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T'svika

211 SOA®UOTIKN aVTh €pyacio 6TOYX0g NTav 1 avartuén evog (Teplopiopévon)
EIKOVIKOV KOGHOV, GTOV OTOI0 01 YPNOTEG LTOPOVV VO GLVOEDOVV PECH SIKTHOV MOTE
Vo umopotv va. aAANAemdpdcouy pe Ta. Sidpopa ototyeio, Tov kOGpov. H epappoyn
Baoileton ot unyavh TGE (1 arddg Torque) kat sivat ypouuévn €€ 0AoKApov 6TV
scripting yAoooo avtig (TorqueScript), pe e€aipeon 0 KOupdtt mov a@opd Tov
TEAATN Y10 TO TUNLOL QIO LOKPUGHEVOD EAEYXOV HECH SOCKELS, dmov ypnopomomOnke
C/C++ pali pe o Win32 API.

OrOKANPN M epappoyn Ppioketar 6to CD mov cvvodevel 10 TOPdHV KeiUEVO,
ot HopenN mov &ixe Otav Katatédnke N gpyacia. O kddwkag mepriapPfdvel Olo Ta
oxoMo. OmmG okpP®G mposkvyav Katd TN ovyypagn tov (onueimon: emiong
TePAOUPAvEL KATOlo TPAYIOTO TOL OEV NTAV GE TEMKN HOPON OTOV TTapadodnke M
gpyocio Kol To 0moio, deV AvOPEPOVTAL TOVOEVE TOPAKATM).

levikd, n epoappoyn umopel vo avodvlel o€ pepikd oyetikd ave&aptnta
Tupota, mov 6A0 pali amaptilovv ™ cuvoilkn "ewova' mov Ba £yl évag ypoTng
OTAV ELCEPYETAL GTOV EIKOVIKO KOGHO Kot oAANAemdpd pali tov. To kupldtepa
TUHOTO OLOKPIVOVTOL OV TOPATNPNGEL KOVEIC TOVC TITAOLC T®V KEQOAOi®V oTO
TEPLEYOLEVAL.

Avtod mov akolovbel eivol pior YEVIKY KOl GUVOTTIKY TAPOLGIOGT TOV T1O
Bootkdv empuEPOVS TUNUATOV TG g@uproyng. [ivetal mpoondein d®GTE OWTA TOL
aKolovBovV v amoTeEAOVV TOCO pio YEVIKOTEPN EMIOKOMNOT TG AOYIKNG o)xediaong
Tio®w amd TNV €QapUoYn, 0G0 Kol &vav 00MNY0 OTA CYETIKG Opyeid KOIKO 7TOL
VAOTO10UV TO KAOE TUN AL



Abstract

In this diploma thesis the goa was to develop a (limited) virtua world, with
users being able to connect via a network and interact with the world's elements. The
application is based on the TGE (or simply Torque) engine, and it's written in the
engine's scripting language (namely TorqueScript), with the exception of the part
dealing with remote control of the world through sockets, where C/C++ along with
the Win32 API was used.

The whole application is included in the CD accompanying this document, as
it was at the time this document was delivered for evaluation. The code includes al of
the comments, exactly as they were written while the application was being developed
(note: aso includes some things that had not reached a final state at the time, and
these are not mentioned in the remainder of this text).

Generally, the application can be separated in a few relatively independent
parts, that together consist the "picture” a user will have when he enters the world and
interacts with it. The most important parts can be discerned from the chapter titles in
the table of contents.

What follows is a genera and short presentation of the application's most
important parts. Effort is made for what follows to be a general review of the design
logic behind the application, as well as a guide of the code files implementing each
part.



AéEerg-Kigiona (KeyWords)

TGE: (Torque Game Engine) n unyavi mov ypnoponotonke

Torque: (opoimg)

TorqueScript: n scripting yAddoco TG unyovig

GUI: (Graphical User Interface) diemapn ypnom yio v aAMAenidpoon He pio
EQapHOYT

avatar: m oavomapdotocn evog  ¥pNoTn o £va  EIKOVIKO  mepiBdilov
(oamAovotevpéva, 0 "ypromc”)

Al: (Artificia Intelligence) oe eikovikd TepiBAALOVIO OVAPEPETOL GE OTOLOINTOTE
OVTIKEILEVO 1] CLUUTTEPLPOPA TOV OTOI0V EAEYYETAL ad TOV VITOAOYLOTH (TBavdg
ue uebddovg Tov Tpooeyyilovy To mEdio TG TEXVNTNS Vo oovvnc). EvaliakTikd,
UTOPEL VO OVOPEPETAL OTN GULUTEPLPOPE. TOV CVTIKEWWEVOL OavTi 6TO 1010 TO
avTIKEIPEVO

NPC: (Non-Player Character) coav vmokamyopia tg évvolag Al, ocuvifog
AVOPEPETUL GE OVOPOTOLOPPO OVTIKEILEVA, TOV £YOVV KATA KOvOVa dSuvatdTNTO
SlaAOYOV pE TOV XpNoTn

bot: (robot) cuviBwg avaeépetal wg vrokatnyopia ™mg évvolag NPC mapandvo,
neplopiletar ®g mpog To yeyovdg Ot dg "phdel" otov ypnot (dev tov divel
TANPOPOPIES, ATOGTOAEG, KAT.), Kal cuvOmG £xEl cov LOVO 6TOY0 TNV £EOVTMON
tov. Etvar onAad mo "yald" ot cuumepipopd tov and évav NPC

HUD: (Head-Up Display) avagépetat oto GUI mov vreptifetal oty ansikdvion
TOV EIKOVIKOO KOGHoL (ywpic va v kpOPel), dote vo. mapEysl GUESO
TANPOQOPIEC GTOV YPNOTN YMPIC AVTOG VO TPEMEL Vo KOTAEEL KATOV oAV
QMOOTAOVTIAG TNV TPOCOYN TOL amd TO TEKTOLVOUEVO TOVL KOGHOL (€vvoln
SAVEIGUEVT OO TN OYESLACT) TOAEUKDV 0LEPOTAAV®OV)

inventory: to ochoTnuo KOTOypaQnG, TOPOLGINONG Kol YEVIKG dtayeipltong twv
OVTIKEILEVOV TOV KOVPOAGEL EVOg XPIOTNG

quest: cuvNBmG OVOEEPETAL OE KATOL0, OTOGTOAT OV TPETEL VO PEPEL GE TEPAG O

XPNOTNG
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1. I'svikn Ocrpnon tnS AAARAETIOPAGNHS HE EIKOVIKES OVTOTNTES

Ievika Yo ™) dnprovpyia ainbo@avdy EIKOVIKOV 0VTOTHTOV (TPAKTOP®V).
Mmropodpe vo. dtakpivovpe Tpia emimedo LOVIEAOTOIN GG TG GCUUTEPLPOPAS TETOIWV
npoaxtopwv (agents):

rpoowmikotyre, (personality)

AVOQPEPETOL OE YEVIKA 0T0OEPA YVOpPiGHATA TOV YopakTnpilovy ToV TPOTOo
oKEYNG KOl GLUTEPLPOPAC EVOG TPAKTOPAL.

o16.0son (mood)

dpa Gov Eva EVOLAPESO GTASIO HETAED TPOCHOTIKOTNTOS KOl GUVOGHNUATOV,
KaBdS To LOVTELD TPOCOTIKOTNTAG EIVOL VYNAOD ETUTESOV KOl GUVETMG
dvuokoro va eEAEyEovv amt' evbelag Ta GUVOGHNIOTO TOV TPETEL VO AVATOPAYEL
évac Tpaxtopog (m.y. He eEKkPPacelg Tov Tpoodmov Tov) [KSHI0Z].

H 61a0gom éxet povielomombei 1660 wg povodidotatn [KSHIOZ], pe
droPabpicelg peta&d 'kanc' kot ‘Kakng', 660 kot ¢ YopllOUEV O ECMTEPIKN
déBeon kat o€ d140e0m TPOG TOVG AAALOVS TPAKTOPES (TT.. UTOPEL VO
TPAKTOPOS VO EYEL YEVIKA KaAn d1afeon, aAld Kok o140eon Tpog KAmTo1oV
Alo ovykekpiuévo mpaktopa) [ROUSIT].

ovvaioOnuoe (emotion)

BA. povtéha Ekman, OCC, napakdtm.

Ta eninedo avtd doywpilovron Kuping Bdon g ypovikic oapreide (time duration)
tovg [KSHI02], [MOFFI7], [WILS99]: ta cuvatctiuoto givol pikpng Stépkeag, n
d1abeom aAlalel o apyd pe TV mTpodo Tov ¥POVOV, EVA 1) TPOCOTIKOTNTA
napapével otodepn. H ypovik) cueyétion tov tpidv enummédwv ansikoviletol 610
nopakdTo oynua, oro [KSHI0Z]:

neureiic Persomality
ol bad Moods
happy SUTPrise sa4d Craoticns
o o ’ Lxpressions
LT F

Yy.1Ilpoocowmkétnta, siabeon, cuvaicOnpa

Eniong pmopodpe va amodmcovpe SIpOopETIKY mpotepaiotyte (Priority) omyv
eMidpoon OV £X0VV TO ENITEDA 6TN GLUTEPLPOPA £VOG TpakTopa [WILSI9]: n
TPOCOTIKOTN T £XEL TN WKPOTEPT TPOTEPALOTITA, KL TO GLUVOIGON O TN peyodvTepn.
Axopa, pmopel Kaveic va Tapatnpioet dlogopd oty coticor (focus) peta&o
ocuvatsOnuatev kot tpocomikdttag [MOFFI7]: ta cuvalsnuata ivon teprtocdtepo
E0TIAOUEVOL O GLYKEKPLUEVE, YEYOVOTa (events), evépyetleg (actions) kat avtikeipevo
(objects), evid n TpocwmikdTTA Elvat TEPLEGOTEPO YEVIKN (AYOTEPO EOTIACUEVT)).

Movtélo Ekman

Ye avtifeon pe GAlovg avBpomordyovg g emoyne, o Ekman dwumictwoe 611 ot
EKPPACELS TOL TPOGHOTOV UECHD TMV OTOIWV AVOTAPICTOVTAL CUVULCON LATO. dEV
eE0PTOVTAL OO TOAITIGUIKA YOPOKTT PLOTIKA, GALG EIVOL TAYKOGLUES GTNV 0VOPOTIVN
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KOVATOVPO KOl GUVETMG PLOAOYIKES GTNV TPOEAEVGT| TOVG, OTMC Elxe Dempnoel o
AapBivog [WIKIO7].

Y10 povtélo tov Ekman diakpivovrar £En Poacikég kot yopieg cuvatoOnudtoy, Tov
eVl TAYKOGUIES, KO EVOEYOUEVMOG ETOPKOVV OV YPNCLULOTOIOVUE LOVO EKPPAGELG TOV
TPOGMTOV Y10, VOl ATOOMGOVLE T GLVALGONATH TOL TpakTOopa: Xopd (jOy), Avmn
(sadness), Bvudc (anger), anéybewo (disgust), poPog (fear), éxninén (surprise)
[EKMAT2].

Axopo vdpyovv VOEELC Yo GAAL cuvaleOpaTae Tov Bo LTopovGHV Kot auTd Vo Eivort
naykooua, 6nmg n tepippdvnon (contempt) [WIKIO07].

Movtého OCC (Ortony, Clore, Collins, 1988).

Awyopilel 1o cuvarcnuata o katnyopieg (emotiona catogories). H emdoyn g
OMGTNG KOTNYOPIog GUVOLGHNLOTOC Y10, KATO10V TPAKTO PO, YiveTal pe Baon o
yeyovoro. (events) mov cvufaivovv 6tov KOGO, TI¢ evépyeie (actions) GAlwmv
TPAKTOPOV, Ko Ta avrireiyeve. (0bjects) mov vapyovv. H enidpaon mov £xovv to
YEYOVOTQ, Ol EVEPYELEG KOL TO OVTIKEIEVO GTNV eMAoyN avt| otabuileton pe Pdon a
priory yvaonc (knowledge) tov mpdktopa yia : 1) tovg otdéyovg Tov (gods), 2) ta
TPOTLTTOL GLUTTEPLPOPAG TTOV EXEL Y10 TIG EVEPYELES GAA®V TTpakTOpwv (Standards), kot
3) 10 ¢ avtilapPdaveror ta aviikeipeva (attitudes). Télog, n enidpoaon kébe
YEYOVOTOC, EVEPYELOG 1 AVTIKEIWEVOD oTafuileton Kot amd o petafAnT) éviaon
(intensity) avéAoyo pe T GNUAVTIKOTNTO TOV EKGOTOTE YEYOVOTOG, EVEPYELNG |
OVTUKELUEVOV.

H daypappatikny avarapdotacn tov poviéhov OCC, and [BARTO02], sivat:
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H ene€epyacio cuvarcnpatog ivar pia dodikacio tévie Pnudrov [BARTO2]:

1) Karnyopiomoinon (classification)
O mpdxrtopag a&loloyel Ta YEYOVOTA, TIG EVEPYELEG KOL TO AVTIKEILEVE, TTOV
“vrdpyovv” GTOV KOGUO TN GUYKEKPLUEVT GTIYUN, LE Ao TNV €K TOV
TPOTEPOV YVMOGT OV £YEL. AKOAOVODVTOG TNV KOTAAANAN d1dpopr| 6To
TOPATAV® OLOLY PO, KOTOAYOVLE GTNV KOTNYOPio CLUVAIGONUATOG TOV
avaAoyel oTov TpakTopa e Paom TV TPEXOVCH KATAGTOGT TOL KOGUOV.
Hopatnpoels: 10 poviého OCC npofrénel 22 EeympioTéc katnyopleg
ocuvolsOnudtov. Toco ToAAd dtakprtd cuvailsOniuota ival S0cKoAo va
a0d0000V Kol ETALOV PEPIKA UTOPEL VO, EIVOIL TTOAD GUYYEVIKA HETOED TOVC.
INa vo peimbet n tolvmiokdta tov poviédov OCC, o Ortony mpdtelve Tévte
Beticéc kKotnyopieg cuvatonudatov (xapd, eEAnida, ovakoOQLoT, TEPNEAVIQ,
EVYVOLOOUVT, oyann) Kot TEvte apvnTIKES (avootdtmon, eofo, omoyonTevon,
oYM, Bopod, picog).

2) Ilocouikomoinon (quantification)

‘Exovtoc Bper mow xotmyopion cvvaicOniuatog ennpedletol, Ppickovue 1o
noco emnpealetar avty pe Pdon v éviacn tov yeyovotog / evépyelog /
OVTIKELLEVOD TIOV TTPOKAAEGE TO GuvaicHNua.

HMapatnpnoeis: Xpnown Oa rtav n dathpnon evog iotopikov (history) twv
yeyovotov | evepyeldv [ aviikeluévav mov giyav mponynbel me tpéxovcog
KATAGTOON G TOL KOGHOVL. 'Etot .y éva yeyovog mov emavarapfdverotl Oo éxet
OAO KOl AlyOTEPT EMIOPALOT] TN GLVOGHNLATIKT KATAGTAON TOV TPAKTOPO.

3) AMnlemiopaon (interaction)
(6ev mpoPrénetar amd to Khaoowkd poviého OCC)
To cvvaicOnua oV TPokHITEL ATd TNV TPEXOVCA KATAUGTAGT] TOL KOGUOV
OAANAETIOPA LLE KOl TPOTOTOLEL T1 CLVALCONUATIKY KATAOTOOT TOV EiYE
SLOUOPPDCEL 0 TPAKTOPOS TPOTYOVUEVMG, TT.X. OV TAV AVTNUEVOG Ko YivEL
KT BeTikd dgv Ba yivel kot gubeioy yapoduevog oAAG AlyOTEPO AVTNUEVOG,
aVAAOYO KoL LE TNV EVIOOT) TOV YEYOVOTOG / eVEPYELOG / OVTIKELUEVO.

4) Avuoroiynon (mapping)
To povtélo OCC mpofrémer 22 katnyopieg cuvausOnuatov. Av évag
TPAKTOPOG OEV UTOPEL VOl TIG AVATOPOCTOEL OAES, TPETEL VO, YIVEL KATOL0!
avTIeTOiYNoN HETOED TOV KOTYOPLOVY OV TOPAYEL TO LOVIEAD KOl QLTMV TOV
TPAYLOTIKA LTOPEL VO, AVOTOPOGTHOEL 0 TPAKTOPOC. TVOHpmva pue tov Ekman,
OV YPNOLUOTOLOVE HOVO EKPPACELS TOV TPOGDOTOV Y10l VO ATTOODCOVUE T
ouvolsOnpoto Tov TPAKTOPa, apkovv EEN Pacikéc Kot yopieg cuvalsOnudtoy
(xopd, AO7n, Boudg, améybeta, oPoc, EkmAnén). Me Bdon avtd, Ola ta Oetikd
ocuvatsOnpato avtiotoyilovral o€ yopd' (arodidduevn pe dtapopa
YapoyeA), Ta apynTIKa og Aomn', 'Bopd’, ‘améyfetn’ 1 'eofo’, evod 1 "EkmAnén’
dev avTIoTOYEL G€ Kapio katnyopia cuvaustudtov tov poviéhov OCC.

5) Exppaon (expression)
TéNog, 0 TPAKTOPAG TPETEL VO EKPPACEL TNV GUVALGONUOTIKT TOL KOTAGTAOT)
1e TpOTO oV va yivel avtiAnmt. OAec o1 ekQAVeELS ToV TpdKTopa (EKQpacn
TPOGMOMTOV, OIAIN, OTACT) CAOUATOC, EVEPYELEG KAT.) TPEMEL VO. EIVOL GUVETEIG
otV am6d0oon ™G 810G CLVAIEHNUATIKNG KOTAGTAGTC.

13



Yvunepacpotikd, o Bartneck mpoteivel v enéktoomn tov poviéhov OCC e 16toptkd
(BA. Brpa 2), adinAemidopaon (BA. Prpa 3), kat pe Wiaitepn TpocOTIKOTNTA Yo KAOE
TPAKTOPAL.

Movtélo BDI (Belief-Desire-Intention).

Y7o povtélo BDI (Belief-Desire-Intention), to mepipdirov (environment) koabopilet
T motevo (beliefs) péom e avtiinyng (perception). Ot embvpiec (desires) eivat
otabepéc oto Ypodvo. Ta moTeED® Kol 01 EMBLUIEG TPOPOSOTOVY TO GTASIO TNG
avaivong (anaysis), mov divel ot ££000 0V TIG TPoBEcELC (iNtensions), mov e
oelpa Tovg Tapdyovv evépyeleg (actions) ot omoieg aAAGLoVY TO TEPIBAAAOV.
ZyNUaTIKY avaroapdotact tov povtéhov BDI (ue pia eréktaon yuo T povieAomoinon
ocuvatsOnuatmv tov poviélov OCC: n extipunon (gpprasal) tov Tiotedm mopdyet
ocuvailsOfpato (emotions), Ta omoia e T GEPE TOVG UIOPOVV Va. EXNPEAlovV TV
avaivon oAld kot v avtidnym) [PARUOG]:

BDI Core OCC Extension

~ = ~ — =

Environment - -| Perception J

I.

’Etﬁ‘ Beliefs [—— Appraisal |—~ Emotion

F

Intention [+— | Analysis ]

1

S

Process Desires

Xy.3 Movtého BDI pe eréktaon OCC

Movtélo DETT (Disposition, Emotion, Trigger, Tendency).

To povtélo DETT and [PARUOG] enekteivel 10 mapamdved poviédo wg eENg:
npocBétel évav mapdyovto tpodideong (digposition) mov dioywpilel TOVE TPAKTOPES
MG TPOG TO TAOG TO TLOTEV® EVEPYOTOLOVV TA AVTiGTOLY0 cvvalotnuata. Etol prmopel
VO LOVTEAOTIOMOEL .Y KOTUGTAGELS LAyMG OTov évag PeTepdvog TpaKkTopos, AOYm
eumelpiog, ogv eivor 1000 gumadng og Kamolo GuvalsOpaTa 660 Evag VEOTOAAEKTOC
wpaktopos. H mpodidbeon, dnwe kat ot embupieg, eivan otabepn 6to ypodvo.
Yymuatikd to poviéro DETT eivar [PARUOG]:
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Envirnnment——| PerceptionJ Disposition

E

Action Beliefs

b

- — L
Intention -—@:I},rms "

Desires

Xyx. 4 Movtého DETT

Appraisal Emotion

Gameplay
opeova pe [CRAIL, n ekpdbnon evoc maryvidiov cuvictatot and:

unyoviouovg olinieniopaong (interaction mechanics)
Ol UNYOVIKEC KIVIIGEIS TTOV QTONTOVVTIOL TT.). Y10 TN AELTOVPYid TOV
TOVTIKIOV KOl TOV TANKTPOAOYIOV.

onuoacioloyio. aliniemiopaong (interaction semantics)
1N GUGYETION UG AKOAOVOIOG UNYAVICUOV OAANAETIOpAONG LE TIG EVTOG
TOLYVIO00 EVEPYELEG GTIC OTTOLES OLVTIGTOLYOVV.

emapkelo, gameplay (gameplay competence)
M KOVOTNTO TOV TOAKTY VO, EMAEEEL, OESOUEVIC TNG TPEXOVCAG
KOTAGTOGNG TOV TTaLYVIOI00, Kol VO, EKTEAECEL EKEIVEG TIG EVTOG TALYVIOLOD
evépyeleg ot omoieg Ba mpombncovy TV eEEMEN TOV TALY VIS0V,

O unyaviouot aldniemidpaons dev ival cuvnOmG e101K01 Yl TO, TOLYVidla, Kot
KOADTTOVTOL OTTO TN YEVIKOTEPT] YVACT TOV TALIKTY] Y10l T (PTOT) VITOAOYIGTOV.

H onuacioloyio alinlemidpaons umopel va glval LETOPEPSIUN HETOED TOLYVIOLDV TOV
010V aAAG Ko StapopeTikoD gidovg (m.y. n kivnon yivetat kath kavova e Ta
aktpa W,A,S D), kat, an' T otrypn mov o ypriomg eéowetwbel pali e, yiveton og
peyaio Pobuod acvveidnra.

Ao 0 Taikg e£01KeEIDEL apKETA LE TO TOY VIOl MGTE Ol HVO TOPATAVED UNYOVIGHOL
va yivovtotl acvveionta, o evolapépov eotialetatl oto gameplay, mov kabopilel oe
oAV peyaro Babud kot mv aichnon mov Bo anokopuicel 0 Taik G amd 1o oy viol
(o€ oLVOLAGUO LE TO GEVAPLO, TOVG YOPUKTHPES, TNV ATUOCOALPO, TOV TOLXVIO0D
KAm.). H endpkeia gameplay spmepiéyet v woavomro tov taiktn vo [CRAI]:

1) 0TOK®OIKOTOGEL TV OTTIKOOKOVGTIKT] TAT| POPOPIO TOV TOV TOPEYETAL GE
KOTOVON G TNG TPEYOVCAG KATAGTAONG TOV EIKOVIKOD KOGLOV

2) a&loAoyNoEL QLT TV KATAVON G GE GYE0T UE TOVS GTOYOVG KOl TNV KOTAGTOON
TOV YOPOKTHPO TOV AVIITPOCHOTEVEL TOV TOIKTI OTO ALY Vidl KoOMG KoL TNV
Tpofremoduevn avtapolpn

3) mapEL AMOPACELS Y10 TIG EMLOUEVES EVEPYELES KOUL T OTPATNYIKN oL Oa akoAovOdnoet
ue Pdon v Topamave Katovonon kot agloldynon
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4) exte)éoEL TIC EMBVUNTEC EVEPYELES YPNOLUOTOIDVTAG TOVG UIYOVICUOVG KOl TN
onpactodoyio aAAnAenidpaong

Avt n emavolopufavopevn vonTikn S1001Kacic, Tov UToPEl Vo TEPLYPAPEL GOV Lid.
axolovBia avtiAnync->povielonoinong->a&loAdynons->oyedlocov->6pdaong, ivat
70 PaG1KO VONTIKO ATOTEAECUA TG SOIKOGIOG EKILAONGNC TOV TPOTOV LLE TOV OO0
naileton Eva Toyviot.

H ypnoomto tov S10popeTtikav Hopeav pddnong oyetiletol kot pe tn SuvatotnTo
N YVOGOT Kot 01 SEIOTNTEC TOV OMOKTHON KAV HECH VTG NG Padnomg va
HeTAPEPBOVV GE JAPOPETIKA TEPIPAALOVTO, EKTOC TOV 1510V TOV ALY VId100. XT0
eninedo ¢ endpkelog gameplay dikd, n amokmobeioa yvdon kot deE10TNTEG Pmopet
va petapepfotv Oyt povo og GAAD TaLvidla, aALA KoL OE EVIEAMG S10.(POPETIKG.
nepidrlovta (1. | Yvdon Kot ot de&lOTNTEG TOV OTOKTHONKAY GE Evay
TPOCOLOLMTN TTTHONG UTOPOVV VO, LETAPEPHOVV 6TO TEPPAAAOV EVOC TPOYUOTIKOD
aePOTAGVOV).

H avantuén vontik®dv dopmv pécm tov gameplay umopei eKtog TG HETAPOPAG
YVOONG Kot 0eEI0THTOV GE dlapo peTIKad tepifdilovta (ekmaidevon) va

ypnotpomom et ko yio Ogpamevtikong okomong (Kot QUGIKE Yo, yoyoyoyia).
Ovopdlovue oyrjue (schema) pa vontikn dou Tov cuvoEel SNA®TIKY (YeyovoTa) Kot
dradikaotikn (Opdoelc) yvdon, SNUovpydvTa TPOTLTO TOV SIEVKOADVOLY TNV
KATOVON 61 Kol EKONAMCT TOV KATAIAANA®V EVEPYELDV G KAOTTO10 TepPdidov. TLy.
EVoL GYN A TOV GKIOYPOPEL TOV TPOTTO OAANAETIOPALONG KL TIC OTOPAGELG TOV TTOAKTY
oto Neverwinter Nights Oa propovee va givar [CRAI] :

1. otapdra dtov Ppelg pio KAEIGTH TOPTA
2. édeyEe v vyelo TOV HEADV TG OUADONG
oV TEPLEGOTEPQ AT £V, LEAT TNG OUASOG £XOVV YOUNAN LYELX, TOTE:
Kdve rest
KGve TAAL 660, SUMMONS ypeldleTat
OAMDC
av évo LEAOG TNG Opadag £xel yaunAn vyeia, TOTE:
av éyelg moAha healing potions, tote:
yuaTpeyé Tov e potions
OAMDG
Kéve rest
Kéve TAAL 660, SUMMONS ypetdleTot
3. 61étae Vv opdda og oyNUOTIoUO PAYNS
4. dvoi&e ™V TOPTA, KOL UTEC GTO dWUATIO
5. av vrapyovv avtirtolot, tote
dtdeEe évav atdHY0
o paKoAoVOa TV vyeio TG opadag Emg 0Tov ViknOel 0 6TdYOC
OV TEPLEGOTEPO A0 £V, LEAN TNG OUAdAG £XOVV YOUNAN LYELD, TOTE:
QO UAKPUVE TV Opdda.
Kéve rest
KGve TAAL 660, SUMMONS ypelaletat
myove oto o 3
OAMDC
av évo, LEAOG TNG OHAdOC £XEL YoLUNAN VYEi, TOTE!
av éyelg moAla healing potions, tote:
yuaTpeyé Tov ue potions
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OAMDC
QO UAKPVVE TNV OpAOa
Kéve rest
Kéve TAAL 660, SUMMONS ypeld.leTot
myowve oto Prpa 3
6. Av vrdpyovv aAlot avrtitoAot, Tyoive 6to Pripa 5
7."Eley&e yo maryideg
e KAT .

IMaioto yio ) vontiky avaiven tov gameplay [CRAI]:
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INDICATORS

Yx.5 Mhaicro yia TN vonTiki avaiven tov gameplay

Xp1on NAEKTPOVIKAOV TALYVIOLAV Y10 TN REAETT cuvalcOnudTmv

Meléteg £x0uV ¥PNGUYLOTOUCEL TO TEPIPAAAOV SLUPOP®V TALYVIOIDV Y10 TN HEAETN
TOV AVTIOPAGEDV dLOPOPOV TUIKTMOV VIO EAEYXOUEVES GUVONKEG ALY VLSOV,

Y10 [REEKO4], ot maikteg yepilovay £va d106TUOTAO0 Kot Tpoomabovsay vo
HalEYouv KpUOTAAAOVE KoL VO TTPOYMPNCOVY GTNV EXOUEVN TGTA, 6T0 YoAa&io
VIPYOLY KoL OVTITOAOL KOl VAPKEG TOV SLGKOAEDAY TNV ETITEVLEN TOL GTOYOV, EVOD M)
dvuokorio TV emmédwv avéavotay otadiakd. To matyvidt ypnoomomonke yuo
UEAETT] YVYO-QUOIOAOYIKDV OVTIOPAGE®V GE YEYOVOTO GYETILOMEVA [LE GUVOLGON AT,
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Yuykekpipéva peretnke 1 eyyevig evyopioton (intrinsic pleasantness) kot n
npomOnon otdymv (goa conduciveness) twv yeyovot®y mov GuVERaLVOY KATA TN
SLapKELD TOV ALY VISI0D, 600 SlaeTdcelg Tov Exovv Tpotadel ot Bempia extipunong
(appraisal theory).

Y10 [SCHEQ2], peletinke n oviidpaon 1oV TOKTOV 6TV TPOSTADELd TOVG Vol
YPNOLUOTOM GOV éva emiTndEC SuoAsttovpyko interface, kat ta exinedo
OTOYONTEVONG OV TPOKOAOVVTAL VIO TETO1EG cLVONKEC. MdMoTo 01 TaikTeg dev
yvoplov apyikd Tov TPOYUOTIKO 6KOTd TG LEAETNG, AL TioTevay OTL TPOKELTAL Y10
évav dlaymviopd, cuvendg 1 SucAettovpyia Tov interface exiapPavotay g éva
EUTO10 Y10, TNV ENITEVEN TOV GTOYOL TOVC.

H xataypagn Tov ovildpioemy ToV TUKTOV GTIC Topartave Leéteg Paciletal ot
UETPNGELG YOPUKTPLOTIKMY TOV aVOpOTIVOV 0pyavIGHOD OTMG Oy®YLOTITO TOV
SEPUATOC, TTLEST] TOL AILATOG, KAPOLOYYELOKT] OpACTNPLOTNTA, LVIKT dpacTnplotTd,
KAT.

Baowo Ag&rhoyro:

agent O npdxtopag

emotion & cvvaictnua

mood O 51460

personality © npocwmnikdtTo

Katdinén

To Topamdve divouy o 10€a. Yo TV EPEVVA TTOL YIVETOL GYETIKA e TNV avamTTLED
EIKOVIKMOV OVIOTNTOV Ol 070ieg O AAANAETIOPOVV LLE TOV XPNOTN UE TPOTO KAUTH TO
duvatov ainbopovi. Av Tdpo TOTOOETGOVLE TETOLEG OVIOTNTES GE £VOL EIKOVIKO
nep1dAlov, dnuovpyodue Evav cikoviko koouo (Virtual world), etov omoio o
YPNOTNG ExEL TNV aicOnon 6Tt cupupeTéyel evepyd. EQopproyég T€To1mv eikovikmv
KOGUOV Hmopel vo kKupaivovton amd eE0UoImTEG Kot Tpoypapupata pabnong uéypt
NAEKTPOVIKE O VIS KOL TTPOYPALLLOTO YUY Oy DYLOC.

370 VTOAOITTO TOV KEWEVOD AVOTTOGGOVLLE 0 EPOPLOYT TOVL AVIKEL GTIV TEAEVTOLN
katnyopia. [Ipdxetton yio évay eikovikd KOGHO, LUE GTOLXEIN TOV CUVAVTOVTOL
ocuwvifog oto matyvidla porwv (Role-Playing Games —RPGS), 6ov o ypriotng
e&epeuvd ToV KOG, GUVOUIAEL KOl GAANAETIOPA LE TOVG S1APO POVE TPAKTO PES KOl TOL
avTiKeipeva, mov Ppickoviat 6€ avtdv. O TPAKTOPEG ALTOT EYOVV EVOL GTOLYEIDMOES
TPOTLTIO CLUTEPLPOPAS TTOV TOVE EMLTPETEL VO GUUTEPLUPEPOVTOL SLOLPOPETIKA GTOV
TOUKTN ovaAoya. [E TIG uéYPL TOpa EVEPYELES TOV (.. Bupdvouy av o ok Tng givat
TPooPANTIKOG amévavti Tovg). TTavimg, 1) AE1TOVPYIKOTNTO. OUTY EMLTVYYOVETOL LE
amAéG unyovég katdotaong ko givon kabapd script-based, omdte pia mbavn
EMEKTAOT] CLTOV TOL TOPASELYLOTOC B pTopovGa va. Eivat 1) xpron EVOG EK TV
HOVTEA®V 0T0 0TToi0 £Yve avopopd Tapamdve. O xpnotng avorlapupavet ko
npoonabel va pEpeL 6E TEPAG SAPOPES ATOCTOAES, LIE AMMTEPO GTOYO TNV
0AOKANPOOT TOV ToyVidtov. To motyvidl OVCIUGTIKA ATOTEAEITOL A £Vl ¥APTN GTOV
omoio eEeAMacoVTOL OAEG Ol OTOGTOAEG, KOl O TOUKTNG TPETEL VO, OAOKA PMDGEL TNV
TPEYOVGA OMOGTOAN TPV EekAeldmasl v emopevn. H Tpdoddc tov avrapeipetan pe
avENOT TOV GTOTICTIKOV TOL KOl EVEPYOTOINGT VE®V ETOETIKAOV KOL AUVVTIKOV
KAVOTHTOV oV ToV BonBovv va aviene&éAbel oty avéovouevn duokoia Tmv
avTdAwv Tov avtipetorilel. O Nyog tovilel v eEEMEN TOV KOGHOV, GTNV apPYN
elvar 0vd€TePOC Kal aAAALEL o€ £va o VITOPANTIKO BEUa OTAV 1 KaTdoToon apyiletl
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va dvokoAevel. [Tapopoing, Eva pikpd Hovceikd KoppdTt emPpafedel Ty vikn Tov
Tk 6T Pdyn VO M TTO CLVOSEVETAL aTd £va. avAA0YO0 BEpa.
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2. Eicayowyn ero Torque

H Torque Game Engine (TGE), 1 yw ovvtouio. Torque, sivai, O0mmg
VIOONAMDVEL KOl TO OVOpa, pia pnyavn Toarvididv (game engine). Tapéyet dniadn pio
Baon vy ™V avartuén Aoyiouikod mov amevbiveTal G VOV TOUEN TNG YNPLOKNG
YUYOY®YIOG, CLUYKEKPLUEVO, TO NAEKTPOVIKA Ttoityvidla (Computer games), £vov topéa
7oV givol TAEOV amd HOVOG TOV pic 0AOKANPT Prounyavia.

O poOLOC piag TETO0G UNYOVIG Etvar vo, SIELKOAVVEL TNV avVATTUEN VEQV £pymV
AOYIOUIKOD  aVLTNG TG katnyopiog. Avodoaupdver Pooikovg Topelg, Omwg
dnovpyio TV ypopikav (graphics engine - rendering), thv aviyvevon cuykpovceE®V
peta&d tov poviehomompévoy avtikeluévov (collision detection), v enkowmvia pe
10 Topabvpikd meptPaiiov (windowing system), pe to cuotua apyeiov (file system)
Ko YEVIKOTEPO, LE T0 Aertovpyikd cvotnua (OS), addd kot Bépate 0mTmg T0 HOVTELD
eLo1KN g (physics engine) 1 Asttovpyieg diktomonc. Akoua givor Thavd ot dnuovpyoi
MG TETOL0G UNYOVIG VO AVOTTTOCCOVV [0 GTAOTONUEVT] YAMGGO TPOYPOLUOTICUOD
(scripting language) "mave" and myv idta ™ unyevn, Kot va v mapégovv pali pe m
unyovh oo epyolreio avamtuéng yio toug Kataokevootés (developers). O otoyog Kot
0€ QTN TNV TEPITTOOT Elval 1| ATAOTOIN G NG AdIKOGIOG AVATTUENG VEDV TITAWV,
1N EVKOAOTEPN TPOGPACT OTO EXUEPOVG TUNLOTO TNG UNYOVIG, TO Omoia £T61 UmopEl
VO TO YEPIOTEL O ¥PNOTNG ME EVIOIO TPOTO, 1 UEI®ON TOV ¥POVOL AVATTLENG Kot
GLVETTMG KOl TOL KOGTOVG.

311 oLYKEKPLUEVT EPYaaia, ¥pnolomoteital To TOrque, To omoio avaiauBavet
OAOVG AVTOVG TOVG TOMEIC KOl APKETOVG OKOMO. XPNOILOTOIMVTOG io, TETOL0 UNYOVI
oav Baor, UTOpPOVUE Vo ETIKEVIPOOOVUE GTNV OAANAETIOpaOT OVOPOTOV-UNYOVIG,
TaPoVC1IALOVTOG S1APOPES TEPIMTAOOELS TETOLNG OAANAETiIOpaons. [a avtd 0 oKOTo,
ot scripting duvatdtnTeg ToL TOorque givor cuVHBOG APKETES, KOt TO UEYOADTEPO UEPOG
™¢ epyasiag ivar ypapupuévo otn yAdwooa mov Aéyetan TorqueScript. To Torque givat
OT®G eimape évo ePYAAELD YioL TNV avATTLEN O VIOIOVY, Kol T TEAEVTAiN glval i6mg
Omd TO WO OTOLTNTIKA £pyd AOYIGHKOV OGOV agopd TNV OAANAEmidpocn Tov
avOpMOTOV LLE TOV VTOAOYIOTY.
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3. TorgueScript

YKomog edm elval 1 TOPOLGINGT KATOW®Y oTolyElmv Tov Torque, émwg avtd eivor
dwbéoa pécw g Torquescript, aAld oy n avelvtikny Tapovsioor g id1ag TG
YAdooog kot ¢ ovvtaéng e (v katt tétoo PA. Biproypagia). ExmumAéov, avtd
TapoLo1aLovVIol HOVO OT0 TACICLE TOV Elvol GYETIKG HE TNV TOPOVCH E£PYAGIA,
OGUVETMG TPOKELTOL Y10 LEPIKT KO OYL TANPT) TEPLYPOPT].

H TorqueScript givar pio amAomompévn yA®GoO TPOYPOUUOTIGUOD VYNAOD
EMTESOV KOl OVAKEL GTNV KOTNYOpia TV AeyOuevmv SCripting yYAwcomv.

SOuemva e Toug dnpovpyovg Tov Torque, eivan cav pia CH+ yawpic tomong
(typeless — L. o tHmog TV petafAntdv moté dgv dnAdvetal, Ko pmopel 1 idwo
petafint) va ypnowomombBel GAlote cav petafAnt akepoiov, GAAOTE oV
petoPAnt) ovpPorocelpmv -string- kKAx.).

H cupéieio (scope) tov petafintov pmopet vo givor gite tomiky (local), ondte
N petaPint eivor TpocPaoiun kot Eykvpn povo evtog tov block dmov nidOnke, kot
g petaPAntg Tponyeital éva "%", .. ot dNAmon:

%locaVar = value;

eite maykoowa (global), ondte m petafinm sivar Tposfaciun kot Eykvpn wovton
oTOV KMAIKW -Kal o€ OAa To, apyeio-, kot ¢ petafAntic ponyeiton éva "$", m.y. ot
oNimon:

$globalVar = value;

(katd oOpPacn Eekvape Ta ovOuaTa TOV HETOPANTOV He pkpa ypdupato. ITavimg, n
TorqueScript dev dioywpiler petald kepolaiowv ko weldv -case insengtive-)

Ymv apaén givor oA mo ond) omd v C++, oAAd avtdg givar Kot 0 AOYOG
Vapéng TV SCripting yAwoo®dv. Baotkd xopakmploTikod ivol 0 aviikeevootpogic
(object oriented) yaparxtipos ™ YAOOGAS.

H yAdooa viomolel pio peydin tepopyio kKAAcE®v, mOpEYOVIOS CTAVIOP
AELTOVPYIKOTNTO, GE TOWEIC TOV eKTEIVOVTAL amd TO YEPIOUO Kol ToV Kabopioud g
CLUTEPLPOPAC TMV OVTIKEWWEV®V TOV KOGHOV £m¢ TN diktdwon. I1.y. n kAdon (class)
ShapeBase amotelei ) Pdon yo 6ieg Ti¢ KAdoelg Tov avtikelpévoy (objects) mov
EYOVV KAmowo oyfua Kot givat opatd 6tov KOGHO, opilovtag Tig 1010t TEG (attributes /
fields) ot tig puebodovg (Methods) mov eivar kowég yio TIC KAAGEG aVTOV TOV
avtikelwévov. H kAdon Player sivar vmoxAdon (subclass) tg ShapeBase, kot
PN OULOTOLEITOL VIOt TN OMLLOVPYIN GVTIKELUEV®VY Y10 TOVG TOIKTEG KOL TNV TOPOLGio
aVTOV uéco, oTov  KOopo Tov malyvidwy (avatars). Kinpovouei OAn
Aertovpywkotta g ShapeBase, kat enumAéov opiler eEetdikevuéveg 1O10TNTEG Kat
HeBOO0VG YPNOILES VIO AVTIKEIHEVE VTG NG Katnyopiag. O ypnomg umopsl va
opicel emumAéov 1WO0TEG [ pebddoVg pe TPOTOVC mOv O SoduE TAPUKAT®,
TPOCOETOVTOC TIG OIKEC TOL AELTOVPYIEG OE QLTEC TOL TPOGPEPEL To Torque. o
AVOPEPOUOOTE GE AVTEG TIC KMAGELS oav k/idoeic kovaolag (console classes).
(Znueiwon: eaivetol Tog oto Torque avtég ot KAAGES avapEépovial cov “KAAGELG
avtikelpévav” — "object classes' — mov sival KOTmg avTIQOTIKO, Kol KATOLEG POPEG
akopo kot cav “console objects”, evd ovclooTikd TpdKeLTaL Yo TIg KAAGELS, Oyt Yl
ovykekpluéva avtikeipeva / otrypnotona (instances) avtmv.)
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Axohlovbei pion  pepikn  mapovoioon avtig G epapyiag  (8évipo
KANPOVOKOTNTAG), MOV TOPOVGLALEL TN YEVIKY dopn TG Y®pig Opmg vo. gival
TN PNG, KaBmS kAT T€T010 Ba kove TO PEYEDOVG TOV SLAYPAUUATOG O YOPEVTIKO.

Xy. 6 Aévdpo KinpovokétTnTag — 1epapyio khaocswv/databl ocks/Gui kKhasemv/profile kovedrag
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Onwg oiveTol 010 SAYPALLUN, Y10, OPIOHEVEG KAGGELS VITAPYOVY KOl KATOLES
CUUTTAN POUATIKEG TOVS, LE TNV KatdAnén "Datd'. Avtéc o1 GUUTANPOUOTIKEG KAACELS
Aéyovton datablocks, kot Aéue 611 otV KAhdon m.y. Player avtiotoyei to datablock
PlayerData. Téco ot "kavovikéc" khdoelg 6co kor to datablocks givar €& icov
KAAGELG, OTMG AVTEG EVVOOVVTIOL GTOV AVIIKELIUEVOGTPUQPT] TPOYPUUUATIONS. ATO £0D
Kol mEPo. Ba avopePOUaTTE OTIC UEV TPWTES ATAWDS WG KAAOEIS KAl OTIG 0EDTEPES (WG
datablocks.

Otov dnuovpyovpe éva OVTIKEINEVO Uiog KAAONG otV omoio avTloTolyEl
kamowo datablock, ypelaletot (araiteitar) va égovue TPONYOLUEVMS ONULOVPYNOEL KOl
éva, avtikeipevo avtov tov datablock, dote va GLOYETICOVUE TO OVTIKEIUEVO TNG
KAGong pe éva avtikeipevo tov datablock. Zynuotikd:
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OYEeTICETOI PE
Class AEFGETOL Datablock

¥ PNOIYOTTOIE

ClassObject > DatablockObject

Xy. 7 Xyéon khacemv, datablocks kol avrikeipévey / 6TIyplotinov ovtdv

(No onueimfet 611 10 mapamdve dgv givar ddypoappe UML, mop' 6lo mov
ypnotponotel ototyeio mg UML).

I'evikd, ta datablocks Aettovpyodv o¢ pic GVAAOYN 1B10THTOV Yo, TNV KAGoN
omv omoia avtietolyovv. Katd kdmowov tpdmo, n kAdon opilel uefodovs yio tov
YEPIGUO TOV AVTIKELUEVOV NG, Kot to datablock mov g avtiotolyel opilel widtnteg
nov Kobopilovv Sheopa YAPAKTNPIOTIKE OVTOV TOV OVIIKEWWEVOV (QUTA Yo TIG
EVOOUATOUEVEC 1010TTEC Kat uebddovg, Oyt yu avtég mov opilet o ypnotng). Ot
1010t TEg OV opilovian og éva datablock apyikomotovvtatl katd T dnuovpyia £vog
avtikelévov amd ovtd to datablock. Katd kavova éxovv dueon avtiotolyio kot
EMIOPAON GE AEITOVPYIEC TOV FIEKTEPAUIDVEL EGMOTEPIKA 1) UNYOVY Y10 TO OVTIKEILEVO
OV XPNOOTOLEl avtd 10 OvTikeipevo tov datablock (mov eivar 0mwg &idape
avTiKeipevo ¢ kAdong oty omoia avtietotyei avtd to datablock).

INo mapdderypa, n kidon Player opiler pebodovg dmwe 1 setActionThread()
OV UTOPOVUE VO KAAEGOVIE Y10 TNV ETAOYN KAmotov animation wpog extéleon. To
datablock PlayerData mov g avtistolyei opilet 1010mteg 6mmwe M renderFirstPerson,
nov kabopilel av to avrikeipevo / maiktng Oo eupavifetoar kot otov gipoote o€
mpoontikyy 1% mpocdmov (1% POV), 181dtnteg mov kafopilovy v TaxdTTe. TOV
OVTIKELEVOD, TIG OUVAUEIC TOV EMWOPOVV GE 0VTO Kal mov Bo ypnoyomroinbodv
€0MTEPIKA amd T0 povtédo euotkng (physics engine) k..

‘Eva avtikeipevo evog datablock oyetiCeton pe éva avtikeipevo pog KAGong
KaTd T dnpovpyia Tov Televtaiov. Evdswktikd

Il dnpuovpyia evog avtikeyévon tov databl ock
databl ock DatablockName (Databl ockObjectName)

{

Il apyrcomoinon dottov mov opifovron oto datablock
databl ockAttributel = valuel 1,

Il opropog KAT apykonoinon kaboptldpevov and to xpHot 1810ThTov
Il ywo. to ovyrerpiuévo avtikeipevo tov datablock
databl ockObjectAttributel = vaue2_1;

b

Il dnpuovpyia evog avTikeEVoOD ¢ KAGGNG 6TV 0Toio AvVTIoTOLYEL TO
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/I mapomave datablock
new ClassName (ClassObjectName)

{

Il xaBopiopdg Tov avtikeyévou Tov datablock mov Oa ypnoporoteiton
Il amd owt6 TO avTIKEinEVO TNG KAAoNG (av TPOKELTAL YL OVTIKEIHEVO
Il ¥\Maong oty omoia avtiotoyel kdmoto databl ock)

databl ock = DatablockObjectName;

Il apyrcomoinon GA @V 1otV oV opilovtatl oty KAdon
classAttributel = valuel_1;

Il opropdg KAT apyconoinon kabopildpevov and to xpHot 810t Tov
Il yia. 10 ovyrexpiuévo avtikeipevo g KAAoNg
classObjectAttributel = value2_1;

b

(katd ooppacn Eekvape ta ovopato tawv kKAdoswv / datablocks kot tov avtikeipévav
ue kepolaio ypéppoto)

Xnueioon: ot Wwmreg kAdoewv / datablocks dev €xovv kdmolo mPoodOPIGHO
eupéretog (%, $). H eupéreid toug givor 6Aog o yhpog ovoudtmv (namespace) tov
GLYKEKPLUEVOD OVTIKEIUEVOV. AKOUA, GUUTEPLIPEPOVTAL GOV o7udoies (public), kot to
010 woyver kat ya Tig pebddovg v kAdoewv / datablocks.

I'evikotepa, M dnuovpyia aviikelwévov and pio kKAdon, éotm v Player, yivetal mg
&G

%classObjectID = new Player (ClassObjectName : ParentClassObjectName)

{
databl ock = DatablockObjectName; // 6nov Databl ockObjectName to
Il bvopo evdg avtikelpévou tov datablock PlayerData
classAttributel = valuel_1;
classObjectAttributel = value2_1;
3

o6mov %classObjectID eivor éva povadikd avayvoprotikd (apOuntiky iy, ID,
handler), To omoio divet 1 unyov ©T0 AVTIKEIPHEVO KOTG TN OMUovpyic TOoV, Kot
ClassObjectName civat to 6vopa mov 0éhovue vo ddcovue 610 avtikeipevo. Ta
%classObjectID, ClassObjectName eivar mpootpetikd, oAAG mpémel va vrdpyet
TOVAGYLOTOV €va €K TV 000 ov BEAovue apydTEPO Vo ovapePOOVIE GTO OVTIKEILEVO
nov @TidEape. Eviog tov { } umopovpe va amod®oovpe THEG 6TIC O10poPEeS 110N TES
™G KAAGNG TOV AVTIKELUEVOD, KATL GOV TOVG KATACKEVOOTES KAAoewv (Constructors)
OV GLVAVTH KaVelg oe GAAEG YA®GGeG. Mia té€tola 110t ta. pe Eeyploth onuacio
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givor ko m ot to datablock, mov omwe sidape kabopilel mO0 OVIIKEIPEVO TOV
avtiotoyyov datablock 6a ypnowwomomBel omd tO aviikeipevo g KAdoNg, Kot
KAnpovopueitar omd v kAdon GameBase.

Mo dapopd pe dAAeC YAMGOEG glval 0TL EKTOG TV 1810THT®V 7oV opilovral
oV KAGGN KOl 0PYIKOTOOVVTAL KOTO TN ONUIOVPYIC TOV OVTIIKEWWEVOD, UTOPOVV
KAt TN OMUovpyio. TOL OVIIKEWEVOL v ONA®OOVV Kol OTOLECONTOTE AANEG
W Teg. OvoloTKA Ot W10TNTEG AVTEC opilovior €M, TALTOYPOVA UE TNV
apywonoinon tovc. Ank. m TorqueScript cmippiner tov opiopd idi0TiTOY Yo
ovykexpiuévo. ovtkeiuevo. lapdpo, emitpénet 1ov opioud uedoowv yio. cuyKerpiEva.
avtikeuevo, apkel onTég va SNAmBoDV LEGO GTOV OVTIGTOLO YDPO OVOUAT®V, OTMG
B kévape ya vo opicovpe véeg uebddoug yia e kAdon / datablock (BA. mapakdtm).

Id1outepdtTa emiong g Torquescript eivat n duvatdTTa VoL AVTIKEILEVO VoL
KAnpovouel évo GAAO OVTIKEIUEVD. XTO TAPATAVD TOPAOEIYUO TO OVTIKEILEVO
ClassObjectName ¢ kAidong Player kAnpovopel to avtikeipevo ParentObjectName
(mov dev emiPaiieTon va givar Kot ovtd avtikeipevo tng idlag khdong Player), onA.
OAeg o1 1010t Teg Ko pébodot tov ParentObjectName nepviave ko oto ObjectName.
MdaMoTa 01 GYEGEIC KANPOVOUIKOTNTOS UETOED TMV AVIIKEWWEVOV 08V QOivovTol
movbevd oto Torque, av ©T0 TOPOTAVD TOPASELYUN YPOWOULUE OTINV KOVGOAO
ObjectName.dumpClassHierarrchy(); 6a dodue ta e&nc:

Player ->
ShapeBase ->
GameBase ->
SceneObject ->
NetObject ->
SimObject

ONA. vau pev to avtikeipevo ObjectName éyxet aviypayet tic 1010t eg / pebddovg tov
avtikelévoyv ParentObjectName, aAld kotd T dAla Bewmpeitar 6t kAnpovopuel kot
gvbeiav v KAdon ¢ omoiog eivon avrtikeipevo, dd v khaorn Player.

H dnuovpyia aviikewévov amd datablocks eivor mapdpolon pe ™ ompovpyia
OVTIKEILEVOV OO KAAGELS, Y10 TAPASELYILOL:

databl ock PlayerData (Databl ockObjectName : ParentDatabl ockObjectName)

{
databl ockAttributel = valuel 1;

databl ockObjectAttributel = value2_1;

3

ue 11c €Enc Swgpopéc: 1% dev pmopovpe va mapovpe pion petaPAnth pe 10
avayvoplotikd (ID, handle) tov avtikeuévov evog datablock, kar 2 1 Seopegopévn
AEEN "new" éyet avtikatactadel and ™ deopgvouévn AEEN "datablock™.

2HVTOUN OVOKEPOAOI®OT
Kidoeig (console classes)

26



[MpokaBopiopévo dEVOPO KANPOVO LIKOTNTOG.

AvvatOTNTO SNUIOVPYIOG UVTIKELUEVOV OO CVTEC.

Mpn duvatdTTO OPLOUOD VEDV 1G0T TOV GE QVTEC.

AvvotoTTo 0pIo oD VEOV HeBOd®V 6g VTG (0TO XMPO OVOUATOV TOVG).
Avtikeiuevo. kAdoewv

AvvatoTTO Vo KAPOVO LI GOVV VAL GAAO OVTIKEIIEVO KAAGTC.

AvvatOTNTO OPIoUOD VEDV IO0TNTOV GE ALTA KATE TN d1ovpyic Tovg.

AvvotomTo opiopol vémv nebddwv og avtd (6To YOPO OVOUATOV TOVG).
Datablocks

- E&' opiopov oyetilovratl pe kamowo kAdon. [Mapéyovv éva 6Ovoro 1810t TV

Y10 TO AVTIKELLEVE TG KAAOoNG pe TNV omoia oyetilovTat.

[MpokaBopiopévo dEVOPO KANPOVO LIKOTNTOG.

AvvatoTNTO SNUIOVPYING OVTIKELLEVOV OO QVTA.

Mpn duvatdTTO OPLOUOD VEDV 1OL0TNTOV GE QUTA.

- AvvotomTo oplopod vémv nebddwv og avtd (6To YOPO OVOUATOV TOVG).

Avuikeiueva twv datablocks

Agv €yovv EEYmpPLoTH VIOCTAOT|, LE TNV EVVOln OTL TAVTOTE YPNGULOTOOVVTAL

ooV TUNUO €VOG OVTIKEWWEVOL TNnG KAAONG He Tnv omoia oyetileton To

databl ock.

AvvotoTTo Vo KA povouncovy éva GAo avtikeipevo kamotov datablock.

AvvatOTNTO OPIOUOD VEDV IO0THTOV GE ALTA KATA TN O1ovpyic Tovg.

AvvotomTo 0piopod vémv uebddwv og avtd (6To YOPO OVOUATOV TOVG).

Opiouog véwv uedoowv

Metd and oho avtd, ag dovpe Thg opilovpe pia uébodo (edd Exovue TV mepinTwon
opiopob ueboddov oe wa KAGo, o optopdg pnebBddov oe avtikeipevo khdong, datablock
N avtikeipevo datablock eivon eviehmg avaloyog)

function Player :: classMethod (%this, %argl, %arg2, ...)
{

}

Il cdpa pedodov

To npmdto Optopa og e péBodo eivatl 1 avopopd 610 GLYKEKPLUEVO GTIyOTVIO /
avtikeipevo g kAdong / datablock yw 1o omoio kAnOnke m pébodog (the "this'
reference), mv omoia mepvael avtopata N unyavy otig pebddovg tov KAdoewv /
datablocks 6tav avtég kalovvtat. Agv €xel onpacio tdg ovopdlovpe to 1° dpiopa,
apkel va EEpovpe 0Tl mavto Bo lval avty N avoeopd, Kot 0Tt 1o, opicuate Tov Oa
nepdoovpe gpeic om pébodo Eekivave amd 1o 2° dpopa kot petd. Ily. n kKAon g
uebdd0v Ba yrvotay kdmmg 1ot

%player = new Player() { ... };
%player.classM ethod(%argl, %arg2, ...);

Yty nepintwon mov Exovpe uéBodo evog datablock sivar mbavod vo cuvavticovpe
petopint) %db avti g %this, mov andd pog Bvpilel 6Tt | avapopd yivetal o Eval

avtikeipevo datablock, aAld dev mpoKeLTaL Yo KATL SILPOPETIKO KOTA TO AAACL.

Tevikég Hopotnproeig:
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Onwg PAémovue otnv TOrquescript o avTIKEIULEVO YPNOIUOTOIOVVTOL HE
Tpoémo mov Ogv akolovBel akpiPog avtd mov Oo mepipeve kavelc amd  pio
avtikelevootpagn yimooo (optopoi otV / pehddwv Yoo GLYKEKPUEVA
QVTIKEILEVQ).

To mapamdveo cuvdéetal Kat pe TV e€Ng Tapatnpnon: oty Torquescript, osv
VIGPYEL KOVEVAS TPOTOS VO, ONuUIovpYnoeEl o yprotns vées kidoers | datablocks (avtd
umopel vou yivel povo av oAAGEEL KaVElS ToV KK TNG U0V tov Torque). dev
VdpyEl KATL AVTioTOTYO TOL

class ClassName
{

b

/1 &16tteg kan pébodot

¢ C++, adld povo n dvvartdtnta dnuovpyiog aviikelpévov ue ta new / datablock.
Amd mv G, n TorqueScript emttpénet v enéktoon tov dwdéciumv kKhdoemv /
datablocks pe opiopd véwv pebddmv oto y®po ovoudtwv tovg (Ot OpmG Kot
WO0TATOV), Kol 6iveL T dSuvaTdTNTO EUTAOVTIGHOD TOV OVTIIKEUEVMV OV ONUIOVPYEL
0 YPNOTNG UE WOTNTES Ko neBOdoVE OTwe avtdc BELEL, cuv TN duvatoTTa "WYendo"'-
KANpovoLkOTNTOG  METOED  OVTIKEWWEVOV Y100 €UKOAOTEPT  Omuovpyio  vEoV
OVTIKEIWEVOVY oL potdlovv pe dAla, yopic vo ypewdletoar 1 emavorapfovousvn
dMAmon OAoV TV KooV ototyeimv. To HEIOVEKTNUO EIVOL TPOPOVDG 1] GVYYLOT) TOV
dnuovpyeiton amd v "Tapddoén” avtn Tpocéyyion.

Mopamdve £yve 1 duakpion 0Tt o1 KAdoeLg opilovv Hebddovg Yo ToV YEPIGUO
TOV OVIIKEWEVOV TOVG, kat to, datablocks mov tovg avtictolyoiv opilovy 1810t TEG
mov Kabopilovv S1APOpa YOPUKTNPICTIKG CQVTOV TOV AVIIKEWEVOV. [evikd, oTig
KAAGELg TapaTnpel Kaveic eAdyIoTeg EmG KaBOAOD 1810TNTEG Kot Kupimg puedddovg, Kot
ota. datablocks to avtifeto. Or diyeg 1010tnteg mov upovilovior oTic KAGOELS Exel
vonua va. opilovtar yio. kaOe aviikeiuevo kiaong Ceywpiota (m.y. datablock, postion,
scale) kai dev Oa giye vonua va Ti¢ YpHoUOTOIGOVUE OUAOIKG. YIa. TOALG. OVTIKEIUEVCL
KAGOEWY, OTWS UTOPODUE VO, KAVODUE UE TIS 1010TNTES oL opilovial oto, datablocks.
®aivetor dnA. 611 otnv Torquescript, 6mov NTav dvvatd ot 1W10TNTEG Kot ot pébodot
dwayowpiomkov emitmdeg. Ta datablocks evBvhakdvouv Tic 1810TTEG TTOL E€lvan
OYETIKEG LE TOL AVTIKEILEVA TNG ovTioToyng KAGong, kot to ido datablock pmopei va
ypnolwomombel amd TOAAG OLOPOPETIKG  OVTIKEIUEVO OVLTNG TNG KAAONG, LE
OOTEAEG IO, VOL OTTOPEVYETOL 1] EXAVAANYT TNG OPYLKOTOINONG TOV OO0 THTOV Yo KAOE
avTIKEipevo pe mopdpota Asttovpytkdmra. H didkpion dev givarl evieddc akpipng, kot
olyovpa dgv glvarl deGUEVTIKT Yo TG WO1OTNTES Kot neBddovg mov opilel o ypnog
(oto avtikeipeva TV KAAGE®V PUTOPOVUE Vo Opicovpe 110 TEC av BEAOVE, OTTMG
kot ota datablocks kat T avtikeipevd tovg pmopodue vo opicovue pebodovg), Kot
amd 'Kel Ko mEpa etval BEHO Tov ¥pNoTN VO ATOEOGIGEL TOV TaPLdlel KaADTEPO O
oplopog pog wotntag / pebddov :
Ymv kAdorn, ondte Oa toydel Yo KAOe avTIKEuEVO NG KAGONG -OAAG KOl TV
VIOKAGGEDV TNG- aveEdptnto and to datablock mov ypnoonotei;
370 aVTIKEIPEVO TNG KAAGTC, 0OTE BaL 15YVEL LOVO Y10, TO GUYKEKPIUEVO OVTIKEIEVO —
Kol yuo. 0G0 AVTIKEIEVA TO KAPOVOUOUV-;
Yo datablock, omote Oo 1oydet Yoo OA0 ToL AVTIKEIPLEVA KAAGEDY TOV Y PN GUOTOLOVV
avtikeipeva owtov tov datablock 1 tov datablocks wov to kKAnpovopoiv;
Y10 avtikeipevo tov datablock, ondte Ba toydet Yo Olo To AVTIKEILEVO KAAGEDY TOV
PN OULOTOOVY QVTO TO OVTIKEIUEVO 1] OVTIKEILEVO TTOV TO KAT|POVOLOVY;
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H onuavtikdtepn dudkpion petaéd tov puebddov / dottov mov givor 1om
opiopéveg Kot Twv peBoddmv / 1oty mov opilel 0 ypiote, eivol OTL 01 TPDTES
Katd kKavovo (vmhpyovy Kot eENPEGELC) AVTIGTOLYOVY G ECMTEPIKEG AEITOVPYIES TNG
UNYOVIG, EVG 01 devTEPEG dEV onUaivovy Timota amd UOVES TOVG, TAPd HOVO £YOVV TN
OMUOCI0 TOV TOVG OTodidEL 0 ¥PNOTNG. AVTO {6MG PAIVETAL AVTOVONTO, OAAY givol
onuovtikd. To mopadetypo, to datablock ShapeBaseData opilet v 18106mta
maxDamage mov deiyvel ) péytom ud mov pmopel vo, avtégel vo aVTIKEIUEVO
npwv kotootpagel. H khdon ShapeBase opiler ™ upébodo applyDamage(), xai
PN OLLOTOLDVTAG TNV TTpochétovpe ot (b mov £xel vootel To aviikeipevo. And
ekel kot wépa,  unyavn o kabopioetl ecmTEPIKA TL TPEMEL VOl Yiver (w.y. mota uéhodog
npémel vo. kKAnoei, BA. callbacks mopakdtom), avaioya to 1066 {nuidbg mov £xel vtooTel
T0 avtikeipevo. Av Opwmg eueig opicovue pion 1d6Mra, éotw health, m.y. oto
avtikeipevo g kAdong Player, ovt dev onuaivel Timoto yoo T unmyovi.
Onoocdmote EAeyY0c 1 EVNUEP®ON GYETIKG pe avth TV W To B0 Tpémel va
yivetar péom TorgueScript kot va kaeiton pntd émote yperdletat.

Yrdpyet téhoc pia €101k Katnyopio pebddmv, o1 omoieg KaAOHVTOL AVTOUATA
amd T pnxavn OTav TepovclaoTel Eva yeyovog (event) mov Tig evepyomotei. Ot
uébodor avtég Aéyovtan callback methods xor pmopei vo éxovv opiotel 1660 Yia
KMaoelg 660 kot yio datablocks. Ioyvovy ta idto Omme kat Yo OAe Tig uebddovg, 1
dapopd givat otov TpdTo KANoNG ToVg (LTopel va TIg KAAEGEL KOVELS Kol AUEGH LECH
script, oAAG yevikd dev €xel vomuo kdatt tétoro). o mapdderypo, oto datablock
ShapeBaseData opileton 1 calback pébodog onDamage(), n omoia Oo kAnBel
aVTOHOTO OTAV VO OVTIKEIPEVO KAAGNC TOL YPTOOTOLEL OVTIKEILEVO OVTOD TOV
datablock (1 kamowov datablock mov to kKAnpovouei) dexbei (nud. ‘Etot, apkel va
opicovpe v calback pébodo onDamage() otov Sscript k®dwka kot vo. BaAovue 6to
OO0 TNG TIG AEITOVPYieC OV BEAOVLE Vo eKTEAOVVTAL OTAV QLT KoAgital. Mepikég
calback pébodot eivan amapaitnto va. Exovv oprotel oo SCript, Kot av n punyavy yaget
Y GQLTEC Y. VO TIG KAAEOEL, OAAG dev Tig Ppel, dev Bo Aeltovpyncel GmoTd
(rapdoderypo amotehovv ot calback pébodor ¢ xhdong GameConnection mov
YPNOUOTO0VVTAL KOTG TNV gyKatdotacn piag ouvdeonc). O callback pébodotl ouyva
€xovv Ovopo Tov Eekva amd "on...", aAAd anTd Oev 1oy DEL TAVTA.

AV Kol GYETIKA GTAVIEG, DIAPYOVV KOl GUVOPTHCELS KOVGOANG TOV KAAOHVTOL
avtopoTo od T Unyovy tov Torgque 6tav cuuPel kamowo yeyovog, kot Ba Tic Aéue
callback functions. "Eva mapdadetypa givon 1 resetCanvas() mov koleital 6tav aAralet
1N avaAivon, Kol omotteitol vo ivot optopévn otov SCript Kmoka.

Onog eidope, kdbe khdom, avrikeipevo kAdong, datablock 7 avtikeipevo
datablock, opilel tavtdypova Kot Eva XOPO OVOUATOV, GTOV 0010 OVIIKOVV OAEG OL
1010t Teg kar pébodoi te. H TorqueScript, oe avaloyio ue ™ Ct++, emtpénet va
VIAPYOLY Ko GAAOL, "avBaipeTol” yipor ovoudrwmy (Nnamespaces) mov dev oyetifovtan
ue kopio kKAdomn, datablock 1| avrtikeipevo toug.

Xpnoedovy oty evOLAGK®GN HETAPANTOV / GUVOPTHCE®DY, LLE GTOXO TNV
opadoToiNoN KOWNG AELTOLPYIKOTNTOG, TNV OTOPLY GLYKPOVUGEMV OVOUATOV LE
dAleg petaPintég / ovvaptioelg, v amoevyn tov Agyodpevov global namespace
pollution.

Avtoi ot yopot ovoudtmv dgv dSAmdvovTol Tovdevd, aAAd OTaV Lo LETAPANTA
N o cuvéaptnon opilovral Kanwg ETot:

Il Moykéo o petofinth pe ovopo "globalVariableName”, opiouévn oto ydpo
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Il ovopdrev "namespaceNamel”.

$ namespaceNamel :: globalVariableName = value ;

Il vvaptnon pe 6vopa "functionName”, opitopévn 610 ydpo ovoudtov
/I "namespaceName2".

function namespaceName? :: functionName (argl, arg2, ...){ ... } ;

Oewpovvtal oploUEVEG LEGO GTOV AVTIOTOLXO Y®OPOo ovopdtov. H avagopd c€ avtég
TPENMEL Vo yivetanl TAVIO UE TO OVOUO TOV YMPOL OVOUAT®OV Vo, Tponyeital Tov
ovopatog tovg (my. m upetapint) globaVariableName dgv eivar n idn pe v
$NamespaceNamel::global VariableName). Na onueiwbei 611 amovoidler to %this
(the "this' reference), xabdc dev mpdkerton Yoo pebddovg kK doewv / datablocks 7
OVTUKELUEV@DV.

‘Evag pnyoaviopoc mapopolog He toug ydpove ovoudtov eivor ta  packages.
"Eva package opiletot og e€nc:

package packageName {
/1 1&161TEg KON GLVOPTNOELS OpLopéveg oto package
1

Kot 10 dayeplopacte pe Tig cuvapthoelg koveoAag activatePackage(packageName)
ko deactivatePackage(packageName). Koaldvtog v npd, enava-opiloviot OAEC ot
petoPInTég Kol cvvaptioelg Tov mepEyel o package. ‘Eotw otl £yovpe opicel ™
ovvaptmon aFunction() kdmov oto script. Av petd gvepyonotcovpe éva package oto
omoio éyovue opicel uor cuvaptmon emiong pe to dvopo aFunction(), n cvvaptmon
tov package 0o vrepKOADYEL TNV TPONYOUUEVY], Kol TAEOV OTAV KOAOVUE TNV
aFunction() 6a ypnowomoleitor o oplopdc TG TOL 1oyVEL oTo  package.
Amevepyonounvtog to package Oua emoavérel oe o0 0 mponyoduevog optopds ™G
owvaptmong. Ilepiocdtepa and éva packages pmopovv vo. givat gvepyd tavtdypova,
OTOTE Ol OPICHOL TOL TEAELTOIOV VAEPKAAVTTOUV OAOVG TOVG TPOTNYOVUEVOLS KOl
éyovpe ovolooTika pio otoifo (stack) and packages. H activatePackage() avtiotouyet
og push kot ) deactivatePackage() o€ pop.

Ex16¢ and v epapyio kKAdcemv, To Torque mpoceEpel ETOYLES CLUVOPTNGELG
Yo TO XEPIGUO 16000V — ££000V og apyeia, Yo cuvnbiopéveg padnuaticés Tpaéelg
KAT., ovoloeTikd oav pio BipAodnkn cuvaptioemy Kat' avaroyio pe GAAEC YADGOES.
O1 cvvaptNoelg avTég avapépoviol oto Torque cov covaptijoslc koveolac (console
functions).

Opioudg véwv aovaptioewy

O ypMotg umopei va opicel emmhéov cvvaptioelg (functions), kot and ™ otryunq mov
QVTEG OPLGTOVY, XPTOLUOTOIOVVTAL OTTOC OKPPDS Kol 01 GLVOPTHOELS KOVOOANG. [
TapaOEY L

function aFunction (%eargl, %arg2, ...)
{

}

Il cdpa cvvapmmong

No onuetwcovpue 6t o Torque ypnowomotel yioo Ty Torquescript eite évav
uetaylottiot) (compiler) gite évav digpunvéa (interpreter), avédioya. Avtd onuaivet
OTL eKTOG TNG GLYYPAPNS KOJKO GE apyEic Kot TG LETAYAMDTTIONG TOL KMOSIKA LTV
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TOV apyeiov TP TV eKTEAEST] TOV TOrque, umopovLE Vo SIVOLUE EVIOAEC Kol KOTH
™mv ektéleon Tov (run-time) uéosm kovoodrog (console).
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4. Torque kot GUIS

v epapyic TOV KAAGE®V TAPUTNPOVUE OTL TO OVOUO KATOImY KAAcE®V apyilet
and "Gui...". Ot KMIoES AUTEC VAOTOOVV TIC EVOMUATOUEVEG AELTOVPYIEC TOV
npoo@épel 1 Torquescript ywa ™ SnNUovpyio. YpaeIKOV SETOQOV HE TO XPHOTN
(Graphical User Interfaces — GUISs). H k\don GuiControl eivon n pia yio 10 vmo-
dévdpo tov GUI kAdoemv, Kot OAEG AVTEC 01 KAAGELS TNV KATPOVOLODV.

H unyovq avaiapPaver va avtiotoyicer tig oyxetikée pe GUIS khnoelg mov
yivovtoaw o€ eminedo SCript, pe Tic katdAinleg kAnoelg tov windowing system
(cuvnbwg TUMUE. TOV  AEITOLPYIKOD GLOTHUATOS) 7OV  Ypnoipomoteital. Etot
emruyyaveton avecaptioio riatpopuas (platformindependence) 6cov apopd to 100k-
and-feel g epapuoyng (avaroyia pe cross-platform yhwooeg 6mmg n Java). And myv
GAAN, OTTOC TAVIO GE TETOLEG MEPUITAOOCELS OOV petafaivovue og évo LYNAOGTEPO
QQOIPETIKO EMIMEDD, OVAYKAUOTIKA YAVEL KAVELG GE dLVOTOTNTEG Kot eveAl&ia Tov Oa
elye dovhevovtag an' eVOEiNG TAV® 6TO GUGTN IO TOV YPT|CLUOTOLEL.

Ye avtiotolyio pe 6co gidape yo o dayoploud og kKAdoelg kot datablocks, otnyv
nepintoon tov GUIS éyovue (Gui) khdoeig kot éva profile (ot 6éon twv datablocks).
Avtifeta pe v avtiotoyio kidong — datablock mov €idape, dev éxel kdbe (Gui)
KAGon to O61kd g avtiotoryo profile, aAAd vmdpyer éva kor povo profile, o
GuiControlProfile, and 1o omoio dnuovpyovvral 6Aa ta avrikeipeva profile. Exiong,
arorteitar yuo, kKGOe aviikeipevo (Gui) KAGONG va (0VUE TPONYOVUEVMOG ST IUOVPYTOEL
Kot évol avtikeipevo profile, mote va cvoyeticovpe 1o avtikeipevo g (Gui) kidong
ue évo avrtikeipevo tov profile. Zynuotucd:

GUI Class GuiControlProfile
¥PNOIPOTTOIE]
Clas(:g:aject ProfileObject

Xy.8 Zyéon GUI khasewv / Profile ko avrikeipéveov avtdv

Tpwv onuiovpynoovue omoiodnmote dlro avikeiuevo profile, mpémer mpara va
Eyovue onuiovpynoer Eva. ovtixeiuevo profile ue o évoua GuiDefaultProfile. Katd
dnovpyio avtob, BEtovpe OAeg TIc 110 TEG ToV profile GuiControlProfile o€ kémoa
default Tipn. Otav votepa dnuovpynoovue Kamowo GAko avrtikeipevo profile,
vrepkaAvmtovpe (override) povo tig 1010t TeG mov BEAovpe Ko OAeg ot GAleg Oa
éyovv avtopata v default Ty (6nmg avt kabopiotnke katd T dnpiovpyio Tov
GuiControlProfile), yopic va ypelaotel va tig opicovue Eava.

I'o ™ Aoy Tiow and 10 dwywpioud oe (Gui) khdoeg — profile, 1oydovy avtd
OV QVOQEPOUE Kol Yo ToV Owyopopd oe kKAdoelg — datablocks (Sroywpiopde
ueBOdV — 1310TATOV OTTOV AVTO gival duvatd, ol Alyeg 1010 TEG OV gUQavilovtan
otig -Gui- k\doeic €yel vonua va opilovtal yio kébe avtikeipevo -Gui- KAdong
Eeyoplota -m.y. profile,  podtion, extent- xot dev Oa &giye vomua vo TIC
YPNOUOTON|GOVUE OUASIKE Yo TOAAG avTikeipevo -GuUi- KAGGE®Y, OTMG UTOPOVUE
VoL KAVOVUE UE TIG 1010TNTEG oL opilovton oto profile, khm.).

Iowoitepeg 1o1otnes Tov profile GuiControl Profile
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canKeyFocus : av givor aAntng, o avtikeipevo (Gui) kKAGong mov pnoLuonolet to
avtikeipevo profile éxet t duvatdTTo va d€xeTan TV €16050 TOV YPNOTN OO TO
TANKTPOAOYI0 (OnA. pmopei va maper to keyboard focus. Av m.y. mpdkettan yia
OVTIKEIUEVO OOV €1GGYOLUE KEIPEVO, O CUrsor umopel va "mael" exel, kot m
€16000¢ TOL YPNOTN ONO TO TANKIPOAOYO MTOPeEl vo. KoTeLOVUVETOL GTO
CULYKEKPIUEVO AVTIKEIUEVOD). AV gival WYevdng, To avtikeipevo dev Oa pmopei vo
mapel €06000 amd T0 TANKTPOAOYl0. AmO OAo TO. avTiKEipeEva otV 006vn TOoL
Umopovv vo, dgxBovv €i6000 amd T0 TANKTIPOAGYIO, EMAEYOVUE QLTO OV OEXETAL
™MV TPEYOVGA €16000 KAVOVTOG KAK TAV® TOV UE TO TOVTIKL. AV 0nTd dev givar
duvato (m.y. in-game otav 1o movtikt £xel KAeWdwbOel 6to Kévipo g 006vNg, ) Yo
GAlovg AOYyouc), pmopovpe v emtAéEovpe To avtikeipevo mov Oa dexbei v
€lc0d0 TOov TWANKTpoAoyiov upéow  SCript, ypnowwomowdvioc T pébodo
makeFirstResponder () ¢ khaong GuiControl (ko n omoia £get vonuo poévo dtav
Koheitor yoo oviikeipeva (Gui) kAdoewv oto profile tov omoimv €yovue Oéoet
canKeyFocus = true).

modal : av givar aAnbng, to avtikeipevo (Gui) kAdong mov ypnolonolel To
avtikeipevo profile coumeprpéperar cov modal, dni. anoppoed 6An v gicodo
(input) tov xpnotn, eite £xel TPOTO Vo TNV YEIPLOTEL €ite Oyl Av gival yevdng, o
avtikeipevo cvumeplpépetol cov modeless, onA. Ba agpnost kar dGAlo ovTikeipevo
(Gui) xAdoewv vo TAPOVV TNV £I6000 TOV XPNHOTN, EAV AVTO OEV £YEL KATOL0 TPOTO
vo, v yepotel. [apaderypa modal GUI Ba tav éva avtikeipevo mov 660 gival
avolytd Oev EMITPEMEL GTOV YPNOTn Vo petaPel oe GALO avTIKEINEVD, Kol KAIK TOV
TOVTIKIOD EKTOG TNG TEPLOYNG TOV AVTIKELUEVOL aryvoouvTot. [Tapddetypo modeless
GUI 0a Ntav éva avtikeipevo (ot Mudlo@oaveg) 6oV KAMK TOV TOVIIKIOD 6€
"adeln" meployn tov Bo petaPifalotav oe Omo0 avtikeipevo PpiokoTov Mamd
KAT®", T.Y- 0 ¥pNoG Bo umopovoe Vo TOTGEL KOV TOV OVTIKEWWEVOV TOV
Bpiokovtol "kdtw" amd éva modeless GUI.

opaque : av givor oAnbng, to avtikeipevo (Gui) khdong mov ypnolomotEl o
avtikeipevo profile givat adagavic, arlmg eivor dtapavig (transparent).

Eivar ocvvmbiopévo oto Torque va pddupe vy controls, otav Bélovpe vo
avapepbovpe yevikd oe avtikeipevo tov Gui khdcewv. ‘Eva control mov mepiéyet
GAlo controls gival container yw avtd. e controls mov opiloviar uéoo oto idio
container kai kataioufavovv v (o TEPIOYN EXEL GNUAGIO ) GELPC. ONUIOVPYIOS TOVS
(xaBe control Oa kaAvmTel o TPONYOOUEVEH TOV).

To. GUIs ppioxovrar yevika oty mleopa tov weddm (client). Otav o mehdmg pog
eQappoyng Torque ekteeotel, TPEMEL KATA TIC OPYLKOTOLCELS TOV VO S LOVPYNGEL
éva, avtikeipevo g kAdong GuiCanvas. Avtd dev yivetal pe 10 NEW OT®G Yo, Ta
GAAo avtikeipeva KAMAGE®Y, OAAD KOADVTOG Mo amd TG GUVOPTNGEIS KOVGOAUG
createCanvas() n createEffectCanvas(). A@od yivelt avtd, TO OVIIKEIPNEVO TOV
KOTOOKEVOOE E0MTEPIKA 1 unyavn eivor dabéoo oe eninedo SCript pe 1o Ovoua
Canvas. 'Evag meldng mpémel vo. EYEL £vo kol [ovo £vo, OVTIKEIPNEVO TNG KAAONMG
GuiCanvas, uéoa oto omoio tomoletovvror omoiadnmote dlio. avuikeiueve, GUI
K/G.oewV SNUIOVPYNGEL 0 TEAATNG. TUVEN®MC, TO avtikeipevo g KAdong GuiCanvas
pénetl va. dnpovpynbel Tpwv and omolodnmote dAlo avtikeipevo GUI kAdcewv. H
tonofémon dArov avtikeévov GUI kidoewv oto avtikeipevo Canvas yivetal pe Tig
uebodovg setContent() (6tav (emava)bétovue cuvolikd ta mepleydpeva tov Canvas)
ko pushDialog() (6tav kavovpe push éva GUI "mave" omd ta Hon vrdapyovia
nepleydueva tov Canvas) g kidong GuiCanvas.
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5. Opyavowon tnc cpopuoync cg apysEio

Kot' apynv, va onueidcovue 6L 10 Torque €pyetot pe Leptkd mapadelypota
EPUPLOYADV YPOUUEVOV GE AVTO, TOL 0KOAOVOOVV Alyo £m¢ TOAD Uio CUYKEKPIUEV
opytvoon tov apyeiov tovg. H epyacia avt dev ypnoiponotel kavévo amd avtd o
napadeiypata, aAld €xel ypaptel Eekvaviag amd 10 Pndév, 06ov agopd To SCript
wavta. BéPota, ta moapadeiypota avtd ypnoigevoav cov 0dnydg, Kol G€ UEYOAO
Babuo arxolovbeiton mapdpola opydveon pe ovtd. H emdoyn avthy onuaivel amd
pioe OTL yevikd €yovpe pOVO TNV amopaitnty AEtovpytkomto (Kot T GUVEKTIKY,
aeov 1 TAEWYNEI TOV AEITOVPYIOV TPOooTéONKE oTadokd Ko pévo Otav vty
YPELAGTNKE), OAAG 0O TNV GAAN Ogv €xovpe gVkolieg OTmg ot dipopot editors mov
VAOTO10VVTOL GE SCript 6T TOPAdELYUOLTAL.

O xatdroyog (directory) octov omoio tomoBeteitan 1o ekteAéoipo (.exe), pall
ue tig duvapikég Piprodnkec (Ldil) yio to Windows, givar €€' opiopod o kotdloyog-
pia (root-directory) g spappoys. Edd tov ovoudlovpe "myTorqueDemo”. Ot
dwadpopéc (paths) OAwv TV apyeimv Tov divovial 6e AT TNV EPYOCia Eival GYETIKES
(relative) kot Egkvave mavto, amd Tov Kataioyo-pila, £Tot avtdg Oo mapaieinetat. o
napadstypa, n dwdpoun /control/main.cs dnidver to apyeio Main.cs mov Ppicketar
otov kotdloyo control, o omoioc pe 1t oepd TOL PpickeTor GTOV KOTAAOYO
myTorqueDemo.

Otav 10 eKTELECIHO EKTEAEOTEL, WhyVEL Yio va. apyeio pe Gvopo, Main.cs, Tov
0o wpémel vo Ppicketan otov 1610 KATAAOYO pE TO EKTEAECIUO, SNA. GTOV KATAAOYO-
pila. Tvvenmg, to onueio elod6dov (entry point) tng epapproyng eival avtd to apyeio
main.cs. Exei ene€epyalopaote ta opicpata ypapuung (command line arguments). Xt
ovvéyela kabopilovpe tovg KataAdyovg mov BEAovpe va givorl opatoi (Kot Gpa
TPOOTEAGGIOL) omd unyovn, Ue T ovvaptnon koveorag setModPaths(). Edd pog
apkel o katdloyog control, mov ovoudletal €tol katd mapddoon oto Torque (o
KATAAOYOG COMMON 7oL YPNGLUOTO0VV To. Topadeiypato oev vadpyet. OAn 1
OTTOPOLTI TN AELTOVPYIKOTNTO TTOV TPOCPEPOVV TO UPYELC TOV EIVOL EVGMOUATMUEVT] OTA.
apyeio Tov KataAdyov control). Ov katdioyor avtoi cvvnbiletor vo Aéyovton
mod(ule)s. T kKOs mod ektedovpe (ue ) cuvaptnon koveorag exec()) Eva apyeio,
7OV TUTTIKA ovoudletat kat avtd MaiN.Cs, Kot PoPTOVEL KATO100G apyLkoVG 0PLopovG,
Tapadootakd pio cuvaptnon onStart() v omoio 6T GLVEKELL KAAOVUE DGTE TO KAOE
mod va avaAidpel TAEOV OTL dpaoTNPIOTNTEC TPEMEL.

Ytov KotdAoyo control vrapyovv tpelg katdroyot. client, server, data. H
/control/main.cs pe t oepd ™G exkterel Tar apyeion /control/client/init.cs kot
/control/server/init.cs, mov TePLEXOVV KATO0VEC APYLKOVG OPIGIOVS Y10 TOV TEAATN Kol
Tov ELIMPETNTH AVTIGTOLYN, KOl KOAEL TIC GUVAPTNGELS OPYIKOTTOINGNG TOL KoOEVOG,
mov Tk ovopdlovrat initClient() o initServer().

Avtég extelovv TO apyeion mov ypewdleton o mEAATNG M| O €&LINPETNTAC
avTioTOL®, EOPTMVOVIOG OTN UVAUN TOVG OPIGHOVG WETOPANTOV, GUVOPTHCEDV,
OVTIKEIWLEVOV, KAT. TOV BEAovpEe va givar dtaB€oipol kaTd T SLapKeE TG EKTEAEONC
g epapuoyng pag. Topo TAéov Aéue OTL Exel poptmbel 1060 0 TeEAATNG OGO Kal O
eummpem e, Kou o  kKaBévag  ovorauBaver TIC  TPOYPOUUOTIGUEVEG  TOL
dpactnprotec. Edd, o eumnpem g Pacikd mepiuével péypt va cuvdebel o TpdTog
TOV TEAATNG, EVOD 0 TELATNG ovoiyel Eva TopdBupo Kot TPoPAAEL To apyikd HeVoD
EMAOYMV GTOV YPNOTN.

Onwg mpokdmtel omd to Topamdve, o Katdioyog /control/datal e paivetot vo
ypnolomom|Onke movbevd. Avtdg 0 KUTAAOYOG YEVIKA Ogv TEPLEXEL KMOWKA, OAAN
Kupimg mopovg  (resources) omtikoakovotikng evong (3D poviéda, 2D swodveg,
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apyeio. YoV, KAM.), TOL ¥PNOLUOTOLOVVTAL Y10, THV OVOTOPAGTHOT TOV KOGHov. O
KOOKOG TOV TELATN Kol TOL €ELINPETNTA Elval VIEVOBVVOG Y10 TO YEPICUO QVTAOV TOV
wopwv. T moapddetypo, o TEAUTNG €mMAEYEL £€va  HOLGIKO KOUUATL 7OV
emavaiopupavetor 600 Oglyvel TO KEVIPIKO peEVoD, otov  gEummpetnt) OTav
dnuovpyeitor évo aviikeipevo tov datablock PlayerData emihéyetoanr kamowo 3D
HOVTEAO TTOV OaL OVATTOPLOTE TO AVTIKEILEVO GTOV KOGUO, KAT..

O katdroyog /control/datal mpémer va Ppicketor Kow 610V TEAGTN KOl GTOV
eEUMINPETTN G€ TMEPIMTO®ON TOV OVTOL OV TPEYOVV GTO 1010 UMYAvVNUa, YIOTl KATH
Kavovo TEPLEXEL TOPOVG TOV TPEMEL VoL Elval TPooPdoipol Kot amd Tic 600 TAEVPES.
Mo mopdderypa, o e&umnpettic sivor owtdg mov kabopiler oo 3D poviédo Ba
PN OLLOTOMOEL ATd TO10 AVTIKEILEVO GTOV KOGUO, 0AAG dev oTtédvel 6Ao 10 apyeio
nov opilel 10 3D poviého oe kKabe meldn KGBe popd. AvtiBeta, Tovg Aéel oo gival
10 path 610 omoio mpénet va avalntovcovy 10 KATdAANAo apyeio.

2vvnbiouévor tomor apyeiwv oto Torque
.CS : apyeia Tnyaiov sCript kdduko
gui : apyela myoaiov SCript k®owka OTmMG kol To .CS, TO €10KO extension
VIOSEIKVVEL OTL TEPLEYOVYV KADIIKA GYETIKO e T dopn kdmotov GUI
.mis : apyeia myaiov SCript k®dwa Om®C Ko To. .CS, TO €10KO extension
VIOJEIKVIEL OTL TEPLEYOVY KMOKO, GYETIKO E TI) SOUT KATOLOG ATOGTOANG KOL TNV
onpovpyio / TomoOETon avIIKEWEVOVY 68 AL
.dso : binary apyeia. mov wpokvmTovy 0md To compilation apyeimv nnyaiov Script
KOOK
Jpg/ .png : yvootd format ewdvag mov vrootnpilovron
.wav / .ogg : yvoota format yov mov vrootnpilovran
.dts : to format mov ypnoponotel o Torque yio to 3D povtéda
dsg : apyeia mov mepEyovv TIg akorovbieg kivnong (animation sequences) yia
KOTOL0 HOVTELOD, OTaV aVTEG gV Elval evoOUATOUEVEG 6TO 1610 TO .OtS (Tapéyouvv
ueyadvtepn eveléio kot duvatdTa Yo avtd Tov Aéyetan merge animations, sn.
VO, UIopovV TEPLEGOTEPO. amd Evo animation va ekteloHvTaLl TavTOYPOVOL)

dif : to format mov ypnoiponoiei to Torque yio Tovg Ec®TEPIKOVS YDPOVS (KTNpLo
KAT.)

AxolovBel Eva S1ypopLa TG 0pyavmoNg TG EPUPUOYNG OE apyeia.:

(rapatnpodue Ot av kat dev VITdpPyEL TO COMMON cav Mod, Vdpyel Evog KATAAOYOG
pue avtd to ovopo. Iepiéyel mévte apyeia .jpgd, Ta. omoion M pnyovn QaiveTol va
avalntder otov katdrloyo pe Ovouo common. Il.y. to lightFalloffMono.png
ypnouomoleitat yio to. avrikeipevo g kAdong fXLights, yia va e€acbevel 10 g
TOVG OTNV TEPLPEPELD. LUE OUAAD TPOTO. Av 1) umyavr) Ogv o BpeEt, TOTE OVTA TAL PAOTO
0o KaAVTTOUVY pin TETPAY®OVIKTY TEPIOYN ME TNV 1d1a Evtaot oe kibe onueio ™g. AnA.
1N €OV VT dpa ooy PAoka)
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6. OQéuara SIkTOWONS

‘Eva Baoikd yopaktplotikd tov Torque eivar 6Tt oyedidomke €€ apyng £1ot
MOTE VO OLEVKOADVEL TNV OAVATTLEN SIKTVOK®OV EPOPUOYDV. XPNCLUOTOLEiTOL 1)
apyirexrovikny melary-econnpernry (client-server). Kabe epappoyn viomompévn 6to
Torque yopiletal og dvo pépn: tov merdtn (client) kot tov evmnpetty (Server), kat
aVTO 1GYVEL AKOMO KoL OTOV 1 EQAPUOYN EKTEAEITOL o€ Evav HOvo vmoAoyloT) (Afue
101e OTL €yovue tomiky ovvocorn -local connection-, evd oe avtifetn mepintwon
EYOVUE amouokpoauévy obvoean -remote connection-).

O kadikag oro kalbe nujua (meddan, elomnpetntn) eivar avelaptnrog omd tov
Kwoiko oto allo gujpe. O eEumnpetng £XeL ™G OIKEG TOV PETAPANTEG, CLVOPTNOELS
Kol OVTIKEIPEV, Kol avtiototya ywoo tov meAdrn. O e&umnpetntig dev pmopel vo
TPOOTELAGEL AUESH TIC UETAPANTEG 1] TOL AVTIKEIEVA TOV TEAATN 0VTE VO KOAEGEL TIG
GULVOPTNGELG OV OPILoVTIOL OTOV KMOIKO TOV TEAQT, KOl OVTIGTOLYO Y10 TOV TEAATY).
Yrdpyel o eCoipeorn 6e ouTO TOV KOVOVO: OTOV KOl 0 TEAATNG KOt 0 &I peTNTNg
TPEYOVV GTO 1010 pnydvnua, gival duvaTov va Exovv TpocPacn o Evag GTOV KMOUKO
0V GAAOV. Duoikd k®dwKaG mov otnpiletal oty Tapamave eEaipeon TPETEL Vo
ATOQEVYETOL, KOOMG dEV TPOKELTAL VO AEITOVPYNGEL GE SIKTLAKO TEPPAALOV.

2tov meldty dev umopovues va onuiovpynocovus avikeiuevo. oxd datablocks
(cvvermdg ovte Kat avTikeipeva KAGoewv Tov oyetilovtat pe kdmoto datablock). Onwg
gyovue avoépel, o, datablocks mepiéyovv 130T TEC OV emmpedlovv dueca ™
CUUTEPLPOPA TOV OVTIKEIUEVOV TOL KOGHOL, KOl 1 ONUIOVPYIN OVTIKELUEV®Y TOVG
HUOVO 6ToV €ELINPETNTH AMOTPENEL KOKOPOVAOVEC TEAATEG OO TNV TPOTOTOINCN TOVG
TPOG OPEAOG TOVC. X avtifetn TepinTwor, Oa umopovce Yo TopAdELy o EVOC TEAATNG
vo etia&el éva ovtikeipevo tov datablock PlayerData opilovtog omnv 1d10tmto
maxDamage 6mota Ty Mbeke. T'evikd, o doy@PoPOC o TEAIT — e&umnpetnTh
BonBa& omv amoudvwen kpioyiwy yio. Ty ouarn AEItovpyio. 100 KOGUOD AEITOVPYLOV
oty mlevpd tov eCvmnpetn, 0 omoiog ovaiapPdver va mapéyxel oe OAOVG TOVG
TeEMATEC TTOV givol cuvdedepévol pali Tov v d1a, Ko €KOVA TV KOGLOL Kot Vol
droyepiletar v oAANAETiOpacT] TOVG PE QLTOV Kot LETAED TOVG IE GUVERT] TPOTO.

To mpmdTO TPAYUE TOL TPEMEL VA KAVEL £vag TEANTNG Yo Vo €16EA0EL oTOV
KOGUO (KOt Vo Umopécel VoL AAAMAETIOPAGEL e OTIONTOTE VILAPYEL GE QLTOV) Eival va.
ovvoebel pe tov géumnpetnt. Baown kAdon edd sivar n GameConnection, mov
opiCel puebodovg kar callbacks yio v eykatdotaon kot o ¥EPLOPO UG TETOLOG
ovvdeonc. I avtég ovvnbiletoan n petafinm %this (the "this' reference) va
avtikabiototor pe mv petofint %client (1 %clientGameConnection), kabapd yia
AOYOLC OVAYVOOIUOTNTAG TOV KOJIKA.

Mo vo ovvoebel évac meAdtng pe évav e&ummpetnt), Ouovpyel amd v
mAevpd ToVv éva avtikeipevo ¢ kAdong GameConnection, pe tic pebddove tov
omoiov pmopel va ouvdebel otov e&uanpe .

YV TAgvpd tov eEumnPETNTA, N KoV Tov Torque dtotnpel EcOTEPIKE pio
Moto, pe 6Aovg Tovg cuvdedepévoug merdteg. H Aota avt) eivar mpocsPdoun oe
eninedo SCript péom tov avikepévov ClientGroup (mov givat avtikeipevo e KAGoNG
SimGroup 1 SimSet -ovotaotikd dgv Eyovv kapia dtapopd-). To ClientGroup vrdpyst
Yopig va ypelaletal va to dnuovpynoetl o ypnotmc. Otav évag merdg cvvoebel og
évav efummpem ™, 1N uUnyavi] TpoohETel ovTOUNTA £V OVTIKEIUEVO TNG KAAOTG
GameConnection oto ClientGroup tov e&uanpetn. Aniadn dev dnuovpyodue pntd
avtikeipevo GameConnection yia tig e16epyOUEVEG GUVOESELS GTOV EEVTN PETNTH.

H oAy pbon (client / server) twv avikeyévav e kidone GameConnection
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Ilievpa tov meldrn:
client-side GameConnection & AIIO neldt XE e&vnnpetnty O
server GameConnection (pe v évvola 0Tt cuvdEet pe Tov eEumnpetnTy)
Iievpa tov e€vmnpeTny:
server-side GameConnection & AIIO g&unnpetnt XE teldtn O
clientGameConnection (ue tv évvola 0Tt GUVOEEL LLE TOV TEAATN)

Kémoteg puébodotl e khaong GameConnection pmopei vo givar dtobéotpeg ko
otV TAELPA TOV TTEAITN Kal 6TV TAevpd tov e&umnpetnty (m.y. SetFirstPerson()),
Kamoteg povo otov mehdtn (m.y. setBlackOut()), kot kdmoleg povo otov eummpetnti
(m.x. setControlObject()). Mia pébodog éxel vonuo vo. eivar dtabéoun kot (R pdvo)
oToV TMEATN &dv Ogv emmpedlel ovTE TOV KOGWO, 0UTE TO WO PAEmovv ol dArot
PN OTEG TOV GUYKEKPIUEVO TEAATN. X avTifetn Tepintwon, N uébodog eivar dabéciun
HUOVO oTNV TAELPA TOV EELANPETNTA KAl 1) KA o TG ant' gvbeiog amd KAmolov TEAATN
dev Ba £yl KovEVO OTOTEAEGA.

Amd ™ otiyun mov £xel eykotootadel 1 ovuvdeomn petald meAdT-eEumnpeTn Ty,
0 évag pmopel va emkovmvioet o' evbeiog e TOV AANO LE TO LY OVIGUO OVTOLLOYHS
unvopcroyv (messaging) tov Torque (mépa dnA. and tig mpokabopiopéveg pebdodovg
™m¢ kAdong GameConnection 11 GAov étolpnmv KAdoewv). O pnyavioudc ovtdg
Baoileton otic cuvaptioelg koveorag commandToServer() ko commandToClient(),
Ko Agttovpyel og e€ng:

Mnvouao omo weiarn ae elomnpeTnty
3TNV TAELPA TOV TEAGTN, GTEAVOVLE TO UIVOUO OTOV -HOVOSIKO- EEVTNPETNTN LE TOV
omoio gipacte Guvdedepévort.

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

Yy mAevpd Tov e€umnpETNT, N ANYN TOL UNVOUOTOC HETOPPAlETOL 6TV KANoN
HL0G CLVAPTNONG UE KOTAAAN AN SIOUOPPOUEVO OVOLLO.

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

Mnvoua omo eComnpetnn o TeAdTH

YV TAevpd Tov ELINPETNTH, EXAEYOVUE VAV OO TOVC GLUVIESEUEVOVS TEANTES KO
TOV GTEAVOLLE TO UAVULLO.

function commandToClient(%clientGameConnection, 'FunctionName, argl, arg2, ...) { ... };

YV TAELPA TOVL TEAGTN, M ANYN TOL UNVOUOTOG UETAPPACETOL GTNV KANGT MU0G
OULVAPTNONG UE KATAAANAN SO0 PPOUEVO GVO QL.

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

To evdewtikd FunctionName npénel va givanr péoo oe pova sloayoykda '
(tagged string). Onwg @oivetal, oVGLOGTIKA HTOpoOUE VO, KOAEGOVUE GO TNV pio

TAELPA GUVOPTNGELS TOV £YOVV OPLOTEL GTNV AAAN TAEVPE TNG GUVOEGTC.
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Axohovbei éva didypappo dpacmpiomtoag (UML activity diagram) pe ta
KOpLo Ppata e Sladikaciog Tov EKTEAELTAL TPV EVOC TEAATNG UTOPEGEL VO ELGENDEL
otovV KOGUOo. Ot O10KEKOUUEVEG YPOUUUES OTO OLAYPOUUO OUASOTOODY AOYIKA TO.
Buata (dev eivon otoryeion e UML).

Hoparnpnoeis oyetiKa ue 10 OLaypoLa.

Oleg o1 pébodotl mov apyiCouv pe "::" givar pébodol e kAdong GameConnection.
Ooec pébodot emmhéov Exovv dvopa mov apyilel amd "on..." eivar calback pébodor
™¢ kAdong GameConnection.

H ovvaptnon scenelightingComplete() sivar calback cuvapmon.

Ot ovvopmoelg sceneLightingComplete(), startGame() ko1 enterMission() eivau
evoekTiKeG (oplopeveg amod tov ypHot).

‘O)eg 01 AALEG GUVAPTAGELS EIVAL CLVAPTGELS KOVGOAUGC.

O petaPfAntég mov eupaviovrot eivot EVOEIKTIKEC.

O Aé&eic "amootoln” — "kOGHOC" ¥PNGUYLOTOOVVTAL EVVOMVTIOG TO 1010 TTPAyUa
(mission).

Aevkpivinon: 1 petapinty  $Client::serverGameConnection givar  pio.  global
petofInT) tov TEAATN, Optopuévn otov -avbaipeto- x®Po ovoudtwmv (namespace)
"Client" (dev €xet va KAGvel pe 10 Y®PO ovoudtov kopiog kAdong, datablock 7
OVTIKELLEVOD).

To dudypappo mopovctalel Ty akolovdio SpacTNPOTNTOV GE TEPIMTMON TOV dEV
TPOKVYOVV OVADUUAEG KUTAGTAGELC.

2%.10 Awdypoppa dpactnploTNTOS Yo T1) Sudikacio cvvoeong mehdtn - eEomnpeTnTi
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Anuiovpyio koouov | aroororis (thevpa. eComnpetntn)

1.

setNetPort($Pref:: Server::port) : kabopilet to port 6to omoio axovel 0
e&umnpem ¢ (Tpémet vor kKANOEl dTav avaUEVOVTaL OO LOKPVGUEVEG GUVOEGELG
otov Eumnpen).

allowConnections(true) : enttpénel cuvdioelg otov e&vnnpetnth (Tpémet va.
KANOel OTav avopEVOVTaL 0o LOKPUGUEVES GUVOECELS 6TOV EEVTTNPETNT).
$missionCRC = getFileCRC(%omissionFile) : Yroloyilet to Cyclic Redundancy
Check evoc apyeiov, €dd tov apyeiov 6mov opiletarn amootoAr]. To CRC givat
YOOt 06 T0 SIKTLO VTOAOYLGTMV, OTTOV YPTCLUOTOLEITUL OOV TPOTOGC
aviyvevong Aoy ota TakéTo Tov dtakvovvtal 6to diktvo (to CRC gvig
TOKETOL TOV PETOOIOETO VITOAOYILETAL OO TOV ATOGTOAEN KL TPOGTIOETAL GTO
nakéto. O amodéktng enava-vroloyilel to CRC 610 TokéTO TOV THPE KO TO
OULYKPIVEL PE TNV TN 7OV €ival omoONnKeLUEVT] 6TO TAKETO. AV TO TOKETO OEV
aAha&e I addowmOnke ot dadpopr], o CRC Oo cvpmintovv). Edd
XPNOLOTOELTOL WC TPOTOC aviyvevong aAlaydv oty amoctoin (6tav ta CRC
dev cCLUTTTOVV), MGTE VO EEPOVUE OTL TPEMEL VO, ETAVO-POTIOTEL 1] ATOGTOAN.
exec(YomissionFile) : dnuovpyia ™G ATOGTOANG KOl TOV OVTIKEWWEV®OV GE OUTY.
Eivau tomiko oty TorqueScript avtd va opilovrat o€ éva Egxmploto apyeio to
onoio ektehovpe pe v exec(), oALd avTtd dev eivol dEGUEVTIKO.
pathOnMissionLoadDong() : poptmdvel Thv TAnpoPopia yio to pPaths tmv
ECMOTEPIKDOV YDPWV, 01 00101 PoPT®ON KAV TPOoNYOLUEVMG Mall e To VITOAOITA
OVTIKEIIEVO, TOV KOGHOV.

load new mission : yiwo kéBe Tehdtn oL ival 6N GLVOESEUEVOG GTOV
e&umnpemn 0TV dnpovpyeital / aAldlel n amootodn, katéface T véa
OTOGTOAY GTOV TEAATN.

Anuiovpyio odvoeans weddrn — eComnpetnty

1.

4,

5.

setNetPort(%clientPort) : xabopiler to port oto omoio okovEL 0 TEAATNG. AV
0élovpe LOVO TOTKEG CLVOEGELS Pmopovue va to agpnoovue 0, allmg Tpénet va.
avtiotolyel oe éva €ykvpo port. Tlpémel va kAnbel wpwv v TpdT KARon ™G
uebodov setContent() tov avrikeluévov Canvas.

$Client:: server GameConnection = new GameConnection() : dnuiovpyio. Tov
avtikelévov g kAdong GameConnection yia t cOvdeon otov eEuanpetn.
$Client:: server GameConnection.connectLocal () : yio tomikr, chvdeon

n

$Client:: server GameConnection.connect($Server Info:: Address) :

Y10, TOLLOK PVCUEVT] GUVOEST

::onConnectRequest() : kalieitar 6tav évag meddmg tpoomadel vo cuvoebel pe tov
eEumnpem.

:zonConnect() : kaAgitot 0tav 0 TEAATNC cLVIEDEL ETLTLYMG.

Kazéfaoua tov kéouov | oamoarolic orov meAdtn (Misson downloading)

Edd mapatnpodue 0tL vapyovv 3 Eexwpilotéc pdoetg (€xovv ovopootel pe fhon v
KOpo Aettovpyia Tov emttedeiton o€ avtég). Xe kabe pia amarteitor 0 GLYYPOVIGUOG
peta&d meddn-e&uanpenth doTe 1 KABe edomn va Eexkva otav givat kot 600 EToylot,
KO VO NV TTPOYOPAUE GTNV EXOUEVT] QAT AV OEV OAOKANPDOGOVY Ko 01 000 TAEVPEC
EMTVYDC TNV TPEYOLGO GAcT. O GLYYPOVIGUOC EMITUYYXAVETOL WLE TO HUNYOVIGLO
unvopatev tov Torque.

1" ®AXH (arwoorod twv aviikeyévwy tov datablocks orov medarn)
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1.

3.

::5etMissionCRC($missionCRC) : 0éoe cav CRC avtd mov vroAoyiotnke katd
™mv dnuovpyia ¢ amoctoAg. Av dogépet amd to Tpéxov CRC, 1 amocstodn £xet
OAAGEEL KOl CUVETIMG TPETEL VOL EMAVO-POTIGTEL.

itransmitDataBlocks(0)  : Eekiva TNV omOGTOAY TOV OVIIKEWEVOV TOV
datablocks, mov éxovv poptwbei otov eumnpety, otov meAdrn. ‘Etot, o meddng
0o €xel Ohec Tig mANpogopieg mov ypeldleTor yoo avtd kot Bo pmopécel va
YEPIOTEL TO. AVTIKEIPEVA KALCE®MY TOV TO. YPNGILOTO0VY, To. oToia. Bo aTaAovv
otV enouevn edon (o meldtng dev Eyel mpocPaon pEcw SCript ota avrikeipeva
tov datablocks mov tov éotethe o efumnpetntig, omoOTE OV PmOpEl va To
AAAOLDGEL).

::onDatablocksDong() : koleitor 6tav Ola to avikeipeva tov datablocks
OTAAON KAV ETLTUYDC GTOV TEAATY).

2" ®AXH (ghosting twv aviikeyévov kAdoewy otov TeAatn)

4,

5.

6.

7.

purgeResources() : o meAdG KataoTPEPEL OA TOL FESOUICES OV EVOEYOUEVMS
ELYE ATO TPOTYOVUEVEG UTOGTOAEC.

sitransmitPaths() : otéAvel tv TAnpogopio yio o paths tov ecwtepik®V YOPOV
OTOV TEAUTY).

sactivateGhosting() : &ekivo v amooTOAN TOV OVIIKEWEVOV KAUGE®VY, TOL
&povv poptmlei otov e&unpetnty, otov TeAdt (0 meAdg dev £xel TpdoPaon
Héow SCript oo avtikeipeva KAGLoe®mV OV TOV £6TEINE 0 EELANPETNTNG, OTTOTE dEV
UTopel va ToL aALOLDOEL).

::onGhostAlwaysObjectsReceived() : kaleitar 6tav OAa Ta OVTIKEIUEVO KAAGE®DY
OTAAON KAV ETLTUYDC GTOV TEAATY).

3" DAXH (pwtiouog e amootodic | kéouov. I'ivetar oty mAevpd. tov melatn.)

8.

gartClientReplication() : evepyomoinon 1OV GLOTAUATOS TAPAYMOYNG TOAADV
OLOLOV QVTIKEWWEVOY amd £Vo. TPOTOTLTO, Yo avTiKeipevo yevikd (PA. kAdon
fxShapeReplicator).

gartFoliageReplication() : evepyomoinon ToV GLOTHUATOG TOPAYOYNG TOAAGDY
OUOL®V OVTIKEIWEVOV OO €va TPOTOTLTO, YO OVTIKEIPLEVO OV OVOTAPIGTOVV
Braomon (BA. khaon fxFoliageReplicator).

10. lightScene() : Eekiva ToV VTOAOYIGUO TOV POTIGUOV YL TNV TPEYOVOO OTTOGTOAN.
11. sceneLightingComplete() : «xoAgitor 60tov 0 VTOAOYIGUOG TOV  QPOTIGUOD

OAOKANPmOEL.

Eioodog tov meldtn otov koouo | amootoln

1.

gartGame() : tdpa mov M amocToAn £)XEl KATEPEL 6TOV TEAATN, 0 eEVANPETNTAG
KAVEL TIC OTOPOUTNTES OLPYIKOTOWOELS Y10 QVTOV TOV GUYKEKPLUEVO TTEAATN (7).
onuovpyel To avtikeipevo -avatar- mov B avomapleTd TOV TEAAT GTOV KOGLO,
OPYLKOTOLEL TOL GTOTIOTIKG TOV, KAT.).

::setControlObject() : o e&vnnpetntig BETeL To avtikeipevo Tov Ba eEAEyyel apyka
o meMdtng (control object), dote va pumopécel o TEAELTOIOG VO E16EMDEL GTOV
KOGUO.

crinitialControlSet() : koAgiton otnv TAgVpd TOL TEAGTN OTAV O EELANPETNTNG
0éoel To avtikeipevo mov Ba eEAEYYEL OpYLKA O TEAUTNG, EWOOTOLMVTOG TOV OTL Elval
£TO10C Va. E16EADEL GTOV KOGLO.

enterMission() : 0 meAGTNG KAVEL TIG OTOPOITITES OPYIKOTOUGELS OO TNV TAEVPA
TOV, TPV €16EAOEL 6TOV KOGRO (.. PopTdvel to HUD, ta didpopa GUIS, kir.)

/control/server/init.cs
/control/client/init.cs
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/control/server/scripts/server.cs
/control/server/scripts/connectionHandling.cs
/control/client/scripts/connectionHandling.cs
/control/client/scripts/guiScripts.cs

(function launchGame())
/control/client/scripts/remoteConnection.cs

(function remoteConnection::join())
/control/client/scripts/game.cs

(function enterMission())



7. Jbomnua avuxsuévoy (I nventory)

/control/client/gui/lnventoryGui.gui
/control/client/scripts/inventoryGui.cs
/control/server/scripts/game.cs
/control/server/scripts/inventory_dialogs_quests.cs
/control/server/datablocks/items.cs

O1 ¥pNoTES, KATA TNV TEPINYNON TOVG OTOV KOGHO BPioKOuV OvVTIKEIEVD LE TOL
omoia. pmopovv vo aAinAemidpacovv. Ta ovrikeipevo mov palevel &vog ypnoTng
TPEMEL UE KATO10 TPOTO Vo UTopel Kot va to yepiotel. Edo épyetar n évvotla tov
inventory, mov amotekel £vov eviaio TPOTO TOPOLGINONG TMV OVIIKEWWEVOV TOV
PN oTI, SIVOVTAg TOV TN SUVOTOTNTO VO TAPOTNPNGEL TIC IOIOTNTEG TV AVTIKEUEVOV
7oV KovPardet Kot evoeyoUEvms vo, emAEEEL KGO0 amd avtd mpog ypnon (equip).

Kazdotaon ovotiuarog avtkeyévaov (inventory state)
Y10 avtikeipevo AlPlayer mov avtiotoei oe «ébe meddtm, éxovue TIg €ENG
optCO ueves amd to ¥pNotn WIOTNTEG:
tableOfCarrieditems : évag mivakag mov Kpatd mAnpoeopieg yioo Olo To
OVTIKEIEVO, TOL KOVPOAAEL 0 TeEAATNC. Oempoipe OTL £xel otabepd péyebog, ico
HE TO pEYIoTo TAN00G avTIKEWEVOVY TOV pmopel va kovPaidet évog meddtne. Kdabe
YPOLUN TOV TTiVaKO EYEL TEVTE GTNAEC:
1. 6voua Tov OVTIKEUEVOL
2. olvTouNn TEPLYPOPT] TOV OLVTIKELUEVOL
3. 1 dwdpoun (path) pog v KOV TOL AVTIGTOLYEL GTO AVTIKEIEVO
4. 7o handle tov avtikepévov tov datablock ShapeBaselmageData e to omoio
"oyetiletarl” 1o avtikeipevo (BA. apévheon)
5. 10 dot 610 omoio yivetor mount to avtikeipevo (| TO GMOTA TO OVTIKEILEVO
tov datablock ShapeBaselmageData pie 1o omoio "oyetiletar” to aviikeinevo).
maxNumOfCarrieditems. to péyloto mAN00¢ avTiKEWWEVOY 7OV UTOpPeEl va
KovBoAdel avd oo oty évog TeAdne. OvoloeTikd TPOKELITUL Yo pio 10T T
mov  kpatd To (otaBepd) péyeboc (mAnBog  ypapudv) TOL VoKW
tableOfCarrieditems.
currentNumOfCarrieditems : to tpéyov mAn0og avtikelpévov mov KovBardel o
el (mAN0og Eykupmv Ypapp®dVY) Kol GUVETHOG ToL PBpickovtatl 6To inventory.

(Oopévbeon : 1o datablock ShapeBaselmageData omv mpaypotikdmto dgv
oyetiletan pe kapio kKAdomn. Eivar éva e1dwd datablock mov avamapiotd avtikeipeva
T0. OTOl0L dev umopodv va vmaplovv avelaptnto oTtov KOoUo -yL 0TO Kol OgV EYEL
Kdmola avtictoyr KAdon-, oAAd povo vo mpooaptBolv -Mmount- ce GAlo Mon
VIAPYOVTA OVTIKEIHEVO TNG KAGon G ShapeBase -kat TV VTOKAGGEDY TNG-.
YvvnBileton yo kdOe avtikeipevo mov umopel va yivel mount e Kamowo GAA0, va
dnuovpyodue ko éva avtikeipevo tov datablock ShapeBaselmageData, kot otav
0élovpe vo KAvovpe MOUNt To OVTIKEIEVD, VO, KAVOLUE GTNV TPAYLOTIKOTNTO Mount
10 avtikeipevo Tov datablock ShapeBaselmageData mov tov avrtictoyel. Avtd éxel g
OMOTEAECO. TO OPYIKO OVTIKEINEVO Vo, unv emanpedletor -OnA. mapapével kel mov
NTav €KTOC KO AV TO OLPULPECOVUE EUElS PNTE, TPAYHO YPTICLUO Y10 OVTIKEIPLEVE TOV
0l ovpe va punv "egapavifovtal" mote va gival Stabécipo og OAOVG TOVG TEAATEG KoL
oyt uoévo oe owtov mov Ba To Whpel TpdTOG-. Emiong ¢aiveror mwg M aviyvevon
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ovykpovoewv  (collision  detection) ayvoel avrikeipevo, tov  datablock
ShapeBaselmageData, npdypo mov omd ™ pio givol pn peoAoTIKO -TO OVTIKEIHEVA
avtd mepvave pHECO OmO TOYOVG KAT.-, OAAG amd v dAAn Ponbd oto va
AmOPEVYOVTOL GUVEXEIC aviyveDoelS GuyKpovoemv Tov mounted avTiKelwévov peE To
010 10 OvTIKEiNEVO 6TO 0Moio gival mounted —kdétt wov Bo pTopovoE Vo, SucyEPOiveL
TNV Kivnon Tov 6g0TEPOL AVTOV AVTIKELUEVOD 1] KOL VO TV KAVEL 0d0VaLTT-.

Me aAla AOyw, Otav  kavooue mount éva  avtikeipevo tov  datablock
ShapeBaselmageData -pie ™ pébodo mountimage() g khaong ShapeBase-, sivar cav
vo kdvovpe mount pio "ewova” (image) tov avtikeévov kat Oyl 1o id10 TO
avtikeipevo. Tvetoan mévtog vo Kédvovpe mMount kKot to 1510 T0 OVTIKEINEVO -[E T
uébodo mountObject() g khdong ShapeBase-.)

To inventory avavedvetal avtopato OToV 0 TEAATNG OAANAETIOPAOEL pE
KAmOo10 avTIKEipeEVo mov umopel va mapet (to avtikeipevo mpootibetol oto inventory
av VIAapYEL Y®OPoc) N otav pikel To avtikeipevo mov ypnowomotel (To avtikeipnevo
apotpeiton amd To inventory).

I'o kGbe avtikeipevo mov kovPfaldel o TeAdg, oto iNventory avtiotolyei éva
cikoviolo | kovuri mov givar avtikeipevo g (Gui) kidong GuiBitmapButtonCirl
(cvumepLpépetat MG KOLUTL OTOV UTOPEL VO KAVEL KAIK O ¥pN|OTNG UE TO TOVTIKL, HOVO
OV EMMAEOV £YEL KO Uio €1KOVA, 1) OTTOl0 €0 AVTITPOCHOTEVEL EVOL OVTIKEILEVO TOV
inventory, Kot 1 omoio IKOVOL LTOPEL Vo, EIVOIL SIPOPETIKY Y10 SIAPOPES KATAGTAGELG
TOV KOVUTTLOV -TT.). TATNUEVO KAT.), KO piol weprypopn Tov givor avtikeipevo g (Gui)
KAGong GuIMLTextCirl (n omoio apyikd dev @aivetor). Tnv mlved aplotepn yovia
TOV KOVUTIOV avto¥ Ppicketat évo pikpd Ponntikd swcovidlo (help icon), kot av o
ToVTiKL Ktvn0el TAVD amd TNV TEPLOYN TOV, EUPAVICETAL 1] TEPLYPALPT] TOV AVTIIGTOLYOV
avtikelévoy (cav pop-up). T v aviyvevon avti TG Kiviong TOL TOVILIKIOD

yivetar  ypflon  ovikewéveov g KAGong  GuiMouseEventCirl. (B
/control/client/gui/InventoryGui.gui)

Evdeiktikd, 10 mpdTo €1kovido / kovumi pe v avtictoyyn meptypaen kot o help
icoNn Tov 10 dNuoVPYoVuE OG EENG:

new GuiBitmapButtonCtrl (InventoryGuiButtonQ)
{
command ="";
extent="00";
position ="00";
profile = OpagqueProfile;
visible = true;

bitmap =",

/I So that GuiMouseEventCtrl won't cover al of the GuiBitmapButtonCtrl,
/I or else it won't dlow it to get any user input
new GuiBitmapCtrl()

{
extent ="15 15";
position ="00";
profile = TransparentProfile;
visible = true;

wrap = fase;
bitmap = "./helplcon.png";

new GuiMouseEventCtrl (InventoryGui M ouseEventO)
{




lockMouse = fa se;
1
1
1
new GuiML TextCtrl(InventoryGuiDescriptionQ)
{
extent="00";
position ="00";
profile = InventoryGuiM L TextCtrl Profile;
visble=faseg

alowColorChars = true;
maxChars = 1000;
text = "

Ortav o ypiote matiost 10 TAnkTpo "1, o meldtng avoiyel to inventory (av
TPONYOVUEVOG NTAV KAEGTO) M| TO KAgivel (av Tponyovuévmg nTav avorytd). Katd to
Gvotypo Tov inventory o meAdtng Kavel yovopikd ta. eENg: KAgivel to quest log GUI av
avto eivon avoryto, yivetan fade-in tov inventory GUI, amevepyomotel Ti¢ ovTiototyieg
mktpov (key mappings) kivinong ®ote o avatar tov ypnoTn vo pnv Umopel va
K Oei, tomobetovvtan kdémola controls otn 0éon tovg, Eexwvd to effect pe ta
‘aotépla’ mov avafosPrvouv (dev TPOGPEPEL KATL O AELTOVPYIKNAG ATOYNG KOl JEV
acyoloduacte €0 pall Tov), To €KOVIO / KOLUTIA KOl Ol TEPLYPUPEG TMV
AVTIKELLEVOV EmOva-apytkomolovvtat (reset), kpvpovran ta controls tov HUD GUI,
10 ToVTiKL TifeTan £T61 MGTE M AgLtovpyio TOL va gival Onmg oto pevoy (Mouse guli
l0ok) avti va 'meprotpépel’ v Kauepa Onmg cuvnBiletal KaTd TV TEPIRYNOT GTOV
koopo (mouse free look). Katd to kAeioio yivoviat ot avactpopes d100Kacies. (BA..
/control/client/scripts/inventoryGui.cs)

AoV yivouv ta mapamdve Puato Kotd o dvoryua tov inventory GUI, o
neAdG oTéAvel pnvopa otov e&umnpetnn {nTtdvtag tov va otethel v TAnpogopia
TOL O TEAEVLTOIOG KPATAEL YOL TNV KOTAGTOON TOL inventory tov ypnotrn, OoTe Vo
UTOPEGEL O TEAATNG VO EUEAVICEL VTN TNV TANpogopia otov ypnot. O
e€umnpetTNG,  OVIOMOKPWVOUEVOS O QUTO  TO  WAVVpo  (BA.  ouvvéptnon
serverCmdRequestinventorylnfo @ /control /server/scripts/game.cs) GTEAVEL TNV TAN POPOPL0. TOV
éyel amobnkevuévn otov mivaka tableOfCarriedlitems mov idape mapamdve (oyeTikd
LE TNV OTOGTOAT TIVAK®OV UEGH TOL UNYOVIGHOD UNVOUATOV ToV Torque, BA. evotra
"Tevikéc apyéc oyediaonc”). MdaMoto, otéAvetar HOVO M amapaitnT) TANpoPopia
OTOV TTEAATY, ONA. Ol TPELG TPADTEC GTHAEG KAOE YPOUUNG.

Otov 0 meAdtng el TAéov OAN ™V TANpogopia. mov ypeldletol, Kalel v
ocvvapton inventoryGui::setUplnventory(), n omoia yio kG0g avtikeipevo tov mivaka
tableOfCarrieditems (mov 0 TEMITNG £xEL OVAKOTOOKEVAGEL GTNV TAELPA TOV LE TO
dvopa. $Client::inventoryGui::tableOf Carrieditems) kdver tpia mpdypoto: Oéter tnv
gidve Tov gkovidiov / kovumod, v evtoAn (command) mov avtd o ektelel Otav
natn0el, kol Torobetel o ekovido / kovumi oty KatdAnin Béon. O apBudc twv
giovidiov / koopmav mov givat dtbéoipa oto inventory GUI esivatl otabepdc (ioog
ue maxNumOfCarriedltems), kat 1 avtioToiynon TOV AVIIKEWEVOVY 0V KOVPaAdEL O
TEALATNG O€ AVTA YiveTou [E TN GEPA Le TV omoio, dSafaloviat omd Tov mivaKa.

2TV mopomave dladikacio, ooy Vol Yo kKabe gwkovidlo / kovumi tifeton n
KAqon ¢ ocuvvaptnong inventoryGui_GuiBitmapButtonPressed() pe oOpiopo tov
avgov oplud Tov avrikeywévov, OomMA. Vv 0éom TOL GTOV APYIKO Tivoka
tableOfCarrieditems mov dwatnpet o e&umnpetntc. Otav mambei éva swkovido /
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KOVUTE, 0 TEAATNG GTEAVEL WVLUA OTOV EEVTNPETITA TOV TOL AEEL VO AAANAETIOPAGEL
LE TO OVTIKEIIEVO TOV INventory mov £xet avtov tov avéov apud. O e&omanpetntig
Aappaver 10 uvopa (BA. serverCmdInventoryGenericlnteractAction() @
Icontrol/server/scripts/game.cs) Kot pe Baomn ta ototyeio tov wivako tableOf Carriedltems
Bpioketl o avrikeipevo tov datablock ShapeBasel mageData e to omoio "oyetileton”
TO aVTIKEIPEVO TOV iNventory, kot o kdver mount 6to katdAinio dot (e’ 6cov Ovimg
TO QVTIKEIPEVO umopel va ypnopomombel pe avtd tov tpodmo). Av vanipyxe GAlo
avtikeipevo o€ owtd 1o ot avrikabiototar amd to Kovovplo (10 TaAd avTiKeiuevo
napapével oto inventory). Télog, o eELINPETNTAC GTEAVEL U VOO, GTOV TTEAATN UE TIG
KatdAnieg mAnpogopiec (Ovopa, &€koOvo, OlOTAGELS EIKOVOGS) (OOTE OVTOC V.
OVOVEMGEL TNV TOPOLCINGT TOV TPEXOVTOG OAVIIKEWEVOD 7oL &yl emheyOel mpog
xpnon (equipped), 6mmg avtég mapovoidloviatl oto mhve 6e&1d Tupe tov HUD (BA.
evotnta "Heads Up Display (HUD)").

Mo droym tov inventory GUI

Yy.11 M Groyn tov inventory GUI

(elvar mudlopovég kol @aivetolr pEPOG TOL KOGHOL amd Ticw. Ymapyouvv Tpio
avtikeipeva. To movtikt givar Tave and 1o help icon evog avrikeyévov -sword of
light-. Ag&id kan aprotepd paiveton to effect pe ta ‘aotépra’)
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8. Xvemnua diaioyov (Dialog system)

/control/client/gui/Dial ogGui.gui
/control/client/scripts/dialogGui.cs
/control/server/scripts/game.cs
/control/server/scripts/inventory_dialogs quests.cs
/control/server/datablocksNPCs.cs
/control/data/subtitles/

To ocvotnua dddyov Ponbd oty enkovovia tov ypnotn pe toug NPCs (Non-
Player Characters) mov Ppiokovtor otov kOopo, Kot givor o évag tpodmog
aAnAenidpacng Tov pe avtovg (0 GAAOG TPOTOG gival To cHOTHUA LAy C).

Ye kabe NPC avtiotoryei pio axolovdio (sequence) amd dvvatéc oxnvéc (dialog
scenes). H akoAovbio avth givar amobnkevpévn o Eva apyeio amhov keévou (plain
text) - tov omoiov 1 eme€epyacio KOAG givarl vo Yivetol pe mpoypaupoto Onme To
WordPad mov dev Sumh@vouv TG Ypouuég 060 Hokplég Ko av givor ovtéc. Kabe
oknvil €xel évov  avayvoplotikd aplfud, 1o keipevo tov NPC peta&d tov
dwayoplotikdv (delimiters) [ NPC_TEXT_START] kot [NPC_TEXT_END] , kol TO
KEllevo mov avtioTolyel otic aplBunuéveg emhoyég tov ypnot petald Tov
StayoploTikdv [ SCENE_CHO CES_START] kot [ SCENE_CHO CES_END|  kat
KatoAopupavel akpifmg pio ypoppun oto apyeio KeWéEvo.

‘Etot po1alel to amhod apyeio pe v axolovbia cknvav yio tov NPC FunnyGuy
(dvoTuydg ot YPOLUES €0 Oa. eaivovtot SUTAOUEVEG)
(/control/data/subtitles/funnyGuySubtitles.txt):

1 [ NPC_TEXT_START] H there.[ NPC_TEXT_END] [ SCENE_CHO CES START] 1. Hi
<br>2. I'moutta here...[ SCENE_CHO CES_END]

2 [ NPC_TEXT_START]Want to see somnet hing fun?[ NPC_TEXT_END]

[ SCENE_CHO CES_START] 1. Well, i guess so! <br>2. So

[ ong. .. [ SCENE_CHO CES_END]

3 [ NPC_TEXT_START]While in the gane world, press <font:Verdana

Bol d: 20><col or: FFOO00>F12[ NPC_TEXT_END] [ SCENE_CHO CES_START] 1.
Thanks, 'l give it a try.[ SCENE_CHO CES_END]

Kazdoraon oialoyoo (dialog state)
Y10 avtikeipevo AlPlayer mov avtiotoyei oe «ébe meddt, éxovue Tg €€NG
optCo neves amd to ¥pNotn WO TEG:
interlocutor : 0 GuvoANTC TOV TEALT.
dialog : pia ocvpporoocepd (string) mov mepiéyel OA0 10 KeipeVO TOL daAdYOV
(okolovBia. oknvadV) pe tov Tpéyovta cuvoAnty (ta mEPEXOUEVA TOV apYEioV
7OV E100LE TOPATAVD).
scene 1 TpéYovca OKMVI] 6TV omoio PpickeTal o S1AA0YOG LE TOV TPEYOVTO
GULVO LANTY.
(ot tpewg mapambve 1010TNTEG EYOoVV VOMUA povo 060 0 meEAdTNG Ppioketol og
KOTAoToon OlaAdYoV, 6€ OMOLdNTOTE AAAY TTEPinT®ON Eivar UndeviKES / KEVEC)
tableOfDialogs : évag mivakag mov Kpotd TANPOPopies Yoo GAOVE TOVE SAAIYOVG
0710V 0ToioVG GUUUETEIYE 0 TTeEAATNG. To péyeddc tov avéopeldveTal SuvapiKd
‘Exet pio ypopun yuo kabe diddoyo. Kabe ypapun tov mivaka £xel 600 6THAES:
1. 6vopa tov NPC 6tov ommoio avtiototyel ovtdg o d1dAoyoc




2. 560eon tov NPC mpog tov mehdt. Avtn e€optdtor cuvnbmg and v péypt
TOPO, TOPEID, TOL SAGYOV.

currentNumOfDialogs : o TAf00¢ TV Sleldymy 6ToVg 0m0iove 0 TEAGTNG £XEL

ovppeTdoyel. OvolooTiKG TPOKEITOL Yo Wil 160TNTO OV KPOTO TO TPEYOV

uéyeboc (mAnbog ypappumv) tov (duvautkov) mivaka tableOfDiaogs.

Otav o avatar tov ypriot kortaet évav NPC kat matioet To tanktpo "E", av
elvar apketd kovtd otov NPC, 10 mpdto mpdyuo mov cvpPaivel givor eotioon g
Kauepag tov meddm otov NPC kot zoom-in. Xtn cuvéyelo o e&umnpetnTig oTEAVEL
uMVOpo. oTov TELATN va 16Dl og kaTthotaon dtaddyov (didog mode). O meldtng
kavel push to DialogGui otov Canvas, anevepyonolel Ti¢ avtiototyiec nAnktpwv (key
mappings) kivnong mote o avatar tov ypfHotn va unv umopei va  KwvnOei,
anevepyomotel / kpoPet ta ototyeia tov HUD kot tov CUrsor tov moviikion.

Ymv mAevpd TOov WEANTN, OTOV ElpOOTE GE KotdotacT OwAdyov 1o GUI
amoteAeitot amd Eva péPog yio to Keipevo ov NPC (mave pépog e 006vng) ko Eva
HEPOG Y10 TO KEIUEVO HE TIG EMAOYES TOV YpNoth (Katw puépog e 086vnc). O ypnotng
KAVEL TNV ETAOYT TOL Yl TV TPEYOLON oknvy e To TANKTpa 1-9. Onolodmote dAlo
TANKTPO yvoeital, Kot av 0 ypNotng emALEel €va VOOUEPO OV OEV OVTICTOLXEL GF
£yKupn €MAOYN YO, TNV TPEYOVGN GKNVY avTd ayvoeital emiong (ywo va "mdoovpe”
™V €16030 TOL XPNOTY, ¥PNOLLOTOIOVUE TV KAGon GuilnputCtrl).

A@obh 0 YpoTNG KAVEL TNV ETAOYT TOV, O TMEANTNG GTEAVEL UVOUO GTOV
e€umnpetnT) Vo avavedoel Tov O1dAoyo (nA. va kdver OtL gvépyesieg mibovadg
OUVETAYETOL 1) ETAOYN TOL YPNOTH, Kol VO UETAPREl TNV KOTAAANAN OKNVI| TOL
daAdyov avéroyo pe tnv emroyn avtn). To péovo mov otédvel 0 TEAITNG OTOV
eEummpetn T givol Ta VOOUEPO TTOV EMEAEEE O ¥PNOTNG YO TNV TPEYOLGO, GKNVT|, OAES
o1 GAAec TANPOPOPIEG SLOTNPOVVTAL GOV KATAGTOOT) TOV SIHAOYOV 0TOV ELINPETNTY.
(. pédodo DialogGui::dial ogGui UpdateRequest() @ /control/client/scripts/dial ogGui.cs)

O &lummpemtyg mdver  ovtd Tt pnvopata  (BA. cuvéaptnon
serverCmdDial ogGui UpdateRequest() @ /control/server/scripts/game.cs), PAEmel mowog givarl o
GUVOLIANTAG TOVL TTEAAT OV {NTA TNV EVUEP®GT TOV S10AHYOV TOV, KOl OLPNVEL TO
avtikeipevo tov kataAAniov NPC vo amopoacicel avtd Tt evépyeteg ypetdlovran (BA.
Icontrol/server/databl ocks/NPCs.cs)

Kdabe NPC o omoiog umopel va ovupetéyel oe didhoyo opilel tn pébodo
didogGuiUpdateRequest() oto oavtikeipevo datablock mov tov avtictoyei (£
ypnotponoovpe éva avtikeipevo datablock avéa NPC). Avt n uébodoc eivor 1o
Bookd onueiov yeptopon v dardyov ot pepd tov eéummpetnth. O TEAATNG Y
KGOe oknv (%oscene) eméyel pio amd TG dobéoiueg emhoyéc (YosceneChoice), kot
™ Ogdouévn oty mov yivetor avt M emroyn o NPC éysl pio cuykekpiuévn
diéBeon mpog tov merdn (Yodial ogNPCDisposition). Mg Bdon avtd ta tpio ototyeia,
0 e&umMpeTTNG eKTEAEL OTTO1EG EVEPYELEG £X0VV KABOPLOTEL, KOl EMAEYEL TNV EXOUEVN
oknviy otV omoio. Oo. petafel o ddAoyoc. Xt cvvEKELD, OTEAVEL GTOV TEAATN TO
KELEVO TNG EMOUEVIC OKNVIG, MOTE 0 TEAEVTAIOG Vo avavenoel To GUI tov.
(Enueioon: o pnyoviopdg unvopatoy tov Torque dev Hog EXLTPETEL VoL GTEINOVUE
avbaiperov ufKove cupPorocelpég ota TANIGLO EVOG UNVOUATOG. AVTO pag Teplopilel
OTNV TEPITTOOT T®V SAOY®OV, Kol TO avTietonilovue ondloviag To KEIUEVO TOV
TpémeL va. amoctalel o€ Koppdtio pe péyioto péyebog 255 yopaktpwv. Avtd
onpaivel 6Tt 0 TOPUANTING TPETEL VO YVOPILEL TOCH KOUUATIOL (KOO VOL TEPLILEVEL Y10
va AdBet 6An ™ cvpporoceipd. ‘Evog kaAdtepog Tpdmog Oa 1oV va. avTIGTOIYOVUE GE
Kkd0e cvpPorocelpd TOV TPEMEL VoL GTOAEL £VOL OVAYVO PLOTIKO, KOL VO GTEAVOVUE UOVO
TO OVOYVOPLOTIKO GTOV TEAATT), O OTTOI0G G 0T TNV TTEPITT®ON ol TPEMEL VoL £EL
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amoONKEVUEVEC €K' TOV TPOTEPWOV AVTEC TIG CVUPOAOGELPES KO TIC AVTIGTOLYLEG TOVG
LLE TOL VOLYVOPLOTIKA. )

YV evdekTikn mepintowon tov FunnyGuy NPC, n uébodoc
dia ogGuiUpdateRequest() eivot ovt:

function FunnyGuyData::dial ogGui U pdateRequest(%this, Y%player, %osceneChoice)
{

%scene = %pl ayer.scene;

/I ( scene"0" + sceneChoice "0" indicate we just entered the dial og)
if (Yoscene==0 & & %sceneChoice == 0)

{
/' thisisthe first request in thisdialog, get the whole dialog as a string, the file's
/I lines being delimeted by $Server::NPC::tokenDelimeter
/I (EACH lineinthefile has all theinfo corresponding to a "scene')
%player.dialog = NPC::getFileContents(%thi s.dialogFil€);

}

%dialog = %player.diaog;

1l switch between possibl e choices (based on the current scene and the choice the palyer made)
%nextSceneString = "";
if (Yoscene==0)

{ if (YosceneChoice == 0)
{ %nextSceneString = NPC::getDialogScene(%odial og, 1);
: }
elseif (Yoscene==1)
{ if (YosceneChoice == 1)
{ %nextSceneString = NPC::getDialogScene(%odial og, 2);
Llse if (YosceneChoice == 2)
{ %this.endDia og(%oplayer);
}
?Ise if (Yoscene==2)

if (YosceneChoice == 1)
{
%nextSceneString = NPC::getDialogScene(%odial og, 3);

}
elseif (%sceneChoice == 2)
{

}

elseif (%oscene == 3)

%this.endDia og(%oplayer);

if (YosceneChoice == 1)
{

}

%this.endDia og(%oplayer);
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II'if Y%nextSceneString is still empty after the 'switch' above, this means that we don't have a
/I valid scene-sceneChoice pair
I (e.g. if the client chose '9" but the scene only has 5 choi ces)
/I lgnore such cases:
if (YonextSceneString $="")
return;

/I update the information about the dialog's state that are held on the Player object
Il %interlocutor and %dial og are not changed

/I extract the new scene number

%player.scene = getWord(%nextSceneString, 0);

/I extract the NPC dial og text

%startindex = strPos(%nextSceneString, "[NPC_TEXT_START]") + 16;

%endIndex = strPos(%nextSceneString, "[NPC_TEXT_END]");

%textNPC = getSubStr(%nextSceneString, %estartindex, (%eendindex - %estartindex) );

/I extract the player dialog text (scene choices)

%startindex = strPos(%nextSceneString, "[SCENE_CHOICES_START]") + 21;

%endIndex = strPos(%nextSceneString, "[SCENE_CHOICES_END]");

YtextSceneChoices = getSubStr(%enextSceneString, %estartindex, (Yeendindex - %startindex)

);

/I send to the dient the text he must present for the new scene
%clientGameConnection = %player.getControllingClient(); // ShapeBase class method

/I NOTE:

/I with the 'messaging’ mechani sm (client/server commands), we can't send long strings, or
/I they'll be cut by the TGE !

/' It seems that the max length that can be sent is 255 characters

/1So, we fragment the text and send each fragment. The client obviously must handle the
/I fragments.

%textNPCFragments = mCell (strlen(%textNPC) / 255);

for (%i = 0; %i < %textNPCFragments; %i++)

{
%fragment TextNPC = getSubStr(%textNPC, %i * 255, 255);
commandToClient(%clientGameConnection, 'DialogGuiUpdateNPCTextResponse),
%fragmentTextNPC, (YotextNPCFragments - (%i + 1)));
/I @client/scripts/dialogGui.cs
}

YtextSceneChoi cesFragments =mCeil (strlen(%textSceneChoices) / 255);

for (%i = 0; %i < %textSceneChoi cesFragments; %i ++)

{
%fragment TextSceneChoi ces = getSubStr(%textSceneChoices, %i * 255, 255);
commandToClient(%oclientGameConnection,
'Dia ogGui UpdateSceneChoicesT extResponse,
%fragmentTextSceneChoi ces,
(YotextSceneChoi cesFragments - (%i + 1)));
/I @client/scripts/dialogGui.cs
}

"Evac NPC propet va ka8opiletl évo chvoro KATUOTAGE®DY TOV
AVTITPOCOTEVOVY T1| S1E0E0MN TOV OTEVOVTL GTO YPT|OTI], OOV ATOTEAEGLLOL TOV
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evepyelmV Tov TeEAevTaiov. [N mapaderypa, yio tov NPC "Sage Tree", 1o didypappa
kataotacedv tov (UML state diagram) sivat to akdrlovbo:

1n eicodog Tou yprioTtn atov didhoyo /
. ETTOpEVT oKnvr=1

aknvr=5 kal emioyn=2/ tigoboc xprioTn og diahoyo Kai
Téhog Siardyou amoaTohr “the dark” -> evepyn kal
¥pratng -> killedDragon /
oknNvA=6 kal emhoyn=2 / arooTtohr “the dark™ -> oAokAnpuwpévn kai

Téhog Siahdyou

N eToOPEVT oknvii=120
neutral ),
oknvnN=19 ka1 emioyn=1

[ thrilled |

OKNVA=7 Kal EAoyr=3/
annoved | £MoHEVN oknvA=9
o)

oknvA=7 kol emAoyn=1/

£mOpEVN OKNVIA=8 fan ™
= ary |

eigodog ¥pnoTn ot didAoyo Kal
aroaTohn “loaf of bread” -> evepyn kai
eival loaf of bread oo inventory /
aroagtodn “loaf of bread” -> ohokAnpuipévn ka
Oitypawe loaf of bread amd inventory kai
dieypaye ruby of teleport amo inventory ka
fekheidwae bonusAbility1

2y.12 Avdypoppa katactacewv Tov NPC " Sage Tree"

(o1 duvatég kataotdoelg -states- eivon "thrilled”, "neutral”, "annoyed", "angry"”. Zta
BéAN petafdocemv, To Kelpevo ivat g popeng "onua gleddov / dpaon” — avtdpaTo
Mealy).
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he sun is every tree s frend. Withour

! Mot masch to

you could tell me akbe

Xy.13 M oy tov dialog GUI
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9. Xbomnua kataypaonc axoctoliony (Quest l0q)

/control/client/gui/QuestLogGui.gui
/control/client/scripts/questL ogGui.cs
/control/server/scripts/game.cs
/control/server/scripts/inventory_dialogs quests.cs

Katéd ™ odpkeia tov doddyov pe évav NPC (1] yevikotepo Katd Tnv
aAAMNAETIOpOGT) TOV HE TOV KOOUO), UTOopel 0 ¥pHotg vo. avaddPel pio amootoAn
(quest). T mapaderypa, évag NPC pmopei va Bopdoset pe Evav gpnotn Kot vo, Tov
nmoet cov ayyopeio va Bpet Kot vo pEPEL KATO0 avTikeipevo (mboavdg d06KoA0 vo
Bpebel), mpv cuveyicovv tov d1dAoyd Tovg (oto demo, avtd yivetal 6Tov S1AA0Y0 UE
10 SageTree av 1o Bupdoel 0 xpHoTnG TV TPMOTN POPE TOV TOV HAGEL).

Y7mépyer Aowmdv avAaykn vo KOTOypAQovTol OUTEG Ol OOCTOAEG KOl 1|
KOTAOTAON TOVG, KOl VO UTOPOVV VO, TOPOVCIOCTOVV GTOV YPNoTn UE évav eviaio
TPOTO, MOTE AVTOG Vo Umopel vo evnuepmbel ava maco oty yio mv e&EMEN Tovg
KOUL TO TL TPEMEL VOL KAVEL PETE. AVTd TO GVGTNUE GUVOAKA ovopaletot quest log.

To quest log eivan og peydro Pabud avéroyo tov inventory (BA. evotnta
"Yoomua  aviikewévov  (Inventory)'), kabog mopopown {ntnuata mwpémel vo
AVTILETOTLOTOVV. AAAALOVV KVPI®G TA YOPOKTNPLOTIKA TG TANPOPOPIAG TOV TPETEL
va drotnpeitatl amd Tov EELTNPETNT KOl VO, TOPOVGLALETAL GTOV TEAATY.

Kazdotaon ovotiuarog kotaypapnc arootoinv (Quest log state)
Y10 avtikeipevo AlPlayer mov avtiotoyei oe «ébe meddt, &xovue TIg €ENG
optCO neves amd to ¥pNotn WIOTNTEG:
tableOfQuests. évag mivakag mov Kpatd TANPOPOPIES Y10, OAEG TIG ATOCTOAEG TTOV
&xer avardPer o meddme. To péyeboc tov avéousidveror dvvopkd Eyxet pio
ypopu v kaBe amootoAr]. Kdébe ypouun tov mivako €yel tovddyiotov TPELS
oTNAec:
1. 6vopa ™G amooTOAG
2. olhvTouN KEIWEVO LE TTEPLYPOAPT TNG OTTOCTOANG
3. xatdotoon ™ anoctodn (evepyn — active, oAokAnpouévn — completed,
amotuynuévn — failed)
AvAAOYO LE TNV OTOGTOAN UTOPEL VO YPELOCTOVV TEPIGGOTEPEG GTNAES Y10l KATOL
ypouun (my. po oThAn Tov vo deiyvel TOGEG VIO-OMOCTOAES TNG OTOGTOANG
OAOKANPOOE O YPNOTNG, GE MEPITTMOON OV KATOLO GLOGTOA LTOOIUPEiTAL GE
Vo-0mtooToAéC). Elvor gubovn g kdbe amootolnc vo yepiletal Tig enmAfov
OVTEG OTNAEC.
currentNumOfQuests. to ninbog Twv amocToAdV TIG omoieg &xel ovaldfer o
weMdc. OvolooTikd TpOKELTOL Yol piol 110TNTe. OV KPATH T0 TPEXOV UEYEDOC
(mn00¢ ypopudv) tov (duvapukov) wivako tableOfQuests.

To quest log GUI amoteleitar Pooikd omd €vo OVIIKEILEVO NG KAGGNG
GuiMessageVector Cirl 610 0moio Tum®vovTat ot TANPoPopies Yo KAOE amoGTo N Tov
&xel avarafel o TEAATNG. AVTEG €ival TO Ovouo Ko 1 TEPIYPo.pi] TNG POPUAPIOUEVO LE
KATOAANAO pc)/u/m«) KOO0, IOV LTOOEIKVOEL TNV TPEYOLCA Karaoracn ™mg
anooToANS (evepyn O pavpo, okokAnpouévy O umie, omotuynuévn O kokkwvo). To
avtikeipevo g KAdong GuiMessageVectorCtrl mpéner vo Ppioketor péco o éva



avtikeipevo g kAdong GuiScrollCirl (6nwg mavta, dwtepdTa TG KAGONG
GuiMessageV ectorCitrl). (Bx. /control/client/gui/QuestLogGui.gui)

Ortav 0 ypnomg motnoetl o TAnktpo "L, o meldg avoiyel to quest log (av
TPONYOVUEVOG NTaV KAEGTO) M| TO KAEiveL (av Tponyovuévmg NTav avorytd). Katd to
avorypo Tov quest log o Teddtng Kavetl yovopikd to €N KAgivel to inventory GUI av
avtd  eivar  ovoytd, ovoyetiler  (aftach) 1o avtikeipevo ¢ KAGong
GuiMessageVectorCtrl pe éva avrikeipevo g khdong MessageVector (to omoio
Aertovpyel cav buffer yio to keipevo mov mopovolaletol 6T0 TPMTO OVIIKEIUEVO),
amevepyomolel TIc avtiotolyieg mAnktpwv (Key mappings) kivnong dote o avatar tov
xpnot vo unv umopel va kwvnei, kaver ta controls tov HUD GUI un opatd, o
novtikl Tibeton £to1 doTe M Asttovpyia Tov va givat OTm¢ ot pevov (Mouse gui 10ok)
avti va 'TepLloTpéeel’ TNV KAUEPO. OTMS cuvnBileTal KaTd TV TEPUYNON GTOV KOGLO
(mouse free look), yivetar fade-in Tov quest log GUI, tomofetovvtot kdmoto controls
ot Béon tovg, Eexva to effect pe to 'aotépa’ mov avapooPrivovv (dev TpocPEpet
KAtL amd AETovpylkng Gmoyng kot dOgv aoyoloVpaote €dd pali Tov), emavo-
apywomoteiton (reset) to keipevo tov buffer. Kotd 1o xAeiowo yivovioar ot
avacTpoPeg dradukacies. (BA.. /control/client/scripts/questL ogGui.cs)

AoV yivouv ta mapamdve Puata Katd o dvorypo tov quest log GUI, o
TeEAATNG oTéAvel uivopa otov g&umnpetnt) (NTOVTOG TOL va GTEILEL TNV TTANpOPOpia
OV 0 TEAELTAIOC KpatTdel Yoo TNV katdotaon tov quest log tov ypnotn, ®ote va
UTOpECEL O TEAATNG VO gu@avicel ovt ™V TAnpopopic. otov ypriotn. O
eEumMPETNTNG,  OVIOMOKPIWVOUEVOS G€  OVTd  TO  pnvopo  (BA.  ouvdptnon
serverCmdRequestQuestLoginfo@ /control/server/scripts/game.cs) GTEAVEL TNV TANPOPOPI0. TOV
éyel amobnkevpévn otov mivaxo tableOfQuests mov sidape mapamdve (oyeTIKd pe ™V
OTOCTOA] MWVOKOV HEG® TOV UNYOVIGUOD HNVOUATOV Tov Torque, PA. evotnta
"Tevikéc apyés oxediaonc™).

Otov 0 eAdtng el TAéov OAN ™V TANpogopia. Tov ypeldletol, Kalel v
ovvaptmon QuestL ogGui::setUpQuestLog(), n onoia yio kGO omootoA] TOoV TivaKa
tableOfQuests (mov 0 meEAATNG ExEl OVAKATUOKEVAGEL GTNV TAELPA TOV LE TO OVOLQ
$Client::QuestLogGui::tableOfQuests) kavelr 1o €€Ng: avdAoya pe v TpEYoLoQ
Katdotaon ™G amootoAng (evepyn kAm.), tumdver otov buffer to dvopo g
QTOGTOANG, TNV TEPLYPAPN TNG Kol pio kKev ypoupun (OOTE 01 SLOPOPETIKES ATTOGTOAES
va Egywpilovy peta&h T0Vg) HE TOV KATAAANAO YPOUOTIKO KMOIKAL.

H ovvapmon QuestLogGui::setUpQuestLog() éxet og e€nc:

/I Text areafunctions

/I Container of text meant to be consumed by the QuestLogGui TextArea GuiM essageV ectorCtrl
new MessageV ector(QuestL ogGui TextAreaM essageV ector)

{
b

/I set up the quest log text area
function QuestL ogGui::setUpQuestL og(%ecurrentNumOfQuests)

for (%i = 0; %i < %currentNumOfQuests; %i++)

if ($Client::QuestL ogGui::tableOfQuests%i, 2] $= "active")
{
/I active quests in \c1 => black
QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c1" @
strupr($Client:: QuestL ogGui::tableOfQuests[ %i, 0]), 0);
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QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c1" @
$Client:: QuestL ogGui::tableOfQuests %i, 1], 0);
QuestL ogGui TextAreaM essageV ector.pushBackLine("", 0); // empty line

}
elseif ($Client:: QuestLogGui::tableOfQuests[%i, 2] $= "completed")
{
/I completed questsin \c4 => blue
QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c4" @
strupr($Client:: QuestLogGui::tableOfQuests[ %i, 0]), 0);
QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c4" @
$Client:: QuestL ogGui::tableOfQuests %i, 1], 0);
QuestL ogGui TextAreaM essageV ector.pushBackLine("", 0); // empty line

}
else if ($Client:: QuestLogGui::tableOfQuests %i, 2] $= "failed")

{
/I failed quests in \cO => red
QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c0" @
strupr($Client:: QuestLogGui::tableOfQuests[ %i, 0]), 0);
QuestL ogGui TextAreaM essageV ector.pushBackLineg("\c0" @
$Client:: QuestL ogGui::tableOfQuests %i, 1], 0);
QuestL ogGui TextAreaM essageV ector.pushBackLineg("", 0); // empty line
}

Xy.14 M oy tov quest log GUI

(stvar Mudapavég Kot @oivetar pEPOG oL KOGUOL omd Tow. Y7Tapyovv SVo
armootoréc. H mpmtn -loaf of bread- sivar oAokAnpouévn kot epoavileton pe pmie
ypoua, n dvtepn -the dark- sivar evepyn ko gpgaviletan pe povpo ypodpa. Ag&ld kot
aplotepd aiveran to effect pe ta ‘aotépia’)
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10.Head-Up Display (HUD)

/control/client/gui/HUDGui.gui
/control/client/scripts/hudGui.cs
[control/client/scripts/keyBindings.cs
/control/client/scripts/game.cs
/control/server/scripts/game.cs

Otov 0 meldg ouvvdebel pe tov gdumnpent kol €6éA0EL 6TOV KOGLO,
avorapBavel TAEov TV ameikovion tov koopov pe PAoN TG TANPOPOPiES TOV TOL
otélvel o e&umnpetntng (N STPNON TOV GLYYPOVIGUOD TOV TEAATMOV HE TOV
e&omnpetnTn eivar €uBOVN TG UNYOvIG Kot Ogv HoC amaoyolel o€ emimedo SCript).
‘Eto1 0 ypriotng pmopel vo BAémel (Kot va akovel) Tt yivetal 6Tov KOGUO, Kal va. dpa
avaroyoL.

H amewdvion tov k6GUOV givar pio vTOOEoN SLAPOPETIKT Ad TNV UTEIKOVIOT
TOV MENUS, LE To. Omoio EPYETOL OE EMOPN O YPNOTNG OTOV avoi&el apyucd TNV
epapuoyn (av BEPoia 1 epappoyn éxel tétol Menus), kot yevikodtepa tov GUIS. Ta
GUIs givat og telkn avaivon 2D ewkoveg and pixels (pixmaps v bitmaps av og kéde
pixel avtiotoyel povo éva bit) kot pmopoldv oyetikd Gueca va aviiotoyynbodv ce
pixels g 006vng. O kdouOC OUMC OmOoTEAEITOL OVOIOGTIKG amd i cLAlOYN
TPLEOLAGTATOV TEPLYPaE®V ovTiKeEVmY (3D models) kat tov peta&d toug oxéoemv,
oT0. 0Toio, avTIKEIpEVO pmopel va epapuoloviol eoves oty empaveld tovg (texture
Mapping) KA., VITAPYEL KATO0 LOVTELD QOTIGHOD, Kol TOAAG AL TOL deV glvat £6(
n 0éon va culnmBOovv. To Béua eivar 6Tl amarteiton pio TOAOTAOKT Sladkacia yio
TN UETATPOTN OLTAG TNG TEPLYPUPNG TOV KOGHOL G€ ia duedldotatn KOV TOL
umopel TeEMKA vo mapovotaotel oty 006vn (rendering). To rendering yivetat amd ™
unyovn, cuvnwg pe ) Pondea Bprodnkmv dikov yuo ypaeikd, 6mmg n OpenGL
oL ypnotponolel to Torque.

To rendering Aowtov o pog amoacyoAel oto eminedo g TorqueScript, mpémet
OUmG 0 TEAATNC Vo umopel vou amelkovioel oty 000vn 1o amotélecpo Tov rendering,
aAM®G 0 xpnotng dev Ba pmopei va dgl Tov kKOGHo. YTapyet pio €1d1kn Gui kAdon i
avTd 10 oKOTO, M KAGon GameTSCirl. Anuovpyovue €vo OVTIKEIHEVO OWTAG TNG
KAGong (BA. /control/client/gui/HUDGuUi.gui), 610 omoio Ba avagepouacte g HUD (éxet
kabiepwbei To0 6o "KkoTaokedaoUa” LEGH TOV 0ToioL PAETOVUE TOV KOGUO, AALG KoL
GAhec TAnpoopicc, 6nmG M vyeio Tov avatar, UNVOLOTO GE HOPEN KEWEVOD, KAT. va.
ovoualetar HUD —Head-Up Display-). O neddtg 6étet to HUD cav mepieyduevo tov
Canvas (uéBodog setContent()), ko TAEOV 0 XPNOTNG UITOPEL VAL dEL TOV KOOUO -TTdvTa
péoa omd ta udtia” tov control object (BA. evomra "Oépata diktomonc”) mov Exet
opicel 0 e&umnpeT TG Yo AVTOV.

Y7épyovv Kamoteg 101KEC KAAGELS, TO AVTIKEILEVA TOV 0moiwV mpoopilovral
v ypnon oe éva HUD, m.y. ot kAdoelg GuiCrossHairHud (ywo tov cuvnbiopévo
"otavpd” mov epgaviletor oto KEVIpo TG 0006vNC vVTodekvhovTag TOV KOITAEL O
ypnomc), GuiHealthBarHud (katdAAnio yo deiktec vyeiag, evépyelag KAm. OTaV
0élovpe avtol va evnuepdvovtol avtopata and ™ punyevn. H avtopat evnuépoon
TOV SEIKTOV OVTOV o)etiletal aueco pe Tig avtiotolyeg WO Teg Tov datablock
ShapeBaseData ko tig pebodovg g kidong ShapeBase), «.a..

2roiyeio mov amoteAody o HUD
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[Tépa amd v Wutepd e, Tov HUD va mapovcialeton pécw avtod o kdécpog, do
Aéyape 0Tt givan pice GLAAOYN oo ototyeia (TOv pe TN GEWPE TOVG ATOTELOVVTAL OO
éva, M| TeplocoTepa controls), kabéva an' ta omoio £xel t0 S1kd TOV POAO (cLVHBMG
Tapovotdlel kdmowv &€idovg mAnpogopic oTOV YPHOTNH) KOl KoToAouPavel pio
OULYKEKPLUEVT TEPLoyn oty 006vn. Mepikd yapaktnpiotikd otoyeio tov HUD ce
avtd 0 demo meptypdapovtat Topakdte (PA. /control/client/gui/HUDGui.gui):

Y10 kévipo G 006vNng Exovpe TOV "GTALPO” TOV VIOJEKVVEL TOV KOLTAEL O
YPNOTNG, KOl GE TEPITTMOOT TTOL 1) Von T Nuevdeio mov Eexvd amd to. "patia” Tov
OVTIKELEVOD TOV EAEYYEL O TEAATNG GUVOVTA £vol AAO OVTIKEIUEVO LLE TO OTTO10
umopel avTdC va aAAnAemidpdost (kat ov givol GYETIKA KOVIG GTO GVTIKEIUEVO
avT0), ELEVICETOL TO OVOUO TOV AVTIKEEVOD TAV® 0mtd Tov "oTonpd”.

Kdéto apiotepd €yovpe pio meproyn 6mov o ypnotng umopel va PAénel o
UNVOUOTO, IOV €GTEIAAY GAAOL YPNOTEG, N EOIKG UNVOUOTO 7TOV GTEAVEL O
eELNPETNTNG Y10 VO EGOTOMGEL TOV XPNOTN Y10 CNUOVTIKA YEYovOTO (OmmE dTorV
Toipvel €vo, aVTIKEINEVD, OTOV piyvel €vo aVTIKEIHEVO, OTAV OAOKANPOVEL Wid
amooTOAN, KA®.). Av o ypnotm¢ mathost "Enter” epgaviletor kdto omd ™V
TEPLOYN O KEPCOPAG, KAl O YPNOTNG UTOPEL va. Ypayel Eva S1KO TOV PNVOLO, TOV
TO GTEAVEL GTOVG AAAOVG ¥pNoTEG TaTdVvTag Eava to "Enter”.

[Mévo apiotepd £ovpe TV UIGPO LLE TO MaNa tov ypnoth, Tov TepPdiieTon and
pio o va Yo voL oAVETaL L0 EVIVTMCIOK.

[Maveo de&1d eppavifovior TANPOPOPIEG GYETIKG L€ TO OVTIKEIPUEVO TOV £)El
emlé€el mpog ypnon (equip) o ypnotg. daivovioar 1o dot oto omoio €xet
tonofetBel TO0 OVTIKEIEVO, TO OVOUO, TOL OVTIKEWWEVOD, KOL UK EKOVO TOV
OVTUKELUEVOV.

[Mévo kot oto ké€vpo gpeaviletal pa Tu&ida Tov Pondasl 6tov TpocsavaToAMGUd
TOV YPNOTI, GE CLVOVOGUO LE

‘Eva xGpt, o omoiog spgavifetar motdviog to mwAnkipo "M". O yaptng
enpavifetor udvo 6tav 0 YPNOTNG EXEL KOTOW EVEPYN OTOCTOAN, Ogiyvel pio
OYETIKO JKPT TEPLOYN TOL KOGHOL Kot £yl Thvo Tov €m¢ Tpia "X", éva KOKKIVO
Y0 TO GTOYO TNG OMOGTOANG, £Va TPAGIVO Y0 TNV QPETNPIO TNG ATOCTOANG, Kot
éva xitpwvo mov deilyver ) 0Béom tov avatar tov ypnot. Oco o yaptng sivor
avoytoc, o egumnpetg Ba oTéAvel TEPOdIK TIC VEEG BEGEIC OVTOV TV TPLOV
EVIKOV onueiwv, OCLVETMG O YAPTNG MUmopel Vo HEVEL OVOLXTOG KOl Vo
EVILEPMVETOL KAVOVIKO VM 0 avatar tov ypnotn Kiveitol. e avtn v €K00om
TOV, 0EV UTOPOVUE VO EMAEEOVUE Y10 TOL0L ATOGTOAN Oa mapovsialel mAnpopopia
0 XapTne, oAAG Oo PAémovue mAVIO TNV TANPOPOPIC Yo TNV TPOTN EVEPYN
amootolny tov wivake tableOfQuests (BA. evotnta "TVOTNUO  AVTIKEWEVOV
(Inventory)").

Otav o weddg 0écer to HUD GUI otov Canvas, yivovtor yovopikad to €ENG:
torofeTovvtal  KAmowe, CONtrols otmv  katdAAnAn Oéom, evepyomolovvtal ot
avtiotolyieg TAMKTpOV pe cvvaptnoelg / evépyeieg (key mappings 1 key bindings, pi.
fcontrol/client/scripts’keyBindings.cs, m.y. 1 kivnon kobopiletal va yivetor pe o TANKTPO
"W, "AT, 'S, "D"), 1o avtikeipevo ¢ kAdong GuiMessageVectorCtrl (oto omoio
TUTLAOVOVTOL TO SLAPOPOL UNVOLOTO TTOV OTEVBVVOVTOL GTOV XPNGTH, KOl TO 0010 OTTMG
navto wpémel vo. Ppioketal péca o€ évo avtikeipevo g kAdong GuiScrollCirl)
ovoyetiletan (attach) pe éva avtikeipevo g kldong MessageVector (to omoio
Aertovpyel oav buffer yia to keipevo mov mapovcldletal 610 TPOTO AVTIKEIUEVO),
Eekwvape to unyovioud (scanning) mov eléyyel ov vapyel "Katw omnd to movrikt”
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QVTIKEILEVO LE TO OO0 UmOpEl Vo, aAANAETIOPGGEL 0 YPoTNG (DOTE VO TVITMGOLUE
T0 Ovoud 1oL TAV® omd ToV "oTavpo”), EEKIVOL O UNYOVIGHOG EVNUEPOONG TNG
mu&idog.

YyeTikd pe To unyaviouo aviyvevons (Scanning) wov eAgyyer av o xpRotng Koita
KOTTOI0 OVTIKEIUEVO e TO OTOL0 UTOPEL Vo alnlemiopaoel, €(OVUE OTOV TEAATN Lol
ovvaptnon (handeOnMouseOverDescription() @ /control/client/scripts/hudGui.cs) mOv GTEAVEL
UVOUO 6TOV €ELANPETNTI] VO KAVEL TOV EAEYYXO, KOl WETO EMOVO-TPOYPOUUUOTICEL
(ocvvapmon koveorog schedule()) va yiver Eava kAon oTov €aLTO TG VOTEPOL OO
Kamolo pkpd ypovikd Stdomua. O giummpemntig (PA. /control/server/scripts/game.cs)
Kavel tov Eleyyo (ue ) Pondeto g ocvvaptmong koveorag containerRayCast()), xat
av Bpel OVImg TET010 avtikeipevo otédvel v meprypaen / dvopa tov datablock mov
avTIoTOLYEL 6T0 avTikeipevo (1010t To 0plOUEVN-amO-TOV-YpN|6TN) TICW GTOV TEAATH.

Ed&v to movtikt elvan "néve" and kdmwolo aviikeipevo, kol o avatar tov ypnot
elval apkeTd KOVTd 6To OvTiKeipevo, tatdvtag to manktpo "E" o yprotnc (nea va
aliniemiopaoer pe to avikeiuevo. O TEMITNG EYEL GUOYETIGEL UE AVTO TO TANKTPO (BA.
/control/client/scripts/keyBindings.cs) ™ ouvvdptnon  genericlnteractAction() (@
/control/client/scripts/game.cs), 1 omoio. oTéAvel Eva ppvopa otov e&umnpetnt) todvtog
vevikd  "vo  yivet M oaAAndemidpaon”. O  efvmmpemtig  (Br.  ocuvaptnon
serverCmdGenericinteractAction() @ /control/server/scripts/game.cs) €AEYYEL V. €L AV OVIOG
VIAPYOVY OVTIKEILEVO GTNV €VOEIN TOV KOITAEL 0 avatar Tov TEANTN Kol 0PKETH KOVTH
TOV. AV vai, kael ™ pébodo genericlnteractAction() tov avtikeévov tov datablock
OV OVTIGTOLYEL GTO AVTIKEIIEVO TOV PPNKE, APTVOVTOS TO OVTIKEILEVO VO OTOPUGIGEL
Hovo Tov Ti gvépyeleg mpémel va, yivouy (m.y. ot NPCs Ba Egkivioovv éva d1dhoyo pe
TOV ¥PNOTN, TO GVIIKEIUEVO TTOV Umopel va mapel o ypnotme o mpootebovv oto
inventory tov kAm.). Avto onuaivel 6t kGbe aviikeiuevo e o omoio Gélovue va umopel
va aAlnlemidpaoer évag ypnotns mpémel vo, opilel ™ uéGodo genericlnteractAction()
070 YWPo 0VOULTWY TV aviikeyévoo tov datablock oo tov aviiororyel.

o mv evnuépoon tov ydpry (6tav avtdg sivar ovorytdg) akoAovbeitot
wapouowe taktikn. O mehdtng kabe Aiyo otédvel ufvopa otov e&ummpetn {ntovtog
TOV TNV TAnpogopio. ywo. ™ O€omn Tov avaar tov YPNoTN, TOL GTOYOL KOl TNG
APETNPIOG TOV AVTIOTOLXOVV GTNV TPAOTN gvepyn amootoAn tov tableOfQuests avtoh
oV meEAdTN. O e&umnpetn TG 6TEAVEL TTIOM GTOV TEAGTN TIC GUVTETAYUEVES Y10 OVTEG
TIG Tpelg Béoelc, ol omoieg OUMC &ivol G0CUEVEC GTO GUGTNUN GUVIETAYUEVOV TOV
koouov (world coordinates). I'o va mapovoidoovue ta "X 6to xaptn, o Tpémet va
LETOTPEYOVUE TIC CUVIETAYUEVEC OTO GUOTNUO GUVIETOYUEVOV TOV ¥aptn (Eot® Map
coordinates). Av kat ot world coordinates sivat tpidv dtactdoemv, n tpitn didotacn Z
(Vyog) dev pog eVOLOQEPEL €D, GUVETMC O UETOCYNUOTIOHOS GUVIETOYUEV®V Eivol
amd 20100T00el 68 20100TACEL;, OVLGLOOTIKG VoG OmAOG  UETOCYNUATIOUOC
avoroyiag. Av xXWorldMax, xWorldMin, yWorldMax, yWorldMin &ivor ta (vontd)
6plo. o world coordinates, kor XMapMax, xMapMin, yMapMax, yMapMin ta 6pia
oe map coordinates, tote yio doouévo XWorld to avtictoryo XMap Bpicketol amd ™
oyéon avaloyiog:

(xWorld - xWorldMin) / (xWorldMax - xWorldMin) = (xMap - xMapMin) / (xMapMax - xMapMin)

Avéloya yio 10 Y, HOVo mov £d® mpémet va mpocégovpe 1o eéng: ota GUIS 0 Y
UETPATOL OO TAV® TPOGS TO. KATW, OTMOTE 1 LEYLOTI KO 1) EAAYIGTN T TOVL Y 6 Map
coordinates mpmel vo avTIoTPOPOLY Yo VO £XOVUE CMOTO AMOTELECLLAL.

Evdektikd, o k®Okag Tov €ELMNPETNTH MOV ONAVIAEL OTIS OLTNOEL TOL
TEAATN Y10 AVAVEDOT] TOV GUVTETAYUEVDV £XEL ¢ eENG (@ /control/server/scripts/game.cs) :
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function serverCmdRequestM apl nfo(%oclientGameConnection)

{
%control Object = %clientGameConnection.getControl Object();

if (%control Object.getClassName() 1$="Player"
& & Y%control Object.getClassName() !$="AlPlayer")
return;

/I a this point the client has no way to choose between his active quests and see a map for one
/l'in particular, the map will automatically be updated for the first active quest in the
// tableOfQuests
for (%i = 0; %i < %control Object.currentNumOfQuests; %oi++)
if (%control Object.tableOfQuest %i, 2] $="active")
{
I/ switch map info for specific quest
%questName = %control Object.tableOfQuesty %i, 0];

%beginningPos = "NULL";
YotargetPos = "NULL";

if (YoquestName $="loaf of bread")
{
if (isObject(SageTree))
%begi nningPos = SageTree.getPosition();
if (isObject(LoafOfBread))
YtargetPos = Loaf OfBread.getPosition();
}
eseif (YoquestName $= "the dark")
{
if (isObject(SageTree))
%begi nningPos = SageTree.getPosition();
if (1%control Object.killedGolem)
{
if (isObject(Golem))
Y%targetPos = Golem. getPosition();

}
else // killed golem
if (isObject(Dragon))
Y%targetPos = Dragon.getPosition();
}

commandToClient(%clientGameConnection, 'ResponseM apl nfo',
%control Object.getPosition(), // player's position
%beginningPos, // quest's beginning position
YtargetPos /I quest's target position
); Il @ client/scripts/hudGui.cs

return; // stop at the 1st found

}
}

Kol 0 K®OWKAG Tov meAdtn 7mov yewiletal v amdvimon tov e&uanpetT Kot
eV UEPOVEL TOV YOpTN glvarn 0 €ENG (@ /control/client/scripts/hudGui.cs):

function clientCmdResponseM apl nf o( %pl ayerPos, %ebeginningPos, %target Pos)
/I note that positions are in world coordinates
{

/I some trivial mapping to 2D coordinates:
/I (z-coord is just dropped, soit's really a mapping from 2D to 2D)

/I determine maxi mum, minimum in the x,y world coordinates
/I fixed
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%xWorldMax = 250;
Y%axWorldMin = -250;
%yWorldMax = 250;
%yWorldMin = -250;

/I determine maxi mum, minimum in the x,y ‘'map' coordinates
%xMapMax = getWord(HUD GuiM ap.getExtent(), 0);

%xMapMin = 0;

/1%yMapM ax = getWord(HUD GuiM ap.getExtent(), 1);
[1%yMapMin = 0;

/I NOTE:

/I Snceinthegui y is measured from top to bottom, reverse min, max
Y%yMapMax = 0;

%yMapMin = getWord(HUDGui Map.getExtent(), 1);

/I 2D -> 2D mapping, by analogy : for a given xWorld in world coords, the corresponding
/I xMap is found by solving the equation :
Il (XWorld - xWorldMin) / (xWorldMax - xWorldMin) =
/I (xMap - xMapMin) / (xMapMax —xM apMin)
/I xMap = xMapMin +
1 (XWorld - xWorldMin) * (xMapMax - xMapMin) / (xWorldMax - xWorldMin)
/I smilarly for y
%constant = (Y%oxM apMax - %xMapMin) / (YoxWorldMax - %exWorldMin);
%xMap_playerPos = %xMapMin + (getWord(%playerPos, 0) - %oxWorldMin) * (Y%constant);
if (YobeginningPos !$="NULL")
%xMap_beginningPos = %xMapMin +
(getWord(%beginningPos, 0) - YoxWorldMin) * (%constant);
if (YetargetPos !$="NULL")
%xMap_targetPos = %xMapMin +
(getWord(%targetPos, 0) - %xWorldMin) * (%constant);

%constant = (YoyM apMax - %yMapMin) / (YoyWorldMax - %yWorldMin);
%yMap_playerPos = %yMapMin + (getWord(%playerPos, 1) - %yWorldMin) * (Y%constant);
if (YobeginningPos !$="NULL")
%yMap_beginningPos = %yMapMin +
(getWord(%beginningPos, 1) - %oyWorldMin) * (%constant);
if (YetargetPos !$="NULL")
%yMap_targetPos = %yMapMin +
(getWord(%targetPos, 1) - %yWorldMin) * (%constant);

/I now that we have the corresponding positions on the map, position the respective marker
/l images CENTERED at these positions
HUD GuiMapPlayerM arker.resize(
%xMap_playerPos - getWord(HUD GuiM apPlayerM arker.getExtent(), 0) / 2,
%yMap_playerPos - getWord(HUD GuiMapPlayerM arker.getExtent(), 1) / 2,
getWord(HUD GuiM apPlayerM arker.getExtent(), 0),
getWord(HUD GuiM apPlayerM arker.getExtent(), 1)

);

if (YobeginningPos !$="NULL")
HUD GuiMapBeginningM arker .resi ze(

%xM ap_beginningPos - getWord(HUD GuiMapBeginningMarker.getExtent(), 0) / 2,
%yMap_beginningPos - getWord(HUD GuiM apBeginningM arker.getExtent(), 1) / 2,
getWord(HUD GuiM apBeginningM arker.getExtent(), 0),
getWord(HUD GuiM apBeginningM arker.getExtent(), 1)

);

if (YetargetPos !$="NULL")
HUDGuiMapTargetM arker.resi ze(
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%xMap_targetPos - getWord(HUDGuiMapTargetM arker.getExtent(), 0) / 2,
%yMap_targetPos - getWord(HUD Gui MapTargetMarker.getExtent(), 1) / 2,
getWord(HUDGuiMapTargetM arker.getExtent(), 0),
getWord(HUDGuiMapTargetM arker.getExtent(), 1)

);

/I show the map
HUDGuiMap.setVisible(true);
HUD GuiMapPlayerM arker.setVisible(true);
if (YobeginningPos !$="NULL")
HUD GuiMapBeginningMarker.setVisible(true);
if (YetargetPos !$="NULL")
HUDGuiMapTargetM arker.setVisible(true);

H noéioa evmuepoveton emiong pe mopdpoo tpdémo. Kot wid o mehdng
OTEAVEL TTEPLOJIKA UNVOpaTe otov ebuanpent {(NTOVTOG TOV Vo TOV GTEIAEL TNV
KATAAAN AN TANpo@opia Tov yperaletal yio TNV To&ida. XT1 GUYKEKPLUEVT TEPITTOON
T0 HOVOo 1oL ypeldletor va oteilel o e&ummpetnTig gival To ddvuoua Tov delyvel TNV
Katevbuvorn wpog v omoin givor otpapuévo to avtikeipevo (forward vector) mov
yewpiletar o ypnomg (BA. serverCmdRequestCompassinfo() @ /control/server/scripts/game.cs).
Xpnoonoovue 1o otabdepd cvoTo GUVTETOYUEVOV TOV KOouov (world coordinate
system, to omoio oto Torque eivou right-handed, pue tov Beticd nuaéova tov Z va
opilel mv katevBuvon mpog ta mhve — Up-vector), kot Kavovue v Tapadoyn 0Tt o
Bopdg avtiotoyel ota Oetikd Y (omdte 1 Avatod avtiototyetl oto Ogtikd X). Tote,
otV TAELPA TOL TEAGTN Khvoupe Ta €ENG: mTpofdrovue To forward vector oto eninedo
X-y (amAd "piyvovtag” T Z ouvioTOON), KOl OT GULVEXELDL TO KOVOVIKOTOLOVLE.
EMéyyovpe o€ ma mTAeupa 1oL EMmESOL pe Kavovikd diavospo. (normal vector) (1,0,0)
OVIAKEL TO SAVUCUA OV TTPOEKVYE, S1OTL OTAV HETO YPTCULOTOL|COVUE ECOTEPIKO
ywopevo 1 wAnpogopio avtn Ba yabei, kot givan amapoitrn mopakdto. Topo
Bpickovpe 10 ecmTEPIKO Yvopevo (dot product) tov tpomomomuévov forward vector
pue 1o Sdvopa (0,1,0) mov kabopiler Tov Bopd, ovolaoctikd o cuvnuitovo Tng
yoviag HeTaEd ouTdV ToV SOVUCUAT®OV ool Eival Kol To 600 KOVOVIKOTOUEVO
(novadwiov péTpov). Amd awtd Ppiokovue (arc cosing) m yovia o axtivio (radians),
n omoia avikel oto ddompua [0, w]. Mg PBdon v TANPOPOPiD. TOV KPUTHCAUE
TPONYOVUEVMOG Y10, TO GE OO TAELPA TOV EMUTESOV UE KAVOVIKO dtdvvuopo (normal
vector) (1,0,0) avike 1o tpomomomuévo forward vector, Bpickovpe TV TpoyuaTikn
yovio oto dtdotnua [0, 2] (BA. kot KddKa TaUpaKATO).

‘Exovpe tdpa v mAnpogopic. yioo TV KOTELOLVOT TOL AVIIKEWEVOL 7OV
EAEYYEL O YPNOTNG VIO TN HOopPN Yoviag pe Tov a&ova tov Bopd. Zto HUD GUI, 1
nmu&ida eivan pio ewdva / Lawpido (HUDGUICompassStrip) mov €xel og 1oaméyovia.
onueia o onpeia tov opilovra

NE E SE 8 OSW W NW N

H Awpida Eexwva amnd 10 Bopd ko xdvovrog "kvkio" katd ™ @opd tov
dewktdv tov poAroywov (clockwise) emotpéper otov Bopd. v mpaypotikotnta
BéPoa eivar o evbeio. H 6éa givarl vo ameicovicovue (Map) v TAnpoeopia wov
gyovpe VIO PHopPN Ywviag o€ vt TV gubeia, MA. amekovion amd 1o [0, 2x] oto [0,
1] 6mov 10 O avtictoyel 610 aplotepd Grpo ™G Awpidag ko 0 1 oto 6e&l. Avtd
yiveton amAd Stopovrog tn yovia ue 2r. Topa, &ovue évav apBud petago 0 kot 1
mov delyvel Tov Ppioketar 1 KATEHOVVON TOL AVTIKEWWEVOD TOV EAEYYEL O YPNOTNG
Tévo otn Awpida.
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lNa va mopovoldcovps oavty ™ 0éon ¢ Awpidag oTOV  YPNOTY,
xpnowonoovpe éva wiaioio (HUDGUiCompassFrame) :

YV ekova 0gv QOIVETOL TO TTEPIYPOUUN TOV TAAIGIOD, V10Tl amA®G dev EYEL
neptypappo (OoTe va uny yivetatl oavtiinmt 1 vrapén Tov 6ToV ¥PNoTn), Kot QoiveTal
uovo évag dgiktng mov Ba delyvel ) 0€om g Awpidog OV PPNKALE TPOTYOVUEVAG.
To mhaiclo pével axivnto, oAAd 1 Aopido Kveitor £To1 ®oTE 0 deikINg va. deiyvel
mévta T oot 0éon.

Tooo 1 Awpida 660 kat To TAaiclo evBvAak®dvovtal 6g éve CONtrol oo éyer
orono va. aroxorrter (Clip) koppario e Lopioos (HUDGUICompass). O kddwkag Exet
g e&Ng (BA. /control /client/gui/HUDGui.gui) :

/I compass
new GuiControl(HUD GuiCompass) // this control isused to restrict the visible part
/I of the compass strip

{
extent = "400 50";
position ="312 100";
profile = TransparentProfile;
visible = true;
new Gui ChunkedBitmapCtrl (HUD Gui CompassStrip)
{
extent = "1600 50"; // larger than it's container, so parts of it will
/I be 'clipped' (which parts depends on it's position) !
position ="00";
profile = TransparentProfile;
visible = true;
bitmap = "./hudGui CompassStrip.png";
tile=fasg
useVariable = false;
1
new Gui ChunkedBitmapCtrl (HUD Gui CompassFrame) // have the frame
/I after the strip, so that it will be drawn over the strip
{
extent = "400 50"; // same extent as the 'clipping' control
position ="0 0";
profile = TransparentProfile;
visible = true;
bitmap = "./hudGui CompassFrame.png";
tile=fasg
useVariable = false;
1
};

Onwg Prémovpe M Awpido €xel peyoAdtepo unkog amd to container tng,
OGULVETMOG LOVO £vol LEPOC 0TNC Ba elval opatd kdBe oty Kot 660 TEPLGGEVEL OeELL
KOl 0LPLGTEPH OMTOKOTTETOL.

To container kat to mwhaiolo (mov kaAdmtel OAo to container) pévouvv akivnra,
Kot 1 Aopido Kwveitar péoo oto container (divovtog v evtdmmon ot 1 muéida
"yopiler") pe Phon v Tiu oV PPAKOAUE TPONYOVUEVOG. ZVYKEKPIUEVA, 1] T QLT
answovifetan amd to [0, 1] oto [0, mAdtog hwpidag — mAGToC mAcicsiov], kot m
Aopida peTaKveiton Tpog Ta aplotepd (TAvTa) Katd Evo SlioTnuo {00 LE aVTH TV
T (M petokivnon yivetar o€ oyéon pe o container tng Awpidoc).
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Ortav oto [0, 1] éxovpe 0, to aplotepd drpo (apyn otov aEova Tmv X) g Awpidog Oa
ovunintel pe 1o apiotepd akpo (apyn otov dEova Twv X) Tov container (cuvenmg Kat
Tov TAateiov). H mo&ida mpénet va deiyvel To Bopd, cvvenmg 6tav oyedialovue tnv
ewova ¢ Aopidac &xovue mpofréyel 1o mpwto "N" va Ppicketal 6€ amdOGTOON
(mhdrog_mhaiciov / 2) amd to aplotepd GKpo TG Ampidag, a@ol o O&ikTng TOL
mloiciov Pploketal 610 LEGO TOV.

Ortav oto [0, 1] éyovue 1, n mu&ida ol Oa mpémetl vo deiyvel to Bopd (1o
QVTIKEILEVO OV €AEYYEL O YPNOTNG £€xEL KAveL évov TANPN KOKAO). Ao 10 1
angwovifetar oto (TAATOC Awpidag — mAATOC_TAaIoiov), 10 aplotepd akpo (apyn
otov G&ova tev X) g Awpidog o petakivnbel akpipdg 1060 cg oYEon UE TO
aplotepd dxpo (apyn otov aEova Twv X) Tov container. Avtd onpaivel 6Tt péca 6To
mhaiclo epoviletor o de&i Tunua g Awpidog unkovg (Thdtog_mlaiciov) mov dev
amokomtetol. Kor maAl, €yovue mpoPréyer 1o televtaio "N" vo Ppioketar og
andotacn (TAdrog_mhaiciov / 2) and 1o de&l dkpo ¢ Awpidag, apov 0 SEIKTNG TOV
mloicsiov Pploketal 610 LEGO TOV.

O k®ddwoag mov ovarapPdver v OAn Odwdikoacio givar o €&nc (B
/control/client/scri pts/hudGui .cs) :

function clientCmdResponseCompassinfo(%forwardV ector) // forwardVector isthe forward vector of
/I this client's control object
{

/I NOTE:

/I dl directions/vectors discussed here are expressed in the (FIXED) world coordinate system
/I (in Torque, aright-handed system, with positive-z defining the up-vector)

/I and not in the object coordinate system of an object, which moves with the object.

/I We choose North to be in the direction of the positive y-axisin world coordinates (so

/I positive x-axis defines East)

/I Theidea hereisto get the forward direction in the form of an anglein [0, 2x],

/I where directions are mapped to anglesin a clockwise manner, asin:

/1 0 -> North, /2 -> East, &t -> South, 3x -> West, 2t -> North

/I Then, map the angle from [0, 2x] to [0, compass_strip_width - compass_frame_width],
/I where the compass strip used has"N" in compass_frame_width/2 (North) ,

/I ..."N" in compass_strip_width - compass_frame_width/2 (Notrh)

/I Thereason for using compass_frame_width isto have the current direction in the center of
/I the compass frame,

/I rather than on the left of the compass frame (like an offset). Of course, the compass strip
/I image must be painted with thisin mind.

/I first, drop the z component of the forwardVector. This effectively projects the
/I forwardV ector on the x-y plane.

/I We care for (and MUST use) only the direction in the x-y plane
%forwardVector = getWords(%forwardVector, 0, 1) SPC 0;

/I normalize the forwardVector, since vectorDot() console function requires normalized
/I vectors (AppendixA)
%forwardVector = vectorN ormalize(%forwardV ector);

/I determine if the %forwardVector is on the positive halfspace defined by the plane with
/I'normal (1, 0, 0)

/I or on the negative halfspace of this plane.

/I Thisis necessary since the dot product contains no information as to the position of one
/I vector relative to the other.

%isInNegativeHal fspace = (vectorDot("1 0 0", %forwardVector) < 0) ?true : false;

/I find the cosine between the (projected on the x-y plane) forwardVector and vector (0O, 1, 0)
/I (North)
%odot = vectorDot(%forwardVector, "0 1 0"); // Snce vectors are normalized, %dot is actually
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/I the cosine

/I find the angle between the (projected on the x-y plane) forwardVector and vector (0, 1, 0)
/I (North)
%angleRad = mAcos(%dot); // angleinradians, in [0, x]

/I adjust so we always end up with an anglein [0, 2x]
if (%isInNegativeHalfspace)
%angleRad = 2*3.14159 - %angleRad;

/I 1D -> 1D mapping, by analogy (same as for the map above, only thisis done
/I straightforward here.
/I Thisisaspecial case, since minimums are 0)
// map angle from [0, 2x] to [0, 1]
/I (of course, apart from the "mapping" above, it's obvious a simple division will do it)
%mappedAngle = %angleRad / (2*3.14159); // 3.14159 is used by Torque as w (AppendixA)
/I re-map from [0, 1] to [0, compass_strip_width - compass _frame_width]
%stripPosition = %mappedAngle *
( getWord(HUD Gui CompassStri p.getExtent(), 0) —
getWord(HU D GuiCompassFrame.getExtent(), 0) );

/I reposition the compass strip
HUD GuiCompassStrip.resize( - %ostripPosition, // notethe "-" (move strip to the | eft)
getWord(HUD Gui CompassStrip.getPosition(), 1),
getWord(HUD Gui CompassStri p.getExtent(), 0),
getWord(HUD GuiCompassStrip.getExtent(), 1)

XV mEpLoyn unVopUGT@y TOTOVOVTOL UNVOUOTO UE TANPOPOPiES Yol TOV
xprotn, mov otédvel o géumnpemtig. O ¥POUATICUOC VTOSEIKVOEL TO €100C TOL
unvopatog (kokkivo © pnvopote petald ypnotdv, pavpo O  unvduate yio
AVOUOAEC KOTOOTAOELS, UTAE © unvOUOTO OYETIKG UE OVTIKEIHEVA, T.Y. OTAV O
YPOTNG Taipvel N pixvel KATOW0 avTIKEIpEVO, pof © unvouate GYETIKA pE TIC
amootorég). O ypnomg pmopel va ypnowomomost to. Sscroll bars yw va det
noAooTepa pumvopato (yioo va yivelr owtd mpémel mpota vo matosl "F2" dote 10
TOVTiKL Vo YPNOHOTOlEiTol OTG oTo HEVOD, PA. cuvapticelg MouseGuiLook() at
mouseFreel ook() @ /control/client/scripts/hudGui.cs - pe "F1" 1o movtixt ypnoipomroteitat Kot
TAAL Yio. TEPLOTPOPT TG Kauepag). TTatdvrac "Enter” eppaviletat pio pucpn meployn
KAT® omd TV TEPOYN UNVUUATOV, OTTOL O10YETEVETAL 1) €16000G TOL ¥PNOTN OO TO
TANKTPOAOYL0, UEXPL aVTOG Vo Tathoel Eavd "Enter' omdte kot otédvovtal ovtd mov
Eypaye 6tov €ELINPETNTY, KOL GVTOC LE TN GEPA TOV TO. GTEAVEL € OGOVE TEANTES
etvar ouvdedepévorl pali tov (ovvouilio petalo ypnorcv — chat).

Me ta miktpa "R" ko "F" o ypiotne emiiéper to avuxeiuevo mpos ypnon
(equip) petald v avuxewévwov oo yovv yiver mount orov avatar tov (600 1o ToAD
oto demo, 6ca kot ta JOts mwov ypnowonoovue -edd sot 0, dot 1-. To Torque
TopEYEL GLVOAIKA 0KTd Mount Slots yo kdOe avtikeipevo g kAdong ShapeBase). To
"R" emAéyel To endpuevo avtikeipevo, to "F" to mponyoduevo. H minpogopia yio 1o
PN OULOTOOVUEVO avTIKEIEVO gupavileton Tavm de&d oo HUD.
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(slotd)sword of light

Yx.15 M aroyn Tov HUD (pe to xaptn kKheroto)

(slotD)sword of light

Yx.16 M aroyn Tov HUD (pe to xaptn avoryro)

(0 x&ptng eivar nudtapavig kot to vedAotro HUD gaivetat and "micm™)
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11.Zbornua uaync (Combat system)

/control/client/gui/CombatGui.gui
/control/client/scripts/combat.cs
/control/server/scripts/combat.cs
/control/server/scripts/combatActions.cs
/control/server/datablocks/enemies.cs
/control/server/scripts/damageFl oaters.cs

Yndpyovv gopég mov n aAlnieniopaon pe Evav NPC dev kotainysl og didAoyo,
oAAG o pdym. Av yio mapddetypo o avatar Tov ypnot Ppebel oAy kovtd pe €va
exOpco NPC (bot oto €€n¢), Oa evepyomomBei to cvoTnHa pdymc.

To cvomuo pdyng sivat pe dagopd To To TEPITAOKO Koppdtt avtod Tov demo.
AvTO €€l KOl GOV TOPEVEPYELD VO €IvaL KO AYOTEPO KOAOYPOUUEVO, KOl YEVIKA
apKeETH TPAyHoTo €d® Bo pmopovoay va. gival KaAdTepa. Mio TANPNG TEPLYPAPT TOV
KOOk Oo Tov HAAALOV KOVPAGTIKY Kol AoKOT €0, 1dtaitepa apov (0nmg mavta) o
K®dwKag mov weptloppavetar 6to CD £xel apketd ovarlvTikd oo,

"Evag Adyog yia TV oAVTAOKOTNTO TOV GUOTHOTOC LAyYNG Elvat 6Tt akoAovOeitan
pio oyediaon evieddc dtopopetikn and ovt) mov "mpoteivel” to Torque. To Torgue,
pue Vv tepopyio tov KAdoeswv / datablocks kAm. mov evoouaTdvel Kot ™
AELTOVPYIKOTNTO, TOV OVTEC TPOGPEPOVV, EYEL £Vl OOPT TPOCUVOTOMGCUO TTPOG
ovotnuata phyne mpaypotikov ypoévov (real-time). Avtibeta, oto demo ovtd
npotiunOnke éva cvotnua pdyng Baciouévo og yopoug (turn-based).

To tuquo avtd emiyelpel pio yevikn mepLypa@] TOV GLOTHUATOG UAYNG KOl TOV
OKENTIKOV TG® amd TIC AELTOVPYIEG TOV, L€ OKOTO VO, ATOTEAECEL QPETNPIQ. Y0l TNV
avayvoorn (Kot Bertioon) Tov KOdKa.

Otav 0 eEumnpem T TPEMEL VO EVEPYOTOGEL TO GUGTNUO UAYTG Y10 KOO0V
TEAAT, KOAEL ™ ocuvaptnon combat::enterCombatM ode() (@
/control/server/scripts/combat.cs). Avti] amoTeAEL TO oNUED €16050V 6TO GLOTNHO. LAYNG,
KOl KAVEL TIC OMTOPOLTITEG OPYLKOTOOELS. ANUOVPYEL VOl AVTIKEILEVO TNG KAGOTG
ScriptObject, to omoio evBvAakmdvel OAEG TIC TANPOPOPiES TOV TPETEL VAL ST PEL O

eELIMPETNTNG GYETIKA LLE TN CUYKEKPUUEVT] iy

I npogopisc mov evhvlaxaver to "avukeiuevo uaync” (combat object™)

- 1o IDs (handles) twv aviikeévwy oo ovuuetéyovy oty wudyn, 6€ AV T EOON
TpoKeLTat yio Eva ypnotn kot £va bot (paymréc - combatants).
tov wivaka pendingDamageTable, 6rov kpataue v mAnpogopia yoo ™ Cnud
(damage) mov exkpepei yioo Tovg poynTéG, TAVTO Yoo Tov TpEYov YOpo. Kdébe
ypopun €xet d00 OTHAEC:
1. 7o ID tov paynt o tov omoio ekkpepet  {nuad
2. 10 1066 ™G (Ui mov eKkpepEl
tov mivako activeEffectsTable, 6nov kpotdue v TAnpogopia yio ta dGpopo
effects mov eivar evepyd oe avtq ) poyn (m.x. évag paymmc pmopel vo €xet
"piel" oTovV AAAO Mo KaToyida, Kot auTh vo S1opKel apKeTovg yupous, omote Ho
KOTOYPAPETOL GE OVTO TOV Tivake ®ote va EEpel 0 e&uanpeTTig OTL TPETEL VL
amodmoel MUl 6Tov 6TOY0 TNG KaTonyidag otny apyn kdbe yOpov kaTd Tov 0moio
gtvat  kortoryida evepyn). Kabe ypopun €xet entd otiAec:
1. to vmoérowmo g didpkelag Tov effect (oe yupoug)
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2. uio Aioto pe 1o IDS 10V avTiKepEVOVY KAAGE®Y TTOV dMUIoVPYHONKaY Yo TV
ontikn / axovotikh amddoon tov effect, dote vo umopodue vo 1o GRcovUE
(delete()) otav teleidoet ) d1pKeLd TOV

10 1D 10V poymt mov Egxivnoe avtod to effect (caster)

uio AMota pe ta IDS tov payntdv yio toug omoiovg givat evepyd avtd to effect

(targets)

5. 1o 6vopo g ouvvaptnong mov Ba kAnbel ot apyn kabe yOhpov kaTd TN
dbpkela Tov omoiov avtd to effect givar evepyd (m.y. Yo v mepinTwon ™G
KaToyidag, 1 cuvapTNGN oVt ovoAaUBavel vo omodidel (it 6€ GAOVE TOVG
oTOYOVG TNG KATaLyidoC)

6. 10 Ovopa TG cvvaptnong mov Ba kaieiton dtov AREet 1 drdpkela Tov effect,
Kot avoAopBavel Oépata OTmg T0 GRNOIIO TV AVTIKEIWEVOVY TG Alotag (2)

7. 1o 6voun ™G cuvaptnong mov Ba kodeitor 6Tov cupuPel KAmOwo YEYOVOC OV
"gvepyomotel” to effect (m.y. wo aomido Tov gvepyomoleital Otav ovTOHS TOV
™mv €xel dgyBel {nud, Kot EvOEYOUEVMOG LELMDVEL TO TTOGO THG CNULac)

W

1 ovvéyela TG ocvvaptnong combat::enterCombatM ode(), o e&vanpettig HBtet
ocav avtikeipevo gléyyov (control object) tov meldtn éva avtikeipevo g KAGong
PathCamera, kot ekkivel T unyavicpd TeplotpoPng e YOp® amd v meployn OTov
extoMoceton 1 payn. O TeAde AomoOV YAveL Tov EAeyy0 TOL avatar Tov ypnoTn, Kat
0 xpNom¢ mapakorovdel v eEEMEN ™G uayng "tavopapukd”. Metd o e&omanpenTig
oTéAVEL UNVLUO. 6TOV TEAQTN €ld0moldvTag Tov vo, ovoiel To combat GUI, eléyyet
TO10¢ paym TG o £xel TOV TPMOTO YOPO, Kot apyilel TNV Laym.

Edd kdvovue pia moapévieon yuo to combat GUI otnv mhevpd tov mehdtn (opyeia
/control/client/gui/CombatGui.gui Ko /control/client/scripts/combat.cs). Otav ovTod
gvepyomoteitol, Kével un opatd ta dideopa controls tov HUD kan yevikd poidlet
apketa pe 1o didlog GUI (BA. evotrta "Evomua dtardyov (Dialog system)”), 6mov o
xpNotng emAéyel petalld tov Sbéoumv emoyov pe ta mAnktpe 1-9. Edd ot
emloyéc eivar doumuéveg oe 60 otpodpata (layers), my. oto TPOTO GTPOUO O
ypnotg owiéyer "l. Offensive” kot oto dgdtepo "4. Atmosphere” yia v
"katoyida". H cuvolkn emtloyf] TOv y¥pNoTh GTOTEAEITOL OO TO GUVOVOGUO TOV
EMAOY®V TOVL € KAOe oTpduN, o6T0 TOpamdve mapddetyuo "1 4", ko otélvetal pe
uvopo. otov e&unpetnT. Xto combat GUI éyovpe eniong téocepic punapeg, 600 yio
to otatiotikd helth kot mana tov avatar tov ypnot kot avtictoyya ywo. to bot, ot
omoieg &ivar avtikeipeva g KAdong GuiProgressCirl kot oyt mg kAdong
GuiHealthBarHud 6ntwg icwg 0o mepipeve kaveic. Yrapyovv dtdpopot Adyot yio avt
mv emhoyn: 1% ta avrikeipeva g kAdong GuiHeathBarHud ovtopata dsiyvovv 1o
health kot energy / manatov avtikepévov mov gléyyet o mehdtg (control object), kot
OmmG €ldape Katd ™ OAPKEW NG MOYNG 0TO eival éva avtikeipevo ™G KAAomNg
PahCamera kot 6y o avatar tov yprotn. 2°, yia tov id1o Adyo dev Ha NTay dvvatd va
QTEOVIOTOVV T GTATIOTIKA TOV bOt, 1} 0010V TOTE GALOV AVTIKEWEVOD EKTOG QUTTO
avtd Tov EAEYYEL O TMEANTNG. Avtd onuaivel 0Tt M avovémorn kabe umapag sivol
vobeon Tov SCript k®dwad pog, pe Pdon otoyeioa mov Oo mpémel va GTEAVEL O
eEumMpet TG oTOV TEAATT, Kal OeV YIVETOL ALTOUOTO OO TNV UNYovn Om®g oTnv
TEPITTOON AVTIKEWEVOV TG KAGong GuiHealthBarHud.

Yvveyilovtag oty mAevpd Tov eELINPETNTH, €AV NTAV O YOPOG TOL YPNOTH, Kot
otav avtdg Kavel Tig emAoyég Tov oto combat GUI, o meddtng otélvel ufvopo otov
eEummpet™ 10 Omoio UETAPEPEL TIG emAOYEG avtég. O e&ummpetn ¢ mMdveL 10
uvopo. ot ovvapmon  SserverCmdCombatM odeRouteTurnChoices(), kot ot
ovvéyeln Kaheli v ovvaptmon combat::handlePlayerChoiceLayers() ywo tov
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YEPIGUO TOV EMAOYOV TOL YpNotn. Ot Subéciueg emAoyég avrioToryovvial o€
dwbéoweg evepysiec payne (combat actions), kot kaleitor omoo amd avtég gival
KATOAANAT. O EVEPYELEG HayMG opilovton 010 apyeio
[control/server/scripts/combatActions.cs. To mpdto Wod ovTOL TOL Op)eiov TEPLEYXEL TN
dnuovpyio Tov KatdAAnAwv avtikelpévov datablocks tov Oa ypnoyorombodv and
TO QVTIKEIPEVE KAAGEDV TO OO0, OVATAPIOTOVY TO ONTIKO / AKOVOTIKO HEPOG TOV
kaOe effect. Tly. yo ™mv "kotoryida”, yoo T0 OTTIKO HEPOG OMUIOVPYOVUE Eva
avtikeipevo tov datablock LightningData, xot avtikeipevo tov datablocks
AudioDescription kot AudioProfile yia to nyntikd pépog tov effect. Na onueidoovpe
6t Topovciaon tov effects (gite 10 onTikd €ite T0 AKOVOTIKO TUAUW) deV EYEL Kopia
enidpaon 610 amoTélecua TV gvepysldv pdyne. To amotélecua avtd Bo sivor 0
o0, ave&dpto av o ypnoe propei va det / axovoel 1o effect mov vrotiBeton ot
TPOKOAEL TO ATOTELECHLAL.

To devtepo od tov apyeiov /control/server/scripts/combatActions.cs TEPLEXEL TIG
CLVOPTNGELS YEPIGHOD TV dAPOpmV evepyel®V udyng (v v “kortaryida”, avtég
eivar o combatAction::calLightning(), combatAction_callLightningExpiration(),
combatAction_callLightningTurnAction()). I'evikd, vrapyet o, KEVIPIKY cuvaptnon
OV OVTITPOGMTEVEL TNV EVEPYELD UAYNG, Kol €ivol 0T TOL KOAgitol amd
ocuvaptmon combat::handlePlayerChoicel ayers() TOV apyeiov
/control/server/scripts/combat.cs OTav 0 xpotng NToel v avtiotoyn evépysta (Yo TV
"katatyida" eivor m  combatAction::callLightning()). H «evipikn ovvaptnon
avarapPavel va eAEyEel Kat' apynv av o TEAUTNG WTopel GVIMS VoL YPTGLUOTOGEL T
OLYKEKPLUEVN evépyela uayng (m.y. av €xel apketd mana). Av olo givar evidéet,
evnuepovel tov wivako pendingDamageTable tov combat object mov &idaue
TOPATAV®, TPOGHETOVTOG [0 YPOUUN HE TO OVTIKEINEVO-0TOYXO Kot Tn {Mud wov
EKKPEUEL Y0 aVTO GTOV TpEYOV YOpo. 'Emeita onpovpysi to avrikeipeva yo v
OTMTIKOOKOVOTIKY]  mopovciaon tov  effect, «ar  evwmuepdver tov  mivoka
activeEffectsTable tov combat object, tpocOéter InAadn ce avTdV piot YpopuUn ToL
avtimpoownevel to véo effect mov dnuovpynbnke ot pdym Kat Ta XOPOKTNPLOTIKA
ToV (d1apKeta KAT.).

Tehkd, mpoypapuatiCetor (schedule) va «inbei n  ovvaptmon mov
avaAapPavel o Té€Aog oL YOPOV, VOTEPO OO YPOVIKO SWUCTNUC KOVO Yo TNV
OAOKANP®OT TNG OMTIKOOKOVOTIKNG apovoiacnc tov effect e evépyesiag payng. H
ovvapmon avt) eivor 1 combat_endOfTurn() (BA. /control/server/scripts/combat.cs), Kot
KaAel v ovvaptnon combat::endOfTurnDamageDelivery() n omoia amodidet
Myt mov exkpepel yio avtd tov yopo pe Baon tov mivaka pendingDamageT able.

Y ovvéyela, aeod 1 amddoon ubs el oloxAnpwbel, kaAeitar 1M
ovwvapmon combat_endOfTurn_ AUX(). Ed® «davouvue kamowovg eAéyyovg (m.y.
eAéyyovpe av kamoto gvepyo effect tov mivaxa activeEffectsTable éinée og avtd tov
YVPO), Kol 6T GUVEXELD, UE BAomn LE TO TO10G YOPOog TéAELmGE (Tov ¥pnotn 1 Tov bot),
dpovpe avaroya.

levikd, av téhewwoe o yOpog tov bot, kot o avatar tov ypnotn kou to bot
ouvveyilovv va gival {ovTavd, GTEAVOLE UIVULLL GTOV TEAGTY EVILEPDVOVTAG TOV OTL
Gpyloe vEOG SIKOC TOV YVPOG, KOl TPOYPOUUOTICOVIE o KANGN OT ocuvaptnon
combat_effectsTurnAction(), n oroia dwatpéyet Tov wivako activeEffectsTable kat yio
KGOe evepyd effect kakel v Kat@AANAN cuvdptnon to Ovopo Tng omoiag &ivat
amofnkevpévo otV mEURT) oTHAN 0L 1010V Tivake (BA. meptypaen TOL TivaKo
TOPATAVED).

[Mapoépota, av teAeimce 0 yOPOG Tov ¥pNoTn Kat To bot givar akdpa {ovtave,
givor  oepd tov bot va dpdoet kot apyilovpe TOV Kavovplo YOPO KOAMDVTAG TNV
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ovwvaptmon combat_combatModeAlStartTurn(), m omoio Ba koréoer kot TV
owvaptmon combat_effectsTurnAction() yiwa tov éleyxo tov evepymv effects oy
apyn TOL  Vvéov  YOpov, KAl OTN  OLVEXEW.  Kaiovue T nébodo
genericCombatTurnAction() tov avtikeiuévov datablock mov avtiotoyel oto bot,
aprvovtog £tot 10 Kabe bot va amogacicel povo Tov Tt gvépyeieg Do exTEAEGEL GTOV
dkd Tov YOpo (BA. /control/server/databl ocks/enemies.cs). KdéOe avticeipevo howmdv mov
Béhovpe vo cvumeplpépetor mg bot Tpémel va opilel ot T cVVApPTHON GTO XDPO
ovoudtmv tov avtikelpévov tov datablock mov tov aviietoryei. Ocov agopd Tig
evépyeteg udymc mov sivar dabéoeg o kabe bot, avtég sivar dAeg ot evépyeleg mov
opiCovtar oto apyeio /control/server/scripts/combatActions.cs (600G onA. gival Stabéoipeg
Kol oToV ¥pnotn), kot emmAéov to kabe bot umopei va opilel witepeg evépyeleg
nayng, owdéoueg povo oL Tov €0vTd TOV, 6TO YMOPO ovoudtmv tov datablock mov
TOV OVTIOTOUYEL.

Yotepa amd 6Xo. avTd, KAVOLUE TIC EENG mapaThphoels:
évag "yopog" amoteAeitan omd o evépyela Laymg EexmpPloTa o Kabe paymen, oyt
amo (o akoAovbio evepyeldv payng otnv omoia 0 k@O poynTNG CLUUETEYEL pial
(ko Vo) popd dmw¢ iowe Ba mepipeve Kaveic. AnA. 6 Evav yOpPo EVeEPYEL TT.). TO
bot, n emakolovdN evépyeta Tov ypioT Elvat Evag KOvovpLog yOPOS KAT.
N i mov wpootiBetar otov mivaka pendingDamageTable tpoépyetat povo amd
VEEG EVEPYELEC UAYNG OTOV TPEYOV YOPO, Kol amodidetal aro télog kdbe yipov
(ovvéptmon combat::endOf TurnDamageDelivery()). Metd, to uiKoc tov mivaka
undeviletal wote oToV ENOUEVO YOPO VO, EEKIVIIGEL TTAAL "KEVOG'.
avtifeto, o mivakag combat_effectsTurnAction eéyyxeton oy apyn kabe yopoo,
ovvenmg N (N mov wpoépyetat and effects mov dnpovpyndnkav and evépyeleg
HAYNS TPONYOOUEVOV YOPOV KoL EIVOL OKOUA EVEPYE, amodideTal oty apyn KAOe
YOPOV.
n "Mué" (damage) pumopet vo. givatl 1060 Oetikr 6GO KoL apviTici, 6T OELTEPN
nepintmon "yiourpevovtog” to otdyo (target).

Yyetwkd pe to apyelo /control/server/scripts/damageF| oaters.cs, LTO £)XEL VOL KAVEL LLE TNV
napovaioon g nuuag mov gpappoletal otovg poyntés. H nua epeaviCeton cov
wo ewova / apBuog mov awwpeiton (floater) mpocwpivd ndveo and to aviictoryo
avtikeipevo. To apyelo @aivetar peyaro, aAld mepiEyel Kupimng emavarapfovouevn
ninpogopia (50 floaters, évav ywo kdOe apOud amd 1o 1 émwg to 50, 1660 Yo Oetikn
0060 Yo apvnTIKn Mud. Avtd onuaivel 6Tt yoo {nud pe amdAvTn T UeyaAdTepn
tov 50 0o Tpénel kaveig va Tpochicetl Ta avaloyo avtikeipevo datablocks kot euoikd
TNV KATGAANAN €IKOVO GTOV (QOKEAO /control/data/special/, aAlidg M O oev Ba
eneavileTol OnTIKA GTOV ¥PNOTN).

‘Eva yevikd dudrypappo dpaoctnprotytag (UML activity diagram) yuo 1o cdothpa
UayMG okoAovBet:
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Yy.18 Mo dmoyn Tov GLOGTI|HOTOS HAYNS

(gtvar 0 yOpog tov bot -dragon- kot enéleée oav evépyela uayng to "DeathHand", to
omoio glval otrypaio, Kot T0 OTTIKO PEPOG TNG TALPOVGTaoNG TOL 0moiov glval To ¥épt
7oV BAETOVUE AV amd To avatar Tov ¥pNotn. AkOua, 0 xpoTNG eixe emilégel otov
Tponyovuevo Yopo ocav evépyelo payng to "HealingMig", 1o omoio dwapkei 10
YOPOUG, Kol TO OTTIKO HEPOG TNG mapovaiaong tov effect avtic g evépyelag paymg
givol to pmle cvotnua copatdiov -particle system- mov atwpodviol yopw omd To
avatar Tov ypnotn.)
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12. Arouarxpvcuévoc Eleyyoc ue SOCkets

[Mehdg (C++ kot Win32):

client/resource.h

client/client.rc

client/main.h

client/main.cpp

(ocvvolika to project tov VisuaStudio sivau client/client.sin)

E&ummpemmc (TorqueScript):
/control/server/scripts/extra.cs

YKOomOC MG €d® €lvol Vo PTOPOVUE VO EMNPEACOVUE TOVG YPNOTEG N TOV
KOGLO YEVIKOTEPO, OO KATOI0V OTOUOKPVGUEVO DITOAOYIGTH TOV S1KTOOVL. AVTO TOL
Kavouvpe givor va xovpe €va mpoypappe welary (client — dev €xel oxéon pe tovg
YVOOTOVC TEAATEG TOL Torgue mov PAEmOpE pEXPL TOPO, KOl TOLG OMOiovg yio
amo@uyn cvyyvong Oa ovopdlovpe Torque reddrec 6 oTH TNV EVOTNTA) TO OO0 UE
TO UNyovicpo tmv SOCKets cuvdietal otov avtiotowyo ccomnpetn (Server — ed® gival
EVOOUATOUEVOG OTOV YVOoTd e&umnpetnt) tov TOrque, Tov omoio Yy omopuLYn
obOyyvong Ba ovopdalovpe Torque elvmperny oe avty v evotnta). O TeEAITNG
napéxet éva GUI otov xpnotn tov, LEGH TOV 0TT0i0V HIoPEl AVTOC VA KAVEL S1APOPEG
EMAOYEG, T.X. VO OAAGEEL TV ToyvTNnTa. Tov avatar kdmowov Torque meldtn. Ot
EMAOYEG AVTEC GTEAVOVTAL GTOV EEVTN PETNTH, O OTOI10C TIC HETOPPALEL G KATUAANAES
EVEPYELEC TTOV TPETEL VO EKTEAEGEL 0 TOrgue e&umnpetnTg.

O mehdng eivon ypappévog oe CH+ kot givar €va mpdypopuo yo 1o
Aertovpykd cvotue. Windows (ypnotponotet to Win32 API). Xepiletoan to GUI kat
dnovpyei éva client socket yio TCP cbOvdeon otov Eummpemtr. Akolovdel Eva
Stbypappo g ovvnbouévng dadikaciog yio ) dnuovpyia evog client socket, e
Kamoleg tpomomomoelg yio to. Windows (avduoaies Kotaotdoelc dgv topovctdlovral
oTOV SdypaLUL):
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YXx.19 IZynpotk avorapdetoon ysipispov client socket ywa tov amopakpuopivo £leyyo pe
sockets
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Mo droym tov GUI tov meAdn:

speed multiplier:

size multiplier:

lightning duration[sec): " lightning

num of enemies: '_ ambush

animation: celsalute

Xx.20 M Groyn tov GUI tov mehdtn Yo Tov aropoxpocpévo £reyyo pe sockets

Otov 0 gpromg matoet 10 kovumi "Set”, o meAdme evBvAakmdvel O g TIC
EMAOYEG TOL XPNOTN O€ éva. KATAAMNAG popeomomuévo aApaptduntikd (string), mov
£xeL T popeN yopaktnplotikd — Tun (attribute — value pair), kot eivot 1o €€nc:

"clientGameConnection %u "
"speed_multiplier %f "
"size_multiplier %f "
"lightning %i "
"lightning_duration %f "
"ambush %i "
"num_of_enemies %i "
"animation %s"

O ebummpet eivar ypoupévog oe Torquescript. Anpovpyodue éva
avtikeipevo g kAdong TCPObject, kat tov Aéue vo akovel (listen()) oe kamoto
ovykekpuévo port. ‘Etor égovpe éva server socket mov akovel yio e16epyOUEVES
ouvvdéoelc amd client sockets. Otav "akovoovue” po tétown ovvoeon (callback
uébodog onConnectRequest()), v anodeydpacte kot dMnpuovpyodue Eva véo Socket
v va. v eéummpetnoovpe. Agyduacte dedouéva amod to client socket oty callback
uébodo onLing(), kol otéhvouue dedopéva oto client socket pe ) pébodo send(). H
callback pébodog onLing() déxetor o SEBOUEVOL Ypoytr) — ypoyyir], Kol oTdg Vot O
AOyoc mov To String mov oTéAvel 0 mEAATNG Elvail OTMG PUIVETOL TAPATAV®D, UE EVa

Cevydpt YopOKTNPLOTUKOV — TUUNG OLVA YPOLUUY.
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YVVOMKGE, 0 KOOKAG Tov eELTNPeTNT £XEL WG EENC:

new TCPObject(serverSock);

/I setup a'server' socket that listens for incoming connections (accepts one at atime)
function extra::externa SocketM onitor()

{
/I setup server
serverSock.listen(2222);
}
/I calbacks

/I Called when a client socket attempts a connection, before the connection is accepted.
function TCPObj ect::onConnectRequest(%this, Y%address, %id)

{
/I accept the client socket connection
new TCPObject(clientSock, %id); // %id isimportant
return "";

}

/I NOTE:

/I this callback actually gets the info send from the client socket, line-by-line.
/I'lf multiple lines are sent in a single send() from the client socket,

/I this callback will be called for each one of them separately.

function TCPODbject::onLine(%this, %line)

if (%line $="")
return;

/I parse the formatted string sent by the client (‘attribute-va ue' format)

%tokenString = %line;

/ default values

%uclientGameConnection = O;

%speed_multiplier = 1;

%size_multiplier = 1;

%lightning = 0;

%lightning_duration = 10;

%ambush = 0;

%num_of _enemies=3;

%animation = "";

while (%tokenString 1$="")

{
/I tokens should dways be in attribute-value pairs
%tokenString = nextToken(%tokenString, "attribute”, " ");
%tokenString = nextToken(%tokenString, "value", " ");

/I it seemsthat "break" isignored by the switch$ itself,
/I and so it breaks whatever is outside the switch$,
/I *** NO "break;" IN SWITCHS$ ***
switch$ (%eattribute)
{
case "refresh™:
extra:refreshList(%vaue);
return; // do no more
case "clientGameConnection™:
%uclientGameConnection = %value;
case "speed_multiplier":
%speed_multiplier = %ovalue;
case"size_multiplier":
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%size_multiplier = %value;
case "lightning":

%lightning = %value;
case "lightning_duration":

%lightning_duration = %val ue;
case "ambush:

%ambush = %value;
case "num_of_enemies'":

%num_of _enemies = %value;
case "animation":

%ani mation = %value;

}

if (%oclientGameConnection == 0)
return;

/I put changes in effect

%player = %clientGameConnection.player;
/I speed
%player.external_speed_multiplier = %speed_multiplier;
%player.getDatabl ock().runForce = %player.origina_runForce * %speed_multiplier;
%player.getDatabl ock().maxBackwardSpeed = %player.origina_maxBackwardSpeed *
%speed_multiplier;
%player.getDatabl ock().maxForwardSpeed = %player.original_maxForwardSpeed *
%speed_multiplier;
%player.getDatabl ock().maxSideSpeed = %player.original_maxSi deSpeed *
%speed_multiplier;
/I s9ze
%player.externa_size_multiplier = %size_multiplier;
%player.setScal e(vectorScal e(%opl ayer.origina_scale, %size_multiplier));
/l'lightning
if (Yolightning != 0)
extra:lightning(%oclientGameConnection, %lightning_duration);
/[ ambush
if (Yoambush != Q)
extra::ambush(%clientGameConnection, %num_of _enemies);
/[ animation
if (Yoanimation !$="")
{
// not using playThread(). No merge animations requiered here,
// 'and setActionThread with hold=false will automatically revert to
/I previous state after animation is done (for non-cyclic animations at | east).
%player.setA ctionThread(%animation, false);

}
}
function extra::refreshLi st(%value)
{
switch$ (Yoval ue)
{
case "clientGameConnection_list":
extra::refreshClientGameConnectionList();
case "animation_list":
extra::refreshAnimationList();
}
return;
}
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function extra::refreshClientGameConnectionList()

{

}

/I createlist
%list = "clientGameConnection_list" @ " "; // indicating to the client socket which list it
/I receives

for (%clientindex = 0; %clientindex < ClientGroup.getCount(); %clientindex++)

{
%clientGameConnection = ClientGroup.getObject(%clientIndex);

%list = %list @ %clientGameConnection @ "("
@ %dlientGameConnection.player.name @ ")" @ " ",
}

[ finalize' list
%list = %list @ "end_list";

/I send list to the client socket
clientSock.send(%olist);

function extra::refreshAnimationList()

{

/I create list
%list ="animation_list" @ " "; // indicating to the client socket which list it receives

/I manually ...

%list = %list @ "deathl" @" "
@ "death2" @" "

@ "death3" @" "

@ "death3" @" "

@ "death4" @" "

@ "death5" @" "

@ "death6" @" "

@ "death7' @" "

@ "death8" @" "

@ "death9" @" "

@ "death10" @" "
@ "death11" @" "
@ "looksn" @" "

@ "lookms' @" "
@ "scoutroot" @ " "
@ "headside" @ " "
@ "light_recoil" @ " "
@ "celsalute" @" "
@ "celwave' @" "
@ "standjump" @ " "
@ "looknw" @ " ";

[ finalize' list
%list = %list @ "end_list";

/I send list to the client socket
clientSock.send(%olist);
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13.I'svikéc apyéc oyediaonc

Emiloyn xAdong amé v omoio onuiovpyel o eCOTNPETNTAS TO. OVIIKEIUEVO, TOD
AVTITPOCOTEDOVY TOVE TEAGTES 0TOV Koouo (avatars)

Tomikd n KAGon mov ypnouomoleitat yioo Tovg avatars ivar  Player, evd yuo
ta bots ypnoponoteiton  kAdon AlPlayer mov mpoopépet pepikéc pebddovg ypnoueg
Yoo TNV dnuovpyio SCript teyvntg vonuootvig (Al scripts). Ot pébodot avtéc dpmg
UTOPEl Vo GOvOUV YPTCULES KOL Y0 TOV TPOCSMOPLVE YEPIoUO evig avatar amd Ttov
e&umnpetntn. INa mopdderypa, og pio in-game cutscene Oa propovoe o eEumnpeTnTg
VoL KAVEL VOV TEAATN VO GTOUATAGEL VoL EAEYYEL TOV avatar tov (Kot va eEAEyyeL TT.y. pio
Kauepo pe mpokabopiopévn tpoyld), Kot HETd va Kivel o 1010¢ o géumnpetntig Tov
avatar tov melan pe tig pebddovg g kAdong AlPlayer (m.y. va tov kével va KivnOet
oe &va mPoKaBopIoUEVO HEPOC OOV EYEL WPOYPOUUOTIOTEL Vo cvufel Kdmolo
yeyovoHg). Xpnolpomolovpue cuvenmg Ty khdon AlPlayer kot yuo ) dnuovpyio tov
avatars.

/control/server/scripts/server.cs

Matipnon kotdotaong (Stat€) yia kdle welatny ono tov eComnpetnty

‘Evag e&ummpemtig pmopel va doyelpiletor moAAOVC TEANTES, Kol TPEMEL vVl
dtompet otoyeia Yo TV kaTdoTaon Tov kabevog. Ta ototyeio vt apopovy Bépata
OM®C TO GVOLO, TOL YPNOTN, 1| TPEYOLGA KATAGTOOT TMV YOPUKTNPIOTIKOV ToL (vyeia
KAT.), TOL AVTIKEIPEVA TOV HETAPEPEL, Ol OTTOGTOAEC TTOV £XEL OLOKAN PMDGEL, KAT.

Agdopévov 0Tl TéTOlEG evaictnteg TANpogopieg dev pmopel va elvar Gueca
dwbéoeg otov kdbe meldn, 6mov pmopel vo addowwBovv, aAAd kol Ady® TOv
YEYOVOTOC MG TPEMEL VO LILAPYEL Pl KEVTIPIKN OVIOTNTO OV Ova TTdoo oTIyp| €XEl
OAN TNV TANPOPOPIO. YLo TOV KOGUO Kot S1otnpel OAOVG TOVG AAAOVG EVIUEPOUEVOVS
KOl GUYYPOVIGUEVOVG, KOTOATNYOUUE OTL 0 e&umnpetntig €ival 10 uépog OmoL Ot
TAnpoeopieg avtég Ba mpénel vo Ppickovror. ['evviétar Aowmdv 1o gp@TNUA TOV OOl
amoOnkevel o e&LANPETNTAG AVTA TO YOLPAKTNPICTIKG YioL KAOE TEAGTN TOV.

Mia oxéym Bo fTav v amofnKevovIoL 6TO AVTIKEILEVO TO 0700 APOPOVY, TT.). 0LV
évag NPC eivat Bupopévog pe Evay Toiktn vo Kpatdpe avty v IAnpoeopia o pia
WB10TNTA TOV AVTIKEWEVOL OV ToV avormaptotd. Opmg o NPC Ba mpémel va Boudrot
v 01d0eocn tov Tpog Tov KaBe mEAAT EEXYOPIOTA, TOV GNUOiVEL OTL pio PeTafANTA
dev apkel, aAAG Ba Empene va éxel évav Tivaka uetafAntdv o uéyebog tov omoiov Ha
AVEOUELMVETOL SUVOLLUK(L.

Edan éyovue emiiéler 0An n kotdotaon mwov €ival GYETIKN UE EVAV TEAGTH VO,
aroOnkebvetal oto aviikeiuevo g kiaong AlPlayer mov dnuiovpysi o eCornpetnig yio.
tov kale meAdtn OTav 0vTOC ovvoLeTal (Lall Tov, KOl TO 0010 AVTIKEILEVO avamaploTd
TOV TEAATN 6TOV KOO0 (GUVERMG OAot Ot TEMGTEG Bar Exouv Eva Ko uovo évar TETOL0
avtikeipevo). H katdotoon oavt dgv elvar timoto mepiocdTepo amd €vo chHVOAO
opOUEVOV-aTO-TOV-¥PN|OTI] 1O10THT®V, 7OV Oopiloviol OTO OVTIKEIUEVO OVTO TN
oTLYUn 7ov To dnpuovpyei o &umnpeT TG, TPV 0 TEAATNG €16€A0EL oTOV KOGUO. Ot
EMUEPOVS O10TNTEG Kol 1 XPNOWOTNTA TOVG TOPOVCIAlOVTNL GTIG OVTIOTOU(ES
eVOTNTEG.

/control/server/scripts/server.cs
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Torquescript kot mivakeg

H TorqueScript vroompilel mivakeg piog kot 300 SOOTACEDY, TPOKVTTEL
Opm¢ o e€Nc Bpa: 6ev TOVG AVTILETOTILEL GOV AVTIKEIPEVO KATOWC KAAGNC, TPAYLA
OV SVGKOAEVEL TNV OMOGTOAN TOVE HEG® TOV UNYAVIGUOV OVTUAAOYNG UNVOUATOV,
KaBDC deV UTOPOVV VO, GTOAOVY GOV EVOL EVIOIO OVTIKEIUEVO-TTIVOKOAG.

Mio emhoyn eival va otéAvouvpe yuo. KO ypapupuq tov mwivako to oTouyEia
OA®V TOV GTNADV NG, VO TPOYWPALE CTNV ETOUEVT] YPOUUT KA. UEYPL VO GTAAODV
OAeG Ol YPOUUEG. AVLTO ONUOIVEL OTL O OTOGTOAENC TPEMEL VO EVIIUEPDVEL TOV
TOPAANTTI Y10 TO TOGEG YPOUUES VO TEPLUEVEL, KOl O TOPAANTTNG TEPLUEVEL VO TAPEL
OAEC TIC YPOUUEG TPV YPNOLUOTOGEL TOV TivoKa (Tov omoio avakatackeLalet
YPOUUN-YpOUU ot O1k) Ttov TAsvpd). Kot BéBota ovty 1 avipetdnion omatald
gvpoc {odvng oTtéAvovtag TOALG HIKpA UnvOpaTe. Avti TAviog €ival 1 TpocEyyion
7OV YPNOUOTO0VUE 6T0 demo.

Mia aAAn emhoyn Ba Ntav vo. "evBvAakmcel” o amocToAéng TOV TvVaKe G€ £Val

avtikeipevo (m.y. avtikeipevo ¢ kKAdong ScriptObject) kot vo oteilel To avtikeipevo.
‘Etot avuipetoniCovrat ta mponyovpueva tpoinuota/
(Enueiwon: n dedtepn pébodoc dev dokudomke €0®, omdTE dlaTnPOVUE pio
EMPOAAEN OYETIKA LE TO KATE TOCO EIVOL EPIKTO VO GTAAOVV LEYAAOL TIVAKES LLE AVTO
TOV TPOTO, KOl OVTO SIOTL O PNYOVIGHOC OVTOAAYAG UNVOUAT®OV Tov Torque gaivetal
vo emPAAEL Eva, v Op1o 255 yopaktnpov -bytes oto kdbe unvopa mov oTéAveTart)
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14.20vown- Lounspacuaro- MeLLOVTIKEC EREKTAGEIC

SUVOMKGE, TEPIYPAYUUE TOPATAVED U0, TPDOTY TPOCEYYIST TNG ONMOVPYING €VOG
elKoVIKOV TTePIPaAlovtog / KOGUOV GTOV 00i0 UIopovV va Tepiynbodv ot ypnoTeC,
OAANAETIOPOVTIOC HE TOVG OLAPOPOVG EIKOVIKOVC TPAKTOPES KOl OVTIKEILEVE TTOV
Bpiokovial 6€ ovTOV, 6TA TAAICO EVOG TOLYVISL0D.

Eidope 10 yeViKO Slay@piopd U0G TETOWG EQPOPUOYNG GE EMUEPOVG, KOl KATH TO
duvaTOV QVTOVOLLO, GTOLYEID TOV TNV ATOTEAOVV (1) TOVAGYLGTOV TTOV QTOTEAOVV TO
HEYAADTEPO UEPOC TNG), KAOMG KOl KATOEG AEMTOUEPELEG YL THV VAOTOINGT ToVg (Yo
TEPLOGOTEPEG AEMTOUEPELES PA. Yo KDIKA). Ta empuépong avtd crotyeio fTav:
- éva o0oTN U0, O10YEIPIONG TOV EKOVIKAOV OVTIKELLEVOV TOV OTOKTH O ¥PNOTNG
Katd ™ Sdpkela g mepiynong tov (Inventory system, Bi. Keo. 7)
éva, ovotuo emkovoviag (LEcw S10AOYOV) TOL YPNOTN UE TOVG EIKOVIKOVG
TPAKTOPES TOV GLUVAVTA KOTA TN dtdpKela Tng tepmynong tov (Dialog system,
BA. Keo. 8)
évo. GUGTNO KOTOYPOPNG KOl TapokoAovOnong g e£EMENG TV dapOpmV
otoymv / amoctolmv Tov ypnotn (Quest log, PA. Kep 9)
évo. cOOTNUO LECH TOV OTOI0V O ¥PNOTNG AAUPAVEL TNV OTTIKN TANPOPOpia
vy tov kOcpo (10 omotélecpo onA. Tov rendering), to omoio emimAgov
npoo@épel dueon (emeEnynuatikn) mAnpo@opic. ylo. To TL &ival aVTO OV
BAémer o ypriotng (HUD, BA. Kegp 10)
évo. oOOTNUO. HAYNG, TOV &vOl OLGIOTIKG &VOG EVOAAUKTIKOC TPOTOC
OAANAETIOpOONG TOL YPNOTN UE TOVG EKOVIKOVG TPAKTOPEG OV GUVOVTA
(Combat system, pA. Keo. 11)
évo. cOGTNUO OV HOGC EMITPEMEL VO, EXNPEAGOVUE TNV AVTIANYTM KAmolov
YPAOTN Y TOV KOGUO O TPAYHOTIKO YpOVo amd v OTOUOKPLGUEVO
UGV UL, Y. VO TOV EQQVIACOVIE LE OmPOGOOKNTA YEYOVOTA, OTMG EVOGC
KEPAVVOG OV TEPTEL EAPVIKG UTPooTtd TOV (ATOHOKPLOUEVOG EAEYYOC WE
sockets, BA. Kep 12)

SVUTEPAGHOTIKG, PAETOVUE OTL M OVATTTUEN €VOG, TEPLOPIGUEVOD £0TM, EIKOVIKOD
KOGLLOL &V €IvVOL AVEQLKTN, Kol LAAMGTO TO. TEAEVTAiO, XpOVIa. £xovv avamTuyOel mhpo
TOAAG £pY0L AOYIGUIKOD TTOV UTOPOVV Vo pag fonbncouvv 6e avtr T dadikocio. Atod
Aoylopko dnpovpyiog ynoetakov mepeyopévov (DCC - Digital Content Creation) kat
enekepyaociog (Onwe dapopa mpoypaupata 3D modeling, eneéepyaciog sovag KAT.)
EMG UNYOVES YPOQIKOV OV avolopuBavouy ) dtadikacio Tov rendering, aAld akoua
Kot £TOUO. LOVTEAD QUGIKNG KOL YEVIKG UNYOVEG TOLVIOIDOV ooV guphTeEPog Opog (To
TGE &ivatl amAdg pio omd TOAMEC TETOLEG UNYAVES), OA ALTA dNovpPyovV pia Bdon
v otV omoio pmopel va otnprybel kaveic Kot vo onpovpyncel TAéov og Eval
“oynAotepo”  eminedo, doxaloviag Y TAPASEIYUO VO VAOTOMGEL UOVTEAQ
ocuvolcOnuitoy M TEYVNTAG VONUOGUHVNG, YOPIC Vo, ovNGLYEL Yo Agltovpyieg
“younAoTepov” emmédov (1 SOCTPOUATMOON GE APALPETIKG emimedo gival £Tol Ki
aAM®DG PacIKO YVOPLOUO GTOV KOGHO TMV VTOAOYIGTOV).

[Mbavéc katevBiveelg Yo LEAAOVTIKEG EMEKTAGELC:
070 CUGTNUO SYEIPLONG AVTIKEUEVOV:
OLVOLOCUOS TV SLLPOPETIKAOV AVIIKEWEVOV UETAED TOVG Y10l TNV TOPAYMOYT|
VEOV OVTIKEWWEVOV UE VEEG 1010TNTEG, KGOE avTikeipevo vo, deougdel ydpo
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avaioya pe 10 puéyefdc tov (avti dOAa vo decpebovy pio Oéom), duvatdTNTO VO
OpYaVMVEL 0 XPROTNG TO INventory 6mmg Bélet avti avtd va yivetol avtouota,
duVaTOHTNTO TOVTOYPOVIG YPNIONG TEPLCTOTEP®V OO dVO AVTIKEWWEVOVY, KAT.
070 GUGTNHO SIAAOYOV:

EVOOUATOON 7O TOADTAOK®Y UNYOVOV KOTUOTAGE®V 1] KOl VAOTOINGoM
oAdKANpov tov povtéhov OCC () kémolov dGALlov poviélov cuvalctnudtwv,
BA. Tevikn Bedpnon g aAnAenidpacnc pe ikovikég ovtomtes, Kep. 1) yua
N dnuovpyion peyaldutepng aAnBo@AvVELNS OTIC AVTIOPAGELS TOV EIKOVIKOV
TPOKTOP®Y KOTA TN OldpKkeld €vOC SaAdyov, Ompiovpyic HOVIEA®DV Kot
animation and 3D artists dote va emtevydei Kor N OTTIKN OLOS00T, TOV
cuvalcNUATOV TOV EKOVIK®OV TpokTtopwv (g avtifeon pe v anddoon twv
oLVVOIGONUATOV PHOVO HEGH TOL KEWEVOL OV GVTITPOGHOTEVEL TAL AOYI0 TOV
EIKOVIKOD TPAKTOPA), TEPLOCOTEPES EXAOYESG TOV YPNOTN GTOVG OLOUAOYOVG UE
TEPLOCOTEPQ. TV UTOTEAECUATO TOV O10POPOV EMAOYDV 0TIV £KPOGT TOV
SLOAOYOV KAT.

070 GUOTNLO ATOGTOADV:

duvatdm o, va emAEEEL 0 ¥pNOTNG ol amooToAn Bélel vo Bewpeital wg
evepyn kol vo AapPavel TEPIGGOTEPES KOL TLO GUYKEKPLUEVEG TTAT POPOPIES Yia
avTn (0 XAPTNG VO AVOLVEDVETOL Y10, TV OTOGTOAN TNG EMAOYNC TOV), KAT.

GTO GUGTNHO PAYNG:

SUVTOTNTO, Y10, TN GUUUETOY TEPLOCOTEPOV OO dVO EIKOVIKAOV TPUKTOP®V N
/ ka1 ypNoTOV TAVTOYPOVE GTNV 1010 HdyM, dnpovpyic. OpHAd®V CLUVEPYUGING
neta&d Tovg, Tpostnkn vémv 1T Tev (eKT0g TG (ONG KL TG EVEPYELNG) YO
Kk@0e ovppetéyovta mov Bo emnpedlovy v eEEMEN TG Hayng, evioyvomn g
dwdikaociog AMymeg oamogdoemv (tuxaio) amd TG EKOVIKEG OVIOTNTEG LE
napdyovieg mov Oo  emnpedlovior  EVOEXOUEVMG OO  KOTOW0  LOVIEAO
ocuvolcOnudtov, TPocHnkn TEPICCOTEPOV ETAOYOV YO TIG EVEPYELES TOV
XPNOTN KAT.

070 GUGTNLLOL OO LULKPLOUEVOD EAEYYOV:

€00 o1 TBAvOTTEG Elvan AmelpeS, KAODEC umopoOe pe KOTAAANAEG TPOooHNKEC
VO TPOTOTOU|GOVE OTOLOONTOTE TAEVPH TOV KOGLOV, TOV UVTIKEWWEVDV, TV
EIKOVIKOV TPAKTOPOV KOl TV YPNoT®V OEAOVUE, KOl QUTA OE TPAYLOTIKO
xpovo. TavTmg kATl TET010 EUmEPIEYEL TOV KIVOUVO VO YOAACEL 1 1G0PPOTTia,
TOV EIKOVIKOD KOGLOV KOTAGTPEPOVTOG TV EUTELPIL TOV XPNOTAOV, Y1 ALTO Kol
0o Tpémel va yivetal pe Tpocoyn.

82



15.Bifrioypapia

Torque Game Engine:
"3D Game Programming Al in One" by Kenneth C. Finney, Course Technology /
Premier Press (2004)

"Advanced 3D Game Programming All In One" by Kenneth C. Finney, Course
Technology / Premier Press (2005)

"The Game Programmer's Guide to Torque: Under the Hood of the Torque Game
Engine" by Edward F. Maurina I1l, AK Peters (2006) (onueioon: €dikd 10
Appendix A)

Ocopia ZovarsOnpdrtov — Alinieniopaocn Avlpodmov YroroyioTi):

- [KSHI02] "A Multilayer Personality Model", Kshirsagar S., Proceedings of 2nd
International Symposium on Smart Graphics, Hawthorne, New Y ork, pp. 107-115
(2002)

[MOFF97] "Personality Parameters and Programs’, Moffat D., Creating
Personalities for Synthetic Actors, Springer Verlag, New York, pp. 120-165
(1997)

[WILS99] 'The Artificial Emotion Engine TM, Driving Emotional Behavior",
Wilson 1.,  AAAI 2000 Spring Symposum on Artificial Intelligence and
Interactive Entertainment, AAAI Press, pp. 76-80 (1999)

[ROUS97] "A Social-Psychological Model for Synthetic Actors’, Rousseau D. &
Hayes-Roth, Knowledge Systems L aboratory, Stanford University (1997)

[EKMA72] "Emotion in the Human Face: Guidelines for Research and an
Integration of Findings', Ekman P., Friesen W.V. & Ellsworth P., Pergamon
Pressinc., New York (1972)

[BARTO2] “Integrating the OCC Mode of Emotionsin Embodied Characters.”
Bartneck C., Proceedings of the Workshop on Virtual Conversational Characters:
Applications, Methods, and Research Challenges, Melbourne (2002)

[PARUOG6] "A Model of Emotions for Situated Agents', H. Van Dyke Parunak,
Robert Bisson, Sven Brueckner, Robert M atthews & John Sauter, AAMAS 06,
May 8-12, 2006, Hakodate, Hokkaido, Japan (2006)

[CRAI] "Game Play Schemas. From Player Analysisto Adaptive Game
Mechanics', Craig A. Lindley & Charlotte C. Sennersten, ()

[REEK04] "'Psychophysiological responsesto appraisal dimensions in a computer
game", van Reekum, Carien M., Johnstone, Tom, Banse, Rainer, Etter,Alexandre,
Wehrle, Thomas and Scherer, KlausR. , (2004), Cognition & Emotion, 18:5, 663

- 688

83



[SCHEOQZ] "Frustrating the user on purpose: a step toward building an affective
computer”, Jocelyn Scheirer, Raul Fernandez, Jonathan Klein & Rosalin W.
Picard, Elsevier Science B.V. (2002)

[WIKI07] article on "Paul Ekman", Wikipedia— The Free Encyclopedia
(http://en.wikipedia.org/wiki/Paul_Ekman) (2007)

Evyapioricg

H SumAopatikn avtr] oAokAnpodnke vid v enifieyn tov kabnynty E.M.II.
k.KoAMa kot v enifreyn kot kabodynon tov epevvnty E.M.I1. Kdoto Kaprnovln,
0 omoiog Kot pov vrédelle to Torque, m evacyOANCN MOV HE TO Omoio MTav
TPOYUATIKA EVOLOLPEPOVOA. AKOUA, VO ELYOPLOTACM O Kol T Adpt MoAotésTa Kot
yYevikd OAovg Ooovg acyolOnkav pe T ovykévipoon PipAiov, tutorials,
TAPASEIYUATOV KoL GAA®V TANPOQOPLOY YOp®m omd T0 Torque, kabdc nTov
KaBopLoTIKNG ONUAGIOC GE OAN 1) SLAPKELD AVTAG NG SITAMUOTIKNG.



