Exovpe pid EKOVA pe
vyog 27 x 97 = 2619 ewkovootoyeta(pixels) vyog!. H ewova 32 mov @atvetat napakdato
elvat éva napadetypd piag tétolag elKovag.
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Ewéva 32 AvomoapaoTtoct) TV TPLAV TPOYDV EVOS TUYEPOD TOLYVIOOD IE TPELS TPOYOVG

Oneg etvat Aoywo, avtd amotelel pla @oPepr) onatdln pvipng xKadmg avtod to
apyeto éxer péyebog 4,86MB xat Oa mpémel va eival oovéxewa “onkmpévo” oty pvrpn,
agov eivat anapatmrto kad’ OAn myv Sudpkela oL OAtyvidloL pag. Avtr 1] OHATAAn
PVIHNG @aivetal axkopn IMEPLOOOTEPO AV AVANOYLOTOUHE M®G, AV PE KAMOWOV TPOIO
anekovilape xkabe ovpPolo Sexymprota kat dnprovpyodoe to natyvidt pag v Awpida tov
TPOXOV, TOTE 1] XOPNTIKOTTA PVHpng oo Oa amattodviav amod to mndatyvidt pag Ba frav
IOAD pKpOTep!), Kabmg kabe apyelo tav cOpPorav pag exet péyebog nmepimoo 60-70KB!. Me
dedopévo Ot To mayvidt pag exet 9 dragopetikd ovPPOAd, TOTE O OLVOAKOG XDPOG IOV
aratteitat omv “yelpotepn” nepimtoon etvat 70KB x 9 = 630 KB!. Etvat avtovonto g Oa
npéretl va odnynoovpe mpog avtr v katevdovor), kadmg 1) Stagopd otV XOPNTIKOTTA
HVI)HDNG IOV arIattel To matyviot pag etvat tepdotid.
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[a va mpooeyyioovpe pa mo &gvmvy pebodo wote va Jowypagioovpe KAt va
KLVIjoOuE Opald évav Tpoxo, Oa mpemet va oke@tovpe v dradikaoia tng Kivnong Kat Tov
otapatpatog g kivnong. Katapyrv, otav o tpoxog tov maiyvidod pag eivat
otapatnpévog, tote Oa npenet va (oypagifovrat tpia odpPola, onmg @aivetat Kat oty
ewova 33 tov matyvidlov pag.

U 10

——— ——
- — p— T,

GBELY (sTART)
-‘_"""--__.--"/ -‘\"'--__.--"/

Ewova 33 O tpoyoi Tov Taryvidlov pag, 6Tav ogv Kivovvtan

Enopevo Prjpa etvat va okeprodpe 1t {oypagifetatl Katd v Kivnon too Tpoxoo.
Zmv ewova 34 @aiveratr éva otyplotorno g Kivnong tov maiyvidov pag. Onwmg
dlamot®voovpe Kat amod avtr v eKoOva, Katd Vv didapkela g kivnong {oypagifovrat
OTOV TPOXO HepPT) amod teooepa oOUPoAA.
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Ewova 34 ZTiypidtomo Tov monvidon pag RE ToVg TPOY0VS 6€ Kiviion

Me OAa avtd ta copmepdopatd, KATaA)yOOHE OTO OTL Yid VA IETOXOVHE TNV Kivion)
ToL TpoXOoL pag Oa mpenet va (wypagiloope xkabe Popd To 0PATO PEPOG ATIO Ta COLHPOAA
IOV (PALVOVTAL €KLV TNV OTypr] otV Awpida. Apa Ba mpémet va £xovpe oty pvijun
“onkepeva”’ ta oopPoAa mov ypnoponotovpe Kat va vroAoyifoope kabe gopd mowa etvat
Ta obpPoAd oL Paivovtdal eKeivi) TV OTLyHI) OTOV TPOXO HaAg, Kabmg Kat mowa pepn) aro
avtd ta ovpPoAa eivat opartd.

Ia va xavoope 6Aovg avTtovg Tov LIIOAOYopovg, Ba diatnpricovpe pta “Aoykny”
Aopilda e0mTePIKA TOL GameReelControl MOV Oa &yel peyebog 000 Oa eixe n Awpida pag av
XPNOLHOIOI0VDOAE PLd HEYAAD EIKOVA, ONOG ava@epbnke otV apyr), OtV COYKEKPIPEVT)
nepimtoon 1 “Aoyiky” Awpida pag Oa exet vyog 2619(27 x 97). I'ia va metvyovpe TV OpaAT)
Kiv10o1), auTO IOV HPETIEL VA KAVOLHE elval va KivoLpe TV A@pidda otadlakd mpog ta KAT®,
aoTo 1o emroyyxavoope ®¢ efng kabe gopda (wypa@ilovpe TO MPONYOLHEVO THNHA TNG
Awpidag. Ta napdadetypa, av vmobécoope ot 1 Awpida pag (wypagifetat amod To onpeio
2300 mpog ta kdtw(fa (owypagioovpe TO00 HEPOG TG Awpidag Oco elvatl o LYOG TOL
TPOXOL pag otnv 00ovn), T0Te oTo apéowg enmopevo Prjpa Oa mpénet va {wypagioovpe aro
v B¢on 2300 - x 6mov x eivat to Prjpa kivnong oe elkovoototyeia nov Oa Kiveitat o Tpoxog
pag. ®a pnopodoape va To OKEPTOLE oav va avePaivoope pia okdAa, aveBaivovtag kade
@opa X apldpo oKaNoIATI®V.

A@ov exovpe éva Aoyko povtelo kivnong, Topa Oa npemnet va Avcoope to OBépa tng
Coypagikng, mota ovpPola tov Tpoxov pag ba npenet va (owypagifovrat kabe otypr). Ia
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va Avooovpe avtd to Oepa £xovpe Kpatroet oe évd MIVAKA TV Oelpd TOV OOPPOAGV IOV
IeplExovtat otov Tpoxo pasg. Karomy, kabe popa xavoope diaipeorn Tov eKOVOOTOLYELOD
g Awpidag mov Bedovpe va eivat n apyr) oo onpeiov mov Bedovpe va (wypagpioovpe, pe
10 LWYogG 1oL £xet kabe obpPolo, £tol Ba Ppovpe évav axépato aptdpod mov eivat o deiktng
To0 oLPPOAOL oToV Tivaka pag. Ag To dodpe Op®G KANLTEPA PE éva Tapadetypd.

YnobBétovpe g avtr) v otypn 1 Awpida pag Sexivdet va {oypagiletat amo to
onpeto 2300. I'vopifoope g kabe ovpPolo oty Awpida éxet Byog 97 ewovoototyeia, apa
10 pépog g Awpidag mov Oa mpénet va {wypagioope eivat amod to 2300 pexpt 2591 (3 x 97
=291 + 2300).

2TV ovvéxela MPEMeL va vIIoOAoyioovpe mowa cOpPola Pplokovial oe Aoty TV
replox1) g Awptdag pag. Me dedopévo 0Tt yvwpifoope v oelpd TV COPPOA®V OtV
“Noyikr)” pag Awpida, kavoope Vv Owaipeon: 2300 / 97 = 23.711. Ano to amotéeopa
KPATdpe TO axKépalo pePog mov eivat o Oeiktng tov ovpPolov mov Oa mpemel va
(oypagioovpe OTOV Mivakd pag.

Enetta npémet va vnoloyioovpe moco pépog amd avto to oopPolo eivat opatod avTr
v otypn. Ia tov vmoloyiopd avtd moMamlaowaloope tov deiktr mov Pprikape
IIAPATIAV® PE TO LYOG ToL CLPPONOL pag Kat Pplokovpe oe oo onpeio g Awpidag pag
Sexivdel va anelkovifetal To OOYKEKPIPEVO oOPPoAo 23 x 97 = 2231.

I'veopifovtag nwg avtr v otypn etpaocte oty 0¢orn 2300 Kat oG TO CLYKEKPIHEVO
ovpPolo amewoviletat otV Awpida pag otv Béon 2231, xkavovtag avt TV d@aipeon
Bpiokovpe oo eivat To pepog tov ovpPolov nov Ba npénet va {oypagicoope, 2300 - 2231
= 69 apa Oa npénet va {oypagioovpe avto to odpPolo apyifoviag amo To EIKOVOOTOLXELO
69 peéxpt to teAog tov CLPPOAOL OnAadi) To 97. XV ovvéxela (wypagifovpe ta Ovo
vroAouta oopPola oAoxAnpa. Av 1o mpwto ovpPolo mov (wypagioape Oev Hrav
oAoxAnpo Ba mpenet va (@ypa@loovpe KAMIOWO HEPOG KAl TOL TETAPTOL OLPPOAODL.
Ovowaotika Oa npenet va (oypagioovpe amno to eikovootorxeto 0 Tov Tetdptov ovpPOAoL
PEXPL TO 69 TIOL elval TO €lKOVOOTOLXelo amo To omoto {exwvrjoape va {oypagifoope to
p®to oLPPolo. Ztnv ovveyela BAErovpe TNV KAAON GameReelControl.
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#pragma once

#ifndef GAMEREELCONTROL H
#define GAMEREELCONTROL H

#include <vector>

class GameReelControl

{

public:

GameReelControl (int Symbols[], int n, IDirect3DSurface9*

SymbolsSurfacel]) ; // Contructor, needs a pin holding the layout of the
// symbols in the reel, the size of the reel (how many
// symbols) and the Direct3DSurfaces of the symbols.

~GameReelControl () ;// Destructor of the game
void Init(); // Init of the ReelControl.
void Render( ); // Rendering of Reel Control.
void Move (int FruitToStop); // Inits Reel Move, giving the stop fruit.
void SetReelData (int MoveStep, double StopTime, int ReelYPosition,
int ReelXPosition); //Sets Reel data.
void SetReelRects (RECT Dest, RECT RectFruit); //SetReels Rects.
void SetWidthAndHeight (int SymbolsWidth, int SymbolsHeight,
int ReelsHeight);
//Sets Width and height of reel and symbols.
bool IsReelStopped(); //Returns true is reel is stopped.

private:
int RectWidth (RECT rect) {return rect.bottom - rect.top;}:;
//Help function for finding a Rects width.

private:
struct VisibleArea //Struct for the visible area of the reel in every
//frame
{
int Start;
int End;
}i
IDirect3DSurface9* msurfSymbolsSurface[9]; // The symbols
// Direct3DSurfaces.
VisibleArea mReelArea; // The visible Area of
// the "logic" reel in
// current state.
bool mbReelMoving; // True if reel is
// moving.
std::vector<int> mReelSymbols; // Holds the logic Reel
// layout.
int mnReelMoveStep, mnReelFrames; // Nessesary help

// variables.
int mnSymbolWidth, mnSymbolHeight, mnReelHeight;// Nessesary help
// variables.

int mnStopFruit, mnReelYPos, mnReelXPos; // Nessesary help
// variables.
double mdTime, mdStopTime; // Nessesary help
// variables.
RECT mrcReelDestination; // Nessesary help
// variables.
RECT mrFruitReels[4]; // Nessesary help

// variables.

}i

#endif
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O kataokevaot|g TG KAAONG GameReelControl Ypelaletat tpelg mapaperpoovg. H
IP®T TAPAPETPOG elval €vag IVAKAG IIOL IEPEXEL TNV oelpd pe TV omoia Oa
epaviCovtat ta oOPPOAA IAVE OTOV TPOXO, 1] OEVTEPT MAPAPETPOG APOPA TO IMAN00G TV
oopPolev mov Ba epgavifovtat otov TPoYO, KAt 1] Televtala MAPAPETPOS elval &vag
MVAKAG AIlO IDirect3DSurface, peyédong 10ov pe to mooa da@opetika oOPPoAa mepiexet

0 TPOXOG Hag.

#include "dxstdafx.h"
#include "GameReelControl.h"
/**
Contructor, needs an array holding the layout of the symbols in the reel,
the size of the reel (how many symbols) and the Direct3DSurfaces of the
symbols.
*/
GameReelControl: :GameReelControl (int Symbols([], int n,
IDirect3DSurface9* SymbolsSurfacel[])
{

mReelSymbols.resize (n);

for (int i=0; i<n; i++)
mReelSymbols[i] = Symbols[i];

mnReelFrames = 0;

for (int i=0; 1i<9; i++)
msurfSymbolsSurface[i] = SymbolsSurfacel[i];

mrcReelDestination.left 44 ;
mrcReelDestination.top = 219;
mrcReelDestination.right 192;
mrcReelDestination.bottom 510;

for(int 1=0; i<4; i++)

{

.left = 0;

.top = 0;
.right 148;
.bottom 97;

mrFruitReels
mrFruitReels
mrFruitReels
mrFruitReels

[1]
[1]
[1]
[1]
}

mbReelMoving = false;

mnReelMoveStep 20;
mdStopTime = 1.0f;

mnSymbolWidth = 148;
mnSymbolHeight 97;
mnReelHeight = 2619;

2TV ovveEXEWd PAiveTal 0 KATAOTPOPEAS TG KAAONG GameReelControl IIOD €lvdl
KEVOG.

/**

Destructor of the Reel

*/

GameReelControl: :~GameReelControl ()

{

1
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Axolovbet 1 pebodog rRender () mov avalapPavet va {wypagioet Tov Tpoxo. Av dev
Kwveltat o tpoxog t0te (wypagifovrial tpia otabepd ovpPoAa, eved Ot OLAPOPETIKI)
nepintoorn (wypagifetat o Tpoxog Katd v Kivnor) tov, vroloyi{oviag pe Tov TPOIo oL
ava@épape Mapandave, mota ovpPola npemnet va (@ypa@lotody KAt IOl HEPT dVTOV TOV
oopPolev. To mawyvidt ogeidet va xalet avt) v pédodo ovvexela amd v
OnFrameRender (), ®OTe va {@ypa@ifetat o Tpoxog pas.

/**

Rendering of the Reel.

*/

void GameReelControl: :Render ()

{
LPDIRECT3DSURFACES surf;

HRESULT hr = DXUTGetD3DDevice () ->GetBackBuffer (0, O,
D3DBACKBUFFER_TYPE_MONO, &surf) ;

if( FAILED (hr) )

{
SAFE RELEASE (surf) ;

}

if (mbReelMoving)
{

mnReelFrames -= mnReelMoveStep;

if (mnReelFrames < 0)
mnReelFrames = mnReelHeight - 3*mnSymbolHeight ;

1f ((DXUTGetTime () > mdTime+mdStopTime) && mbReelMoving)
{

mbReelMoving = false;
mnReelFrames = -mnSymbolHeight + mnStopFruit*mnSymbolHeight;

if (mnReelFrames < 0)
mnReelFrames = mnReelHeight - 3*mnSymbolHeight ;

}
int thesh = 0;

mReelArea.Start = mnReelFrames;
mReelArea.End mReelArea.Start+ (3*mnSymbolHeight) ;

thesh = mReelArea.Start / mnSymbolHeight;

mrEFruitReels[0].top = mnSymbolHeight - ((thesh+l)*mnSymbolHeight -
mReelArea.Start) ;

mrFruitReels[0] .bottom = mnSymbolHeight;

mrcReelDestination.top mnReelYPos;
mrcReelDestination.bottom = mrcReelDestination.top +
(mrFruitReels[0] .bottom - mrFruitReels[0].top);
mrcReelDestination.left = mnReelXPos;
mrcReelDestination.right mrcReelDestination.left + mnSymbolWidth;

hr = D3DXLoadSurfaceFromSurface (surf, NULL, &mrcReelDestination,
msurfSymbolsSurface [mReelSymbols[thesh]],
NULL,&mrFruitReelS[O],D3DX_FILTER_LINEAR,O);
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for (int k=0; k<3; k++)
{

mrFruitReels[k+1].top = 0;
mrcReelDestination.top = mrcReelDestination.bottom;
if ((mrFruitReels[0].top ==0)&& k==2)
continue;
else if (k==2)
{
mrFruitReels[k+1] .bottom = (3*mnSymbolHeight) -

((mnSymbolHeight*2) + RectWidth (mrFruitReels[0]));

mrcReelDestination.bottom = mrcReelDestination.top
+RectWidth (mrFruitReels[k+1]) ;

else

mrFruitReels[k+1l] .bottom = mnSymbolHeight;
mrcReelDestination.bottom = mrcReelDestination.top +
mnSymbolHeight;
}
thesh++;
hr = D3DXLoadSurfaceFromSurface (surf, NULL, &mrcReelDestination,
msurfSymbolsSurface[mReelSymbols[thesh]], NULL,
&mrFruitReels[k+1], D3DX FILTER LINEAR, O0);
}

SAFE RELEASE (surf);

[Tapaxdate @atverat 1) pébodog Move (int FruitToStop). H pébodog avtr) kaleitat
otav Belovpe va apyioet n kivnorn tov TpoxoL. Zav ndpAapeTpo to malyvidl Oa npemet va
epdoet 1o oLPPoAo oto oroio Belovpe va oTapatroet o TPoXOS.

/*k*k
Inits Reel Move.
*/
void GameReelControl::Move (int FruitToStop)
{
mnStopFruit = FruitToStop;
mbReelMoving = true;
mdTime = DXUTGetTime () ;

Znv oovvéxela, gaivetat 1) pebodog setReelData (int MoveStep, double StopTime,
int ReelYPosition, int ReelXPosition). To maiyvidt ogeilet va kaAéoet avt) v
pébodo, wote va apywomnowdel o®OTAd 0 TPOXOS pag. Xav mapdperpo Oa mpemet va
repdoovpe: To Pripa pe 1o onoio Ba Kwveitat o TPoxog pdg, ToV Xpovo otov omoio BE\ovpe
va otaparnost 1 kivnon amo v otwypr) nov Oa Sexwvroet, kat tig Béoeig X xat Y moo
Pploketat o TpoYOg pag Navm oty Pacikn) ewova tov natyvidiov pag(Background).
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/**
Sets necessary data for the reel.
*/
void GameReelControl::SetReelData (int MoveStep, double StopTime, int
ReelYPosition, int ReelXPosition)
{
mnReelMoveStep = MoveStep;

mdStopTime = StopTime;
mnReelYPos = ReelYPosition;
mnReelXPos = ReelXPosition;

[MTapaxdate® @atverat 1 pebodog setReelRects (RECT Dest, RECT RectFruit). To
ratyviot ogeilel va kahéoet Kat avtr) v pédodo wote va apyikoromdel omotd o TPoxoOg
pag. Zav napdapetpo Oa mpéretl va mepdoovpie EVa TETPAYMVO, IOV ava@épet v 0eor oo
Oa Coypagiletat o tpoxog pag. Emiong, Oa mpémer va mepdoovpe éva TETPAYOVO IIOD
avagepet v Oeon kabe oopPolov oto apyelo TG €KOVAG IOL TEPLEXETAL, ITEPLEXEL
OLOLAOTIKA TIG O1A0TAOELG TOL COPPONOD.

T L
/**
Sets Reel Destination and Source Rect, StopFruits Rects;
*/
void GameReelControl::SetReelRects (RECT Dest, RECT RectFruit)
{
mrcReelDestination.left = Dest.left;
mrcReelDestination. top = Dest.top;

mrcReelDestination.right
mrcReelDestination.bottom

Dest.right;
Dest.bottom;

for (int 1=0; i<4; i++)

{

mrFruitReels[1i].left = RectFruit.left;
mrFruitReels[i].top = RectFruit.top;
mrEFruitReels[i] .right = RectFruit.right;
mrFruitReels[i] .bottom = RectFruit.bottom;

v oovéxewa, @aiverat 1 pédodog setwidthAndHeight (int SymbolsWidth, int
SymbolsHeight, int ReelsHeight).To matyviOt opeilel va xaleoet kat avtr) v pebodo,
®OTE va apylkornoumdel 0wotd o TPoY0g pag. Zav Napapetpo Oa mpémnet va nepdaoovpe: To
MAATOG IOV €XOLV TA OLPPOAA pAG, TO LYOG MOV £XOLV TA OOPPBOAA pag, KAt TO LYOG IOV
£XeL O TPOXOG Pag.

77



T{¢xog Nikoiaog, «AE10A0ynan yxpnons mpotdTwy GYeIiooHS GE TOYEPO TOLYVIOL»

/**

Sets Widths and Heights of Reel Symbols and also Reel height.

*/

void GameReelControl::SetWidthAndHeight (int SymbolsWidth, int SymbolsHeight,
int ReelsHeight)

{

mnSymbolWidth = SymbolsWidth;
mnSymbolHeight = SymbolsHeight;
mnReelHeight = ReelsHeight;

H televtata pebodog etvat 1) IsReelstopped (). To matyvidt kalet avtr) v pébdodo
ya va “petrjoel” tov Tpox0 pag Katd MOoo Ppiloketdal oe Kivnon 1) OxL, €10t ®Oote OTav
OTAPATIIOODY KAl Ol TPEW TPOYOol Tov HAlyVvidlov HAG VA IEPACOVHE OTNV EMOHEV
“katdotaon” oo pmopet va etvat yia napadetypa n (@ypagikr) Tov ocov Iov Kepdioe o
Maiktng Kat 1 évapdn KATIoto ep@E.

/**

Returns trus is the Reel is stopped, false if the reel is moving
*/

bool GameReelControl::IsReelStopped()

{

return !mbReelMoving;
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Kegpalato 6: MeAétn tov 000 eKO000E®V TOD

“ITOZEIAQN"
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6.1 I'svika

Onweg avagepbnke kAt mapdmdave, OKOIOG Tng epyaociag eivat va
peletrjoovpe dvo dragopetikég ekOooelg Tov matyvidov “ITOZEIAQN" oo Oa
gxoov opwg Vv idia Aettovpywotnta. H npwtn ékdoon mov Oa eSetacoope
elVal 1 AVTIKEPEVOOTPAPT)G €kO001 TOL HALXVIOl0L, X®PIG OpWG va €xet
EPAPPOOTEL KAMIOW0 MPOTLIIO O0XedlAONG KATA TNV AVAITLS duThg TG
éxdoong.

Ia va efetacovpe TIg dlagopeg MOV LIIAPYXOLV AVAPECA OTlg OLO
ekdooelg, yprnowpornoujoape 1o epyaleio “Borland Together Architect” tng
etaipetag Borland. A@obd nepdaoape oto “Borland Together Architect” tov
koOwKa pag, to gpyaleio dnprovpynoe 1o Swaypappa UML yua myv xdbe pia
arro tig 6vo ekdOoELg TOL A VIOIOL Pdg.

To emopevo Prjpa ntav va KAVOoupe KAIOEG PETPOELS KAt otig dvo
exdooelg tov matyvidwov. To epyaleio “Borland Together Architect” pag
IIPOOPEPEL EVAV EDKOANO TPOIIO Yla VA MPAYHATOIOU|OOVHE TG PETPIOELG TTOV
pag evoagepovv. To povo nov yperdletat amo epdg etvat va eme§ovpe anid
ALTEG TIOL Pag eVOLAPEPOLV KAl O PEPIKA OevTepOlenta 1o epyaleio Oa pag
IIAPOVOLAOEL TA ATIOTEAEOPATA TOV PETPIOEWDV.

6.2 Metpikig

H ovykpton tov dvo exdooemv tov matyvidiov Paciotnke o€ KAIoleg
petpikég tov epyaleion  “Borland Together Architect”. Xvyxexpipéva,
xpnotponouw|Onkav ot e€ng petpukés: Ap1duog I'papuwv Koodika(Lines of Code -
LOC), Apuog 6wrhrov(Number of Attributes - NOA), Apibudg
Aartovpyiwov(Number of Operations - NOO), EMeyn Zovektikotyrag
Mebodov(Lock of Cohesion of Methods - LCOM1), Koxlwparikn
[loAvmAokotnra(Cyclomatic  Complexity - CC), XZdvolo Amokpopevov
Mebodov(Response for a Class - RFC), Zmbuiouévy IloAomwlokornta
Klaong(Weighted Methods Per Class - WMPCL), 2oleosn  peradd
xAaoeov(Coupling Between Objects - CBO), Ilapayovrag Zvdeoéng(Coupling
Factor - CF) xat té\og, o Ilapdyovrag IloAvpoppiopod(Polymorphism Factor -
PF). Zmv ovvéxela Oa avagepbodpe ovvorntika oe kdbe pia amo avtég Tig
petpukeg[20].

Ap10uog I'pappcwv Kodika(LOC)

Aoty 1) petpkn etvat éva napadootaxko PETPo ovykplong. Metpdet Tig
YPOAH}EG KOOIKA NG EQAPHROYNG PAG. TNV PETPNOor PIopodpe av Béhoope va
ovprep\aPoope KAt T OXOAd TOL KOOKA.

Ap1Buog Id10tHTov (NOA)

Me avtr) v petpikr), petpape 1o minbog tov wottev(attributes) g
EPAPHOYI|G PAG. 2TV HETPNOL) PIIopoLHE av Bedovpe va oopmneptAapfovpe Kat
otolyeta TV AVTIKEIPEVDV pag oo IIPOKVLIITOLV aro
kAnpovopwkotmta(lnherited Attributes). Av oe pia xAdaon exoope vYNAO
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aplpo otoeimv, tote Oa mpemnel 100G va OKEPTOLHE TOV OLAXWPLOPO LTI
g KAAONG 0¢ DIIO-KAUOEL.

Ap1Bpuog Aertovpyrov(NOO)

AvTtr) 1 peTpIK) elval DAPAIANOWd PE TV HAPAIIAVE, OVO IIOL T®Pd
petpape to mAnbog tov Aettovpylwv(operations) g epappoyr|g pag. Ta péln
pag KAAonG, oL IPOKVITTOLY dAII0 KANPOVOHRLKOTHTA, HIIOPOLHE av Oelovpe
va ta oopnepapoope. Onmg Kat oty IPOryoLHEVT] PETPLKE) £T0L KAl 0w, av
oe pia kAdon éxoope vYnAo apBpod Aettovpylav, tote Ba mpémet iowg va
OKEPTOVE TOV OLAX@PLOPO ALTIG TG KAAOG O DIIO-KAJOEL.

EXerpn Zovektikotyrag Me0o6wv(LCOM1)

H petpr) avty mpokomtet amno tov napaxkdte tono: RESULT = (P > Q)
? (P -Q):0. Kata mv dwapxela g perpnong antng, to epyaieio “Borland
Together Architect” maipver ava (eoyapia tig pefodovg prag xAdong xat
Pplokel oe mola OTOlela TNG EPAPHOYI)G HAG €YOLV IPOOPaocn avtég ot
pebodot. Av 1 kabe pia pebodog éxet mpooPaon) oe SrapopeTika otoryeida aro
Vv dA\n, tOTe 0 ovvteAeoTr|g P avdavetal katd va, eve av €yovv Kat ot 60O
péBodot mpooPaoct TOLAAXIOTOV Oe €va OHOO0 OTOLYEl0 NG EPAPHOYNG, O
ovvteleotnig Q avddavetat katd eva.

Ago0 npaypatonomndet avtog o eéleyxog yia oAa ta (evydapla pebodwv
G EPAPHOYIG HAG, TOTE AV TO AIMOTEAECHA TOL MAPAIAV® TOIIOL elvat pila
XapnAr) Tr), pag onodnAavel Mwmg vrdapyet peydAn ovleodn petald tov
PefOd®V pag. AvTo 10 yeyovog, Exel WG AIIOTENEOHA VA AIIALTELTAL HEYANDTEPT)
npoondbeia otav kavoope doxipeg(testing) oty epappoyr) pag, kabmg moAAEg
peBodot propet va ennpedaocovv ta i0ta ototyeia tng epappoyng pas. Emiong,
etvat mbavov va éxoope xapnlo Pabpo enavaypnopomnoinong (reusability)
TOL KMOKA Pag.

KoxAwpatiky IloAvmdokotyTa(CC)

AT 1] HETPIKT] XPTOHOIOLELTAL Y TNV PETPNON T1)G HOADIIAOKOTNTAG
pag xAaong. Metpdet tov appd teov mbaveov “diadpopnv’  evog
alyoplOpov, KAtapetpovtag Tov aplfpod t®v eVIOA®V if, for KAl while IIOD
VIIAPYOLV OToV K®OWKA pag. Emektikd propovpe va oopnepthdapoope otnv
PETPNOI) PAG KAl TIG EVTOAEG case.

H pétpnon yivetat pe tnv xprjon tov napakdate tomov: CC =D + 1,
orov o ovvteleotr|g D eivat o oovoAikog apBpog Tov evioA®v if, for Kdt
while, KaOwg Kat TV AOYIK®V TeAeOT®V and Kat or. [Tapaxkdatm éxovpe éva
napadetypa KoOwKa:

if (x>0)

X++;
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Egappolovtag oe avto to napadetypa tov toro: CC = D + 1, gyoope
CC=1+1=2

Xovolo Anokprvopeveov MeBodwv(RFC)

To péyebog avtrg g petpixng mepthapPavet pebodoovg g KAdong pag
oo &yoovv Onpiovpynletl amd xAnpovopwkotmta, xkabwg xat pebodovg mmov
priopet va kaloovtat arno dAeg KAAOeLg g epappoyng pag. Mwa xAdon moo
é&xet oynho appo RFC Oewpeitar ot eivar moAbmAokn xat arattet
IIEPLOOOTEPO XPOVO KATA TO JLACTNHA IOV KAVOLHE OOKIHEG OTNV EPAPHOVT)
Pag, og oxeorn pe pa KAdon oo éxet pikpotepo appo REC.

XtaOmopuévny Ilodomrdokotyra Khaoyg(WMPC1)

Avt) 1 petpkn) eivar to abpolopa g MOALIIAOKOTNTAG OADV T®V
pefodmwv pag xAdaong, omov kdabe pebodog mpoodropiletat ard to arotéAeopa
g petpkng Kokdoparixy IloAvomAokotyTa, TIOL ava@épapie IAPATIAVE.

O apOpog tov pefodowv katr 1n moAvmloxkotta Tev pebodwv moo
oopnep\appavetat, £xoov oav amnotéleopa pia evoelln yia to mooog xpovog
Kat roon npoordbeta ypetadetal yida avartoSovpe Kat va ODVTPI|COVHE Pl
KAdon. Ze avt) v pétpnon mnepthapPavoviat povo ot pédodotl mov eivat
oplopeveg Oe pwad KAdon kat Oxt ot pefodot mov IPOKLITTOLV Ao
KANPOVOHIKOTITd, Ol o1Ioleg e€aipovvTat.

2ogevén Metalo Khaoewv(CBO)

Avty) 1 petpikr) avanaplotd 1o nAfog Tov KAAoe®V oL oLVOLoVTAl
pe pla xAaon. Metpovtat ot HApapeTpol pe ava@opd, Ot HAPAPETPOL IOV
dnAmvovtat oe 1910t TEG TG EPAPHOYI)G PAG, Ol TOIIOL IOV EMOTPEPOVTAL ATIO
Tig pebodovg g KAaong, kabwg kat ot tomikeg petaPAntég. Aev perpovrtat
otolyelwdelg Tono(primitive types) dedopevmv.

H vniepPoAwkr) oolevdn petadd tov khacewv pag etvat emPAaPrig oe éva
oXeOLaopO TG ePAPPOYI|§ pag oe vriopovdadeg (modular design) xat anmotpérnet
Vv enavaypnotponoinon. ‘Oco mo aveSaptnty eivat pia KAAor, 1000 IIo
€OKOAO elval va TV XPNOWHOIIOu|00vHE KAl o8 pua AAAn epappoyr). ‘Oco
EPLO0OTEPEG OLLEDSELG DIIAPXOLV OTNV EPAPHOYL] HAG, TOOO Mo evaiobntn
elvat 1) epappoyn pag oe aAAayeg oto peANoV, je armoTeAeopd 1) OLVTIPNOL) TG
EPAPHOYIG pag va yivetat d0oKoAOTepD).

Ilapayovtag X0levlng(CF)

H petpwn) avt) petpdtat oav kKAAopa. Xtov apldpnty vndapyoov ot
ouCedelg TOV KAAOE®V TG ePAPHOYNG Hag ITOL Oev IIPOEPXOVIAL AIIO
KATN|POVOPIKOTITA, €V® OTOV MAPOVOPJOT] IIEPLEYOvTal OAeg ot mbaveg
o0Cevelg TOV KAAOEMV TNG EPAPHOYTG HAG.

Ilapayovtag IloAvpoppropov(PF)

Onwg Kat n IponyoLHeVT) HETPIKT), £TOL KAl ALTI] HETPATAL OV KAAOP.
Ztov  apunt)  vmapyxet 1o dfpowopa tov  pefodov  1mov
vrepkalvrrtoviat(override) oe 0Aeg T1g kKAdaoetg. OvolaoTKd, avtog eivat o
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HPAYHRATIKOG APOpog OA®V T®V MBAVOV KATACTACEDV IOV EPAPHROfeTal OtV
EPAPHOYI] PAG O TOADHOPPLOPOG. O MAPOVOPAOTHG AVAIIAPLOTU TOV HEYLOTO
appo Tov mBaveov endAKPITOV KATAOTACEDV ITOADPOPPLOHOD O P KAL)
®g 1o abpolopa tng kdbe xAdong, xat Tov aplpod TV véav pedodwv,
MOAANAAoaopévo pe tov aplipd TV amoyovev TG KAAoNG. Xav HEYLoTo
apdpo Oa propovoape va Oempr|COLHE TO YEYOVOG KATA TO OO0 OAEG O1 VEEG
peBodot mov dnAwvovtatl oe kabe KAAON vIIEPKANVITTOVTAL 08 OAeG TG KAAOELG
riov npogpyovtat(derived) amo avt).

Zmv  exova 35 PAénoope 1o  daypappa oe  UML g
AVTIKEWPEVOOTPaPoLg ekOoong Ttov matyviood “IIOZEIAQN”, xwoplg tnv
epappoyr) npotoneyv oxeditaong. Iapakdre @aivovtat kat ta anoteAéopata
OADV TOV HETPK®V IOV avagepbnkav napdardve, yia aoty vy ékdoor tov
Aty violoo.
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6.3 Awaypappa UML tng aviikelpevootpa@ong £K600ong

GameSoundManager

GameButtonControl

-3 oundsPath:std:vector=std:wstring =
-mpSoundmManager.CSoundManagert
-rnpSound:CSound®

+GameSoundhanager
+~GameSoundManager
+PlaySound:HRESULT
+AddSound:int
-InitSoundwoid

0.1

GameReelControl

-msusymbolsSurface:Direct305urface 8 (4]
-mReelAreaVisiblefrea
-rhReelMoving:hool
-rReslSymbols:std:vector<int=
-mnReelMoveStep:int
-mnReelFrarmes:int
-ranSymbolicthcing
-mnSymbolHeightint
-mnReelHeightint
-rnnStopFruitint
-mnReelvPosint
-mnReel¥Pos:int
-roTime:double
-rcStopTime:double
-mrcReelDestination RECT
-mrcFruitReels RECT[4]

-msurButtonsSurface:IDirect3DSurface 9™

enum
GameState

-mdTime:double
-mhlsPressed:bool
-mrcButtonPosition:RECT
-mdFlashTime:double

+IDLE:int
+REELE_MOVE int
+HInLint

+GameButtonControl

+~GFameButtonC ontrol
+Initvoid
+Rendervoid

]

Poseidwn

-msMame:std:wstring
-msPath:std:wstring

-rbvindowed:bool

-rmbverticalLock:bool
-mbTogglingFullScreen:hool
-hrHRESULT

-mreButtonsRectRECT(2]
-mpFont1D30xFont*
-mphiscFontID30XFont®

-mpTextSprite: D 30K Sprite™
-mpEffectID30KEfect™
-mpLine:D30xLine*
-rmpBackgroundSurface:Direct3DS urface d
-rmpSymbolsSurface: Direct3DBurface s (9]

+GameReelControl
+~GameReslContral
+nitvaid

+Renderyoid

+Movevoid
+SetReelDatavoid
+3etReslRectsvoid
+SetidthAndHeightvoid
+IsReelStopped:bool
-RectWidth:int

WisibleArea

-mpButtonsSurface:|Direct3DSurface 8*
-ranin:lang

-rmnCreditslang

-mnBetlong

-rbvinning:bool

-rnStopFruits:int [3]

-rmnyinR ateint

-mnBetStep:int

-rnMinBetint

-rmnMaxBetint

-mnCoinsSound:int
-mnRollReslsSound:int
-rmminSound:int
-mnhiloneyToWWinSound:int
-rmnCoingToBankSound:int
-rmnBetButtonSound:int
-mnRefs.unsigned int
-mrcReelDestination RECT
-mrcReelSource:RECT
-mrcFruitReels:RECT[4]
-mrcSpinButtonRect RECT
-mrcBetButtonRectRECT
-mpGameButtons:GameButtonContral™ [2]
-mpReelControl:GameReelContral* [3]
-rmpSoundManagerGare SoundManager®
-rmpGameState:GameState
-mpGamelogic:Gamelogic
-rmpGameBetianagerBetManager

+Rurint

+IncRefvoid

+DecRefvoid

+Posgeidwn

+~Poseidwn

-lsDeviceAcceptable:bool

-ModifyDevice Settings ool
-OnCreateDevice HRESULT
-OnResetDevice:HRESULT
-OnFrameRendervoid

-OnLostDevice void
-OnDestroyDevicevaid

-MsoProc LRESULT
-KeyhoardProcvaid
-StaticlsDeviceAcceptable:hoal YWINAPI
-StaticModifyDeviceSettings:boal WINAPI
-StaticonCreateDevice: HRESULTWINAPI
-SlaticOnReseiDevice HRESULTWINAPI
-StaticOnFrameRendervoid WIRAPI
-StaticMsgProcLRESULTWINAP
-BlatickeyboardProcvoid WiMNAP]
-StaticOnLostDevicevaid WINAP]
-StaticOnDestroyDevice void YWINAPI
-InitAppvaid

-RenderTextvoid
-CreateSurface:HRESULT
-CreateSurfacesAndCaontrals: HRESULT
-DrawReels void

-Drawtdain:voic

-DrawButtons void

-AddCredits void

-MoveinToC redits:void
-BetButtonClicked:void
-SpinButtonClickedvoid

-FindFruits:void

-LoadSounds void

-DravatinEffectvoid

+MediumPlayint
+HardPlay:int

enurm BRUm
Gamel ogic BetManager
+3oftPlavint +GreekBetManagerint

+EuropeanBetManagerint

enum
Buttons

+START_BUTTOM:nt
+BET_BUTTOM:int

Ewéva 35 Avdypappe UML TG OVTIKEIPNEVOGTPAPOVS EKOOONG




T{¢xog Nikoiaog, «AE10A0ynan yxpnons mpotdTwy GYeIiooHS GE TOYEPO TOLYVIOL»

6.4 Amnotedeopata Metpikowv

2TV ovvEXEld QAlVOVTAL TA AMOTEALOPATA TOV PETPLKMV Yl TNV AVTIKEIPEVOOTPAP!)
¢xdoor) tov “TIOZEIAQN”.

AvTiKeipevo CBO | CC | CF | LOC | LOCOM1 | NOA | NOO | PF | REC | WMPC1
BetManager 0 0 44 2 0 0 0
Buttons 0 0 1 2 0 0 0
GameButtonControl 4 8 64 0 5 2 4 8
Gamelogic 0 0 1 3 0 0 0
GameReelControl 3 11 157 21 16 8 5 11
GameSoundManager 7 10 84 0 3 3 5 10
GameState 0 0 9 4 0 0 0

Mivakog 1 AToteléiopato PETPIKAV Y1d TNV £€K6061 oV ogv £xovv epappootei [IpéToma Xyedioong

AmO Tta anoTeAeOpaTa TRV PETPIKOV avuto mov eivat Sekabapo eivat g To ovoTpa pag
dev éxet kaboAov TTIOALPOPPIORO, PLAG KAl O MAPIYOVTAS IOADHOPPLOHOD Yid TO OOOTHHA PAG
etvat pndevikdg. ‘Ooov agopd Ta damotedéopata TV dMov petpikov, Oa mnpemet va
OLYKpivOLHE TA ATIOTEAEOPATA ALTA PE TA AoTeAéopata mov Oa éxovpe amo TNV PeAET) TG
¢xdoong tov nayvidiov “ITOZEIAQN” pe v epappoyr) mpotdonmyv oxediaong. XtV ovvexela
axolovbet 1) pehetng g €kO00NG PE TV EPAPHOYT) IPOTOIIOV oXediaong.
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6.5 MeAetn £€K0001)G PE EQAPHOYT] IPOTOIMV OXeEdLAOTG

e aotny v €kdoon tov natyvidiov “IIOZEIAQN”, epappootnkav ta
Napaxkate® mnpotona oxediaong Singleton, Strategy, Command, Factory
Method xat State. Ztnv ovveyewa, 0a avagepbovpe ovvomtikda oe kabe éva
ario Ta IPOTLIId oxediaong mov ypnowponouonkav.

Singleton

To mpotomo oyxediaong Singleton e§aocgalifet ot pra kAaorn Oa exet
POVO €va OTLYHLOTLIIO KAt Hapexetl éva KABoAko onpeio mpooPaong oe avto.
Me tmv xprjon tov mpotomov oxediaong Singleton eSaopalifoope v
dnpovpyla evog kat povo avtikelpévoo, mephapPdavovtag pia etdikr) pebodo
KATAOKELI)G OTtypotonav|21]:

Otav xaleitat aotr) 1 pedodog, eAeyyel av KAMIO0 avTtikeipevo xet 110N
dnpovpynbet. Av éxet dnpovpynet, ToTe 1 pebodog emoTpépel anmmg Evav
deiktn mpog to vmapyov aviikeipevo. Av Oev éxet Odnpiovpynbel, TOTE 1)
p€Bod0g dnpovpyet eva vEo avtikelpevo Kat emoTpéPet OelKTr) IIPOg avTo.

['a va eSaopaliobet 0TL avtog etvat o povadikog tporog dnptovpyiag
AVTIKEWPEVOV AIIO TNV KAJOT, 0 KATAOKELAOTHS NG KAAONG OnAmvetat wg
rpootatevopevog (protected) 1 WOwwTKOg (private). Me tov tpomo avto, Oev
etvat dovatov va Onploopynbel éva avrikeipevo MAPAKAPIITOVIAG TNV
napanave k) pebodo.

Avto mov fa mpémet va avagepoope yla to mpotoro oxediaong
Singleton eivat to yeyovog nwg Oev eivat Sexabapo to Bépa g Staypagr|g too
AVTIKEPEVOD, OTO Omoio epappoletat to mpotoro oxediaong Singleton. Avto
To 0O¢pa éxel amaocyoAroel APKETA TNV KOWOTINTA TG HANPOPOPLKIG
yevikotepa. Zto natyviot “ITOZEIAQN’ epappootnke 1o mpotomo oxediaong
Singleton oe 60O HePUITWOELG.

H npotn nepintmon eivat o GameSoundManager, IIOL elvat Aoyiko ot Oa
TIpEreL va etvatl povadikog ya 1o matyvidt pag, kabwg oe OAo To matyviot pag
1] AEITOLPYIKOTNTA IOV AIIAITOVHE Ald TOV GameSoundManager, €lval 1) idia.
Egappolovtag to mpotomo oxediaong Singleton oe avtd to avrtikeipevo,
EMTOYYAVOLHE TO YEYOVOG va PNV xpetadetatl 1o maiyvidt pag va tpet éva
delktn MPog TO AVTIKEIPEVO GameSoundManager. XTIV €KOvd 36 @aivetdat 1o
dwaypappa UML tov avtikelpévoo GameSoundManager.

H 0evteprn meplmtmon mov epappootnKe, elvat o CreditManager. Eva
AVTIKEIPEVO TIOL Oev elYape OTNV MIPONYOLHEVH] €KOOON TOL MHAlYViOloL pag
KAl OKOIOg Ttov elvat va avalaPet v  ovvoAkn Owayeipion tov
povadwv(credits) oto mawyvidt pag. Onwg xat otV IePUIT®ON  TOL
GameSoundManager, €TI0l Kal €0® xpelalopaote oto maiyvidt pag povo éva
avTtikeipevo TOIOL CreditManager. Emttoyyxdavoope kat edo pe v epappoyt)
Tov mpotomov oxediaong Singleton, v Owaxeiplon T@V povadmv TOL
nawyvidoL pag, xoplg va ypewdletat va tnpovpe eva Oeiktn 1mpog To
CIVTlKEi].lEVO CreditManager.
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GameSoundManager

-instance:GameSoundManager”
-m3oundsPath:std: vector=std wstring =
-mpSoundanagerCSoundanagert
-mpSound:CEound*

+getinstance:GameSoundManager”
+PlaySound:HRESLILT
+AddSoundint
+DestroySoundmanagervoid
#GameSoundManager 0.1
#~GameSoundManager
-InitSound:void

Ewova 36 Avaypappo UML tov avrikeipévov GameSoundManager

Strategy

To mpotomo oxediaong Strategy opiet pia owoyévela alyopdpwmv,
TOVG EVOMPATOVEL KAl EMITPENEL TV evallayn petald avtov. To mpotoro
diver ) dvvatomra petaPolrng twv alyopibpwv, aveSdptnta amod Tovg
MEAATEG TIOL TOVG XPNOLpOnIooLV[21].

To ovykekpipeévo mpoOTLIO OXETICETAl APECA PE TNV AVAYKALOTHTA
OLXVI]G TPOIOIOINONG TOL AOYIOMIKOD KAt elval 100G TO IINEOV €LPEMG
XPNOOIIOIOD|EVO, AVESAPTHTOG TOL AV I EPAPHOYI| TOD YiVETAl AVTIANIITL
arno tov oxedwaot). Avayvopilet 0Tt o TOANEG eQAPHOYEG, DIIAPXEL HLa
YEVIKI] UAOCOPIA — OTPATHYLKI] IOV elval KO 0t MOANEG MEPUITWOELS, 1)
ODYKEKPUHEVT] DAOTIONN 0T, Op®G, KaDe eplIT®Oong elvat SlagopeTiky.

Ovolaotikd, vrdpyet évag yevikog alyopldpog (.. edpeon eAayiotov,
peytotov xat Owapecov pe TaStvopnor), n AeOTopePS OP®S DAOIIOINGCI) TOL
etvat dragopetikn) oe kabe mepimtoorn) (Mm.x. xprjon tasivopnong eooaiidag 1
Taltvopnong pe emoyr)). XTOV AVTIKEWPEVOOTPAPY] MIPOYPAPHATIONO, Td
AVOTEP® YAPAKTPLOTIKA IIAPAEPIIony ovvifwg oty kAnpovopikotta. To
npotorno oxediaong Strategy amotelel tv avipet®oion Tov IpoPArnparog
otPOPEVO OXL HOVO OtV KANPOVOHIKOTNTA, OGANd KAl OtV OLVEON
AVTIKEIHEVDV.

To mpotomo oxedlaong Strategy Pprike epappoyr) oto maiyvidt pag
otV Paotkr] KAAOI GameLogic IOV avaldpPdvetl v “Aoyikr)” pe v omoia
Oa nailet to mayvidt pag. Yndapyxoov Tpelg DAOIIOW)OELG TG KAAOIG GameLogic
Ol KAJOELG SoftPlay, MediumPlay KAl HardPlay. ADTEG Ol TPELG KAAOELG elvatl
Tpelg Stagopetikeg “Aoykég” yia to matyvidt pag. Kata mv apyuonoinor) too
Aty ViOloL Hag ap)KOIOOVHE TNV Hid A0 TG TPEWG IAPAYDYEG KAAOELG, TIOD
Oé\oope va xpnOHOIOU|00VHE. ZOYKEKPIHEVA HE TV SoftPlay AOYIKI] TO
natyviot pag naiet oe éva mooooto kepdovg 90%, pe TV MediumPlay AOYIKN
1o matyviot pag naifet oe éva moocooto kepdovg 60% xati, TENOG, pe TNV
HardPlay AOYIKI] To matyvidt pag nailet oe éva mooooto kepdovg 30%. Ztnv
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ewova 37 @atvetrat to daypappa g epappoyng Tov mpotvrov oxediaong
Strategy oto mawyvidt pag.

Gamel ogic

+FinciGameStopCombinationvaid

SoftPlay MediumPlay HardPlay

+FindGameStopCambinationyaid +FindGameStopCambinationyaid +FindGameStopCambination:woid

Ewova 37 Avaypappe UML Tov avrikeipévov GameLogic

Command

To mpotomo oyxediaong Command yprotpomnoteitat otav KArmowa
AVTIKEIPEVA TG  EPAPHOYI)G MG TIPEHEl VA  EKTEAEOOLV  KATIOLEG
Aettovpylieg[22], xopig opwg va yvaopifoov Aemtopépeleg yia Ty Aettovpyla
11ov Oa mpermet va ekteNeoTel 1) yid TOV AITOdEKTH) avTr|g TG Aettovpyiag.

1o mawvidt “TIOZEIAQN” epappodotnke 10 mpotomo oyxediaong
Command Onpovpywvtag v Paocikry KAAOn GameCommand, dIIO OIOD
IIAPAYOVTal OAeG Ol EVTOAEG TOL HMALYViOlo0 Pag KAt pida evioArn (command)
ChangeCredits, IIOD OKOIIOG TNG &lval va PeTAPAANetl TV TIn] TOV PHOVAO®V
Tou mawyvidwoL pag. Me avtd tov tpomo Oev amatteitat dmo KAIolo
avtikeipevo tov matyviolov pag mov Oelet va petaPfdaider tig povdadeg tov
ratyvioloL pag, va “yvepilel” to mooeg povadeg exel o malyvidl pag. Znv
ewova 38 gatvetat 1o dwaypappa UML tov avtikelpévoo GameCommand Kdt
ChangeCredits.

Garmel onnnand

+Executewoid
FGameZommand
F-GameTommand
#ONExacavoicd

1

ChangeCreditsCommand

FmnCreditsAmountToZhange:int

+ChangeCredits Command
+0OnExecutewaid

Ewova 38 Avaypappa UML tov avrikepévov GameCommand
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Factory Method

To mpotomo oyxediaong Factory Method yxpnowonoteitat otav p
EPAPHOYT] PaG EXEL TNV AVAYKN VA SNPIOLPYTOEL KATIOW AVTIKEIPEVA II00 v
etvat dragopetika xabe gopa[22]. H epappoyn) pag, dnhadr), yvepilet Ot éxet
MV avaykn Onplovpylag KAmolov AVIIKEWPEVOD TOIoL A, Xwpig Opmg va
yvepilet molov amdyovo akpifmg tov avrtikelypévoo tomov A Oa mpémet va
Xprotporoujoet kdbe gpopd.

Zav napadetypa Oa PIopovodape va avagEPOvE TNV EQAPHOYI] TOD
rpotoniov oxedtaong Factory Method oto mayvidt “ITOZEIAQN”. Ynapyet n
avaykn oto mayvidt pag va Onplovpyndel evag BetManager, IIOD
avalapPaver mv petaPorn tov movrapiopatog(Bet) tov maiyvidiov pag.
Oe®p®VTAG TIMG LIIAPYOLY dlabeolpol APATIdV® ATIO €VAG BetManager, £VAG
yla otav nailetat to matyvidt pag oty ENAada kat évag yia otav nailetat to
natyvidt pag oty Evpornn, 1o mayyvidt pag dev yvopilet molog etvat avtog
oo Oa mpemet va ypnowonodei kabe @opd, mapa povo Ot Ba mpémet
ONOOONTIOTE VA XPIOLHOIIOU)OEL EVAV €5 AVTAOV.

AnA®voope Vv Paocikr) KAAON Creator OTO IALYVidl pag mov eivat n
Bdon yia 0Aovg Tovg dnpLoLPYODG KAl TV HAPAY®DYT KAJOI) ConcreteCreator
oo [pioket e@appoyr) to mpotono oxediaong Factory Method xat
avalappavetr va emotpéyel oto Iatyvidt pag tov KATAANAO BetManager.
2oykekppéva, dapalovrag pa podpton oe éva apyeio pobpicewv(ini) too
HCIIXV161015 pag, © ConcreteCreator YV(DpiCEl TIO10G BetManager Oa Hpél‘l?_l va
dnpovpynbet kabe popa xat emotpepetal oto nayvidt pag ywa xpron. Me
aouTOV TOV TPOMIO HIOPOLHE HEANOVIIKA va mpoobéoovpe xat dAAovg
aroyovoug tng KAAONG BetManager, X®PIG VA XPELAOTEL va KAVOLHE KATIOW
alayn oto mavidt pag, mapd poOvo oty KAAON Creator  Kdl
ConcreteCreator. 2tV ewova 39 @atvetrat to Aoyiko daypappa UML g

vlomoinong Ttov mpotomov oxediaong Factory Method oto maiyvidt
“TTOZEIAQN".

Betfanager Creator

#FmnhlinBetint
#FmnhlaxBetint
#FmnStep:int
#FmnBetint

+WizikeBetianagar Betlianagar™

+Betimanager
+~BetManagear
+lncregseBet boal
+DecregseBet boof
+GetBetint

+GetMinBet:int
= +GethaxBetint

ConcreteCreator

+MakeBetManager.BEetmManager*

GreekBetManager

EuropeanBetManager

|
|
|
|
|
|
o — — — —— r—

+GreekBethanager
+IncreaseBethoaol
+DecreaseBetbool

+EuropeanBetmanager
+IncreaseBethoaol
+DecreaseBetbool

Ewéva 39 Avaypappo UML tov tpotimov oyediaong Factory Method oto mavyvior pog
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State

To mpotono oyediaong State ypropomnoteitat OTav 1 COPIEPLPOPA EVOG
avtkepévoo eSaptatat amd TV KATAOTAOn oty omoid Ppioketat xdabe
otypn)[22]. Aot 1 OOPIIEPLPOPAE TOL PITOPEl KAl MPemel va aAAdlel otav
Pploketat oe Aettovpyia 1 epappoyny pag, Paoclopevn xabe @opd otV
TPEXOLOA KATAOTAON TOL aAvVIKepévoy pag. Onwg, kabe gopd vridapyet povo
pa mbavr) Kataotaon yid 10 avTKelpevo pas.

To mpotomo oyxediaong State eivar 1o mo xpilowpo ywa To maiyvidt
“TIOZEIAQN”. Avto mpokOIITel AI10 TO yeyovog OTL TO Hatyviol pag, Onmg Kat
kabe mawyvidy, éxet moAeg mbavég kataotaoelg otig omoieg xabe @opa
aMaloov yua napadetypa ta dedopéeva noov Oa npenet va {oypagilotovy otny
oBovn pag, xabwg xat xatd moco emrpénetal 1 aAnAenidpaocn damo Tov
XP1)0T) EKELVY] TNV OTLYHL).

ZoyKekppeva fa prnopodOoape va ava@epovpe MG OTo Imatyvidl pag
dtaxpivovrtal Tpelg Kataotaoelg. Tnv mpotn Katdaotaor) Ty ovopdloope Idle.
2e auTr) TV KATAOTaol 0 IAIKTHG PIIopet va rmpoobéoet povddeg oto matyvidt
pag, va petaPalet To IOVTIAPIOPA TOV, va emAéSet v 6000 ard to matyvidt
1] VA IIAT0el TO KOLHIIt Start, @ote va apyloet 1) Kivion T@V TpoY®V. e aotn
TNV KATaoTaon ot tpoxot pag dev Ppiokovtat oe Kivnon).

H enmopevn xatdotaorn tov naiyvidlov pag ovopdadetdatl SpinState Kdt
avalapPavet va Kivroet Tovg TPOoXoLS pag. Xe duTn TNV Katdotaon Oev
EMTPENETAL OTOV XPNoty 1) aAMnAemidpaon pe Vv epappoyr) pag. Mol
OTAPATI)OODV OAOL O TPOXOL Pag va Kivoovtdl, TOTe avaAOy®g TO AIIOTEAEOpRA
oo Oa exel é¢pbet oTOLG TPOYOVG paAG, KAAelTal 1) EMOMEVI] KATAOTAOL TOL
Aty ViOlod pAg MO ELVAl 1) WinState, £POCOV O OLVOLAOCPOG IOV &xel £pbet
OToLG TPOYOVLG pag kepdilet, OLAPOPETIKA KAAElTAl 1) KATAOTAON Idle IOV
ava@épbnke naparndave.

2TV KATAOTAOl WinState O IAIKTNG EVIHEP@VETAL yld TO MOOCO IIOD
KePO10e Katl MPAYPATONOOLVTAL Ta KATANNAA ep@e (wypa@ixi)g. ‘Onmg kat
OTIV KATAOTAon) Idle, £TOL KAl £dw, o1 Tpoyotl pag dev Pplokovtal oe Kivnor).

v ewova 40 gatvetrat 1o Aoyiko Swaypappa UML g vAomnoinong
Tov npotvrov oxediaong State oto maryvidl “ITOZEIAQN".
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GameState

#mpGame:Poseidwn®
#mnlDint

+Initboal
+Renderyvoid
+Handlekeyhoardvoid
+HandlaMousebaal
#Gamestate
#~GameState
#ChangeStatevaid

IdleState
SpinState
WinState -mpState:ldieState™
-mpState: SpinState* -mnzoins3Sound:int
“mnRoliReelSound int -rnp StateWinState™ -mnBetChangeSound:int
SFnRinSaund:int -mmitfinSound:int
-mhCoinsSoundint -mnkoneyTovinSound:int +Instance: GameState™
-miCoinsTaBankSound:int +|nithoal
+Instance:GarmeState™ -FrameCounterint +Handlekeyhoard:vaid
+hitboal -TmpFramecounterint +HandlemMouse:bool
+Rendervoid -points:D3ADXYECTORZ[2] #dleState
#£5pinState #~ldlastate
#~SpinState 0.1 Instance.GameState” -OnStatButtonClickedvoid |
~FindStapF ruits-vaid +nitbool -OnBetButton Clicked:void -
+Rendervaid " -AddCradits void
#iinState -
#-AinState

Ewova 40 Avaypappo UML tov wpotomov oyedinong State oto maryvior “IIOXEIAQN”

OAn avtr) n Swadwkaotia pe tig mOavég KataoTdoelg Tov Iatyvidlod pag
aivetat apketd mepimlokn. eyovog, opwg, eivar ott 1 Paocikr] kKAAorn Tov
Aty vidloL Pag Poseidwn £XEL YiVEL TOAD piKpOTePr) oto péyebog kat etvat mo
€OKOAO yla KdArowov 1mov Ba épbet mpwtn @opa oe emagr) pe Tov KoOKaA TG
epappoyng pag, va xatarormiotel. Emtong, etvat avtovonto nwg o Kmdikdag pag
elvat MOAD mo &eOKOAO va ovvinpndet oto peAov 1 axkopn kat va
tpontortoOet. [Napaxkdatm @atvetat 1) KAAOnN GameState MO eivat 1) KAdon arod
Vv omota mpoépyoviat OAeg ot mbavég KATAOTACES TOL MHAlXVIOo0 HdG.
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6.6 GameState

2TV ODVEXELA PALVETAL I] DAOIIOINO TG KAAONG GameState, IOV &lvat 1] KAJON ario
TNV oroid ImPogpyovIdal OAeg ot MOAVEG KATAOTAOELG TOL ALY VIOloD pag.

#pragma once
#ifndef GAMESTATE H
#define GAMESTATE H

#include "Poseidwn.h"

class GameState
{
public:
virtual bool Init() { return true; } //Init of state.
virtual void Render( float fElapsedTime ) {} //Rendering.
virtual void HandleKeyboard (UINT nChar, bool bKeyDown, bool bAltDown) {}
//Keyboard Handling.
virtual bool HandleMouse( UINT uMsg, POINT pt, WPARAM wParam,
LPARAM lParam ) {return false;} //Mouse handling.

protected:
friend class Poseidwn;//Corelation with Poseidwn Game
GameState ( Poseidwn* pgame, const int nID );//Constructor of
//state,needs a pointer to
//Poseidwn game and an
//1ID.
virtual ~GameState():; //Destructor of state.
void ChangeState( GameState* ); //State transition
protected:
Poseidwn* mpGame; //Pointer to the game.
int mnID; //State ID.
}i
#endif
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O kataoxkevaotng g KAAONG GameState XPELACETAl OAV MAPAPETPO TO MAY VIO
RAG, ®OTE VA €XeL IPOOPaAot) 0 OAeG TIG 1O10TITEG KAl OLVAPTIOELS TOL Al VidloD, Kabmg
Kdt éva ID Iov elvat povadiko yia kabe Gamestate oo Ha dnpiovpyrjcovpe.

#include "dxstdafx.h"
#include "GameState.h"
#include "Poseidwn.h"

/*k*k

Constructor of state, needs a pointer to Poseidwn game and an ID.
*/

GameState: :GameState ( Poseidwn* pgame, const int nID )

{
assert ( pgame!=0 );
mpGame = pgame;

mnID = nID;

/**

Destructor of Game State.
*/

GameState: :~GameState ()

[Tapaxdate @atvetrat 11 Paoikr) pebodog Changestate ( GameState* pstate ) IIOD
avalappavet v petaBaocn amnod Ty pia KATdotaot) Tov natyvidlov pag oe alAn.

/*k*k
State transition.
*/
voilid GameState::ChangeState( GameState* pstate )
{

assert ( pstate!=0 );

if ( mpGame )

mpGame->ChangeState ( pstate );

2V ovveyela gatvetat oav napadetypa 1 pla amo tig Tpelg mbaveg Kataotaoelg
tou “TIOZEIAQN”, 11 Katdotaon IdleState. Xe ALTY TV KATAOTAOL TO HAXViOl pag exet
“ermagr)” pe Tov Xprotn, mov pIopet va eoayet xprjpata oto nawxvidt, va petaPaliet to
IOVTAPLOPA TOVL KAl vd IAthoet To Kooprt “Start”, mote va apyioet i kivion tov Tpox®V.
Aoty 1 katdotaon Ttov ndividov pag Oa pmopovose va  XApaxkInplotel ®¢ 1)
ONUAavTkoTepn), av Kat Oev amatteitat ) {OYPAPKr] KAIO00 EPPE.
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6.7 IdleState

#pragma once
#ifndef IDLESTATE H
#define IDLESTATE H

#include "GameState.h"

class IdleState : public GameState

{

public:
static GameState* Instance(); //Instance of the IdleState
virtual bool Init(); //Init of the IdleState
virtual void HandleKeyboard( UINT nChar, bool bKeyDown,

bool bAltDown ) ;
//Method for Handling Keboard
virtual bool HandleMouse( UINT uMsg, POINT pt, WPARAM wParam,
LPARAM lParam );

//Method for Handling Mouse

protected:
friend class Poseidwn;//Corelation with Poseidwn Game

IdleState ( Poseidwn*, const int nID );//Constructor
virtual ~IdleState():; //Destructor

private:
void OnStartButtonClicked(); //Handling of Start Button Click
void OnBetButtonClicked() ; //Handling of Bet Button Click
void AddCredits (int amount); //Adds credits

private:
static IdleState* mpState;//pointer of Idlestate;
int mnCoinsSound, mnBetChangeSound;//Sounds

}i

#endif
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O xataokevdotr)g g KAAONG IdleState Ypelaletal oav MAPAPETPO, ONMG KAl O
KATAOKELAOTHG TG PAoikr|g KAAONG GameState, TO HALXVIOl pag, ®OTe va éxet IpOoBaot) oe
OAeg T1G 1O10TNTEG KA OLVAPTIOELG TOL IALX V100, Kabmg Kat To ID TOL IdleState. 2 ALTO

10 onpelo mpooBEtoviar OTOV  GameSoundManager Ol I]YOl IIOD IIPOKELTAl Vd
XPNOpoIIon0ovV OtV OLYKEKPIHEVT] KATAOTAOL TOL Aty Voo pag.

#include "dxstdafx.h"

#include "IdleState.h"

#include "SpinState.h"

#include "Poseidwn.h"

#include "GameSoundManager.h"
#include "CreditManager.h"
#include "ChangeCreditsCommand.h"
#include "SystemUtils.h"

#include "BetManager.h"

IdleState* IdleState::mpState = 0;

namespace
{
WCHAR Buf [MAX PATH] = L"";
}i
/= e
/= e
/**
Constructor of IdleState
*/
IdleState::IdleState( Poseidwn* pgame, const int nID ) : GameState (pgame,
nID)

{
mpState = this;

mnCoinsSound = GameSoundManager::getInstance () ->AddSound( mpGame->mPath
+ L"\\Media\\Sounds\\Coins.wav") ;

mnBetChangeSound = GameSoundManager: :getInstance () ->AddSound (
mpGame->mPath + L"\\Media\\Sounds\\Bet.wav" );

/**
Destructor of IdleState
*/
IdleState::~IdleState()

H napaxdte pédodog emotpé@et To OTLYHIOTOIIO TG KAAONG Idlestate.
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/*k*k

Returns the instance of the IdleState
*/

GameState* IdleState::Instance ()

{

return mpState;

Zmv napakdto pébodo yivetat 11 apyKOMmoinon TG KAtaotaong IdleState TOD
rayvidlov pag.

/**

Init of the IdleState
*/

bool IdleState::Init ()
{

return true;

Me v napakdte pédodo propovpe va Xeyplotovpe pnvopata DANKTPoAoylov, ta
onoia mpowbovvtat amod to matyvidt pag xabe @opd otV TPEXOLOA KATAOTAO TOL
natyviood pag. Etot, oe xabe kataotaon tov maiyvidiod pag xeypllopaocte exkeiva ta
PNVOpATa oL pAg eVOLAPEPOLY OTNV OLYKEKPIPEVT] KaTtdaoTaon. Me avto Tov Tpomo, to
ratyviot pag xet “eAagpovvel” aro Tov YEPLopO PNVORAT®V TOL XP1OT.
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/**
Handling Keyboard messages
*/
void IdleState::HandleKeyboard (UINT nChar, bool bKeyDown, bool bAltDown)
{
if ( bKeyDown )
{
switch ( nChar )
{
case '2':
{
AddCredits (10) ;
}
break;
case '3':
{
AddCredits (100) ;
}

break;
case 'b':
case 'B':

{
OnBetButtonClicked () ;

}

break;
case 's':
case 'S':

{
OnStartButtonClicked () ;

[Tapopolwa pe mapamdave, 1 pédodog mov axolovbel ypnowpomoteitat yia va
XEPLOTOVE PNVOPATA ATIO TO MOVTiKL IOV pag IpomBet to mmatyvidt.
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/**
Handling mouse messages
*/
bool IdleState::HandleMouse ( UINT uMsg, POINT pt, WPARAM wParam, LPARAM lParam
)
{
switch (uMsqg)
{
case WM _LBUTTONUP:
{
if(pt.y >= mpGame->mrcSpinButtonRect.top &&
pt.y <= mpGame->mrcSpinButtonRect.right)
{
if (pt.x >= mpGame->mrcSpinButtonRect.left &&
pt.x <= mpGame->mrcSpinButtonRect.right)
{
OnStartButtonClicked() ;
}
}
if (pt.y >= mpGame->mrcBetButtonRect.top &&
pt.y <= mpGame->mrcBetButtonRect.right)
{
if (pt.x >= mpGame->mrcBetButtonRect.left &&
pt.x <= mpGame->mrcBetButtonRect.right)
{
OnBetButtonClicked() ;
}

break;

}

break;

}

return true;

H napaxato pebodog xaleitat otav o naiktng rmpoobetet povdadeg oto mmatyviot pag.
H npoobeon) tov povadav emttoyyavetat KAA®@VTAG TNV €VTOAL) ChangeCreditsCommand IIOD
EYOLpE dNIIOLPYTOEL Yd ALTO TOV OKOIIO.

/**

Adds Credits to the game.

*/

volid IdleState::AddCredits (int amount)

{
ChangeCreditsCommand* mpChangeCreditsCommand = new
ChangeCreditsCommand (amount) ;
mpChangeCreditsCommand->Execute () ;

GameSoundManager: :getInstance () ->PlaySoundW (mnCoinsSound) ;

H mnoapaxdate pébodog xaleitat oOtav o MHaiktg HOAtoel 1O KOOPIIL
“Start”, eAéyxet TIg HOVAOEG IIOL LIIAPYOLV AVLTI) TNV OTLYHI) OTO HAlY VIOl HAG KAl AV AUTEG
elvatl TOLAAX10TOV 10€g pe TO €MAEYHEVO TTOVTAPIOPA IOV €XODHE AVTH TV OTLYI), TOTE O
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ENEYXOG TOL IALYVIOIOD HAG HPETAPEPETAL OTNV EIMOPEVI] KATAOTAON SpinState, MOTE VA
apyloet 1 Kivnon ToV TpoX®V.

Av ot povadeg Tov Hatyviolov pag dev eNAPKOLY, TOTE PELWVETAL TO IIOVIAPLOR TOD
Aty ViOlo0(EQOoOV avto eival peyaAdTEPO dAIO TO AdXY10TO dLVATO MOVIAPIONd) Kt
Kalettat Sava 1) idwa pebodog, wote va yivel amo Ty apxr) o EAeyXog yid To av ot povadeg
TOL IAyViOl00 paAg elvatl HeyAaADTEPES 1) 10€G HE TO ITOVTAPIOPA ITOL £XOVHE eMAESeL.

/**

Handles Start Button Click event. Checks if we have credits at least equal to
Game Bet so as to change state and pass to SpinState.

*/

void IdleState::0OnStartButtonClicked()

{
mpGame->mpGameButtons [START BUTTON]->Init();

if (CreditManager: :getInstance () ->GetCredits () >=
mpGame->mBet->GetBet () )
{
ChangeState (SpinState::Instance());
}
else
{
if (CreditManager::getInstance () ->GetCredits () >=
mpGame->mBet->GetMinBet () )
{
mpGame->mBet->DecreaseBet () ;
OnStartButtonClicked() ;

H mnapaxdte pédodog kaleitat oOtav o maikmg HOAtioel 10 KOOI
“Bet” xat petaBdalAet To movtaplopd Tov IatyvidloL pag.

/*k*k

Handles Bet Button Click event

*/

void IdleState::0OnBetButtonClicked ()
{

GameSoundManager: :getInstance () ->PlaySoundW (mnBetChangeSound) ;
mpGame->mpGameButtons [BET BUTTON]->Init ();

mpGame->mBet->IncreaseBet (CreditManager: :getInstance () ->GetCredits());

Zmv ewova 41 napovowaletat to dStaypappa UML ya v eékdoon too matyvioiov,
otV omoia éyovv epappootel mpotona oxediaong.
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6.8 Awaypappa UML 1ng éxdoorng pe e@pappoyn npotonwv oxediaong

GameCommand
ehurm GameState
Buttons enum
GAME STATES #mpGame:Poseidwn®
+START_BUTTORint #FmnlDint +Executevoic
+BET_BUTTOM:int +ldleState|Diint #¥GameCommand
- +SpinstatelDiint J—— #~GameCommand
“WinStatelCint = — HOnExecutevoid
+HandleKeyboardwoid
+HandleMouse:bool

#GameState
#~GameState
#FChangeStatevaid

ChangeCreditsCommand

77777777777 #mnCreditsAmountToChange:int
GameSoundManager b - ————— - - o= _I .
. 1 +ChangeCreditsCommand
-instance:GameSounditanager:
“mSoundsPath:std vertor=std wstring> LD TOnExecuteold
- . Spinstate
rmpSoundManagerCSoundManager NS tas S ——— ;
“mpSound.caound® mnCoingSound:int |
-mpState:SpinState” N ) : !
elinetance GameSaundAnage Enc I s iS U -mpState:winState -mnBetChangeSoundint | ———————
gelinstance.GameSoundManager” R “mnisinSound:int
i Soind IRESEE L | ncoinssoundint -mnMoneyTowinSound:int +Instance:GameState™ [——————————-
aacoand it -mnCoinsToBankSound int Tnithool !
+DestroySoundManagervaid i e e nithoo! 1
#GameSoundifanager 0.1 *instancesameState® e !
#~BamesountManager +nitbool R T S L LRl CreditManager
e o e -points D3DXVECTOR2([2] #ldleState
#SpinState FRdleSisie -mncreditsint
M #~SpinState 0.1 HnstanceiGameState” -OnStantButtanClicked-void instance: creditanager®
> )
| -FindStopFruits vaid +Inithool -OnBetButtonclickedwoid | 21 -nstance.Credihianagert
| ;5\‘?””5"‘:(:”‘“ At CLTIERI +gefinstance.CreditManager
| ot = *GetCredits:int
| +SetCreditsvaid
} T «DestroyCrecitvanagervoid |
i | #CreditManager
i #-~Creditianager
Betlanager Poseidwn
#mnMinBetint o -msName:std:wsiring
#mnMaxBetint -mPath st wstring
#mnstepint -mEindowe ool
Creator
#mnBetint -mbVerticalLock:bool
-mbTagglingFullScreenhool
+BetManager -hrHRESULT
+~Beiianager +akeBetManager Betanager _mreButionsRectRECTZ] e
cieasebetboc) HOC LR o -rrsurBUtonsSurfac eI Direct3DSUfaced™
+DecreaseBetboo -mpMiscFontiD3DXFont™ o e
+GetBetint -mpTextSprite: DIDXSprite™ o
+GeminBetint -MpETectID3DXETect o e
+GetMaxBetint -mpLine:D30XLine* 0.1 oo
ConcreteCreator -mpBEackgroundSurface Direct2DSurfaced™
-mpSymbolsSurface:Direct3DSUMaces™ (9] N
-mpButtonssurace: Direct3DSurfaces™ (RIS i (il o]
N e i +~GameButlonControl
MakeEetManagerBetitanager™ I T
— LS R AL +Rendervoid
Eur | | -mhBetiongy
- -mEwinnIng:bool
lo -mnStopFruits:int [3]
<0 \ager \ager 1 -mrcReelDestination RECT
+increaseBetbool +ncreaseBetbool -mreResiSource RECT
+DecreaseBethool +DecreaseBethool -mreFruitReels RECT4]
-mreSpinButtonRectRECT

-mreBetButtonRect RECT
-mpGameButtons:GameButtonCantral™ (2]
- -mpReelControl:GameReelContral* [3]
-mpGamelogic:GameLagic*

-mFactory. ConcreteCreator
-mBetBetManager

-mnRefsunsigned int

-mGameStates std: vector=GameState
GameReelControl -mpGameState:Garme State”
-mpGamePrevious State:GameState™

-msurfSymbolsSurface: Direct3DSurfaced* (4]

-mReeltreavisibleArea +Runiint
-mbReelMoving:bool +IncRefvoid
-mReelSymhbols:std vector<int- +DecRefvoid
-mnReeltoveStep:int +Paseitin
-mnReelFrames:int +~Posgidn
-mnSymholfidthint -IsDeviceAcceptable boal
-mhSymbolHeightint -ModifyDeviceSettings bool
-mnReelHeightint -OnGCreateDevice HRESULT
-mnStopF ruitint -OnResetDevice: HRESULT
-mnReelYPosint -OnFrameRenderyoid
-mhReelPosint -OnLostDevicevaid

f:(runl -mdTime double -OnDestroyDevicewoid

VisibleArea “mdStopTime double [ “MsgProcLRESULT
-mreReelDestination’RECT -KeyboardProcvoid

+Startint e o preFruitReels: RECT] -StaticlsD ool VINAPI

e -StatitModiyDevite Settings hool WINAP|
+GameReelControl ~StaticOnCreateDevice: HRESULTWINAP|
+~GameReelContral -BtaticOnResetDevice HRESULTVWINAPI
+hitvoid ~StaticOnFrameRender:void WINAPI

+Rendervoid ~StatitMs0Proc LRESULTWINAP|
+Move:vaid ~StatickeyhoardProcvaid WINAP
+SetReelDatavoid -StaticOnLostDevice void YWINAP]
+SetReslRacts it “StaticOnDestroyDevicemvoid WANAP|

+GetwidthAndHeightvoid -Initappovaid

+IsReelStopped:hool -RenderTextwoid

-Rectidthint -CreateSurface:HRESULT
-CreateSurfacesAnd Controls HRESULT

visibleArea -DrawReelsvoid

-Drawttainvoid
-DrawButtonsvaid
-AddCreditsvaid
-CreateGameStatesvoid
-ChangeStatevoid

0.1
Gamel ogic
pCombinationvoid
SoftPlay MediurmPlay HardPlay
+FindGameStopCormbinationvoid +FindGarmeStopCombinationwold +FintGameStopCombinationwoid

Ewéva 41 Avdypappe UML g £kdoong pe epappoyn Tpodtornmv oyedioong
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6.9 Xoykplon TV 600 CVOTNHATOV

2TV ovveXELd QPALVOVTAL Td AIIOTEAEOPATA TOV HETPIK®V Y1d TV KOOI ITOL €xouV
epappootel ta npotona oxediaons. [a evkoAia Tov avayveotn apéong PeTd LIIAPYOLY
Savd ta AroTeAeoPATd T®V PETPIKAV TG AIIALG AVTIKEPEVOOTPAPOLS €KO0OTG IOV elyape
avaQepel NAPAIAV®, MOTE I OLYKPLON HETASL T®@V OVO AMOTEAEOPATOV Vd elval Imo
EOKOAT.

101



T¢éxog Nikoloog, «AE1oloynan ypnong mpotdmwy cyeoiaons o€ ToXEPO TOLYVIOLY

AvVTIKEIPEVO CBO [ CC | CF | LOC | LOCOM1 NOO | PF | RFC | WMPC1

[BetManager | o | 7| |27 | 15 | 4 | 5 | | 7 | 7
--_-
-n—-u-
| EuropeanBetManager | 0 | 9 [ [ 61 | | o | 2 | | 7 [ 9 |
ﬂ--_--_

[ Gamelogic | 0 [ 1] [ 10 [ | o | 1 [ | 1 | 1

| GameSoundManager | 7 [ 13| [101 | 5 | 4 | 5 [ | 7 | 13

| GreekBetManager | 0 [ 7 | [ 48 | | o0 | 2 [ | 7 | 7

IdieState | 11 [ 16| [ 142 | 30 | 3 | 7 [ | 22 | 16
|

WinState 8 14 133 2 7 3 13 14

AvTIKEipEVO CB C |CF |[LOC | LOCOM1 | NOA | NO F FC | WMPCA1

[ BetManager | o | o | |4 ] | 2 | o | | o[ o |
| GameButtonControl | 4 | 8 | |64 | o0 | 5 | 2 | | 4 | 8 |

| GameReelControl | 3 |11 | [1s57] 21 | 16 | 8 | | 5 | 11 |

MMivokog 3 Anoteréopata PETPIKAV Y1 TNV £KO061 OV Jdev £ovv epappootel IlpdTuma Xyediaong
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A) Z0yKp10H @G TPOG TO OVVOAIKO 0VOTHHUA

Eivatl mpo@aveg g 1) MAAoTLyyd yePVeL IIPOG TO COOTNHA TIOL £XOLV
epappootel mpotora oxedtaong. Paiverar pra ovvoAikn) Peltioon Tov
ovotjpatog. ITio ovykekpipéva, CLYKPIVOVTAG TA AMOTEAEOPATA MG IIPOG TO
oLOTN A IIAPATNPOLHE TA €8NG:

H X6Zevén Metadd Khaoewv(CBO), av kat ehayiota, éyet petwbet.

H Koxdwpatikn Iolordoxkornta(CC) peiwbnke Katd moAo.

O Hapayovrag Z0Cevéng(CF) exel pewwbetl mapa moAo.

Eniong, n EMeyn Zovektikotnrag Mebodov(LOCOM1) pewwbnke xata
TIOAD.

O Ap1Budg 1610tTv(NOA) xat o Ap1Budg Aeitovpy1ov(NOO) petwbnkav.

IToAD onpavtikd otoieilo elval Nmg TOPA OTO OLOTNUA HAG €XOLHE
IIOADHOPPLORO KAl avtd @aiveral amo Ty pn pndeviki) tpr) tov [lapdyova
IoAvpoppiopov(PF).

Tehog, Opaotika pewwbnke xat 1 Zrabuiouévy  Ilolomdoxornta
Khaong(WMPC1).

ATIO Ta anoteAéopata avTtd OLPIIEPAIVOVHE MG TO CLOTNUA Pag EXEL
A0V AyOTePT] TOADIIAOKOTITA O OXE01) He TNV AVTIKEPEVOoTPAPt) €KO00T),
L€ OLVEMEW VA €lvAl IO EDKOAA OLVTNPTOIOG O KOOKAG PG,

Oa mpénet va ava@epovpe oav Mapatnpnon nwg o Apibuog Ipauuwv
Kodika(LOC) avdnbnke, yeyovog moo elvatr amoAvta AOylKO, Hlag Kat O
KOOKAg pag €xet avinbel katd mMOAD pe TV EVOOUAT®OON TOV IPOTOII®V
oxedlaong. Emiong, 1o Zovodo Amoxpwousvov Mebodwv(RFC) ota &vo
ovoTpata éxet mapapetvetl apetdBAnto.

B) Zoyxpion wg npog tyv kAaony Poseidwn

2TV OLVEXELd HIIOPOLHE VA OLYKPLVOLE TA AIMOTEALOPATA G IIPOG
TV KAJON Poseidwn IIOD elvail 1 xvpla kAdorn tov maiyvidov pag. Edw
IIAPATHPOLHE Ta eCNG:

H 20¢evdn Meradd Khdoewv (CBO) avdrOnke eAayiota.

H Koxhwpatixny Iolvrhoxkornta(CC) peiwbnke Katd moAo.

O Ap1Buog ILpapuwv Kooka(LOC) petwbnke katd moAo.

H EMepn Zovektikotnrag Mebodov(LOCOM1) peimbOnxe.

O ApiBuog Io101n1ev(NOA) kat o Apibuog Aeroopyiov(NOO) emiong
petwdnkav.

To Zvvolo Aroxprvopevov Mebodov(RFC) avdrOnxke.

Tehog, Opaotika pewwbnke xat 1 Zrabuiouévy  IloAomdoxornta
KAaong(WMPC1).

Onwg @atvetat anod ta anotedéopatd, oxedOv oe ONeg TG HETPIKEG
elyape onpavtikr) peiworn). Apa kat ed® 1) KAAOT Poseidwn €€l IAEOV AyOTEPT)
ITOADITAOKOTITAL.

Ot napaxdtm petpikég Oev onpelmwoav peiworn): Loevdn Meralp KAdoeov
Kat 1o Xovodo Amokpwopevov Mebodwv omov eivat Aoywo va €xoope
peyalvtepeg Tipeg, Kabwg otnv ékdoorn pe TV eQappoyr) Ipotdnmyv oxediaong
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DIIAPXEL PEYANDTEPI] OLOYETION AVAPEOA OTNV KAAOI Poseidwn KAl Of AANeG
KAJOELG TOL OLOTIATOG KA.

I') Zoyxp1on wg mpog Tig Koweg khaoeig

Oa mpénet va eetacovpe Kat Tg Koweg KAAoelg petald tov dvo
OLOTNHATOV KAl VA eAEYEOLHE KATA TTO0O0 EMNPEAOTKAV A0 TNV EPAPHOVT)
TV npotdonwv oxediaong. Ot kowveg kAaoelg petald tov 600 cLoTPAT®OV
elval ot: GameButtonControl, GameReelControl KAl GameSoundManager. Agv Oa
avagepboovpe oTlg KAAOEG BetManager, GameLogic, KAl GameState Kafmg
OTNV DAOIIOINOTY] TG ATIAG AVTIKEIPEVOOTPAPOVS EKOOONG ADTEG Ol OVTOTHTEG
etyav vlorow et oav enum.

Ta anmotehéopata TV HETPIKOV Y1d T KAJOELG GameButtonControl KAl
GameReelControl e&lvatr tOwa. H K)\é[OI] GameSoundManager, 6}1(.09, éXSl
OlaopeTika aroteAéopata otig OO eKOOOELG KAl OLYKEKPIHEVA OTNV £KOOOT)
IOV £YOLV epApPPooTel mpotvIia oxediaong aivetat va:

Avlnonke 1 Koxkdwpatiky Iolvrhoxkornta(CC).

Emniong, aodrOnke xat o Ap10udg I'pappuwv Koorka(LOC).

O  Apibudg Iowtnrov(NOA) xat o Apibuog Aeitovpyrdov(NOO)
aovnonkav.

Epgaviomxe EMeypn Zovektikotyrag Meboodwv, eve Tiptv dev eiyape.

Tehog, avlnbnkav 1o Zvvolo Amoxprwouevov Mebodwv(RFC) xat 1
Zrabpiopévn Todomwdoxoryta Khaong(WMPCT).

OAeg avteg ot alayeg etvat Aoyko va IIApOLOLIoTKAV OtV KAJOon
GameSoundManager, Kabwg epappooape 1o mpotorno oxediaong Singleton oe
aot v kKAdon. Apa, avrinke o KadKAg pag kat o apldpog ot Tev Kat
AelTOLPYIOV NG KAAONG HAG, Oav OLVEMNEWd Tr)G avdnong Tov K®OWKA Hag
avlnonke n Koxdwparikny IoAorlokornta, 10 Zovolo Aroxprvopsvov Mebodav, 1)
Zrabpiopévn TloAomwdoxornta xan, teNog, epaviotnke EMeyn Zvvextikornrag
Mebodowv, ever mpwv Oev vmrpye. Eivatr avtovonto meg éxet avlnbet 1)
ITOADITAOKOTITA TOL GameSoundManager OX1 OP®G O ATIAYOPEVTIKO ONHELO.
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Ke@alaio 7: ANayeg oTig 800 ek000€1g TOD
“ITOZEIAQN"
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7.1 IlpooBnkn véag katdaotaorg

[a va emPePaidoovpe ta ovpnEPAOpata Moo xovpe PydAel amo ta
AIIOTEAEOPATA TOV PETPKOV pag, Oa mpaypatonoujooope dvo allayég oe
Baowd onpeta kat T@v 0O CLOTNPATHOV.

Onwg avagepbnke xat mapdrndave, to  “moAvtipotepo” mpotvro
oxedtaong mov epappootnke oto matyvidr “ITOZEIAQN” etvat 1o State. Oa
propovoape Aourov va ovrobéoovpe MG €XOLHE M AIAiTHOn yld TNV
dnpovpyia prag emuAéov Kataotaong oto nawxvidt pag. Oa Bewpriocoope cav
EIMIIAEOV KATAOTAOL TNV PETAPOPA TOV KEPOIOPEVOV XPNPATOV OTIS Povadeg
Tou natyvidov pag. Ovolaotikd, Oa apatpécovpe PEPOG TG AELTOVPYIKOTITAG
NG KATAOTAONG WinState Kat Oa dnpiovpyroovpe pia véa KAtaotaon v
KATAOTAoN WinToCreditsState IOD OKOIOG T1)G ElVAL VA PETAPEPEL TA KEPON
TOD IAiKT OTAOIAKA 0TI HOVAdEG TOL ALY VOO0 HAG,.

Apywd Oa mpaypatornou)covpe avtr) v aAAdyt) 0T0 OOCTHA IOV Oev
Xpnoworotovvtat mpotonda oxedlaong, EMmelta Oto OLOTNHA IOV €XOLV
epappootet mpotora oxediaong xat, TeAog, 0a OLYKPIVOLE TIG PETPIKEG AVTO®V
TOV KAWOLPLOV OLOTNHAT®OV HE TA IMPONYOLHEVA OCLOTHATA, Yld Vd
eCeTAoovIE KATA ITO0O KAl O¢ IOl onpeta £xovv aA\adetl oe ox€on) pe mpiv.

2V ovvexela akoAovfodV Ta AMOTEAEOHATA T®V HETPIKAOV Yld TO
ovbotnua omov Ogv £xouv epappootel mpotora oxediaong. ApEomg peta
@PAIVOVTIAl TA AIIOTEAEOHATA TOV HETPKOV IIPLV TNV HPOOoONKn tng veéag
katdotaong. Ot petpikeg otig omoieg vrdapyet dapopd avdpeoa ota dvo
OLOTHPATA £XOVV KiTPLvI OKiaon.
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Avtikepevoorpapng Exboony

AvVTIKEipEVO LOCOM1

18 | 67
[ BetManager | 0 | 0 | | 44

118

AvrTiKeipevo CB C F | LOC | LOCOM1 | NOA | NOO | PE | REC | WMPC1

BetManager | o [ o | |4 | | 2 | o | | o | o |
n-n---_

| GameReelControl | 3 [ 11| [157] 21 | 16 | 8 | | 5 | 11 |

|
[GameState | o | o | | o | | 3 | o | | 0 | 0 |
|

ivokog S5 Anoteléopnata PETPIKAV 7Py TNV TPOSONKN TNG VEAS KUTAGTAUGNG

Metd v mpoobrkn tng véag Kartaotaong £xoov avindet ot ypappég KoOKa Kat 1)
ENewyn) ovvektikottag pedodmv oto cvotpd pag. O apdpog 10T T®V ToL CLOTPATOG
pag pewwbnke xata pia povada. Oocov apopd v KAAON Poseidwn, HIAPATPOVHE Pl
pelwon otov aplfpo 1oV YPapHOV KoK, ON®G eIiong Kat otov aplipo tov O10Ttav,
eve avtifeta mapatnpovpe pla avdnon tg eAewpng ovvektikotntag pebodwmv. Téhog,
Hapatpovpe mog avdndnke o aplpog WO TOV TG OVIOTNTAG GameState, KAO®G
rpoobeoape TV véa Kataotaor).

v oovexela PAémovpe ta amotedéopara TG ¢kd0ONg Iov €Xovv ePAPPOOoTEL
npotona oyxedlaong, petd Vv alAayr] mov mnpaypartomoujoape. Me kitpivn okiaorn)
QAivovTal ol HETPIKEG OTIG OIOieg LIIAPXEL dlaPopd avdpeod ota dvo cvoTpatd.
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Exdoon pe epappoyn tpotonwv oxediaoyg

AVTIKEINEVO LOCOM1 | NOA | NOO | PF | RFC | WMPC1

| BetManager | 0 | 7 |

| ChangeCreditsCommand | 1 | 2 | | 28 | o | 1 | 1 | | 7 | 2 |
Creator [ 1 [ 1] ] o | [ o [ 1 | | 1 | 1 |
| EuropeanBetManager | 0 | 9 | 161 | | o [ 2 | | 7 | 9 |
ﬂ--i--“

[ Gamelogc | o [ 1] 10| | o | 1 | | 1 | 1 |
GameSoundManager | 7 [13 | 100 | 5 | 4 | 5 | | 7 | 13 |
| GreekBetManager | 0 | 7 | |48 | | 0o | 2 | | 7 | 7 |

IdleState [ 11 [16 | 142 | 30 | 3 [ 7 [ | 22 | 16 |
B S S — >~ =+ 1 - | O
i SpinState | 8 | 9 | |79 | 11 | 4 [ 4 | | 18 | 9
WinState 7 10 114 2 6 3 11 10
WinToCreditsState 4 8 74 4 3 3 12 8

IMivakag 6 ATOTELEGPATA PETPIKAV HETA TV TPOGONKN TG VEAS KATAGTOONG

AvVTIKEINEVO CBO |CC [CF | LOC | LOCOM1 | NOA | NOO | PF | RFC | WMPC1

[BetManager | o [ 7 | |27 | 15 | 4 | 5 | | 7 | 7
| ChangeCreditsCommand [ 1 | 2 | | 23 | o | 1 | 1 [ | 7 | 2 |
[Creator [ 1 [ 1] | 9 | | o | 1] | 1 | 1 |
| EuropeanBetManager | 0 | 9 | |61 | [ 0o | 2 | | 7 [ 9
| GameButtonControl | 4 | 8 | | 64 | o0 [ 5 | 2 | | 4 [ 8
[ Gamelogic | 0 [ 1] |10 ] [ o | 1 [ | 1 [ 1
| GameSoundManager | 7 [13 | |101 ]| 5 [ 4 | 5 | | 7 [ 13
| GreekBetManager | 0 | 7 | |48 | [ 0o | 2 | | 7 [ 7
IdieState | 11 [ 16 | |142] 30 [ 3 | 7 | | 22 | 16

[ Spnstate [ 8 | o | |79 | 11 | 4 | 4 [ |18 | 9o |

WinState 8 14 133 2 7 3 13 14

MMivakag 7 AToTELEGPATO PETPIKAV TPIV TNV TPOSONKY TS VEUG KATAGTAGNG
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Meta v npoofnkn g veag KATAOTAONG €XOVHE TiG €G1)G HETAPOAEG
oto ovotnpa pag aodnnke o Apiuog Ipappov Kodika, 1 EMleyn
ZovekmikotnTag MeBodov peimbnke, onwg xat o Ilapdyovrag Xolevdng xat o
[apayovrag IToAvpop@iopoo.

[Tapatnpodpe emiong NG ENNPEACTIKE ONHIAVTIKA 1] KAJOI WinState,
Ormov OAeg ot petpikeg pewwdnkav pe eaipeon v EMeyn Zovektikdrnrag
Mefodov xat tov Apibud Aertovpyrov oo mapépewvav ideg. To yeyovog tng
PeATiONG TOV PETPIK®V Yyld TNV KAAON WinState &lval AIOADTA AOYKO,
Kabwg pEPog Tov KMOKA ¢ “petakoptoe” oty KAAON WinToCreditsState.

2T1G DIIONOUIEG KAAOELG TAPATNPOLHE NmG petwbnke o Ap1buog Ipayuwv
Kodika otmv Paowr) KAAOn  Poseidwn  KAAON KAl OtV KAJOL)

GameSoundManager.

Zourepaopata

2av OLUIIEPAOPA OXETIKA He TNV MIPOoolnKIn Tng VEAG KATAOTAONG OTa
dvo ovotpata Oa prmopovoape va avagEpovje Nmg 1) aAAayr) avtr) @aivetat
va “o@éknoe” meploodTtepo TV £KOOOI OIOL £XOLV EPAPHOOTEL MPOTLIIA
oxedlaong, mapd v A\ AvIKELPEVOOTPAPr) £Kd0oor) ToL TTatyvidlov.

[Tapolo tO yeyovog M®G TO OLOTNHA HE TNV EPAPHOYI] IPOTOIIOV
oxediaong @atvetatr va exet o@eAnOel meplroootepo, Oa mperet oe avtd 1O
onpelo va ava@épovpe Nmg 0 XPOVOog LAOIOINOoNG avtg g alAayng nrav
OaQ®S TEPLOOOTEPOG OTO OLOTHPA OMIOL E£XOLV ePAPPOOTEl IIpoTLIA
oxediaong. Eivar Aoywo va oopPaivet avto, kabwg empere va opioovpe pia
véa KAJOT yla vd IPAYHATOIOW|OOVHE TV aANay1), eVe OtV dANN IEPUIT®ON)
NG ArAIG AVTIKEWPEVOOTPAPOLG €kOo0oNg Erpene AnAd va mpoobéoovpe pia
KATAOTAon OTO enum, OIODL KPATOLOAWE TG MOAVEG KATAOTAOELS KAl VA
ripooBecoope PéPata kat Tov KATAMNINAO K®OWKA otV Pacikr) KAAON Tov
IIatyvidlov pas.
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7.2 TIpooOnkn veéag Aoyikrg

Ia va eilpaote oe 0¢on va Pyaloope aocpaléotepa ovpnepdopatra Oa
IIPOXWPI|OOVE KAt Oe pia akopn alayr), Oa npoobecovpe pia akopn Aoyikr) oto matyviot
pag. Ynevbopifoope nwg péxpt twpa vrmpxav oto maxvidt pag tpelg mbaveg Aoykég, 1)
SoftPlay, MediumPlay Kdl HardPlay. Epeig Oa mpooBécoope kat pia véa Aoywr) v
VeryHardPlay. H alN\ayr) avt) Oa mpaypatomowfei “nave” ota véa ovotijpata mov
€YOLHE PETA TNV MPOOONKI TG KATAOTAONG WinToCreditsState, OIOTE OAV AvAPOPd Oa
EXODE TA ATIOTEAEOPATA TOV HETPIKOV IOV IIAPOVOLICAE TPV KAl IPOEKOYPAV HPETA TV
npoobnkn g veag Katdaotaong.

Avtikepevoorpapng Exboony

AvTiKeipevo

LOCOM1
1240

BetManager | 0o | o | 4 [ | 2 | o | [ o] o |
|
| GameButtonControl | 4 | 8 | | 64 | o | 5 | 2 | | 4 | 8 |

4 |
| GameReelControl | 3 |11 | | 157 | 21 | 16 | 8 | | 5 | 11 |

AvTiKEipEVO CB C |CF | LOC | LOCOM1 | NOA | NOO | PEF | REC | WMPC1
| |
BetManager | o [ o [ |4 [ | 2 [ o | [ o | o |
| | | |
ﬂ--_--_

| |
-“-

[GameState | o | o | [ 9 | | 4 | o | | 0o | 0 |
| | | |

MMivoxog 9 Amoteréopnata PETPIKAV 7Py TNV TPOSONKN TNS VEAS AOYIKNIG

Meta v npoolnkn g véag Aoyikrg €xet avindet o Apibudg I'pappés Kooika oto
ovompua pag. O apdpog wottov g KAAoNG GameLogic avdrdnke xatd pia povada.
Ooov agopd Vv KAAOI Poseidwn, HAPATNPOLHE pia avdnon otov Ap1buo [pauuwv Koowka,
onwg emiong xat oty Koxdoparikny I[loAvmAokotnra. Zopmnepaivoope nmg avty) 1 alayn
ENNPEAce EAAY1OTA TO OCOOTHA PG,

v oovexela PAémovpe ta amotedéopata TG €kd0O0Ng Iov €Xovv ePAPpOOoTEL
npotona oyxediaong, petd v alAayr mov mpaypartomouwjoape. Me kitpivn okiaorn
PAivovtal ol HETPIKEG OTIG OIOieg LIIAPXEL dlaPopd avdpeod ota dvo cvoTpatd.
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Exdoon pe epappoyn tpotonwv oxediaoyg

AvVTIKEINEVO CBO |CC | CF | LOC | LOCOM1 | NOA | NOO | PF C | WMPC1

| ChangeCreditsCommand | 1 | 2 | |23 | o | 1 | 1 | | 7 | 2 |
[ Creator | 1 [1] | o [ [ o0 | 1 | | 1 ] 1 |
| EuropeanBetManager | 0 | 9 | |61 [ | 0 | 2 | | 7 | 9 |
| GameButtonControl | 4 | 8 | | 64 | o0 | 5 | 2 | | 4 | 8 |
[ Gamelogc | o [ 1] 10 [ [ 0o | 1 | | 1 | 1 |
| GameSoundManager | 7 [13 ]| 100 | 5 | 4 | 5 | | 7 | 13 |
| GreekBetManager | 0 | 7 | |48 [ | 0 | 2 | | 7 | 7 |

IdleState 11 |16 | |142] 30 | 3 | 7 | [ 22 | 16 |
SpinState 8 9 79 11 4 4 18 9
VeryHardPlay 0 1 11 0 1 1 1
VisibleArea 0 0 47 2 0 0 0

WinToCreditsState 4 8 74 4 3 3 12 8

IMivakog 10 AToTELEGLATO PNETPIKDOV HETA TNV TPOSONKN TG VEAS AOYIKIG

AVTIKEINEVO CBO | CC | CF | LOC | LOCOM1 | NOA | NOO | PF | RFC | WMPC1

|
[ BetManager | 0 [ 7 | |27 | 15 | 4 | 5 [ [ 7 | 7 |

| ChangeCreditsCommand | 1 | 2 | | 23 | o | 1 | 1 [ [ 7 | 2 |
[ Creator | 1 [ 1] | 9 | [ o | 1 [ [ 1 | 1 |
| EuropeanBetManager | 0 | 9 | |61 | | o0 | 2 [ [ 7 | 9 |
| GameButtonControl | 4 | 8 | | 64 | o0 | 5 | 2 [ [ 4 | 8 |
[ Gamelogic | 0 [ 1] 10| | o | 1 [ [ 1 | 1 |

GameSoundManager | 7 |13 ] [100 | 5 | 4 | 5 | | 7 | 13 |
GreekBetManager o | 7] 48 | | o [ 2 | | 7 [ 7
IdleState 11 |16 ] [142] 30 | 3 | 7 | | 22 | 16

| |
|
 SpinState | 8 | 9 [ | 79 | 11 | 4 | 4 | | 18 [ 9 |
|
[ WinState | 7 [10] [114] 2 [ 6 [ 3 | | 11 [ 10
Mivakag 11 Anotehéopata PETPIKAV 7p1v TNV TPOSOKN TNG VEAS AOYIKIG
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Metda v mpoobrjkn tng véag AOYIKI|G IIAPATIPOVHE P OLVOALKN
PeAtioon tov ovotpatog pag. Eotew xat xatd pia povada pewwbnkav 1)
20Cevén peradd xhdoewv, n Kokdopatixy Ilodordoxornta, o Iapayovrag Xolevéns,
10 Zovodo Amoxpripevov Mebodwv xat n Zrabuiouévn IloAvrAokornra Kldorg,
eva avtifeta avdnnke o Ap10udg Ipaypuwv Koodika Tov ovotrpatog pas.

Zoumrepaopata

Onwg xat otnv npornyovpevy) alAayt) IOL IPAYHATOIOUOAE, £TOL KAt
oe avty) ™V alayn @aiverat neg PeAtimbnke MmeploooTeEPO 1) EKOVA TOL
oLOTPATOg oL epappolovtat mpotona oxediaong. ‘Ooov apopd Tov XpPOvo
vAomoinong avtr|g g aAAAy1)g, PIIOPOVHE VA AVAPEPOVHE KOG ITAV IIEPLIIOD
o 10tog kat ota dvo ovotpatd.

Metd amo aoteg Tig alayég Mov NPAaypatonou|odpe, adv COYKPIVOLHE
TA AIIOTEALOPATA TOV HETPNOE®V, IAPATPOVHE NG TO OLOTHA IIOD £XOLV
EPAPPOOTEL IPOTLIIA OXEOIAONG OLPIIEPLPEPETAL KANDTEPA OTIG AANayeg. AvTto
TO YeYyovog epxetatl va emPeaimoet avto nov vrootnpietat arod MoAAovS, 0T
1] XP1ON HPOTON®V 0Xedlaong oe pia ePAPHROYI] KAVEL TOV KOOKA PAG ITO
OLVTIPIOLHO.

Emiong, Oa npenet va napatnprjoovje 0og o xpOvog VAOIIOINoNg TV
alaymv @avnke va eivat Kata e\dylota MepLo00TEPOG OTO CLOTNHA MOV
epappofovtal Ta npotona oxediaong. Avtd To yeyovog eivat Aoyko, kabwg
Yld va HPAYHATOIOW)OOVHE TG AANAYEG XPELIOTNKE VA DAOIIOU|OOVHE VEEG
KAJOELG OTO OLOTNHA EV® OTO AVTIKELPEVOOTPAPEG OLOTHA OEV YPELAOTKE
KATL TET00. Agv PIIOPOVPE Of KAPIA MEPUIT®OLN Vd e§ayovpe Eva AOPANEg
OLHIIEPAOPA Yld TOV XPOvo vAomoinong mbavev peAAovTiKav allayov,
kabwg onpavtiko polo nailel mowa Oa etvat avtr) ) al\ayr).

Telog, Oa mpémet va tovioovpe NG 0 KOOKAG pAg elval oa@®g IIo
Sexdabapog oto ovotnpa mov epappolovial ta mnpotora oyediaons. I6img n
Xp1on too mpotvrov oxedlaong State “poipace” xata pila évvowa mv
ITOADIAOKOTI|TA TOL OLOTHPATOG HAG OTlG OaPOopPeg KATAOTAOELS, KATL IIOV
etvat wattepa onpavtiko ya mbaveg alAayég oto peAlov, arlda dievkolvvet
EIonNg TV KATavonor ToL KOdIKA pag ario KAIolov TPLTo.
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