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Iepidnyn

2KOmHG TNG OMAMUATIKNG EPYACTOG NTAV 1] AVATTLEN SOTPOCHOTELDV OAANAETIOPAOTG
avOpOTOL UNYoVNG HEGA GE YPOPIKE TEPIPAALOVTO TALYVIOIDV GE NAEKTPOVIKO VITOAOYIGTH
Kol GAAO DTOAOYIOTIKG GLOTAUATH. TO AOYIOUIKO OVTO TPAYUATEVETOL TN (LGIKN
aAAnAenidpacn peta&d evog avBpdmov Kot evog nAekTpovikod vroioyioth. o to okomd
avtd ypnowwonomdnke m ovokevr] Microsoft Kinect oe ocvvdévacpd pe pio pmyavn
amodoons ypapikav pécm XNA mov avartdiydnke e YAwooa mpoypappoticpod CH.

Yvykekpuéva, mpoypotoromdnke pelétn tov SDK tov Microsoft Kinect to omoio
£0woe TPOGPAcT GTO YEWPIGUO T®V 3 POKOV TOL S10OETEL 1) CLGKELY YO TNV AVOYVAPLOT
g 0éomg Kot TG QUONG JWPOP®V AVTIKEWEVAOV - OTN GLYKEKPUEVT] TEPIMTMOOT TOL
avOpoOTivVOL GOUATOG - GTOV TPLodioToTo YMpo. Kotdmy, ta dedopuéva mov AdpPavoupe
amod Vv enefepyacio TG PvteooKOMNONG 6€ TPAYLATIKO XpoOvo yivovtal gicodotl mov,
énerta omd pobnuotiky] enegepyacion KOl EVOOUATMOOT TOLG GTN UNYOVN] QUGIKNG NG
EPAPLOYNG, TPUYUATOTOOVV OAANAETIOPACT] HETAED TOV COUOTOC KOl TOV VTOAOYIGTIKOV
GLGTNHOTOG HECH EVOG NAEKTPOVIKOV TTOLYVIOL0V.

H pelétm kot m viomoinom ovtn elye cov amotéAecpo TNV OTOTEPATOON HLOG
EPOPLOYNG TOL OEYETOL EVTOAEC €5 AMOOTACEMC Kol gival €vo cLYYPOVO TOPASELYLOL
oAANAETiOpacng avOpOTOL UNYOVIG LE EKTOLOELTIKO KOl WYuyoymywo yopaxtipa. O
oxedlocpoc kot m pebodoroyion mov axolovbnOnke umopel va yiver odnydc yi Vv
KOTOGKELY] TEPIOCOTEPOV EPAPLOYDOV TTOL Ba £dtvav pion GAAN didotaon otn ypNon TOV
NAEKTPOVIKOV UNyovedv Kot Oa eiyav epappoyr] otnv eKmoidguon HEGH COUATIKNG ACKNOMNG,
ot ouoloBepaneio, TNV YEPOLPYIKN, ot poumotikn. TéAhog, diver to €psopo yio ™
oyxedioon vémv aloOnNT)poV Kol GUCKEVOV OTTIKNG AVAYVAOPIONS HE CLYYXPOVOLS TPOTOVS
Ayng TAnpogopia.

AéEeaic Khawdwa: AAMnAeniopaon avBpodmov unyavhg, Awdpactikd IMoyvidy, AwsOntpog

Kinect, Awampoconeicg @voikng AAAnienidpaong, Exmoidevtikd Aoyiopkd






Abstract

The main purpose of the present diploma thesis was the development of interactive
interfaces between a human and a machine in graphical game environments for a personal
computer or other computing systems. This software refers to the natural interaction
between a person and a computer. For the development of the system, the Microsoft Kinect
device was used in combination with a graphic engine operating through XNA, developed
in programming language C#.

Concretely, SDK of Microsoft Kinect was studied to take advantage of handling the
3 available lenses of the device for the recognition of the place and the nature of various
objects - in this case, the human body - in the three-dimensional space. The recorded video
is processed in real-time and the received data are used as an input, which after
mathematical process and incorporation in the physic engine interacts between the human
body and the computer via a video game.

The outcome of this study was the completion of an application, which receives
commands remotely and is an example of human-machine interaction with educational and
recreational character. The design and the methodology that was followed gives the
guidelines for the manufacture of applications, which will give another dimension in the
computers’ utilization and can be applied in education via physical exercise, in
physiotherapy, in surgery, in robotics. Finally, it gives the basis for the design of new
sensors and optical recognition devices with modern ways of information acquirement.

Keywords: Human Machine Interaction, Interactive Gaming, Sensor Kinect, Physical

Interfaces, Educational Software






Evyoaprotieg

H mopovca dumhmpatikn epyacio ekmovinke otov topéa Teyvoroyiag ITAnpopopikng &
YroAoylotdv ™G Xyxoinc Hiektpordywv Mnyavikdv Kow Mnyovikdv YToAoyioT®V TV
E.ML.I1, oto TAaiclo ToV EPEVVITIKAOV OpOCTNPLOTHTOV YOP® OO TNV OAANAETIOpOON
avOpdmTov unyavng.

[dwitepeg evyapiotieg opeilm otov kabnynt k. KoAMa Ztépavo mov og GLUVEVVOT O] LUE
tov gpevvntn k. Kapmovln Kovetavtivo pov avébecsav Eva 1660 evdtapépov BEUa mTpog
avéAvon kot epyacia, Kabmg Kot yio Ty kabodnynon, Ty enipreyn Kot TV vwoompiEn
Ue TANPopopies, GLUPOVAES Kol VTOJEIEELC TOV LoV TTapelyay Kab’ OAN TN S1dpKELN TG
EKTOVNONG TNG OUTAMUATIKNG EPYOCIOGC.

K\eivovtag, Oo 10eda vo uyoploTnom 1310HTEPO TNV OIKOYEVELL [LOV, TOVG PIAOVG LoV KOl
0660VG AVOPMOTOLS NTAY KOVTE OV OAO AVTO TO SIACTNUA Yol TNV VITOSTNPIEN ToVG. Xmpig
TNV VTOUOVY] TOVG Kot TNV oTNPIEN TOLG 1 OMOTEPAT®GT) TOV £PYOV LOL Oo Tay OpKETA
O ETMOVVY).
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Ewcaywyn

1.1 Aiiniemiopaon avOpomov-unyovyg

H olnlenidpacn avOpodmov-punyovig €ival TO EMOTNUOVIKO 7edl0 7OV UEAETA TNV
aAAnieniopoaon peta&d avOpOTOV Kol VITOAOYIGTIKGOV Unyovav. Oswpeital o¢ to onueio
TOpNG petalld tng teyvoloyiag, NG MANPOPOPIKNG Kot TG avOpmmivng cvumepipopds. H
aAAnAenidopacn HeETaED XPNOTMOV KOl VTOAOYIGTAOV YIVETOL GTO EMIMESO TNG OLEMAPNG XPNOT,
HEC® KOTAAANAOVL AOYIGHIKOD Kol DAKOV. ATO TNV KOTOGKELY TV TPAOT®V GLCKELMOV
€16660v (input devices) yio vVTOAOYIGTEC, OTMG TO TOVTIKL Kot TO TANKTPOADY10, SUGTLYMG dEV
€xet eEelyBel TOAD 0 TOUENS E1GOO0V SEGOUEVOV GE VITOAOYIGTIKA GUGTHLATO, POV LOVO TaL
TeAeVTAin YPOVIOL £XOVV KATOGKELOOTEL KOATOEG KAVOTOUEG GUOKEVES, OV PéPata dgv €yovv
OVTIKOTOOTNOEL TIC TaAAES KAaoowkés neBodovg. Onmg sivar guoko, o dvBpwmog £xet v
tdon vo mpoomobel va TPOGOPUOCEL TG UNYAVEG OTN OKI TOL @VUOY KOl KOWVOVIKN
CUUTEPLPOPA UE OTOTELEGUO VO €lval OAO Kol MO amontnTIKOG omd TAEVPAS eEEMENG TV
uebddmv emkovaviag dote vo volmbel v amoivtn egoikeiowon pe avtég. Iivovral Aowmov
ouveyelc €pevveg Kol UEAETEG MOV OTNV TEAEOTOINGN YNEOKGOV cictntipov mov va
TOPEYOVY PUEYOAVTEPT] OKPIBELD KOl ATOTEAEGUOTIKOTITA, GTNV CVTIANYT TOV UNYAVOV it pe
Ynowkn Enelepyacio Ewovag, Bivteo kot aAdwov [loAvuéowv, eite pe ekmount] 100vViKOV
AKTIVAOV Y10 TNV KOTAVOTGT] TOV PLGIKOD TPIGOLUGTOTOL YDPOV, EITE asONTAPOV TOL LETPOVV
GAAo puotkd peyédn pe amotéleoua tn ovveyn Pertimon ceoAiudtov oAid kot uebddmv
GLALOYIG Kal eloaymYNg dedouévav. Evag cuvduacpog Aoumdv TpmTtomoplak®dy acdnmpmv
o€ GLUVEPYOGTTIO LLE TNV AVATTLEN TOV ATOPAITNTOV AOYIGLUK®V LE DVYNAY TEXVITH VONUOoHVN
Oa €dwve o véa mvon oto 6ca uéyptl Tdpa yvopilovue v v alnienidpacn avOpdmov

unyovng.




1.2 Avtikeiuevo ormimpuotiknyg

v mopodoo SwmAopotikn epyocioc Bo avomtuybei M vAomoinon evog GLOTNUATOG
aAAnAenidopoong petasd avlpdITOL Kol VTOAOYIOT] HECH EVOC NAEKTPOVIKOD TTALYVIOIO LE TN
Bonbela acONTMPOV TPOYPOUUATICUEV®Y VO avTIAOUPEVOVTOL KIVIOELS GTOV TPIoOAeTATO
1®po. Ba mpocopuodcovue T cvokevry Microsoft Kinect wote va divel Bepitég mAnpopopieg
®G OEOOUEVO, YO TNV JAOPOGCT] TOV TOLYVIOOD UE TO XPNOTN, UECH TPOYPOUUUOTIOTIKOV
TEYVIKAOV TTOV GLYXWOVEDOLY TNV TANPOPOPIC, TOL TPUYUATIKOD YMPOL HE £VO S1GOLAGTUTO

TEYVNTO TEPPAALOV GTO OTOI0 AEITOVPYEL 1) EPAPLOYT TOV TOLYVIOIOV.

1.2.1 Xvveiepopa

H ovvelopopd ¢ dumhopotikng cuvoyiletal og e&ng:

1. Melembnke og Bdbog n Asttovpyio g cvokevng Microsoft Kinect kabmg kot to
SDK 1.

2. MeletOnke to XNA Framework ywo t oot anddoon TV ypoeiK®Vv 6€ YAOooo
mpoypappaticpov CH#.

3. YlomowOnkav aiyopiBpor ywo TNV 0mOS06N Kol OPYAVOGCT TOL  YPOPIKOV
nepifdrlovtoc péom tov Pprodnkdy tov XNA Framework.

4. YlomomOnkav adyoptOpot yior T unyevi] QUGTKNG TOV TOLYVISIoV.

5. Evoouatodnkav ot adydpiOuol oe TpoOTLIIO GUGTNLAL.

1.3 Opyavwon keiuévoo

210 Kepdhato 2 mpaypatonoteiton po mpdtn yvopyiio pe to Pvreomaryvidl ko divovrot
00MYieg Yo TN OWGTN XPNOM TOv 0md Tovg Taiktes. 210 Kepdioo 3 diveton to Bempnticod
VIOPaBPO NG CLOKEVNG TNV OTOoiln YPNOLUOTOLOVUE BOTE Vo Yivel KOTAvONTOS 0 TPOTOG
Aertovpyiog g, Tov XNA Framework ywo v 7Anpn anoca@nivict Tov Kot TANpoPopies yio
TO TUL €0TL «UNYOV QLOIKNG». Akolovbmg, oto Kepdiaio 4 avamthooeTal 1 0pyYITEKTOVIKT
oTNV omoio oYEACTNKE 1] EPAPUOYN, Y®PILOVTAg T o8 TEGGEPN KUPLOL TUNLOTO TMV OTOIMV
dtveton pio cuvToun TTEPLYPAPT VIO TOV TPOTO LE TOV OO0 AEITOVPYOLV HECH GTO TToLyVidt.

‘Emerta, oto Kepdhoto 5 meprypdopetal n oxedioon kot 1 AOyiKn 1 omoio, akoAovdnonke yuo




va YIvel €QIKTH HE TOV KOADTEPO duVATO TPOTO, CAAL KOl MO E€DGTOYO, 1| VAOTOINCN TNG
EQOPUOYNG. ZTO KEQPAAOLO OVTO TEPLYPAPETOAL 1] KUPIWG LEAETN Kot epyacio TG SUTAMUATIKNG
mov e€nyel ¢ nebddovg kot T KAAGELS OTIG 0Toleg YwpioTNKe TO €pyo Yo vo amonepatbel
mnpéotepa kot dounuéva. Koatomwv, oto Kepdhowo 6, meprypdoeror m vAomoinon tng
EQOPUOYNS oOuemva pe T oyediaorn mov eiye mpayporomonel oAAd kot meptypapesl oto
KepdAoo 5. Meyddn éppoacn oidetal o€ onueio TG vVAOTOINONG To Omoio ATOTEAOVV
OMNUOVTIKG KOUUATIOL Yoo TV €0pubun Aeitovpyio tov moyvidiov. Ev kataxieidy, oto
Kepdhato 7 vrdpyel o eniloyog g SWTA®UATIKNG €pyaciog pe Tov omoio 0d1yoOUOCTE GE
KGO0 AOYIKG, GUUTEPAGUOTA Y10 TNV OAANAETIOpOGT 0vOpOTOL-UNYaviG Kot KAEivovue TNV

gpyooia. Xto Kepdroio 8 vrapyet n fipitoypapic.




To dwadpactiro maryvior ""Prehistoric Nuts'

Kvplog oxomdg kot oamotérecpo g mopovoasg OWMAMUATIKNG MTaV 1 avoamtuln &vog
AOYIoHKOV-Tto VoL 10 omoio o ektelel eviohéc nécw aAiniemidopoong tov avlpdmov-
XPNOTN Kot Tov NAeKTpovikov vmoloyot) (| g koveorag Xbox 360). O tithog tov
Aoyopkov owtov givon “Prehistoric Nuts” kot mpoxertan yio £vor matyvidt Tov oviKeL 6TV
Kkatnyopia tov moyvidoudv okdmevong oe mepariov Vmapéng guowadv dvvauewmv. H
WouTePOTNTA TOL £yKELTon 6T oVUPaTOTNTA TOL pe TN cvokevny Microsoft Kinect kot owtod to

kaf1otd éva dradpactikd moryviot.

Prehistroric Nugs

| Sﬁpported

Ewoéva 2.1: Prehistoric Nuts




‘Eva  Awdpactikd moryvidr elvar pio  epapupoyn mov meptlappdvel v avOpdmivn
aAANAETIOpOOT LECH P0G GLOKELNG EIGOO0V, UE L0 OLETAPT YPNOTN YLl VO, SN UIOVPYNGEL
omTikn avadpacn o€ pa 086vn. H cuokeun 16000V oL yp1GULOTOLELTAL Y10l VAL YELPLGTOVV Ol
yxpNoTEG TA Ty vidloe ovoudleTol EAEYKTNG TOALYVIOWDV, KOl TOKIAAEL Omd TAATQOPLO GE
mhotedpua. o mapddetypo, €vag eheyktng pmopel va cuvictatol povo amd KOLUMl, EVO
K@molog GAlog umopel va ypnoipomolel oicOnripeg aviyvevong kivnong TpoceEPovTag

AAANAETIOPOOT) LLE TO TALYVIOL HECH PUGIKMV KIVIGEWDY TOV YPNOTN.

2.1 Aviyveven kivyong

Aviyvevon ivnong etvar po dadwkacio mov emiPePormdver v oArayn otn 0éom evog
OVTIKEWEVOL GE OYEoN HE TO TEPPAAAOV TOv 1 TV oAAayn otov mepPdAlovia YDpo oe
oyxéon pe €va avtikeipevo. Avti 1 aviyvevon umopel va emtevyfel kot omd unyovikég oaAAd
Kol omd MAEKTPOVIKEG (KApepa, pKpoemvo, vrépubpeg) peBoddovs. H aviyvevon xivnong
umopetl gite vo mwhpel Stoakprtég TYEG , ONAad” epdcov vanpye kivnon 1 oyt (1 n 0), | pumopet
vo omoTeLelTOL amd aviyvevor HeyEBovg IOV UTOPEL VO LETPTOEL KOl VO TOGOTIKOTOUGEL TN
dvvapn 1 v taydTNTO TG KIVoTMg OLTAG N TO OVTIKEIHEVO TTov To dnutovpynoe. Kivnon
umopel va aviyvevBel omd: Nyxo (acOntpeg Myov), adwedvelo (omTikd Kot LIEPLOPOLS
alcOntpec ko emelepynotéc €wovag Pivteo), yeopayvntioud (poyvntikodg otoOntmpec,
UOYyVNTOUETPA), OVTOVAKAQGT TNG HeTOPepOUEVNS evépyelog (vmépvBpo Aéilep povtap,
a1eOnTpeC VIEPNYOV KOl OICONTAPES PAVTOP UIKPOKVUAT®V), NAEKTPOLOYVI|TIKY ETOYMOYN

Kol KpodUGHOVC.

2.2 I'vopuuia

To Prehistoric Nuts eivot éva Aoyiopikd coppatd pe to Aettovpyikd ovotnue twv Windows 7
kot v koveora Xbox 360, to omoio omoTel £YKATAGTOON GTOV EKAGTOTE VITOAOYIOTH KOl
ovvdeon tov Kinect o kdmoa Bupa USB. Epdcov o1 mpotimobécelg avtég mAnpovvtat, HeTd,

TNV EKTEAEOT TNG EQOPLOYNS BPIOKOUNGTE GTO TEPIPAALOV TOV ALY VIO10V.

H mopovca dmlopotikn, amd T ottyun] mov omoteAel évo eEE0IKELUEVO AOYIGIIKO KoL
GUYKEKPIUEVO EVOL MAEKTPOVIKO TOLYVIOL UE YOXOYDYIKE OAAG KOl ETUOPOOTIKG GTOUYELD,

OepnOnke amoldTOC amapaitnTo vo TANPol OAEC TIC omapaitnteg Tpobmobécelc mov opilel n




KOTOOKELT EVOC OAOKANPOUEVOL TOLYVIO0V. AvTd EKOVE TO TTOLYVidL va Y®ploTel 6e ddpopa
6TAdW OV akoAovBohvTal PEXPL TNV OLOKANPWOT €VOC TANPOLS KOKAOL, amd Tr OTLYUY|

dnAadn mov Eexva To oy vidl péxpt Kot To oNUEI0 OTTOL OAOKA PMVETOL.

Xe mpdT Qdor, mpoPdAiletor 1 €Kdva mov divel TG TANpPoPopieg yoo To Moo gival TO
AOYIGUIKO, TO AOYOTUTO TOL KOl (POPTOVOVTAL TO, apyeia kal ot punyovicpoi. Akolovbmg de Ba
umopovoe va Agimel omd to mouyvidl Eva pevod emMAOYOV Yo TIG EMBVUNTEG EVEPYELIEC TOV
7oK, 6T M EMAOYN VEOL ToyVIOl00, 1) ETIAOYN EMTESOL Kot 1) TPOPOAN YEVIKOTEP®V
TANPoQopdY NG €Papuoyns. To peyoAddtepo UEPOG NG MEAETNG Kol Tng VLAOTOINOMG
TPOPOVAG, APOPE TO OTTIKO TEPPAALOV TOL TPOPAAEL TO KOPLO UEPOG dPACTIC TOV TOLYVISIOD
ot EMimeda OOV Kol AQUPBAVOLV YDPO OAOL Ol UNYAVIGHOL TOL VAOTOMONKAV Yo, TNV

€0poTN AEITOVPYiC TOVL TOLYVISOD OAANAETIOPOCTC.

Score: 0 100 Pts
19 & W %0 Pis

59 fps

Ewoéva 2.2: Tpagucod TleptBariov Ioyvidion

2.3 Oonyiec Xpnong

Mo cOvTOUN TTEPTYPAPT] TNG TPOETOLAGIOG TOL YPEIALETOL DOTE VO AEITOVPYNOEL OTOAVTOG
opBa n oAAnienidopaor tov avBpdnov pe to Kinect kot va yivel cwotd n diddpacn pe To

niekTpovikd Toaryvidl Kpivetal amapaitn.




2.3.1 OpOy ypron aucOytipa Microsoft Kinect

6 ft (1,8m)

Ewéva 2.2: Andctacn aAAnienidpacng
O awstnmpog Kinect mpémetl va €xel OTTIKN ETOPN UE TO YPNOTN Kot 0 ¥pNOTNG ¥petaletan
¥®po yuo va kveitat. O aenmpag pmopel va "det” dtav vadpyel andoTacn TEPimov 2
UETP®V 0td ToV ausOnTipa.

H meproyn moyvidon dapépet avdroya pe t 6€om tov asntipa kot GAAOVG TaPEyOVTEG.

2 ft-6 ft
(0.6m-1.8m)

* Anaiteital npooapuoyiag
TomoBéTnons awobnripa yia
™v rorofiTnon enavw oTnv
TnAsopaon (mwAsitat ywptora)

Ewoéva 2.2: Andctacn aAinienidpacng
IMa v kaAdtepn amdd06n TG TEPLOYNG TaLYVIdoD Kol TOL aeOnTipa, o asOntipag Tpénet
va tonoBeteital og Dyog and 0,6 éwc 1,8 pétpa, 660 MO KOVIA 0TO KAT® 1 TO EXAV®D UEPOG
g 006vng Tov TpoPdet To maryvidl. Emiong:
* H tomobémon tov aisOntipa mpénet va yivetar o otabepr| empdvelo.

* O aicnmpog mpénet va givar evBuypap e pévog pe to kEvepo g 006vng kot va Bpicketal

0G0 TO dLVOTO MO KOVTA GTO EUTPOG GKKpo TOv onpeio mov £yl TomobeTnOet..




2.3.2 XKomOg Kal EAey)0g TOV TALYVIOIOD

To moyviol Paciletor otV KEVIPIKN 10€0. EVOG TPOTCTOPIKOV NP®O. 0 0T0i0G GLAAEYEL ENPODG
KapTOVG EKGPEVOOVILOVTOC TETPES e TN Ponbeta piag opeviovag. TKomdg Aowmdv Tov XpNoTn
glvar va cLAAEEEL 600 TO dVVATOV TEPIGCOTEPOVS KOPTOVG CTUTAADVINS OGO TO OLVATOV
Myotepeg métpeg. Kdbe wapmdg éxer SlopopeTikn) SuoKoAio GLAAOYNG OAAG TaLTOYPOVA
TPOGIIOEL KOl TEPLGGOTEPOVS TOVTOVS 6TOV TTaikTn. Eite petd v eEdvtinon dhov tov MBwv
glte petd t ocvAhoyn OA®V TOV KAPTAOV TO TOLVIdl KPATO TOVG GUVOAIKOLG TOVTOLS Kol
EPVA TO ¥PNOTH 670 enduevo eninedo. H exopevdovion yivetan pe tn Ponbeta piog £voeitng
g yoviog otdxgvong aAld kon pe éva deiktn yio To pétpo g dvvaung pe v omola £xet

tevimbel n cpevtova.

O ékeyyog oV Mpwa, Ommg Exel avapepbel MO, yivetoarw péom g ypnong tov Kinect. Mo
GUYKEKPLUEVD, EPOCOV 0 XPNOTNG Ppioketal 6To onpeio dmov KOAETAL VO OPAGEL GTO TTOL(VIOl
Ko €xel Tapel T cwot Béon dote va evtomileTar cwotd and tov awctntipa tov Kinect,
EMEYYEL UE OLYKEKPUEVO TPOTO TOV Mpwo. O TPOTOC avTOC apopd TNV TomoBétnon Tmv
YEPLDY TOV UE TETOL0 TPOTO DOTE VO TPOCTOIEITAL OTL EYEL TEVIMOEL L0 COEVTOVO, LIE T dVO
TOV ¥£PLO, KPATAOVTOG TN UE TO 0e&l TOL ¥EPL KUl TEVIOVOVTAG IE TO aplotepd. Epocov avtd
Tpoypatomoindel, ElodyeTon TNV EPUPUOYN 1| YOVIOL LE TNV OTTOi0, OTUASEVEL O TOUKTNG AL
TaVTOYPOVA Kai 1 duvaun 1 omoia Palel oto AdoTixo. Metd ™ otabepomoinon Tmv XEpLdV Yo
éva 1ot TNG TAENG TOV 3 SEVLTEPOAETT®V, N TTETPO, PEVYEL GO TN GPEVTIOVA Kol XTLTE
TOVG KOPmovC ot omoiot apyilovv kot omdve pExpt va cvAleybovv. H dwadikacio
gmovoloufaveror puéypt TV oAoKANPoT Tov entmédov. Tlapakdtm dtokpivovpe 6To oyfua

v 0éom eAEéyyov TG CPEVTOVAS TOV NPWO, 0Td TO XPNOTH.

Ewoéva 2.3: Kivnon otoyevong




Ewoéva 2.4: Zrabepomoinon Lrdyevong

Ewéva 2.5: Exkopevdoviopog




Ocwpntino vrofalpo

IMo v kaAvtepn katavonon tov pedddmv Kot Tv epyaieiov oL YpMoLoToOnKay Yo
TNV vAomoinomn ¢ mapovoag SIMAMUATIKNG ivol amapaitnty 1 TEPLypaen g Agttovpyiog
tov Microsoft Kinect, po ovvtoun meprypaen tov XNA Framework kot pio avogopd otig

Mnyavég Duoikic.

3.1 Microsoft Kinect Sensor

311 Ewayoyn

To Kinect givon pa ocvokevn aviyvevong kivnong g Microsoft yioa to Xbox 360 xat o
Windows PCs. Eivair otnv ovcio pio TEPIPEPEINKT] GLOKEVT E1GOB0V OV SAOETEL PAKOVG-
KApPEPES KO MYNTIKOVG ooONTNPES DOTE VO EMTPENEL GTOVG YPNOTES VO EAEYXOLV Kol vVl
OAANAETIOPOVV € AMOOTACEMG YWPIG VO EIVOL OTOPAITNTN 1 EXOQPY] TOVG UE KATOW GAAO
YEWPLOTAPLO, EVOLPUATO 1 acVPUaTo. H aAANAEmiOpacT TPy LOTOTTOEITAL YPNCIUOTOIDVTOC

YEPOVOUIEG KL TPOPOPIKEG EVTOAEG LECH TOL PVGIKOD TEPIPAAAOVTOC TOL PN OTY.

Ewova 3.1: Microsoft Kinect
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3.1.2 Teyvoloyia

To Kinect Booiletol oe teqvoroyieg Aoyioukod Tov avamtvcoovtal amd ) Rare, Buyotpiky
gtaipeio g Microsoft Game Studios, kot v teyvoloyia g iopaniwvig PrimeSens mévm
OTIC KAPEPES KO TIC GLOKELEG AW Bivieo. H PrimeSens avémtoée éva chotnua mov pmnopsl
va avtiinebdel yelpovopiec Kot KoBoTd SLVOTO TOV EAEYYO TNG CLCOKEVTNG YPTCULOTOIDOVTOG
po vEpLBpN Kapepa, 000 EaKOVS Kot &va €101KO HKPOTGIT Yo TNV Topakoiovdnon g
Kivnong tov ovTKEWEVOV Kol TOV oTOU®V GE TPES OoTACELS. AVTO TO GUGTNUA
Tplodidotatng odpwong, mov ovopdleton Light Coding, ypnowomolei o maporioyn

podldoTatg  €wkovog 1 omole  pmopel  va  ovamopactafel  oe  TPLOOICTOTO

ADPO.

3D DEPTH SENSORS

RGB CAMERA

MULTI-ARRAY MICROPHONE

Ewova 3.2: AwsOntipeg tov Kinect

O aweOnmpog Kinect givar pia ovokevr] mov oamotedeiton amd pe oploviie, didtaén mov
GLVOEETOL UE pia kpn Baon pe punyavokivnto agova kal Exel oxedlooTel Yo va tomobeteitan
KOTé UAKOG TAV® 1N KAT® 0md v 000vn mov poPdiel To Aoyicukd mov to ypnoiponotel. H
ovokevn olabétetl évav RGB @akd, évav aicOnmpa fdOovg mov gival cuvdvacpuog dVO UKDV
Kol €vo TOAAOTAS LUIKPOQ®MVO TO OOiet AEITOVPYOUV LE TO GUYKEKPIUEVO AOYIGHIKO 7OV
nepihapPaver to Microsoft Kinect SDK kot mapéyovv minpn tpiodidotatn Kataypa@n thg

Kivnong, avayvmpion TpocdTOV Kol SVVUTOTNTEG AVAYVMDPIoTC POVNG.
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O awebntpag Babovg amoteleiton amd Evav vrépvOpo mpoPoréa Aélep o€ cLVOLAGUO LE Eva
awcbnmipa CMOS, o omoiog kataypdeest dSedopéva TpiodidoToTov Pivieo KdT® omd
omolesdNmote cvvOnkes ewticpov. H amdctoon aviyvevons tov awsbntipa Babovg eivan
puOulopevn, ko to Aoyopkd tov Kinect givon oe 6éom va Pabupovopncet owtopata tov
acOnmpa pe Paon to gameplay kot t0 QUOKO TEPPAAAOV TOL TOAKTY, OKOWMO KOl OV

VIAPYOVV GTO ¥DPO Ko GAA OVTIKEIUEVAL.

To mpoocwmkd ¢ Microsoft avapépsl mg kvupla kavotopio tov Kinect tnv teyvoloyio tov
AOYIOUIKOD TOV TOVL EMTPEMEL TNV TPONYUEVI] OVOYVOPIOT] YEPOVOLLDY, OVOyVOPLIoN
TPOCHTOV Kol AVOYVOPIoT QOVIG. ZOUPOVA e TIC TANPopopieg mov mapéyovtor, o Kinect
glvar og Béom va evtomilel tavtdypova Emg €EL dtopa, HETOED TV omoimv dVO evepyong
maikTeg TV omoiv avalvel v kivinorn pe dvvatdtnra avtiinyng 20 apbpdoemv ava

oK.

€ = Light Scurce

Ewéva 3.3: Tpoémog Agrtovpyiog

O awoOntipag Kinect g&ayet Bivieo pe pvOud xopé 30 Hz. H pon Bivieo ypnowonolel to
ovomua ypoudtov RGB 8-bit kot avaivon 640 x 480 pixel pe ypouatikd eiktpo Bayer, evéd
N povoypoun aistntipla por| Bivieo ypnoipomotei avaivon 640 x 480 pixel ue pdbog 11-bit,

10 omoio mapéyel 2.048 eminedo svaroOnoiag. O asOnmpag Kinect £yxet éva mpaxtikd 6plo
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oL Kvpaivetar amd 1,2 g 3,5 pétpa andotaon. H meployn mov KaAdmtel to ontikd medio
tov Kinect givar mepimov 6 T.p., av kot o aebntpag pmopel va datnpnost Ty €otioon
mapokolovOnons oe éva devpvpévo edopa mepinov 0,7 émg 6 pétpov. O amcbnmpag €xet
omtko medio 57 ° opldvtia kot 43 © kaTakdpuPa, EVO 0 KIVNTNPLOG KEVIPLKOG dEovag ivat
og Béom va kivnBet o edpog yoviog £mg kot 27 ° mpog ta mive 1 Tpog Ta Katw. To opildvtio
nedio tov areOnmpa Kinect oty eldyiom andotaon 0aong tov (mepimov 0,8 pétpa) eivor
nepimov 87 €KOTOOTA, KOl TO KATOKOPLEO TEPImov 63 €k0TooTd, ONANST OavVTIGTOLODY
nepimov 1,3 ytmootd ovéd ynoida (pixel). To moAlomhod pkpd@mvo d10bétel té00EPIg
WKPOPOVIKEG GVOKEVEG Kot kabepioo Asitovpyel pe xovail tov 16-bit fyov pe pvbuod

detypoToAnyiag 16 kHz.

Enedn o aucOnmpag Kinect €yet unyovokivnto unyavicpd avakAnong omattel mepliocotepn
gvépyeln amd aut mov umopel va tov mapéyet poe USB Bvpa. [a 1o Adyo avtd 1 cuckev
KAavel ypnon evog €81koh Kodwdiov tpoeodociog (mepthopPdvetar pe tov aebntipa), to
omoio ympilel T ovvdeon oe Egxmprotég cvvoéoelg USB kan 1oy00g. Evépyeta mapéyeton amd

TO NAEKTPIKO SIKTVO PEC® EVOG LETOGYNUATIOTY.

3.2 XNA Framework

3.2.1 Ewayoyn

To Microsoft XNA eivar évo cOvoro epyareiov dwoyeipiong mepBAAAlovVTog TpoyHoTIKoh
¥POVOL Kataokevoouévo amd tn Microsoft mov digvkolvvel v avamtuén ko T dwayeipion
niektpovikdv oy vididv. To XNA entyeipel va ehevfep®dcel Tovg dNIOVPYONE AL VOOV
amd TN YPOPT EXAVOLOUPOVOUEVOL GTEPEOTLITOV KMOKA Kot vo, fondncel oty dnuovpyia
VE®V TTUXOV GTNV TOPOYOYN NAEKTPOVIKOV TOLVIOIOV UEGH €VOG gviaiov cvotnuatog. To
XNA avakowobnke yuoo mpatn @opd to Mdptio tov 2004 oty Koloedpvia. To XNA
onuepo mepapPdaver oAdKANpa TpuRpata avartuéng e Microsoft Games, 6mwg to Xbox
Development Kit kot to XNA Game Studio.
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Ewéva 3.2: Aoyotono tov XNA Framework

3.2.2 Teyvoloyia

To XNA Framework givar Baciopévo otig eyyeveic epappoyés .NET Compact Framework 2.0
v avamtuén oy vidtdv yio Xbox 360 kot .NET Framework 2.0 yioo Windows. TTepilappavet
€va eKTETOUEVO GHVOLO BIPAI0ONKAOV E0TKMV Yo TNV AvVATTUEN TTOLYVIOIDVY, Y10 VOL ETLTUYEL TN
LEYIGTOTOINGT XPNONG KOOV KMOWKO 68 OAEG TIG TAATPOPLES. Etvar iAo kot amid Tpog 1o
dnpovpyo, mpdypo o omoio 10 KafloTd amodoTIKO Yio va dnpovpysl ota mouyvid €va
kahootuévo mepidilov Aertovpyiac. Eivar dobéoo yioo Windows XP, Windows Vista,
Windows 7, Windows Phone 7 koi Xbox 360. Epdcov kdmoto mayviol sivar ypappévo cg
XNA, pnopet va 1pé€etl oe omoradnmote TAatoppa tov vrootnpilet to XNA pe eldyiom 1
kapio tpomonoinon. ITayvidia mov ekteAovvian oto framework tov XNA egivor teyvikd
duvatd vo, ypaetodv oe onowadnmote .NET yAmooa, alid uoévo to IDE g C# tov XNA
Game Studio Express kot 6ieg ot ekdooelg tov Visual Studio 2008 kor 2010 to vrootnpilovv

enionpa.

To XNA coumukvavel xounAol emmédov KOUUATIO KDOKO TOV KATOOKELALOVTOL KATH TV
avamntuén evog Tayvidlod, epovtilovtag yio. T cuUPaTdTNTO TG AELTOVPYING TOV ALY VIS0
OTIG SLUPOPEC TAUTPOPUES, MOTE TO TALYVIOLOL VO LETATPETOVTOL UE EVKOAIN aTd pio cupPfatn
TAoTeOpUa o€ GAAN. 'Etol emttpénel 6TOVG TPOYPAUUATIOTES TOUYVIOUDY VO, ETIKEVTPMOOVY
TEPLGGOTEPO OTO TEPLEXOLEVO TOV TOLYVISIOL KOl TOVG UNYOVIGHOUG OV KATAOKELALOVTOL
amoKAEGTIKG Yo To ekdotote oyvidl. To XNA £€xel evoopatopévo évo peydlo apOpo
gpyoreiov, 6mwg to XACT mov givatl cuopPatod pe kabe idovg mAaTeoOpL, MOTE VA EVIGYDOEL
T onovpyia mepieyopévov oty avdmtuén moyvioiov. To XNA vroomnpilel 1060 ™
dnuovpyia 6166146TOTOV OGO KoL TPLOIACTATOV TEPPAALOVTOG, TOL UTOPOVV VO OTOTEAOVV

TO Y®PO dPAONG KATOL0L TOLYVIOLOD.
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3.3 Muyyavy Pvcikic

3.3.1 Ewaymwyn

M pnyovi] @uoikng amoterel €va AOYIGHIKO TOL TOPEYEL L0 TPOGEYYIOT OPLGUEVAOV
TPOCOUOIDCEMY QUOIKOV GLOTNUATOV, Om®G e€ival 1 pNYOVIKY OTEPE0D  GOUOTOG
(ovumephopPavopévng g ovixvevong oVYKpovong) M 1 PO PELOTAOV VAIKAOV, TOL
YPTCLLOTOLOVVTIOL GTOVG TOUEIS TV YPOUPIKAOV NAEKTPOVIKOV VITOAOYIGTAV, TOV TOLYVIOIDV
KOl TOV KIVNUOTOYPOPIKOV Tovidv. Ot punyovég outég ypMoLLOTOIoNVTOL Katd KOpoV og
NAEKTPOVIKE oLy vidia, OToL HAAGTO 01 TPOGOUOIDGEL; GupPaivouy og mpayuaTikd ¥povo. O
opoc «Mnyovy QVGIKNG» YPNOYLOTOLEITON LEPIKES POPEG KAl YEVIKOTEPO Y10, VO TEPLYPAWEL

0TO100NTTOTE GUGTILLOL AOYIGLUKOD Y10l TNV TPOGOUOIMGT) PUGIKDV QOIVOUEVAV.

before o —
p \\ Vz', A
¥ 3 )’
! VT m2 :
- ; | [
- ﬁ\.l v, | 2 ) 1 A, e
|| e—— ; ) -
_.r/ I s )
5 ] =
,
[ ’
mz ! g
L aR
A _ |
____________________ _>
b 0~ x
g e o ¥ 4
afrer Vii s
. \\ my | N &
/ i) " | N
v \ Lk | \ e
| I-._ { - : A
Ty { | N
% ! y «
A § J -
2 — p)
Vir

Ewoéva 3.4: Kavoveg Mnyaviig Ducikrig

3.3.2 Iotopia & Teyvoloyia

‘Evag amd T0Ug TPMOTOLG MAEKTPOVIKOUC VTOAOYLOTEG YeVIKNG ypnons, o ENIAC,
¥PNOLoTOONKE ¢ it TOAD amAn Unxovn ELOIKNG. XpNoUomomonke yio va, oxedldcovy
BaAilotikoi wivakeg dote va, evioyvoetl i Hvouévec [oAteieg 0TI 0TPATIOTIKES EKTIUNOCELS,
yw 10 wov Bo mpooyeuwbovv o PANuate TLpoPoiikol SrapopeTik®V paldv KoTd TNV

eKTOEEVON TOLG UE OLOPOPETIKEG YwVieg kol UAleg, ocvuvumoloyilovtag Tr LETOTOMION OV
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mpokaAgitor and tov Avepo. To omoteAéopata vmoroyiloviov povo pic @opd Kot

cuvoyilovtav og £VTVToVG TVaKES IOV LOPALoVTAY GTOVG OL0IKNTEG TUPOPOALKOV.

Ot unyavég Ducikng Exovv ypnoyomoindel Katd KOPOV G€ VIEP-VTOAOYICTEG OO T OEKAETIOL
Tov 1980 1o TNV EKTELEGT] VTOAOYIOTIKOV HOVTIEA®Y UINYXOVIKIG PEVGTMV, OOV TO CMUOTIOW
£€YOUV OLVUGUOTIKEG QUVALELG TOL GLVOVALOVTOL Y10 VO, TPOCOLOLDCOVY TNV KLKAOQOpPId.
Adyo tev amoutnoewv g ToxOTNTOG Kol LYNANG oakpifelag, kol eneEepyaotés
VIOAOYIGTOV YVAOGTOL G dtavusuatikol emeepyactég £xovv avamtuybel yia v emtdyvvon
TOV LIOAOYIGUAV. Ol TEYVIKEG AVTEG UTOPOLV VO XPNGLLOTOBOVV Y10l VO LLOVTEAOTOU|GOVY
Kapkég ouvlnkeg yio v mpOPAeyn Tov Kapol KoBMG Kot TtV yoln emefepyaoctdv
NAEKTPOVIKOV LTOAOYIOT®V Yoo T PeAtioon g amoppdenong Oepudmrag. Onwg kot pe
TOALEG GAAEG O1001KAGIEG VTOAOYICUOV, T OKPIPED TNG TPOGOUOIMONG CLVOLETAL [E TNV
EMIAVOT TNG TPOGOUOIMONG Kol TG AKPIPELNG TV VITOAOYIGUMV. MIKPEG SIAKVUAVGELS TTOL OF
6o Anebovdv vrdyn otnv mpocouoimon pmopel va aAALAEOVY SPOAUATIKE To TPOPAETOUEVO

OTOTEAEGULATO.

Ewoéva 3.4: ITpocopoinon Porg Peuotol oe H/Y
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Apyrtextovikn Aoyiocuikov

AvOADOVTAG TO GUGTNLLO 00T YOVULLAGTE GE L0 OPYLTEKTOVIKY] TAV® GTNV omtoia oTtnpileTol Kot
Aertovpyel to Aoyouikd poc. Ilapokdto Bo mpaypotomomBel m meplypoen avtnig g
APYITEKTOVIKNG KaBDG emiong Kot 1 avAAvon TV EMAOYOV 0AAL KOl TOV TPoUTofEécewmy Tov

TPENEL VO, TAT|POVVTOL Y10, T GOGTI DAOTOINGT Kot AEITovpyia.

4.1 Emiloyn miatpopuos avamtolng Tye EQapuoyns

Mia, omd TIC TPDTEG Kol EVOEYOUEVMG TO KOPLES UMOPAGELS TTOV EMPETE Vo TapBOVV GYETIKG
UE TNV EKTOVNOT TNG TOPOVCAS SIMAMUOTIKAG EPYOCiaG €ival 1 ETIAOYN TNEG TAATQOPLOG TOV

YPNOLLOTOONKE Yot TNV avATTVEY TOV AOYIGUIKOD.

Mo va mopbet avt n amdeacn ARednkov vedyn modréc mapduetpot. Ilio cvykekpuéva,
Nrtav avaykoio va avaioylodel kovelg OAeg Tig avdykeg Tov KaAeitol vo KAADWEL TO AOYIGUIKO
Kot vo ypagtel o€ yhwooo cvpPati pe to Microsoft Kinect. e npdtn @don, diepeuvmdvtog
TIG EMAOYEG paG 0TIS TOAVEG ADGELG Yia TN (PNoT EWVIKGV ooV Tov KafioTohV EPIKTY
™V OAANAETIOPAON HE TPOTO AELTOLPYIKO KOl IKOVO VO 0DGEL TO EMOLUNTO AMOTEAEGUA,
éywve 1 emoyn tov awsOntipa g Microsoft, tov Kinect. Kabopiotikrg eniong onuaciog
NTOV EMAOYN TOL TPOTOL KOTOCKELNG MG HUNYOVAS YPOQPIKOV Tov Ba mAnpovoe Tig
npobmobécelg mov €0ete T0 MEPPdALov Tov TEMKOV €pyov. Emmpdcbeta, yio va gipoote ot
0éon va  Bewpodpe Lo EQUPUOYN ETITUYNUEVN TPEMEL VO GLVOSEVETOL OO Eval OLOPPO,

€0YP1NOTO Kot AEITOVPYIKO TEPIPAALOV.
Yyed1alovTag W0 TUPOUIBN TOV VTOONAMVEL TNV TPOTEPUIOTNTO TMOV TUPOUETPMY Y10, TOV

TPOTO GYESINONG KOl VAOTOINGNG TOL AOYIGUIKOV, IE KOPLPN TNV TPMOTOPYIKN Kol KOPLOTEPT

TopApeTpo Exovpe to eENG oynua (Zymua 4.1):
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Microsoft Kinect

Anmodoan Mpagikww

Anuovpyia Mnyaviic Quoikig

TeAswomoinon Mnyaviic Naywvidion

Zypa 4.1: TTupopido TpoTEPAOTNTOS TEPLOPIOUMDV

To SDK tov Microsoft Kinect eivor ypappévo, 6mmg ntov GAAOGTE OvaUEVOUEVO, O YADOOES
OV GVAKOLV OTNV VPOTEPT OIKOYEVELD, TV Aoyloukdv ¢ Microsoft kot mpogavdg M
¥pPHoN Kot 1 Aettovpyia TS cvokevng Ba pmopovooy vo yivouy povo amd avtéc. Ot YA®ooeg
avtég etvor n C++ kou 1) C#, dedopévo mov £6mae TV TPOTY YPOLUUT TAEDOTG Yo TO EPYOAEL

mov Ba ypnoiponomBovyv.

‘Exovtag AdPel Aowmdv TovV TPAOTO TEPLOPICUO MG TPOG TIC YADOGGEG TOL Eivol KAVEG Vol
ypNoLononfovy, TEPVALE OTO EMOUEVO GTASIO TNG TLPAPIdHG TTOL gival 1 0mdd0CT TOV
YpapiKod mePPdAlovtog. Ady® TOL €UPOVLE TG HEAETNG WOV  ypeldleTor Kol TMV
SLOQOPETIKMOV YOPOKTNPLOTIKMY TOL TEPLEXEL 1 CLYKEKPEVT epyaocia, Ba eumnpeTodoe
OTNV KOTOOKELT TNG UNYavig amddoong Ypaeikav £va eEe1dtkevpévo Takéto PiAtodnkmv
7oV Bo UTOPOVGE VO TPOGUPUOGTEL TAVM GE Lio €k TV 600 duvatav emhoymv (C++, CH#) ko
va  géumnpetoboe 6T YPOPN KMDOKO EEEIOIKELUEVO  YLOL  YPOQIKG  TEPIPAAAOVTA.
[Ipayuotonoidvtag Aowmdv o épevva, o€ TETOWL &€idovg makéta, emAéynke 1o XNA
Framework 1o omoio divel Aoelg avaloyeg TV amortoduevey. Xe avtd 1o onueio 1o XNA
011 TOV EMOUEVO TTEPLOPIGUO Y10 TNV ETAOYT TNG YADOOAG TToL o epyacBovpe, mov dev gival
AN omo ™ C#. Ondte Pacikd epyareio yio v vAomoinon emiéyetan to «Microsoft Visual
Studio 2010» ¢ C#.
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IIpoywpdvtag 6t0 €mdOUEVO €Mimedo, akolovBel 1 onupovpyia pNyovhig ELOIKNAG Tov Ba
MEPEXETE OTO MAEKTPOVIKO moyvior kot Bo oAiniemdpd pe 10 Ypnot. To va
dnpovpynoovpe KAAGELS KATOMY GYEOIOGUOD TOV SVVOTOTHT®V Tov Oa €yel 1 Unyovy
QULOIKNG dev emPdAlel KAmMOW TEPLOPICUO Yoo TN XPNON OCULYKEKPLUEVNG YADGCOOG
TPOYPOUUUATICTIKOD EPYOAEIOV, LG KOL VITAPYEL Uit TAELAO0 YAMGG®OV TPOYPOUUOTIGLOD
KOVEC Vo DAOTOMGOoLY KATL T€tolo. Qotdco, 1 emihoyn €xel yiver Mdn omd ta dvO
TPOM YOV UEVE 6TAdLN, 0TtOTE Ba mpaypotonomnBel oe yYhwooo C#. H unyoavn euowng Farseer,

ypapuévn eniong oe C#, tov 10 TPATLTO GTO OTOi0 GTNPiYXONKE KAl VAOTOMONKE 1 UIYOvT).

Téhog, otn Paon g Tupapidag PpiokeTon 1 TeEAEOTOINGN TOV TTOYVISL0D e OAO Ta oTOlYXElD
OV OTOTEAODV €vo, OAOKANpOUEVO MAeKTpOovIKO TTayvidl. Ta ototyeio owtd dev eivar aAia
amd TV Vmapén AOYIKNAG GTO TaLvidl, Tn oEpd Ue v omoio mpofdAloviol To eKGGTOTE
nepPdrrovta (Hevov, mioteg, AOYOTLTA), 1| KOTOUETPNON TOVIMV, Ol TPOCTAOEIES K.0. OO
TAEVPAG TPOYPUULOTIGHOD, TOL emiong ypdotnkav oe C#, oAAd emiong kol n dnuovpyio
YPOPIGTIKOV VALKOD, KIVOUUEVOL KOl LI, TOL YPNCULOTOmOnKe yio Tnv €UQAEvVIon Kot To

YPOPIKE Ko oyedidotnkay oto tpoypaupoto «Adobe llustrator» ko «Adobe Photoshopy.

4.2 Ileprypapn Asitovpyidrv

To mapomdve cHVOLO GTAdIMV ATOTEAEL KO TO TANPEG TOKETO AEITOLPYLDY TOV GLVOETEL OAN
TNV €QOPLOYT, apol Kabe atddio e&vmnpetel Eva Tunuo g OANG Aettovpyiag. Ot Pactkég
dnAadn Aertovpyieg mov amoteAovV To oy vidt eivat n Aettovpyia Tov Microsoft Kinect, n
AgrTovpyio, TNG UNYOVAG YPOQIKDV, 1| AELTOLPYI TNG UNYOVIS QLGIKNAG KoL 1) AELTOVPYia TG
Unyovng tov oy vidlod. Ieptypaeovioc Aomov avTég TIC TEGGEPLS AELTOVPYiES, dideTal [

TANPNG EKOVO, Y10, TO TL KAVEL KAOE TUM O, KOL LLE TTO10 TPOTO GUVEIGPEPEL GTO GVGT LA

4.2.1 Aearovpyia Microsoft Kinect

H Aerrovpyia tov Microsoft Kinect amotelel v xbpla Pdon miveo oty omoio £xel KTIGTEL
o\o 1o cvotnua. H Asitovpyia tov aiebntipov tov kdvel epiktn v €icodo dedopévov €€
amooTioemG Kot olvel v mpdcPacn otov EAeyyo TOL wALVIOOL, ONAAdY OTNV
TPOYUOTOTOINGN TG CAANAETIOpaoTS avOpOTOV-pUNYaviS, TOV Elval Kol 0 KEVIPIKOG GEovag

v oTov omoio epyalOUAoTE.
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Tuykekppéva, oto “Prehistoric Nuts”, o Kinect kavel cuykekpipéveg Aettovpyieg T1¢ omoieg
EMMPEAOVVTOL 1) UNYOVT] GUGIKNG KO YEVIKOTEPH OAOKANPN 1 UNYOVT] TOL TOLXVIOO0 DGTE VO

g1odyovton To 0ed0UEVA KATAypAPOVTAG TIS KIVIGELS TOL ovOpOTTivou GONOTOC.

21V ovoio, Kataypapovog Tic KNoels Tov ohpatog, o Kinect avayvmpiler 20 apbpboerc,
TIG omoieg mapakorovbel otov Tplodidotato xdpo. Exovtag 110m dedopéva yio ke dpbpwon
Eexoplotd, avayvopilel ) 0Eon Tov OpPLeTEPOL Kol TOV 05100 XEPLOV KATAYPAPOVTIOS TIG
GUVTETOYUEVEG TOVG UE OMOTEAEGHO VO Sivel ¥pNoUn TANpoPopia Yo T0 TG aKpI®dG 0

YPNOTNG KIVEL TAL XEPLOL TOV, TNV YOVio TOV To TomodeTel AL Ko TNV ATOGTOOT).

Soumepocpotikd o Kinect Asrtovpyel o¢ ocvokevn €16600v, avayvompilel o€ TPAyUATIKO
¥POVO TN GLUTEPLPOPE TOV TAIKTN KoL TIG EVTOAEG TOV OIVEL KO TIG LETAPEPEL GTIV EQOPLLOYT.
H Aertovpyia Tov givar evvon kot amdn GAAG TapOAL, ALTA, 1) AVAYVOPICT) KoL 1) ¥P1OT TOV

dedopévav givar apketd moAdTA oK. o avaAvbel ekTEVRC GE ETOUEVO KEPAALO.

4.2.2 Aerrovpyia Myyavig I pagikov

H pnyovn ypaowdv mapéyet m dSuvatdmto onetkdviong Tov Ypaeikol mepiPdAloviog oty
gpappoyn. Mia mietdda pnyavioudv, pe m Pondeia tov Biiodbnkodv tov XNA Framework,

Pocdidel T duvaTdTNTO TPOPOANG TOL TEPPAAAOVTOG dPAGTC TOV ALY VIOLOV.

2V mpoKeWEVT TTEPINTOOT 1o moyviol Paciletor og pio unyovn S1681A0TATOV YPAPIKOV
ynoidwv (bitmap graphics) mov mpofdiletar oty 006vn oce éva dodidotoTo cHoTUO
CUVTOYUEV@V HE apy] TV aovov TNV Tave apotepn Yovia tov mapabddpov, onueio 0(0,0),

Oeticd nuid&ova tov X wpog ta de€ld ko OeTikd nuidéova tov Y mpog to KATo.

AwodLaoTtato ZUCTNUO ZUVTETAYUEVWY
- 0(0,0) (+) X

.
»

Koopog

ZWOTa 6TO XWPO

(+)

Tynna 4.2: Toompa Zvvietoypévov pnyavig Ipopikdv
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TN Unyovh Ypoetkov vdyovtal OA0L Ol UNYOVICUOT TOV OmalTouVTOL Yio va TpoBAnbovv ta
YPAPIKA TOV ALY VIS0 GTN LOPEY| Kot TV Kivnotoloyia mov givor Bgputn. Opiopéva and ta
MO KOPOL OTOLEID TOL EUMEPLEYOVTOL GTN UNYOVR 0vTH €lval 1 dvVATOTNTO (OPTOCNG
EIKOVOV €lTE UELOVOUEVOV GTOLEIDV Y10l OTATIKA YPAQIKE, €iTe MVOK®V Y10 KIVOOUUEV.
Tavtdypova eumepiéyovior unyovicpol dnuovpylag oynudTov, OT®MG KOKA®V, TPLY®VOV,
TETPAYDOVOV KOl YPOUUDV OTOV KPIVETOL amapaitntn 1 ¥pnon tovg Kabmg emiong kol m
wpofoin kewévov mov umopel va divovv odnyieg, TANPOQopiec Y TOVG TOVIOLG 1| TIG
emovonyels. Avvatn emiong givol 1 ETAOYH YPOUATOV GE TOAAL dUVOUIKAE GTOlYElDL TTOV
npofdAlovtar pe duvatotnta pvouong kot tov Alpha kovaiiod mov diver v TAnpogopia

Yol T SPAVELD TOV YNOId®V.

H pnyovn ypapik@v ival 10 KOUUATL Tov AEITOVPYEL [IE TETOLO0 TPOTO MOTE VO £YOVUE TNV
EQUPLOYN OTO YPAPIOTIKO eminedo mov Béhovpe. Mécw g punyavig avtng TpoPaiietal To
KevTpiko mapdbupo péoa 6to Asttovpyikd cvomua tov Windows 7, pvbuiletar n avdivon
oV Tapafdpov, o pLOUdS avavémong tov tpoPordv (Frames Per Second — FPS), n poptwon
apyelov ewovag 1 Bivieo kat n TpoPoin Tovg, akdpUa Kot 1 duvatdTnTo cHVIECTG KAt ¥PNoNG

e to Kinect kot pe v mAnpogopio v omoio 0vtd KatoypageL.

4.2.3 Aerovpyia Myyavig Pvoeiknyg

[Ipoéyovia poAo otn Aertovpyic. TOoL TOLVIOWOD Katéyel M pnyovn evotkne. Omnwmg
TEPLYPAPNKE KOL GE TPONYOOLUEVO KEPOAGLO, LE TN YPNON TNG UNYAVAS QPUCIKAG GTO
TEPPAALOV TNG EQOUPLOYNG, EQAPUOCULE SLAPOPOVE PLGIKOVG VOUOVG TTOL YPELAGTNKAY (DOTE

Vo AEITOVPYEL CMOTA 1) AOYIKY] TOV ALY VIS0V,

To moyvidl avikel oty Kotnyopio TV TorvididV 6KOTEVOTG. ZUYKEKPIUEVO, OGS EXEL 10T
avaeepbel, oKkomdg Tov YPNoTN Elvar TapayEl KPoUoeS HETOED Tov AiBov Tov exopevdovilel
Kol TOV KOPT®V Tov Ppiokovtal 610 ¥dpo Tov eMIESOL TOL Tayvidlov. H unyovi Aowmdv
(QULOIKNG YPNOYOTOLEL TOVG €ENG ECMTEPIKOVG UNYOVICUOVG Y0 VO, SDOCEL PE PEAMGUO KOl
aAnfoedveia v aicOnon g PLOIKNG GTO YHPO:
o  Mnyovioudg PBapdtrag. Ta codpate mov VIEAPYOLY 6To TEPPAALOV dExovTOL TNV
EMEN ™ BopdnTag pe omdALTH TPpocsopoinon e maykdouag otabepdc g (9,8 m/s?)
pe @opd mpog 10 Betikd Mua&ova Y, dwbétovv dapopetikny palo to kobéva ko

otafeponotobvTal HOVO TAV VIAPYEL PLGIKO EUTODIO.
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Mnyoviopdc Kpovone. H Kpovon sivar guotkd @ovOpevo Kot ovagEPETaL otV
oTypwaio Tpocéyyion 000 copdtov. Kpodon ovopdletar  doknon dvvapemv petal&d
300 cOUATOV Yoo TOAD pIKpd ypovikd dtdotnua. Katd v kpovorn dVvo copdtov,
OTNV TEPIMTOOT OV JEV OGKOVVTOL EEMTEPIKES OVVALEIC OTO CMOUOTO 1| AVTEG Eivarl
TOAD LIKPEC GE GYEOT UE TIC ECMTEPIKES, IGYVEL 1] apyn SLTHPNCNS TG OPUNS. AVTO
OMNUOIVEL OTL 1 GUVOAIKT] OPUT TOV COUATOV TPV KOl HETA TNV KPOVOT| TOPUUEVEL
otabepr. O unyoviopdg Aomov avtdg divel Uit PUGIKOTNTO OTIV TPOGKPOLGT) TOV
COUATOV HETOED TOLG LE OMOTEAEGUO VO, KIVOUVTIOL QUGIKG GTO YOPO KOl VO
KatevBvvVovTaL G AOYIKEG TTOPEIEG. TTO UNYAVIGUO QVTO VTAYETOL KOl 1] KPOOGT UE
avtikeipeva peyding patog 0rtmg o ddmedo N Ao otabepd avtikeipeva Tov Tapd

TNV KpovoT TAPAUEVOVY aKAOVTTA, UG Kot vioAoyilovTal o¢ dnelpeg palec.

Mnyavicpog  Awvvopoatikrg tayvtmtag. H  epappoyn éxer viomomBel oOmmg
avagépope o€ S160106TATO GVGTNIO. ATOPPOLN TOV SIGIAGTUTOL OVTOD GUGTHIOUTOS
givar va opilovtar Ao ta dtavoopatikd peyédn (6éom, taydmta, emttdyvvon) UE
dedidotata dtavocpato, dnradn pe cvvretayuéveg X kot Y. Kabopiotikd poro ot
Aertovpyio, TOL OAOV UNYOVICUOV EYEL O UNYXOVIGHOVS OLOVUGHOTIKNG TOYXDTNTOS TOV
opilel To pétpo TG ToHLTNTOG TOV KAOE AVTIKEUEVOL aVA Ao GTIYUN OAAG QUGIKG
ka1 Ty KotevBovon e, Kevipikd mopdderypo otn Asttovpyio avtn givar 0Tt HETH ™
dnuovpyio TAoNG OTNV GEEVTOVA KL TV EKCOEVIOVION, 1 TETPO CTOKTA L0 OPYLIKN
ToXOTNTA AOY® TNG SUVOUIKNG EVEPYELOG TTOV £XEL OMOKTNOEL 0 AlB0og AOY® NG TAONG
TOV TOPAUOPPMOUEVOL EAAGTIKOD TTOV £XEL TV kKaTe®OVVOT pe TNV omoio GNUASEVEL O

XPROTNG.

4.2.4  Aerrovpyio Mnyyavijs Haryvidrov

H pnyovh mayvidion (game engine) givat o unyoviocpog Tov AEITOVPYEL GO opyavmTig Kot

popdlel pe tétoto TpOmo TIG AEITOVPYIES KOl TO. SEDOUEVO DGTE 1) TEMKY| EQUPUOYN VO £XEL

AOYIKY|, GUVOYT], PN KoL TEAOG,.

H pnyovn mouyvidiov givol to KoppdTt Tov odyopiBumv mov KoTapEPVEL VO, GUVOVAGEL TOVG

TPEIC VTOAOITOVG KEVIPIKODS UNYOVIOUOVG. XTNV ovoie &ivol o pesorafnthig yo v

EMKOWVOVIN TOV A0SOV AEITOVPYIDV, TPAYLLO TOV EMTVYYAVETAL LLE CUYKEKPIUEVT] GEPA Ko

Aoyucn. o avaivtikd, ta Prpata £xovv og e&Ng:
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H mnpogopia mepvé amd tovg aicOntipec tov Kinect 1o omoio kataypdest Tig

KN GELG TOV oK.

e H mnpoeopio vt peTaTPENETOL GE OedOUEVA TKOVA Vo €l5ayfobv ot pnyavi

QLOIKNG HECM TNG UNYOVIS TOV AL VIOOD MGTE TO GUGTNLO VO OAANAETLOPAGEL.

e ’'Exovtog mhéov Ta avrtikeipeva evtog TG Unyoving euotkng Adpet ta véa dedopéva,
OAANAETIOPOVY HEGH, 0TO TOLyvidl pe Tpoémo mov opilovv Ol PULGIKOL VOUOL TOV

GLOTNLOTOG,.

o AdY® ™G TPAYUATOTOINGNG OAANAETIOPUGTC [LE TO VOO, TPOCTAODVTS AVTO VO
épbel oe plo véa @uown ooppomio mpocapudlel ek vEou Ta dedOUEVE TV
OVTIKEWHEVAOV, TO OTOl0l PECM TNG UNYOVIG TOL TOLXVIOOL (TAVOLV GTI UNYOVN

YPOPIKMY 1 OO0l AVAVEDVEL LLE TN GEPE TNG TO OTTIKO TEPPAALOV.

Onwg elvar KoTavontd, €xel 10 pOAO TOL JSlayEPLoT] 610 OAO cvotnua. EmmpodcHeta,
pUnyovi Tov oy vidlob divel evioAég Yo kdmoteg Tpdcobeteg Asitovpyieg Kot SUVOTOTNTES TOV
ALY VIS0 OGOV apopd TN AOYKN Tov ovdAioya pe To. cupfdvia mov ddpapatifovtal, yio
mapadetypa avayvopiler v emaen peTasd ABov kot Kopmod Kot dnUovpyel poyUES £mG
OTOL T0 CLAAEEEL 1] €lvail O PUNYAVIGUOG 0 0moiog elval VTELOLVOG Y1 TN HETPNOT| TOV TOVIMV,

TV AoV Tov ¥pOVoL Kol GAL®V TUPOUETP®V.
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2yeotaon Aoyicuikov

210 KEQAAO0 0VTO O yivel piol AETTOUEPNS OVOPOPA GTOV TPOTO LIE TOV OO0 GYESAGTNKE N
viomoinon g mapoHoag SMAMUATIKNG epyaciag, avaivovtag o€ Pdbog Tig pebddovg kat Tig
Suodkaocies amd TG omoieg amoTeAEiTAL TO GUGTNHO KOL TOV TPOTO LE TOV 0010 GLUPAAAOVY
otV &vpudun Asuovpyic Tov. Ga TEPLYPAPOVY GUVIOUO TUNUOTO TNG EQOPUOYNG OV
TéOnKav oG avaykaio KaTd Tn oYedion TOL CLUGTAUNTOS, OIVOVTAG EUEOGCT] LE O EKTEVN
avaQopd ot KAAGELS OV £X0VV TPOTEVOVIO POAO KOl OTOTEAOVV OVOTOCTAGTH KOUUATLOL

TG OMOTEAEGLLOTIKNG AEITOVPYLOG TNG EPAPLOYTG.

5.1 Apyirexrovikny

O1 KAGoEIC ol omoieg dNUIOVPYNONKAV Kol YPNCULOTOIOVVTOL GTOV KMOIKA TNG EPAPUOYNS
glval meplocdTepeg omd ekatd, AAAEC WKPOTEPEG KO GALEG UEYOADTEPES, AALEG AElTOLPYOVV
Yl VO TEAEIOMOMGOLY AEMTOUEPELEG Kot GAAES amoTtelobV T Pdomn yo Tn dnpiovpyio Tov

GLGTNLOTOG,

Qo1600, Péylotn onuacio KaTd T oyedioon glxe 1 KATNYOPLOTOiNOoT TOV KAAGE®V MG TPOG
T Agrtovpyia Tovg. AAAeg KAGOES OVKOLY GTO KOUUATL TOV UNYOVIGHOD AYNG SES0UEVAOV
péom ™G aAAnAenidpaong avOpomov-unyavig pécm tov Kinect, dileg e&umnpetodv otnv
dnuovpyio tv Tpobmobécemy anddoong TOV YpaPIK®V, KATolEg 6t dnuovpyia PactKOv
oTolEl®mV Yo TN dOUNoT NG PLOIKNG OAANAETIOpacNG HETAED TOV AVTIKEWEVOV KOl GAAESG
£€Youv 10 pOLo TV PaciKdV KAGGE®V dlayeipiong AV TV vIoAoinov dote va otndel opHd

TO NAEKTPOVIKO TTALYVIOL.

To mopakdte oynue Ponbd ommv KoTOVONGN TOV CYECEMV OV VTAPYOLV WETAED TMV
AELTOVPYIKDY KATNYOPLDY TOL £XOVV ovamtuydel Kol cUVTEAOVV GTNV OPUOVIKY Agttovpyio

oV Aoyloutkod. Onwg glval eU@aveg 1 YEVIKN unyovn Tov Toyvidlod mov Ppioketal otnv
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KOPLPT TOL GYNLOTOG €IvOl 0 UNYOVIGHOG TOV dEYETAL TIG TEMKEG TANPOPOPiec amd GAOVG
TOVG VTOAOITOVG UNYOVIGLOVG DGTE VO TOVG YEPIoTEL KATAAANAL Kot v cLVOEGEL TO TEMKO

AOY1KO, onTikd Kot Bepitod anoTéAEGLA.

Zxebiaon Noyiouikov “Prehistoric Nuts”

4

Mnxavn Noyvidiov =

Mnxavn Fpadikwv

Mnyxavi Quowng

Microsoft Kinect

D Avadrntuén Npwrtoyevwyv Epyoleiwv

D Xpnon Kupiwg Etolpwv Epyadeiwv

Iyqpa 5.1: Zyéoeg Aedopévav

[Mopakdto, 8o mePrypapovV 01 GNUAVTIKOTEPES KAUCELS avd Katnyopia kol Oo amodofovv
OYNUOTIKA MOTE Vo Yivel katovont 1 oOvOeon petald Tovg, 1M ¥pNomn OAAG kol 1
KAnpovopukotnta petald tovg. Téhog Bo amodoBolv emiong avd katnyopio ywoo vo pnv

vap&et ohyyvon AOYw G TANOD PG TOV KAAGEWDV.
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5.2 Heprypopn Kidcewy

AxoiovBel m TEPYpOON TOV KUPIMG HEPOLG TNG TPOYPUUUOTIOTIKNG OYeSIOGNG TOV
GLOTANOTOC. Ba YIVEL L0 TEPLUPPACTIKT TEPTYPAPT] TV HEDOOWOV TTOL YPTCIULOTOIOVVIOL GE
KéOe KAdon ®ote vo amodobel 0 TPOTMOC Ue TOV Omoio Agitovpyel kdABe Koupdrtt Kot

GUUTANPOVEL TNV YEVIKOTEPT] AELTOVPYiOL.

5.2.1 Kidceg & Lrowyeia Jerrovpyias rov Microsoft Kinect

To SDK tov Microsoft Kinect mpoceépetl amd mhievpdg tov otig PPpAodnkeg tov ypiotpeg
KAAGELG, OOUEC, TOTOVG UETUPANTOV Kol TOAAG GAAQ Vi TN SlEvKOAVVOT TNG XPNoTg Tov. Na
onuewmbel 0TL ot cvYKEKPEVT gpyacia dev ypnoyomombnke o ausbnTipag NYov TOL
TOAALOTTAOD UIKPOPOVOD 7oL Stafétel 1 cLokeL] AL uovo ot kauepes. Kamowo amd ta

ototyeia mov Tpocpépel To SDK Kot ¥pnoipomolodvvtal 6To AoYIGKd pog eivar To eENg:

e KXdon Runtime

H «\don Runtime anotedei Ty mpdTN Ko KOpLo KAGoT Yo TNV apy| Aettovpyiag Tmv
awoOnmpov. Tlepiéyel cuvapTOELS YIoL TNV EVEPYOTOINOT] KOl OIEVEPYOTOINOT] TV

aoOnmMpov, peTafAnTtég Kot events Asttovpyiog.

e KXdon RuntimeOptions

H ldon RuntimeOptions mepiéyer Ohec Tic mbavig Aettovpyiec mov dvvotol To
Kinect vo zpaypatomomcel, TV 0moimv €VIOA000X0 OULVAPTNON OamOTEAEL 1)
Initialize(RuntimeOptions) wov Ppicketar otnv Khdon Runtime. Xty ovecia, ue to
GLUVOLOCUO GVTO TPAYLOTOTOLEITAL 1] EKKIVIION TOV cucOnTipa e TN Agrtovpyic Tov

EMAEYETOL OC TOPAUETPOG.
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K\dom SkeletonFrame

H «Adon avt) mepiéyel TOmovg HETOPANTOV 01 0Toiol 0moBnKevoVY TANPOPOPIES TOV
£€XOUV VO KAVOLV UE TNV OAANAETIOpacn TOL OvVOPOTIVOL CAOUNTOS KOl TMV
OTIYHUOTUT®V, OT®MG TNV TANPOPOPI0 Yo TOV avOpOTIVO OKEAETO WECOH OO TIG

g1koveg (kapé) mov kataypdeet o arsbnmpog tov Kinect xatd t Aqyn.

KX\aon SkeletonTrackingState

H «hdion avth mepiéyet Tig KaTaoTAcELS OTIS 0moieg pumopel vo BplokeTar 1 Kataypaen
TOV  KWAoewv Tov avBpdmivov okeletod. Otov  Ppioketor o6t0  6TAd0
TapoKoAoLONoNG, TOTE Eival EPIKTO VA ATOHOVAOGOVUE TANPOPOPIES Y1 TIG PUOLKEG

KIWVNGELS TOV apBpdoemY TOV XpNoTI.

K\don SkeletonData

Znv KAdomn ot avikouy ta dedopéva Tov TEPLEXOVY OAES TIG TAPOPOPIES Y1l TO TL
aKp1dg cupPaivel 6To YOPO UE TO OKEAETO KO TIG ApOPDOGELS TOV. ZTNV 0VGio LECH
mg KAGoNG avtng umopovue va eAéyEovpe ta dedopéva OV  KOTOYPAPEL O

aoOnmMpog kol va epyactovpe pe avtd.

Aopn Joint

INUOVTIKO POAO GTNV aviyvevon ¢ kivnong tov copotog dwodpapatilel n doun
Joint. H doun avt oamoteAeiton amd évav amap®unt, tov JointlD, wa petapinty
0¢ong kol v petaPfAnti mov dNAGVEL TNV KATAoTOOT Kataypagng kivinong. H doun
QLTI AVTIOTOlXEL GTOV TPOTO YEWPIOUOD KdOe pog amd Tig eikoot apOpdoelg mov

aviyvevetl to Kinect.

AmapBuntmg JointlD

O amopBunmg JointlD mepiéyel Tyég Yo TI¢ gikoot apbpdoelc Tov GKELETOD, i

TPOG pio, MOTE VO ONUOTOS0TEL TNV TawTomoinon kdbe apBpwong kot va eréyyetal
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Eexwplotd amd TIg vIolomes. Agv amotedel KATL GAAO TOPd TNV «TOVTOTNTOY) KAOE

apBpmonc.

IMpogavmg ot khdoelg mov mpoopéper to SDK tov Kinect givar yevikéc khdoelg mov
dtevkoAHvovy TNV 660 TO dLVOTOV peYaADTEPN Kol KOAVTEPN a&tomoinon tov oisOnrpa.
Qotdc0 Kbe epappoyn xpetdleror TOAAES Popég TNV TPOGHN KT KATOIWV VEOV GTOLYEI®V TOV
Ba ypelaotobv otV avdmtulr] ™G Kot dev €ivol TPOGYESOCUEVA. XTI GCULYKEKPIUEVT|

nepintoon Mrav avaykoio n dnpovpyio o véag KAAoNG:

e Kldon KinectExtensions

H véa avth Khdon mov dnovpynonke £dmaoe Tig e&ng dvo npdcbeteg duvartotnteg. H
pio giye va KAveL Pe Tn cuveyn Kataypaen Tov Kopé Kot TNy TpoPfoin tovg o Pivieo
TPUYUATIKOD ¥pOVOL Kot 1 dgbtepn pe TN Béom tov apfpdoemv cOUPOVL LE TO
GUGTNIO GUVIETAYUEVOVY IOV €XEL KoTooKevaohel oto ev Adym d160140TaTo ToyVidl,

eniong o€ mpayLatikd ¥povo.

5.2.2 Kigoeis & Zrowyeia tis Myyoviis I papikoy

Mo mv avammén g unyovng YPoeIKOV Tov ¥PNoIUomominke 6to d10dpacTiKO oty viotl
Prehistoric Nuts, éyovue avaeépsr 1on o611 ypnowomomdnke to XNA Framework, mov
TPOCEPEPE GPECT EPYOLEID YPOPIGTIKOD YOPUKTNPO UE TO, OTOI0 OYESIAGTNKE TO TTEPPUAAOV
TOV TOLVIOOD OTIS TPOJYPUPES TOL  OTOITOVVTOY. ZVYKEKPIUEVO, £YVE YPNOT TOV
Microsoft.Xna.Framework, Microsoft.Xna.Framework.Graphics, Microsoft.Xna.Framework.
Input  «or  Microsoft.Xna.Framework.Content. ITwo  ovykekpuéve, katd  KOpov

ypnooroOniay ta e€ng otolyeio:

Microsoft.Xna.Framework (Bifliobnxn yevikotepns koxnyopiog epyoieicwv moryvidion)

e Kldon Game

H «\éon Game givar 1 kKAdon oty onoio otnpiletar | ootk Wnyovn YPoQiKoy, Ton
€xel GECT OOVOEST] KOl EMKOVMOVIOL LE TN UNYOVT] TOV TOYVIOo0 Kol pe T0 Paoikd

KOUUATL TG 0mod0ong Ypapikav (rendering).
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K\don GameTime

H «Adon GameTime amotelel 0 6Tty idTLTTO TOL YPOVOL TALYVISIOD EKPPALOVTAS TO
o€ UETOPANTN ovveXoLg N OlOKPLTOD YPOVOL (MGTE VO UTOPEL Vo, ypnoipomon el

KaTOAANA Q.

K\don GameComponent

H hdon GameComponent eivor 1 KAGoM 7OV OVGLOCTIKA TEPLaPivel 0o Ta

ototyeio Tov mayvidlod mov tepiéyel to XNA Framework.

Aopn Color

H doun Color ekppdlet tnv maréto twv RGB ypoudtov, Tov KOKKIVOL, ToV Tpdcivou
KOl TOV UTAE KOVOALOD, cvuminpodvovtdg pe to Alpha kavdit yio ) pOuion g

SLQAVELNS.

Aopn Point

H doun Point omotekel anhd o kovkkida otov diodidotato ydpo pe X kot Y

GUVTETOYLLEVEC.

Aopn Vector2

H dopn Vector2 anotelel anid éva didvoope otov diedidotato yopo pe X kot Y

GUVTETOYULEVEC.

Aopn Rectangle

H doun Rectangle opilet éva opboydvio Taporinieninedo otov S168146TATO YHPO UE

X kot Y ovvtetayuéveg 0éong, mhatog kot DYog,.
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Microsoft.Xna.Framework.Graphics (BifAiofnxn epyaleiowv ypapiotikod yopoxtipo,)

e K\don GraphicsDevice

H «Adon GraphicsDevice givar 1 kldon mov mpoypatomolel v oapykn Pdon
amddoong yYpaglkadv, onuwovpysl mopovg, yewpiletoar 10 ocvommuo oe  eminedo

petafintav, puuilet ta enineda poTevOTNTA KO dNUovpyel epé okiaonc.

e KAdon SpriteBatch

H x\don SpriteBatch eivor n «hdon mov diver ™ dvvordtnto o€ o opdda
TOVOUOLOTUTIOV GTOEI®V Vo 6YEOOTOOV Kal va TpoPAnBody oty 006vn, GOUPOVa

LLE TO TTAOG EYEL OPLOTEL TO OAO GUGTILLA TOV YPUPLKOV TEPPAALOVTOG.

e Kl\don SpriteFont

H «Adon SpriteFont diver ™ Svvatdmro wpoPfoing kelpévov oto mapdbvpo, ot

Hopon Kot TIc puOuicelg mov givar Ogpto.

e Kldon Texture2D

H «\éon Texture2D avimpocomedel €va d100146TATO TAEYHO OO YNeides, otV
ovcia dNAadn, glvar n KAdon 1 omoio pog divel T dvVATOTNTA POPTOONG apYeEi®V

€IKOVAG Y10 TN XPTOT) TOVG LEGH GTO TOLYVIOL.

e Aopn Viewport

H Soun Viewport amotekel ™ dour pe tv omoia pog divetor m dvvatdtnto, va
0picoVUE TIG SIUCTACELS TOV KEVTPLKOD TTapafvpov, 6To 0moio TpoPfdiloviie 6T otV

TaPOVGO EPAPUOYT TO O16010GTATO TEPIPAAAOV TOV TTaLYVISL0D.
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Microsoft.Xna.Framework.Input (BiSAi00ixn epyoleicwv eicédov dedouévawv)

K\éaon Keyboard

H «Adon Keyboard sivot 1 khdon pe v onoia pog divetat 1 Suvatdtto avaKTnong

TOV TAKTPOV TOL TANKTPOAOYIOV.

K\don Mouse

H «\éon Mouse givar 1 kKAdon pe v ool pog divetat 11 SuvaTdTNTO OVAKTNONG TG

6¢onG Kot TOV TANKTP®V TOL TOVTIKLOD.

Aopn KeyboardState

H dour KeyboardState avtimpocomebel v KOTAOTACN TOV TANKIPOV TOL

KATOypAQETUL Ao TNV £(0060 TOL TANKTPOAOYiOV.

Aopn MouseState

H dopn MouseState avtimpocomedel TV KATACTAON T®V TANKTPp®V Kot TG 6éomng

7OV KOTOYPAPETOL OTTO TNV €IGO00 TOL TOVTIKIOV.

Na onueiwbel ot dev éyve ueyaln ypnon twv oToLYElmYV avTOV oS kKol 1 Pooikn
OVOKEDT €10000D TOV TOLYVIOWD Koy i ovokevr Kinect. ITapdia avtd, n ypion tov
KOTG, TNV avamTodn Tov Aoylouikod kpifnke amopaitnty wote Vo, yivovial e0KOAG Kol
YORYOPO. 01 KOTGIANAES Ookiués. Ews kot v tedikn EKdoon TG €popuoyig, €ival
EQIKTH 1 €I0000C OMO TOVIIKI KOI TANKIPOAOYIO OOTE TO TOLYVIOL VO UTOPEL VO,

Aerrovpynoel axoua kot ywpic t ypnon omopaitnto. tov Microsoft Kinect.
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Microsoft.Xna.Framework.Content (BiSAio0nxn epyaleiwv mepicyouévon)

e K)don ContentManager

H «Adon ContentManager eivor 10 otoryeio ypovoektéAeong HECH TOVL ONOIOV
kafioToton dvvatn 1 JSYEIPIOT TOV AVTIKEWWEVOV TOV POPTMOVOLUE UECH OpPYEI®V.
Emiong, yiveton m Swyeipton g dudpkeln {ONG TOV QOPTOUEVOV OVTIKEIUEVDV.

Ovclo6TIKG, 0TOTELEL TO OLOYEPLOTI TEPIEYOUEVOV.

e Kldon ContentReader

H «Adon ContentReader givar 1o gpyaAeio mov Aettovpyel G OovayvOOTNG
TEPIEYOUEVOL KOl TNV OLGIN TPAYUATOTOLEL TO PEYOAVTEPO UEPOS POPTOONG apyEiV
(uéow tov ContentManager.Load). Kdbe otorygio mepleyouévov poptavetal UEcH

g KAAGNC QLTAG.

5.2.3 Kigoeis & Zrowyeia s Myyoaviis Pooikijg

To 6Yed10GTIKO KOUUATL 10V GLVTIOETOL 0Td TIG KAGGEIS Kol TOL GTOLYEIR TNG UNYOVIG GVGTKNG
€lval TO O HOKPOOGKEAEG, GOVOETO KO TOAVTOYPOVO OULYDS OVETTUYUEVO EK TOV UNOEVOC KATA,
M oyedioon Tov AoylopikoD. Metd amd HEAETN TOL GYESACUOV OVTIGTOW®Y HUNYOVAV,
Kkpidnke amopaitnTn 1 AvATTLEN KATOIMV YEVIK®Y OVIOTNTOV TOV ATOTEAOVV T fACT) QLTOV

TOV UNyovov Kot Bo eEuINPeTovcav 0T 0OGTH AEITOVPYIN TNG EPOPLOYNS YEVIKOTEPQ.

H apyn mg oyxedlaong g unyavng, v 1o gv A0Ym oadpaotikd moyvidl, Eekvd amnd 1o
onueio mov omoeacilovpe mool PLGIKOL VOOl TPEMEL va diémovy o y®po. [lpopavmg 1
Bapdtnrta arnoteAiel TpmTeEvOVTA KOl BOCIKO VOUO, £TELTO 0KOAOVLOOVV, 1] apyn JTHPNONG TNG
evépyewns, M apyf dwThpnong g opung, N apxf SleTAPNONG TG GTPOPOPUNG Kot 1 TPLPT
petaéld Tov copdtov. Onote eivar avaykaio 1 dnuovpyio KATOImV KAAGEDV TOL Vo, gival
VIELOLVEG Y10 AKPIPOG AVTEC TNG AgLTovpyieg 6C®V COUATOV EMBOVUOVUE VO EIGAYOVUE GTO
ePPAALOV TOL TALYVIOOL KOU VO OAANAETIOPOUV pHE aVTO OAAG Kot peETaED Tovg. Na
onuembel 6TL TPOPOVMS 1| TPOCOUOIMGCT] CVTMV TOV VOU®MV YIVETOL GTO S1GOLICTOTO EMITESO

670 0moio dladpauatileTal To oLy viot.
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EminpocBeta, kpibnke amoapaitnto kabe aviikeipevo pésa og avtd 10 mepPAALoV TOv dpovV
o1 TapoTave vopol va yopaktnpiletor amd Kamow Pactkd YopoKTNPIGTIKA 10V TOV SivoLuV TIg
W010TNTEG MOL TPoVUMOBETEL TO ocVOTNUA Y va umopel va 1o ovumepdfel  GTOLG

poOnpoaticoHs VITOAOYIGHOVS TOV PLGIKMOV VOUMV.

Onwc ka1 otn @O, T0 YOUPOKTNPIOTIKA TO 0T0i0. TOV AmapaiTnTO VO LITAPYOLY, OTOTE KOl
VO GYESINGTOVY ¢ UETOPANTEG oE KGBe cOUA-AVTIKEINEVO TOV TEPIPAAAOVTOG, NTav HeEYEDN
omwg N nala, o dykog, 1 dvvaun, n B€on, n ToLTNTO, 1| POTTY], 1| POT| AOPAVELNS, LEYEOM TOl
omoio. mpémel va yapaxtnpifouv kabe coua ®ote va pmopei va copmepiinedei oTovg

VTOAOYIGUOVG TV UNYOVIGUDV TOL TEPIPAAAOVTOC,.

[pwv v meprypaon T@v KAGGE®V TOL oyedldoTnKay o mapadicovue Eva TPMOTO GO Yo

VO KAVOLLE TTLO KOTOVONTH TNV 10£0 KATA TN GYESINOT] TOV TPMTUPYIKOD UNYAVIGHOV:

Koopog @uoikwv Nopwv

Koopog Koopog
Twpo Aopn
Opiloupe éva cwua Opiloupe pia Sopn
AnpioupyoUpE TO Anodidoupe tn Sopn
GUNA OTOV KOOHO QUTH OTO GWHA IOV
€XOUHE SnploupynoeL
Body.cs World.cs Fixture.cs Body.cs

Typa 5.2: Xyéoeig Khdoswv Avtikeipuévon

EeKIvOVTaG 00 aVTO T0 POCIKO SLUYPOUUUE TOIPVOVUE TANPOPOPIES Yo TO TTOIEG TTPEMEL VL
glval o1 TpdTEC KAGGEIS Kol 1 Bacikn SOUN TNG UNXOVIC QUOIKNG. X& TPOTN QAcT AoLToV
KPIVETOL amopoiTnTo Vo TPOyUaTomoinoel Wio, (kP GUVOTTIKY TEPLYPAPT OVTNG TNES OOUNG,

KaBd¢ Kot Ayo Aoyl yio kdOe oTotyElo TOL TNV AmTOTEAEL.
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K\don World (Koopog ®voikdv Nopwmv)

‘Evag guowog kdopog gival éva obvBeto cOOTNHO TOL amoteAgital omd Eva GUVOAO
COUATOV, SOUMV KOl VOU®MV TOL OAANAETOpoUV peTtalhd toug. Méca g éva KOGLO
ov  yopokmnpiletor amd KAmoleg @UOIKEG 1010tNnTeg, kabeti mov Béhel va
OAANAETIOPACEL e aLTOV, TPEMEL VO, TANPOL KAamoleg mpolmobécelg kor va
ocuopuPipaletal pe TOvg YEVIKOTEPOLUG VOLOLG KO KOVOVEG 7OV O KOGHOG OvTOG
emParet. Ev mpokeéve  dnuovpyndnke pioc kidon World n omoio opiletar amd
KATOlEG TEMEPAGLEVEG OlOOTACEIC GTO OIGOIIOTOTO YMPO, 1OYVEL O VOUOG NG
Bapdtmrag g mpog 15 pales v copdtov (otabepd g), 1oxdovv ot vopol dpdong
avTidpaoNS, 01 VOUOL T®V KPOUGEMV KOl YEVIKOTEPA OAOL Ol VOHOL TNG KIVNUOTIKNG
OTEPEDV COUATOV GTO LOKPOKOGLO. TEAOG, avOTOOTAGTO KOUUATL TNG KAAGNG OVTIG
givon Omapén kot M KoTaypaen Tov xpdvov. Q¢ ek tovtov, n kAdon World givar n
TPOTOPYIKY KAGoN 1 omoia grho&evel OAa To LVTOAOTO GTOLYXEID KOl AVTITPOCMTEVEL

TO YEVIKOTEPO MEPPAALOV TOV GUGTHLATOG,

KX\daon Body (Zopa - Avtikeipevo)

H xAdon Body sivar n wo kodpo. KAGon g unyovig tave oty onoia Pocifovrat
oo, To, eyl kot to otoyygia ta omoia yapakmmpilovv To Kabe avtikeipevo uéso oto
QUVoKO TepIfdiiov. Xtnv KAdom ovt) opiletor 1O UEYOADTEPO UEPOG TMOV
YOPOKTNPIOTIKOY TOV COUOTOS, TOV QUOIKOV HeYeddV O0AME TOV YPAPIOTIKOV
otoyeimv mov avtietoyovv 6e avtd. Ta YUpoKINPIOTIKA TO OTOi0 GVIKOLV GTO
(QULOIKA YOPOKTNPLOTIKA TOL OVTIKEWEVOL Ywpilovtol oTic petaPAntéc or omoieg
OVTIOTOLYOVV OTIG TIHEG TOV QUOIKAOV TOV HEYEDDV Kol GTIS GLUVOPTIOELS Ol OTOlEg
opifovv @uowkég WO TEG. Anhdvovtog e petafinty og Body oty ovoia
dnpovpyodE €vol AVTIKEILEVO TOL OTOIOL PTOPOVUE VO opicovue To €ENG, MG TPOG

T PLGIKA TOL PEYEDN KOt T PUGIKE TOV YOPAKTNPIOTIKA!
- Tn péla

- Tn ponn| adpavelag

- Tn 6¢om otov diodidototo eninedo

- Tnv mepiotpoen 670 d160146TATO EMITEDO

- Trnv ddvaun mov tov aokeitol (S10VUCHOATIKA)

- Tnv taywmto (Stavocpoticd:)
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- Tn pomn (Sravvopatikd)

Tavtdypova, oty kKhdon Body mov amotelel tv khdon kébe avtikeévov, opilovpe
Kol T Ypoewd mov BEhovpe vo avtioTolyoLV oe avTd. XVYKEKPLUEVA, HETE T
eopToon TV opyeiov pécw g Pondeiag tov XNA Framework, mov éxovpe Mo
OVOQEPEL, OVTIOTOLYOVUE OO0 QOPTMUEVO OapYel0 1| OMOl0 HEPOG QWTOV glval TO
KatdAAnAo vo epeaviletalr ®¢ €KOvo Tov, TN O0edouévn oTiyun. Ztnv mpdén
OYEOIAOTNKE LE TETOLO TPOTO DOTE VO EMAEYOVTOL TAL KATAAANAQ YPOQIKA, HEGO OO
EIKOVEG UE TOALG KapE, MOTE va gpeaviletal To KaTIAANA0 HEPOG (Kapé) avdioyo pe
 Aewrovpyio mov cvpPaivel oto moryvidl. Ot GuvaptnoElg Tov paG Otvovv 1

duvatotnto vo opilovpe GTO GMUN TO OTTIKO TOL GTIYUIOTLTO ElvaL:

- GetTexture()

H GetTexture() dev moipvel mopaueTpo Kot pog emotpéeel tnv  bitmap

mAnpogopio mov yel 1e0el o610 GLYKEKpLuEVvo Body.

- GetCurrentFrame()

H GetCurrentFrame() dev maipvel TOPAUETPO KOl LOG EMOTPEPEL Eval onpeio dVO
ovvtetayuévov (Point) mov eivar n TAnpogopia yia t 0éon mov Ppioketor to

KopE TOL VTN TN OTLYUN TPOPAAAETAL MG TO YPAPIKO TOV AVTIKELEVOL.

- GetFrameSize()

H GetFrameSize() dev maipvel TopaUeETPO KOl HOG ETGTPEQEL £va onueio 600
ovvtetayuévov (Point) mov givan 1 mTAnpoopia yio to mdoeg YNneideg vadpyovv
010 KkGOe Kapé, OnAadn to uéyebog tov. H npotn cvvietayuévn divel tov apBpd
mov Ppiokovtar o Kabe ypapun kol n dgvtepn tov aplBud mov Ppickoviol o

KéOe oTAN.

- GetSheetSize()

H GetSheetSize() dev maipvel mopduetpo Kot pog emoTpEQel éva, onueio dHo
ovvtetoyuévov (Point) mov sivarl ) TAnpogopia yio 10 TOGA KOpE VITAPYOVY GTO
apyeio bitmap. H npdtn cvvtetayuévn divel tov aplBud mov Bpickoviol og kébe

ypopun Kot 1 deutepn tov apfud mov Ppickovior o kdbe oTAAN.
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- SetTexture(Texture2D)

H SetTexture() maipvel cov TOPAPETPO TNV EIKOVO TOL EXOVLE POPTMOCEL GE

Kdmoto, petafAnt tomov Texture2D kot tn 6£tel 610 cuykekpuévo Body.

- SetCurrentFrame(Point)

H SetCurrentFrame() maipver o¢ mapduetpo évo, onueio 600 GLVTETAYUEVOV
(Point) ka1 opilel v mAnpogopia yio ™) Béon mov Ppicketor T0 Kapé TOV QTN

TN oTyun TPOPAAAETOL WG YPOPIKO TOV CVTIKEUEVOV.

- SetFrameSize()

H SetFrameSize() maipvel og mapdpetpo éva onueio 0o cvvtetaypévav (Point)
Kol opilel v mAnpogopia yioo To mHGEG YNOideg LVIApYovy 6To KABE KOPE,
dnAadn to péyebdg tov. H mpmtn cvvtetaypuévn divel tov apBud mov Ppickovton

o€ kaBe ypappun Kot n dgvtepn tov apfud mov Ppickovion oe kébe GTAAN.

- SetSheetSize()

H SetSheetSize() maipver og mapdpetpo éva onueio d0o cvvietayuévov (Point)
Kot opilel v TAnpoopia Yo 0 mooa kapé vEapyovv oto apyeio bitmap. H
TPOTN cvvieTayUEVT Otvel Tov apBud mov Ppiokoviol oe kdbe ypopun Kot M

devtepn tov apBpd mov Ppiokovial og kKGOBe oTNAN.

Onog yivetar aviinmtd, n kKAdon Body eivar vasdBovn yio 1o kéOe avtikeipevo dote
Vo Tov JiVEL TO, TANPT TOV YUPOKTNPIGTIKG GTO YDPO ¢ TPOC TN CLUTEPLPOPE TOV
670 TEPIPAAAOV OALG KOl MG TTPOG TNV EUPAVIoN Tov péoa o€ avtd. To udvo Kvplo
YOPAKTNPIGTIKO TOL UEVEL Y10 VO OAOKANPADGEL TV OVIOTNTA TOV GMOTOS GTO YDPO
glval 1 SopUn TOL AVTIKEWEVOD, ONANOT TO YEMUETPIKA TOL YOPOUKTNPLOTIKG OTWOG TO
uéyebog (6ykocg), 1o oyfua kot 1 PP ©¢ TPog Ta AAAL avTikeipevo. Avtd Aowmdy
gpyetar vo, To. cvumAnpmosl 1 KAdon Fixture, m omoia meprypdpetar GUVOTTIKA

TOPOKAT.
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K\dom Fixture (Aoun - T'ewpetpio) & FixtureFactory

H «\don Fixture, omog oavagépbnke, eivar vmevbovn yuo To  YEOUETPIKA
YOPOKTNPIOTIKA TOV OVTIKEWLEVOL OmmG o PEyeBog (0YKog), To oyfua Kot 1 Tp1pn.
Ewwotepa, péom g khdong Fixture kot tTov GuvopTNGEDV TOL VIEAPYOLY GE QVTY,
dtvetan n SuvaTOHTNTA VL OVTIGTOLYNCOVLE L0l YEOUETPIKT SOUY| GE £VO COLUN DGTE VOl
€XEL CLYKEKPLUEVO YOPOKTNPLOTIKE MG TPOS TY GLUTEPLPOPA TOL WG SOUN|. XE AVTO
Bonba kar  kKhaon FixtureFactory mov mapdyet to Fixture yuo to kabe body. Aniadn
péom tng Fixture, divovpe To oynua, TG S10GTACELS Kot TIG TPIPEG TOV COUOTOS DOTE
va gtvar ekt 1 oAAnAenidopacn Tov HE To VIOAOMO CAOUATO OTO YOPo (GAAQ
avTikeipeva, damedo KTA). Zuvontikd o mopatefovv KAmoles amd TG CLVAPTNGELS
g KAAoNG Kot 1) Agttovpyio Tovug:
- Fixture(Body, Shape)

KaAdvtag tn cvvaptnon avtr g Fixture, pe mapapétpovs éva ocopo Body kot

évo, oynuo. Shape omodidovpe 6TO GMOUO. TO GYNUO KOl TOV SiVOLUE TALOV Ta

YOPOKTNPIOTIKA LLOG OOUNG MOTE VoL LITOPEL VoL GAANAETIOPA LE avTd T dedopéva

GTO YOPO.

- Friction

Méow g Friction opiovpe v Tp1p1| mov Oa £yl 10 chpa KabmG eQAmTETAL GE
A0 avVTIKEIPEVO e OMOTEAEGHO VO KOPEL TOYVTNTO GOUP®VO LE TO VOUO NG

Tp1Pnic.

- RegisterFixture()

Méow ¢ RegisterFixture yivetor n «eyypagn» ¢ doung ®ote vo vadpEel og

oVTOTNTO GTO TEPIPAALOV TOV ALY VIS0V,

- Destroy()

Méow ¢ Destroy yivetar  «dioypa@i» g SoUNg MOOTE Vo PNV LIAPYEL MG
ovtoTNTo. 6T0 TEPIPAAAOV TOV Taviolov AoV SnAadn eival ovtiBetn g

RegisterFixture.

37




3xebiaon Mnyavric Quoikng

World

Body

- Mata

- Portr) ASpavelag

- Tayutnta

- Eudavion

Tyfpe 5.3: Zyéon Body ko Fixture

[eplocOTEpEg AEMTOUEPEIEC VIO TOV TPOTO AEITOLPYIOG OLTOV TOV KAAGEOV KOl TOV

Unyovicp®v 0o 60000V 6To ETOUEVO KEPGANL0 TTOL Bal LAGOVUE Yia TV VAOTOINGT.

524 Kigoeis & Zrowyeia s Myyaviis Iaiyvidiov

To tétapto oyedlaotikd Koppdti, mov cvvtifeton and TIg KAAGES TG UNYOVIG TTatyvidlov,
EPIEYEL TN CEPA UE TNV Oomoio, TPOPAAAOVTOL GTO ¥PNOTN TO SAPOPC UEPN-CTASI TOV
amoptiCouv TV OAN €QUPUOYN KOl OTOTEAOVLV TIS KAGOELS 7OV EKUETOAAEDOVTOL Kot
YPTOULOTOLOVV OAOVS TOVG UNYOVIGHOVS oL €xovv avamtuyfel Non kaTd Tn o)ediaon Tov
Aoylopikod vy v Aettovpyion tovg. ITo cvykekpluéva, GTo TUMUO OWTO TG GYESIAONS
avamTOYOnNKoY o1 KEVIPIKEG KAACELS TTOL KOVOLV TN Ol0yEIPIoN TMV VIOAOITOV (CTE M
gpopuoyn va &gl Aoyikny ogpd. To moyvidt Owbétel pio kevipikn KAdorm, TV
PrehistoricNuts.cs uéow g omoiag Eekva 1 e@appoyn, opiletor to uéyebog tov mapabvpov
Kot TPOPAAEL TO KEVTPIKO pevoD. Tapakdtm akoAovdel meptypoa@n TG YEVIKOTEPNC GYEdIONS

TOL UNYAVIoHoV ovTOoV:
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Kevtpwn khdon PrehistoricNuts

H «\éon PrehistoricNuts amotekel v wdpro. kAdon (t main class) kot 6mmg
avaépnke KoAel KATOEG TPOTUPYIKEG EVIOAEC TTOL GPOPOLY TNV €KKIviom NG
EQUPLOYNG, Kol AAAEG OLUOIKACIEG KOTA TNV EIGAYMYT GTO TOLYVidl OT®G TNV TPOPOAN
TOV AOYOTOTOV KOl TNV EIGOYMYT GTO HEVOD. XT0 6TASI0 TOL TPOPAAAETOL TO PEVOD, )
KAGom vty divel T dSuvaToTNTO ETAOYNG TOV EXTEI®V TOL AL VIO0L UE TN fonbela
Hl0G aKoOpo onuavtikng kAdong, g ScreenManagerComponent. Me 1t Ponbeia
OLTNG KO KATOI®V OEVTEPELOVIMY UNYOVICUOV KAVEL TN dlayeipion yio TV TpooAn

TOV EMAEYHEVOL OTTTIKOV TePLBaALOVTOG KABE POpPaL.

KAdon ScreenManagerComponent

H «hdon ovty o6mwg dniovel kot 11 ovoposio g, Pondd o dayeipion tov 1L
0élovpe va TpoPaiiovpe 6T0 ¥PNOTN VA TAGH GTIYU OOTE VO EIVOL GOUPOVO LE TIG
EMAOYEG TOV OAAG KOl PE TO GTASIO TNG EQUPOYNG oTo omoio Ppioketal. ‘Etol péom
g ScreenManagerComponent @opt@vouvpe to. d1d@opa eminedo TPofOAdY OV
emBLUOVUE, EPOCOV T EYOVUE OMLLOVPYNOEL MG OVTOTNTES, KOl T OLoEPONOOTE

mote vo, gpeoviloviot pe Tov Tpomo Tov ETOLUOVUE.

K\&on MenuScreen

‘Evo. mopdderypa tétolag ovtdtrag eivan 1 kKAdon MenuScreen. Eivar n kAdor wov
givar vedbbovvn yoo ™V TPOPOAT] TOL HEVOD EMAOYDYV TOV TOLYVIOOV, KOAEITOL MG
Tp®TN 006vN TPOPOANG LETA TV EUPAVIOT TOV AOYOTOHTTOV Kol EIVOL YOPAKTNPLOTIKO
mapadelypa dayepiopevon otoyeiov péow tng ScreenManagerComponent. Ztnv
KAGoM avTN ONUIOVPYOVUE TN YEVIKOTEPY GYXEOIOOM Yo TOV TPOTO EUPAVIONG TOV
EMAOYDOV KO TPOYLOTOTOLEITAL 1] YEVIKT] OIETOPT LLE TOV TOUKT DOTE VO EMAEEEL TNV
enouevo mepifdiiov oto omoio emBuuei vo Ppebel. ‘Exer oyedaotel pue dvvopuiko

TPOTO Y10 TNV E0KOAN TpocBapaipecn VE®V EMTESWDV TPOPOADV.

KXaon GameScreen & PhyshicsGameScreen
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H hdon GameScreen eivor m yevikdtepn KAAOTN 7OV TPOGOIdEL TG, OMTIKA
YOPOKTINPIOTIKA Tov emBvuovpe péca oto mepiPdAiov mov dadpopatiletoar TO
mayvidl. Mia GameScreen ovtotnta £xel 1810TNTEG TOL £ELANPETOVYV GTO VL diveTao M)
duvatotTTo. TPOGAPLOYNG TOV TEPPAAAOVTOC OnwG akplPdc to emBupodue Pdoet
oYe0laGHoY, dNAadn pHog divel v duvatdnTa vo 0piGOVHE v GTO EMIMESO AVTO TOV
eupavifetor Pociopévo 6€ aUTA TNV OVIOTNTO EIvOl EUEOVIC O KEPGOPAS, 1
KATAOTOOT 0TV 0moio PPICKETOL TO GLYKEKPIUEVO ONTIKO EMIMEDO, Y10 TAPASELY L
av gival evepyd 1 6€ GTASIO OVOLOVIG, OV EIVOL EGTIOCUEVO TO GUGTIUO GE QVTO, OV
Bpioketon og pdomn €£660V N av glval EVEPYOTOINUEVO MG TTPOG T d1AdPaoT] HECH TMV
GLOKELMV €16000V. ['evikoTepa glvar pio KAAGT TOV EYEL YEVIKA YOPOKTIPLOTIKY TOV
Kpivovtol amopaitnta yio TNy opdn oyediccn Tov EXTEI®V TOL TALXVIOOD MGTE VO
gbumnpetodv TANPOG oty opbn aAAnAiemidpacn petaEd TOL TOIKTN KAl TOV
nepPaArrovrtog.

H xhdon PhyshicsGameScreen givat pia o e£g1dikevpévn kAo amdd00mMG OTTIKMV
emmEdV OV KANpovouel v KAdon GameScreen. Tavtoypova, Tpochétel otorysio
GYETIKA UE TNV EMIOPOCT) TNG UNYOVAG PVOIKNG KoL TN OLUYEIPIOT) TOV UNYOVIGUDV TNG
puéca 6to TEPIPAAAOV avTO. Me TN Sloyeiplon TV AVTIKEWEVOY LECH TOV GUOKELMV
€100000V, EMITPEMETOL KOADTEPOC EAEYYOC TNG AELTOVPYIOG TNG EQPAPUOYNG OAAG Kot
aueon TwPOGPOOT OE  EMUOPPMOTIKEG TANPOPOPIEG ®C TPOS TN QLOIKN TOV
OVTIKEWUEVAOV.  ZUYKEKPIUEVO, HECH KOMOW®V TARKTP®Y TOV  TANKTPOAOYIOL
gupaviCovtolr TANPOPOPIEG EMUOPPMOTIKOD YAPOKTHPO. Y10 OPICUEVO OO TO PLGIKE,
QUVOLEVO, KO TOL PUGIKO, YOPOKTNPLOTIKE TOV TEPIPAALOVTOG, OTTMC 01 EMAPEG HeTaly
OVTIKEWWEVOV, TO GYNUATO TOV AVTIKEIWEVOV, TO GNUEIN TOV TOAVYOV®V Kol GAAES
TANpoopiec Yo o euowd cvotnuo. Ileprocodtepeg mAnpoeopieg Ha dobovv o610

EMOUEVO KEPAAOLO KATA TNV TEPTYPOPN TNG VAOTOINGTG.

K\daoeig Prehistoric_Nutsl, Prehistoric_Nutsl, Prehistoric_Nuts2

210 TeEMKO GTAO0, OMOSEKTNG Kol ¥PNOTNG OAMV QLTOV TOV UNYOVIGUDV YIVETUL 1)
KAGon Prehistoric_Nutsl kor ov mapopotov tomov whdoeig (Prehistoric_Nutsl,
Prehistoric_Nuts2) mov amotelov ta eminedo (levels) tov mayvidiov. Adywm tov ott
givar vevBuva Y10, To KOPLo UEPOG TNE O1AOPUCTC TOV TOIKTN UE TNV EPAPUOYT, OTOV
TpoyuaTomoleital kot M oAANAETiOpacn avOpdmov unyovig, ONAad” o Pacikdg
aéovog mive otov omoio oyedloTnke Olo TO ovotnua, o akolovbnost pia
OVOAVTIKNY TEPLYPOPN] DOTE Vo YIVEL TANPOC KoTavonTt 1 Agttovpyia TV KAAGE®V

avtOVv. Xg TpmdTn edon Oa mapatebel Eva oynue dote va ddoel T Pacikn doun TV
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GUVOAPTACEMY TOL OTOTEAOVV TNV KAACT KOl KATOTY Ba Teptypagov ot Asttovpyieg

TOVC.
Zxebdiaon KAaong Emurtébou “Prehistoric_Nuts.cs”
BaOLKEG ZUVAPTAOELG
LoadContent OnCollisionEnter SkeletonFrameReady
LoadObstacles Update Draw

Zypa 5.3: Baowég Zuvaptioeg Kidong Enumédon

H ypnon avtdv tov €51 cuvaptnoemv 6€ GUVOLOCUO LE TIC AmapaiTnTeS LETAPANTES
OV YPTCLYLOTOLOVVTOL GTNV KAAGT 01vouv TO TEMKO OMOTEAEGUO YLOL TNV EKTEAEDT
TOV TOLYVIOO0 COHP®VO HE TIG TPOLTODESEIS TOV EMPENE VO TNPOVVTAL KATH TOV

apykd oxedlacpo. Akolovbel TEPLypapn TOV AEITOLPYIDV KAOE GUVAPTNONG.

- Xvvaptmon LoadContent()

H ovvéaptnon LoadContent dev maipvel mg Opiopa KOO TOPAUETPO Kol OEV
emotpéeel kamown Tun. H cuvaptnomn ot eivor vaevbovn yo tn @OpTOOT TV
ATOPOITNTOV OEG0UEVMV TTEPIEYOUEVOD OE KATOEG LETAPANTEG KaOMDG Kot yio TV
apywonoinon OA®V TV UETAPANTOV Yevikdétepa Tov ypeldlovtal Katd Tnv
ektéheon TV oiyopiBuov. Eedocov oniadn to apyeio mov O&lovue va
eoptdcovpe dMNlwbodv cto mpdypoupa tote péow ¢ LoadContent yivetor m
©OpT®ON TOVg Péca oTov adyopBpo. Emmpocheta, otn cuvdptnon avtr divetal

KOl 1) EVIOAT] Y10 TNV €Kkivnon g Aettovpyiog Tov Microsoft Kinect.
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Yuvaptnon Update(GameTime, bool otherScreenHasFocus, D00 coveredByOtherscreen)

H ovvéptmon Update waipvel tpelg mopopétpovg kat ogv emiotpépel Tiun. H
ouvapTNoN oVTH e€itvar VITEHOLYN Yo TNV OVOVEDGCN TOV OESOUEVOV KOl TG
gUPAvIoNg Tov Tayvidlov. Exteleitor 0tav 1 eoticomn Tov moyvidion givol Tavm
oV Kidon GameScreen g KAGGNC OV GVAKEL KOl OV KAADTTETOL OO GALO
omtko mePPaiiov Tov Taryvidwv. Emnpdcbeta, opiletal n por| TV kapé Ko M

TaOTNTO TOL TOLYVISL0H GTOV PLGIKO KOGLO TOL EMUTEOOL.

Yuvaptnon Draw(GameTime)

H ocuvvapmon Draw maipvel o¢ napdpetpo pio petofint tomov GameTime kot
dev emotpépel . H ovvaptmon avtq eivar vevbovn yo tn oyedicon tov
YPOQPIK®V KOl NG €UQAviong Tov  moyvidov. Me 1 Ponbew  tov
ScreenManager.SpriteBatch  amoxtd 1t dvvatdtta  GYESGHOD  YPOPIKOY
ynoeidewv 610 diodidotato yopo opilovidg tovg Béom, ypduo, SloEAave Kot
YEVIKOTEPQ pLOUicELS TOVL glvan amapaitnTe Yoo T pOOUIOT TG EUPEVIONS TOV

OVTIKEIHLEVAOV KOl TOV GTOLYEIDV GTO YDPO.

Yvvaptnon SkeletonFrameReady(object sender, SkeletonFrameReadyEventArgs €)

H ovvéaptnon avti viomoiel tv aAinienidopaon tov Kinect pe tov maikt. Mécw
tov gpyareimv tov SDK evromiletar o avOpdmivog okehetdc e tn Pondeia twv
actnmpov. Katdmv, pe ™ ovvaptnon SkeletonFrameReady Aappdvovus to
dedopévo mov embouovdue and TNV TOPAKOAOVONCT KOl TO, EIGAYOLUE OTOV
adyoplOpo yoo ™V €i6000 TV KIVNCEMY TOL YPNOTI MOTE VO CTUASEYEL UE

oot Yovio Kot dHvapn yuo To mov Ba eKopeviovicel TV TETPA.

Yvvaptnon LoadObtstacles()

H dvokoAia g otdyevong T@V KOPTOV EYKELTOL GTO OTL VIAPYOVV QULGIKA
EUTOOLN. GTO YMPO, TOV KAVOLV TN GLAAOYN TOV KAPTOV 7o OOGKOAN. Me
ovvaptnon LoadObstacles @optdvovpe pe ototikd eumoddia  opHoydviov
OYAMUOTOG TO YDPO, ETAEYOVTOC TOV 0pldud Tovg, TIG Sl0GTAGELS TOoVG, TN B€om
TOV KOl TNV EUQAVICT] TOVG. Agv TOipVeEl KOTOWO TOPAUETPO KOl O EMOTPEPEL

.
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- Xvvdaptnon OnCollisionEnter()

H ouvvapmon OnCollisionEnter eivor 1 ovvaptnon oty omoia ogeideton M
TPOYUATOTOINON TN KPOVOTG KOl TNG GLAAOYNG T®V TOVIOV amd TOLG KAPTOUG.
Evtonilovtag v emoen petald tng mETpog Kol TOL KOpmov, SIvETaL 1) EVIOAN
HEC® OVTHG TNG CLVAPTNONG VO METAPBEL OTNV EMOUEVT] YPAPIOTIKY KOTACTOOM
€m0¢ 0tov cvAieyBel o kapndc. TEXog, Katd T GLAAOYN TOV KOPTOV TPOcHETEL

TOVG TOVTOLG GTOVG GLUVOALKOVG,

Me ™V avoeopd OTIC ONUOVTIKOTEPEG oLVapTAcElS Tng kAdong Prehistoric_Nutsl
OAOKANPAOVETAL 1 TEPLYPAPT TNG GYEOINONG TOV UNYOVICUOV TOL GLVOETOLV TO GUGTNUO.
Kotomwv, epdocov meprypdonkoyv moAAd amd To. onupoaviikotepo pépn g oxedlaong g
€QUPULOYNS, oKkomdg glvar va, avorivBolv ektevéoTtepa KAmolo KOUUATIH MOTE Vo avoapepBov
ol péBodot vAoToinoNg TOV UNYAVIGU®OV, Ol GAYOPIOLOL TOV KOTAGKELACTNKAV KOl KATOo
KOUMATIOL KMOIKO Tov avepmvovy Paocikég Aertovpyies. H meptypaen tg vAomoinong

aKoAoLOEl GTO ETOUEVO KEPALALO.
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Yioroinon

H evomrto ovt mpdkeurtoar vo oelepmbel mApog oty avamntuén kol v Aentopepn
eptypaen tov pefddmv mov ypnoyoromnkay dote vo LAOTOB0VV KATO10l UNyoVIGHOL,
aAyopBpol, KAAOELS, GUVAPTNGELS Kot O1APOPO GAAL KOUUATLO TOV GUOTHHATOS. Ao avolvBel
0 TPOTOG e ToV 0moio OA aVTd cLVOEONKay peta&h Tovg, Ba meptypapel n aAAnAeEdptnon
HETAED TV SPOPOV TUNHATOV KOl KOl GNUAVTIKA onpeia Tov Kpidnkav amapaitnta yio
VO QTAGOVE GTNV OAOKANPMON TNG KOTACKELNG NG £pappoyns. Epeacn Ba do00si og 611
KpIvETOL O amapaitnTo Kot ¥poo va avoivBel dote va unv TAATEWICEL KOl KOUPAGEL 1)

avoQPOpd G€ QUETPTTOVS UNYOVICHOVS KOl KOOIKEGS.

6.1 Aemrouépeiec viomoinons

Kotatdooovtog otig 101eg 1é60€p1g Katnyopiec OMMG KOl GTO. TPONYOOUEVE KEQPAAOLO TO.
KOUMATIOL TNG OWMAMUATIKNG, O meptypa@odv avoivtikd 6ca Bépato £xovv TeEXVIKO Kol
aAyopBuko evdrapépov. O Tpodmog meptypaprs mov akolovdel cuvtdoocetar pe TV Tapdbeon
ApYIKE TOL KMOKO oL LAOTOlEL TN Agltovpyia Kol Votepa akoAovBel M mePtypaen NG
vAomoinong kot TG aAyopkng Aoyikng pe Aoyw. Katd v meptypoen, avapépetal molo
AmOCTOCUN TOV KOdKa 7Tov mapotifetor Ppioketon vad emeEnynon yw ™ Pértiom
Katovomon g Kabe aAyoplOuikng Swdikacioc. Xe OpICHEVEG TEPUTTMOES KPIVETOL

amopaitnto vo 60000V Tapadeiypota yio T PEATIOTN KATavOnoT TV HeBOdwmV.

Onwg npoavapépbnke, Oa ywpiotel  mePtypap| TG VAOTOINGCNG COUG®VA LE TO UNYOVIGUO
mov e&umnpetei kabe néBodog otic €ENG Koyopiec:

e Asttovpyio tov Microsoft Kinect

e Aettovpyia TNG UNYAVIAG YPOPIKOV

e \erovpyia TNG UNYAVIG PLGIKNG

e Aertovpyia TNEC UNYXOVIAS TOV TOLYVIOIOD
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6.1.1 Ylomoinon uc@oowv ierrovpyios rov Microsoft Kinect

O1 KAdoelg o1 omoieg emAEYONKAV VO TEPTYPOUPOVY GTO GTAAIO VAOTOINGNG TOVG KOl QLPOPOVY
tov awoOntpo Kinect kot tn Aeitovpyio Tov, €ivarl aAYOpOUIKA KOUUATIO. OV £XOVV
avamtuyfel aUIydG Yo T CLYKEKPLUEVT] EQapUoY Kot g&umnpeToby oTn Agttovpyio. TO
aoOnmpa péca oto maviol cOUEOVA PE TIG TPodlaypapég Tov eiyav tebel €€ apyng. o
ovykekpéva Bo meptypapodv n khdon KinectExtensions.cs mov mpoodidel amapaitnTa
gpyodeia yio v a&lomoinon tov acOntpa oto dididotato meptBdAlov Kol 1 cuvapTnon
SkeletonFrameReady mov givar ypappévn omTEPIKA GTIG KAAGELG TOV EKTEAOVV TO. ETIMESQL

(Prehistoric_Nuts1) ko givot vevfovn yio T €i6080 TV ESOUEVOV 6TO AOYIGUIKO.

e KinectExtensions.cs
HoapaBeon Kadixo

using System;
using Microsoft.Xna.Framework;
using Microsoft.Xna.Framework.Graphics;

namespace Microsoft.Research.Kinect.Nui
{
public static class KinectExtensions
{
public static Texture2D ToTexture2D(this PlanarImage image, GraphicsDevice
graphicsDevice)

{

Texture2D texture = new Texture2D(graphicsDevice, image.Width,
image.Height, false, SurfaceFormat.Color):;

Color[] colorData = new Color[image.Width * image.Height];

int index = 0

for (int y = 0; y < image.Height; y++)
{
for (int x = 0; x < image.Width; x++, index += image.BytesPerPixel)
colorDataly * image.Width + x] = new Color (image.Bits[index + 2],
image.Bits[index + 1], image.Bits[index + 0]);

}

texture.SetData (colorData) ;
return texture;

}

public static Vector2 GetScreenPosition(this Joint joint, Runtime
kinectRuntime, int screenWidth, int screenHeight)
{
float depthX;
float depthY;

kinectRuntime.SkeletonEngine.SkeletonToDepthImage (joint.Position, out
depthX, out depthY);

depthX Math.Max (0, Math.Min(depthX * 320, 320)); //convert to 320, 240
space

depthY = Math.Max (0, Math.Min(depthY * 240, 240)); //convert to 320, 240
space

int colorX;

int coloryY;

// only ImageResolution.Resolution640x480 is supported at this point
kinectRuntime.NuiCamera.GetColorPixelCoordinatesFromDepthPixel (ImageResolution.Resolut
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ion640x480, new ImageViewArea (), (int)depthX, (int)depthY, (short)0, out colorX, out

colorY);

480.0f) ;

// map back to skeleton.Width & skeleton.Height
return new Vector2 (screenWidth * colorX / 640.0f, screenHeight * colorY /

To mopomdveo andorocuo kKodika cuvhétel v khdon KinectExtensions 1 onoia Tpoc@épst

000 0VCLIOTIKEG  Agitovpyieg, v ouvvaptnon ToTexture2D kot v cvvdptnon

GetScreenPosition. TMapakdto e€nyodviar ot Aettovpyieg Tovg Kot 01 aAyoplBUoL HE TOVG

omoiovg vAoToOnKav.

ToTexture2D

H ocvvaptnon avt eEuanpetel 6Ty LETATPOT T®V 0E00UEVOV YNOIO®V TOV
déxeton M kauepa tov Kinect xatd ™ Aqyn €vo¢ oTiywldTHIOL OO TOVG
@OKOVG TNG o€ LETOPANTN TOTOL Texture2D yuo v €0KOAN EVOOUAT®ON TG
GT0 GUGTNLO TOV TOLYVISI0D.

[T cvuykekpéva, OT®MG SOTICTOVETAL KOl GTOV KMOWKa, Otovpe pe
BonBeia pog dumAng for loop 1o dedopéva ot uetaPinty Texture2D éva

7pog éva droPdlovtag Tnv TAnpopopia Tov £xel dexTel N KAUEPQ.

GetScreenPosition

H ovvaptnon GetScreenPosition pog emTpénel vo UETOTPETOVUE TNV
mAnpoeopia y tn Béon pog dpBpwong otov TPIGOIAcTATO XDPO, TOL TV
avtihapufavetor o awebntipac Pabovg tov Kinect, oe pia Oéon o710
dodldotato ydpo mote vo mpocapudletal oto mapdbupo mpoPoing TOL
T VIO100.

H dwdwcacio avtr| emtoyydvetor a&lomolidvtog to dedopéva yo tn Béomn g
apBpmwong oto ydpo péow epyoireiwv tov SDK kot petatpémovtag ta og €va
Sldvoc o 600 GLVIETAYUEVOV TTOL AVTIGTOLYOLV Gt B€0T TOVG GTO EKACTOTE

dodtdotato Tapdbupo TpoPforng.

IMo mep1ocoTEPEG AETTOUEPELES Y10 TOV TPOTO SNAMONG TOV HETAPANTAOV OARG KoL TNV Yp1Ion

TOV amopoiTNTOV CLVOPTACE®V TOV ovtictoy®v PipAlodnkdv yio v vAomoinomn Tov

alyopiBuov oe yYAwooa npoypappatiopov C#, Ba ntav kado va yivel Aemtopepng HEAETN TOV

K®dwka wov mopotifetal. Xe moAAG onueio avaypdeovtor ektevry oxdAo TP TNV KAbe

Aertovpyio ®ote va etvar Katavonti 1 pebodoroyia mov axoiovdndnke.
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o Xvuvdaptnon KinectFrameReady
HapaBeon Kadixo

private void SkeletonFrameReady (object sender, SkeletonFrameReadyEventArgs e)

{

SkeletonFrame skeletonFrame = e.SkeletonFrame;

foreach (SkeletonData data in skeletonFrame.Skeletons)
{
if (data.TrackingState == SkeletonTrackingState.Tracked)
{
Vector2 jointPosition_Left Hand = new Vector2 (0, 0);
Vector2 jointPosition Right Hand = new Vector2 (0, 0);
Vector2 kinect right, kinect left;

foreach (Microsoft.Research.Kinect.Nui.Joint joint in data.Joints)

{

if (joint.ID == JointID.HandLeft)
{
jointPosition Left Hand =
joint.GetScreenPosition (kinectRuntime, ScreenManager.GraphicsDevice.Viewport.Width,
ScreenManager.GraphicsDevice.Viewport.Height) ;
//joint.
}

if (joint.ID == JointID.HandRight)
{
jointPosition_ Right Hand =
joint.GetScreenPosition (kinectRuntime, ScreenManager.GraphicsDevice.Viewport.Width,
ScreenManager.GraphicsDevice.Viewport.Height) ;

}

kinect right = jointPosition Right Hand / 5;
kinect left = jointPosition Left Hand / 5;

if ((float)Math.Abs (-kinect left.X + kinect right.X) > 10.0 &&
(float)Math.Abs (kinect left.Y - kinect right.Y) > 10.0 && time<2000)
{

spot.X -493 - kinect right.X + kinect left.X;
spot.Y = +93 + kinect left.Y - kinect right.Y;

_agent.Body.LinearVelocity = Vector2.Zero;
_agent.Body.Rotation = 0;
_agent.Body.Position = spot / 25;
//_agent.Body.LinearVelocity = 8.0f * (-

_agent.Body.Position + new Vector2(-500.0f / 25.0f, 95.0f / 25.0f) - Vector2.0One);
time++;
score = time;

}
else if ((float)Math.Abs (-kinect left.X + kinect right.X) >
10.0 && (float)Math.Abs(kinect left.Y - kinect_right.Y) > 10.0 && time > 2000)
{
_agent.Body.LinearVelocity = 8.0f * (-spot / 25 + new
Vector2 (=500.0f / 25.0f, 95.0f / 25.0f) - Vector2.0One);
}
else
{
spot = new Vector2(-487, 93);
time = 0;
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To mopondve amdomacua Kodko amotehel v ovvaptnon KinectFrameReady 1 omoia
TpooépeL Tov Paoikd alyopiBuo Aettovpyiag tov Kinect wg eleyktn €16680v 610 mayviot.
Hopaxdto e&nyeitor m odyoplBukn pébodog pe v omoion Aettovpyel o UNYOVIGHOG
OAANAETIOPACTG TOV GUVIEEL TV EKTAGT TMOV XEPLOV VIO KATON OTOGTACT KOl YOVio Le TNV

teAKN mopeia Tov AiBov petd v exoPeviOVIoN:

i.  KinectFrameReady

2T oLVAPTNOT OUTH, HECH UNXOVIGU®V Tov &yovv ovagepbel Mom, o
adyopBpog mov éyel avamtuyBel Katapépvel va aviyvedoeL TV Kivion kot )
6¢om TV dVO YEPLDV KOl VA TNV OVTIGTOLYOEL [LE TOV TPOTO GKOTELGNG EVTOG
oV Ynowkod mepiPdiioviog. v ovcia, &ivor mn  ovvaptnon mwov
TPOCOUOLDVEL TNV KIVNOTN GKOTELGNG TOV YPNOTH HE TNV Kiviorn 6KOTEVOTg
TOL PO GTO TTOLYVIOL.

Ewwotepa, apyilovtag v aviyvevorn tov apbpmcewv, evtomilovpe kot
Katoypaeovpe ™ 0éon T@v VO AKPOV TOL UOG APOPOVV GTO Y®DPO,
amTOONKEVOVTOG TIG GUVTIETUYUEVEC O KATAAANAEG peTafAntéc. Axolovbmg,
opifovtag TN SVUGLOTIKY omdGTAGT TV dVO XEPIOV MG TN Ol0POopd TV
GUVTETAYUEVOV TOVG, 0LTOUOTO 0pilovpe TV TANPOPOPIia Yo TO HETPO KOl
m yovio g SVOGHOTIKAG dlapopds tov 000 onueiov. Tote, Bétovue 10
akpo Tov 0efloh YEPLOV TOL YPNOTN MG TO oTobEPO OMUEID GTO 0mOoio
Bpioketon N 6EeVTOVO Kol TO APIOTEPO AKPO MG TO YEPL TOV NPMO TOV TNV
TEVIOVEL. Mg TOV O0AyOplOpo 0UTO  EMTLYYGVOVLUE TNV TPOGOUOI®GN
GTOYEVONG LUE CYEVTOVA TOV YPNOTH GTOV KOGUO TOV TTOLYVIOLOV.

Kotoémv, petd v vAomoinorn tov KOpUaToh Tov TEPTYPAPETOL TAPAUTAV®D,
KOTOOKEVAGTNKE TO TEAEVLTAIO KOUUATL Y10 TOV €KGPEVOOVICUO TOL AiBov
Hetd To mépag tpudv devteporéntwv. O odyopBpoc avtdg Poociletar otov
€leyyo g dPopdg TG amdSTACTG KAl NG Yoviag ové oTiypidtuno. Xtnv
TEPIMTO®ON OV PEVOLV oTafepPd Kot Ta dVO EVTOG £VOG €DPOLG TILMV Yo Tpia

devteporenta (§leyyog péom timer), exopevdoviletar o Aboc.

INo mep1ocoTEPEG AETTOUEPELES Y10 TOV TPOTO SNAMONG TOV UETAPANTOV AALA Kot TV (pnon
TOV AmopoitNTOV CLVOPTACE®V TOV avtictoy®v PipAlodnkdv yio v vAomoincmn Tov
aAyopiBuov og yAdooo mpoypappoticpnod C# Ba ftav kaAd va yivel AETTOUEPNG LEAETT TOV
K®dwa wov mopotifetal. Xe moAAd onueio avaypdeovtol ektevry oxdMo TP TNV KAOE

Aertovpyio ®ote va etvar Katavonti 1 pebodoroyia mov axoiovdndnke.
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6.1.2 Ylomoinon ucodowv icivovpyios tns Myyavijs I papikay

Ot pébodor o1 omoieg emA&ybnkav va TEPIYPAPOVY GTO OTASIO VAOTOINGNG TOVG Kol

amoteAobV PEPOG NG Aettovpyiag tng Mnyavig I'pagikdv, givol aAyoplOuikd Koppdatio Ton

&yovv avomruybel Ko ypnoomombel yio T0 GUYKEKPIUEVO AOYIGHIKO. Xvykekpiuévo Oa

nweplypagovv 1 kAdon AssetCreator.cs, m khdon Sprite.cs ka1 1 kAdon LineBatch.cs mov

GLVICTOVV OamopoaitnTe €pyoAeia ywo TV vAomoinomn Tov Ypoewkoy TEPPAALOVIOS TOV

ALY VIS0V MOTE VA etvat opBoO Kat AELTOVPYIKO.

e AssetCreator.cs
HapaBeon Kdd ixo

using System;

using System.Collections.Generic;

using FarseerPhysics.Collision;

using FarseerPhysics.Collision.Shapes;
using FarseerPhysics.Common;

using FarseerPhysics.Common.Decomposition;
using FarseerPhysics.Dynamics;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Content;
using Microsoft.Xna.Framework.Graphics;

namespace FarseerPhysics.SamplesFramework
{
public enum MaterialType
{
Blank,
Dots,
Squares,
Waves,
Pavement

}

public class AssetCreator

{

private const int CircleSegments = 32;

private GraphicsDevice _device;

private BasicEffect effect;

private Dictionary<MaterialType, Texture2D> materials = new

Dictionary<MaterialType, Texture2D>();

public AssetCreator (GraphicsDevice device)
{

_device = device;

_effect = new BasicEffect(_device);

}

public static Vector2 CalculateOrigin (Body b)
{
Vector? 1Bound = new Vector2 (float.MaxValue) ;
AABB bounds;
Transform trans;
b.GetTransform(out trans);

for (int i = 0; 1 < b.FixtureList.Count; ++1i)

{
for (int j = 0; j < b.FixtureList[i].Shape.ChildCount;
{

b.Fixturelist[i].Shape.ComputeAABB (out bounds, ref trans,
Vector2.Min (ref 1Bound, ref bounds.LowerBound, out lBound);
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}

// calculate body offset from its center and add a 1 pixel border

// because we generate the textures a little bigger than the actual body's
fixtures

return ConvertUnits.ToDisplayUnits (b.Position - 1Bound) + new Vector2(lf);

}

public void LoadContent (ContentManager contentManager)
{
~materials[MaterialType.Blank] =
contentManager.Load<Texture2D>("Materials/blank");
_materials[MaterialType.Dots] =
contentManager.Load<Texture2D>("Materials/dots");
~materials[MaterialType.Squares] =
contentManager.Load<Texture2D>("Materials/squares") ;
~materials[MaterialType.Waves] =
contentManager.Load<Texture2D>("Materials/waves");
~materials[MaterialType.Pavement] =
contentManager.Load<Texture2D>("Materials/pavement") ;

}

public Texture2D TextureFromShape (Shape shape, MaterialType type, Color color,
float materialScale)
{
switch (shape.ShapeType)
{
case ShapeType.Circle:
return CircleTexture (shape.Radius, type, color, materialScale);
case ShapeType.Polygon:
return TextureFromVertices (((PolygonShape) shape).Vertices, type,
color, materialScale);
default:
throw new NotSupportedException ("The specified shape type is not
supported.") ;
}
}

public Texture2D TextureFromVertices (Vertices vertices, MaterialType type,
Color color, float materialScale)
{
// copy vertices
Vertices verts = new Vertices (vertices);

// scale to display units (i.e. pixels) for rendering to texture
Vector?2 scale = ConvertUnits.ToDisplayUnits (Vector2.0ne);
verts.Scale(ref scale);

// translate the boundingbox center to the texture center

// because we use an orthographic projection for rendering later
AARB vertsBounds = verts.GetCollisionBox () ;

verts.Translate (-vertsBounds.Center) ;

List<Vertices> decomposedVerts;
if (!verts.IsConvex())
{
decomposedVerts = EarclipDecomposer.ConvexPartition (verts);
}
else
{
decomposedVerts = new List<Vertices>();
decomposedVerts.Add (verts) ;
}
List<VertexPositionColorTexture[]> verticesFill =
new List<VertexPositionColorTexturel[]>(decomposedVerts.Count);

materialScale /= materials[type].Width;

for (int 1 = 0; i < decomposedVerts.Count; ++1)
{
verticesFill.Add (new VertexPositionColorTexture[3 *
(decomposedVerts[i] .Count - 2)1]);
for (int 3 = 0; j < decomposedVerts[i].Count - 2; ++3)
{
// fill vertices
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verticesFill[i][3 * j].Position = new
Vector3 (decomposedVerts[1]1[0], 0f);
verticesFill[i][3 * j + 1].Position = new
Vector3 (decomposedVerts[i] .NextVertex(j), 0f);
verticesFill[i][3 * j + 2].Position = new
Vector3 (decomposedVerts[i] .NextVertex(j + 1), 0f);
verticesFill[i][3 * j].TextureCoordinate = decomposedVerts[i][0] *
materialScale;

verticesFill[i][3 * j + 1].TextureCoordinate =
decomposedVerts[i] .NextVertex (j) * materialScale;
verticesFill[i][3 * J + 2].TextureCoordinate =
decomposedVerts[i] .NextVertex(j + 1) * materialScale;
verticesFill[i][3 * j].Color =
verticesFill[i][3 * 7 + 1].Color = verticesFill[i]I[3 * j +

2].Color = color;
}
}

// calculate outline

VertexPositionColor[] verticesOutline = new VertexPositionColor([2 *
verts.Count];
for (int 1 = 0; 1 < verts.Count; ++1i)
{
verticesOutline([2 * i].Position = new Vector3(verts[i], O0f);
verticesOutline([2 * 1 + 1].Position = new Vector3 (verts.NextVertex (i),
0f);

verticesOutline([2 * 1i].Color = verticesOutline([2 * 1 4+ 1].Color =
Color.Black;
}

Vector? vertsSize = new Vector?2 (vertsBounds.UpperBound.X -
vertsBounds.LowerBound.X,
vertsBounds.UpperBound.Y -
vertsBounds.LowerBound.Y) ;
return RenderTexture ((int)vertsSize.X, (int)vertsSize.Y,
~materials[type], verticesFill, verticesOutline);

}

public Texture2D CircleTexture(float radius, MaterialType type, Color color,
float materialScale)
{
return EllipseTexture (radius, radius, type, color, materialScale);

}

public Texture2D EllipseTexture (float radiusX, float radiusY, MaterialType
type, Color color,
float materialScale)

{

VertexPositionColorTexture[] verticesFill = new
VertexPositionColorTexture[3 * (CircleSegments - 2)1;

VertexPositionColor[] verticesOutline = new VertexPositionColor[2 *
CircleSegments];

const float segmentSize = MathHelper.TwoPi / CircleSegments;
float theta = segmentSize;

radiusX = ConvertUnits.ToDisplayUnits (radiusX) ;
radiusY = ConvertUnits.ToDisplayUnits (radiusY);
materialScale /= materials[type].Width;

Vector2 start = new Vector2 (radiusX, 0f);

for (int 1 = 0; 1 < CircleSegments - 2; ++1)
{
Vector2 pl = new Vector2(radiusX * (float)Math.Cos(theta), radiusY *
(float)Math.Sin (theta));
Vector?2 p2 = new Vector2(radiusX * (float)Math.Cos(theta +
segmentSize),
radiusY * (float)Math.Sin(theta +
segmentSize));
// fill vertices
verticesFill[3 * i].Position = new Vector3(start, 0f);

verticesFill[3 * i + 1].Position = new Vector3(pl, 0f);
verticesFill[3 * i + 2].Position = new Vector3(p2, 0f);
verticesFill[3 * i].TextureCoordinate = start * materialScale;
verticesFill[3 * 1 + 1].TextureCoordinate = pl * materialScale;
verticesFill[3 * 1 + 2].TextureCoordinate = p2 * materialScale;
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verticesFill[3 * i].Color = verticesFill[3 * i + 1].Color =
verticesFill[3 * 1 4+ 2].Color = color;

// outline vertices
if (1 == 0)
{
verticesOutline[0] .Position = new Vector3(start, O0f);
verticesOutline[1l].Position = new Vector3(pl, 0f);
verticesOutline[0] .Color = verticesOutline[l].Color = Color.Black;
}
if (i == CircleSegments - 3)
{
verticesOutline[2 * CircleSegments - 2].Position = new Vector3(p2,
0f);
verticesOutline[2 * CircleSegments - 1].Position = new
Vector3 (start, 0f);
verticesOutline[2 * CircleSegments - 2].Color =
verticesOutline[2 * CircleSegments - 1].Color = Color.Black;
}
verticesOutline([2 * 1 + 2].Position = new Vector3(pl, 0f);
verticesOutline[2 * 1 + 3].Position = new Vector3(p2, 0f);
verticesOutline([2 * 1 + 2].Color = verticesOutline([2 * 1 + 3].Color =
Color.Black;

theta += segmentSize;

}

return RenderTexture ((int) (radiusX * 2f), (int) (radiusYy * 2f),
~materials[type], verticesFill, verticesOutline);

}

private Texture2D RenderTexture (int width, int height, Texture2D material,
VertexPositionColorTexture[] verticesFill,
VertexPositionColor[] verticesOutline)
{
List<VertexPositionColorTexture[]> fill = new
List<VertexPositionColorTexture[]> (1) ;
fill.Add (verticesFill) ;
return RenderTexture (width, height, material, fill, verticesOutline);

}

private Texture2D RenderTexture (int width, int height, Texture2D material,
List<VertexPositionColorTexturel[]>
verticesFill,
VertexPositionColor[] verticesOutline)
{
Matrix halfPixelOffset = Matrix.CreateTranslation(-0.5f, -0.5f, 0f);
PresentationParameters pp = _device.PresentationParameters;
RenderTarget2D texture = new RenderTarget2D(_device, width + 2, height +
2, false, SurfaceFormat.Color,
DepthFormat.None,
pp.MultiSampleCount,

RenderTargetUsage.DiscardContents) ;
_device.RasterizerState = RasterizerState.CullNone;
_device.SamplerStates[0] = SamplerState.LinearWrap;

_device.SetRenderTarget (texture);

_device.Clear (Color.Transparent);

_effect.Projection = Matrix.CreateOrthographic(width + 2f, -height - 2f,
0f, 1f);

_effect.View = halfPixelOffset;

// render shape;

_effect.TextureEnabled = true;

_effect.Texture = material;

_effect.VertexColorEnabled = true;

_effect.Techniques[0].Passes[0].Apply();

for (int 1 = 0; 1 < verticesFill.Count; ++1i)

{

~device.DrawUserPrimitives (PrimitiveType.Trianglelist,

verticesFill[i], 0O, verticesFill[i].Length / 3);

}

// render outline;

_effect.TextureEnabled = false;

~effect.Techniques[0].Passes[0] .Apply ()

_device.DrawUserPrimitives (PrimitiveType.LineList, verticesOutline, O,
verticesOutline.Length / 2);
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_device.SetRenderTarget (null);
return texture;

To mapamdve amdcmacpo Kmotke cvviéter v kAdor AssetCreator m omoio diver
SuVaATOTNTO, ONUOVPYING YPUPIKOV G KATO0 GO0 COUP®MVA [LE TO GYNUE TOV, TO péyedog
TOV KOl TNV EMAOYN TAMETOAPIOG O QVTO COUPMVO UE TIG EMAOYEC TOL EXOVLE EIGAYEL OTIS
avtioToryeg HETOPANTEG pHéow apyeimv. Tapakdtom eEnyodvtarl kamow Pacikd otoyyeio g

KAGonG AL TG Kot ot factkol adydpiBuol pe Tovg 0moiovg vAoToMOnKay.

i.  MetapAinty enum Material Type
H petafint) ovt etvor amkf ko opilel Tovg TOTOVS YPOUEIKGV TTov Bol
(QPOPTMOCOVUE TIC TOMETGOPIEG Y10 TN YPOPIKN OTEIKOVIOT] TOV OVTIKEILEV®V

Tov mePPdArovTog.

ii.  Xvvapmon CalculateOrigin(Body)
H ocuvvdapton CalculateOrigin maipvel og dpiopo pio petapinty tomov Body
Kol emoTpEPel pio T petoPAntie tomov Vector2. H cvvdptmon avth

VTOAOYIlEL TO GNUELD AVOPOPAS TO AVTIKEWUEVOD KO LLOG TO EMIGTPEPEL.

iii.  Xvvaptmon TextureFromShapes(Shape, Material Type, Color, Scale)
H ovvapmon TextureFromShapes naipvel mg opiopo pio petafinty tomov
Shape, pio MaterialType, pia Color kou éva float yw 1o péyebog tov
oynuatog. Emotpéper pia Ty petafAnge tomov Texture2D. Na onueiwbei
OTL amOTEAEL IO, YEVIKT] GLVAPTNON TTOV OEXETOL AUESA TNV TANPOPOPiL OO
™V KAGon shape kat yio TV meTPoen TNG TWAS KAVEL Xp1ioT GLVOPTHCEDV
tomov CircleTexture kot TextureFromVertices avaAoya e T0 oYU TOV TOV

opiCovpe. H ovvaptnon TextureFromVertices e&nyeitat mopakdto.

iv.  Zuvaptnon TextureFromVertices(Vertices, Material Type, Color, materialScale)
H ovvaptnon TextureFromVertices maipvel o¢ 6ptopa pio petofint tonov
Vertices, pio MaterialType, pio Color kot éve float yia 1o péyebog tov
oynuartog. Emotpéest pio tiun petapinmc tomov Texture2D. Xto onueio
avtd akorovbeiton pioe TOAVTAOKN oAyopOuikn dtadikacior pe v omoia
KATAoKELALOVUE EVOL OO GTO O1GOIAGTATO YDPO EVAOVOVTS GNUEIR UE TN

oelpd mov divovtor mg dedopéva oty Tapauetpo Vertices.
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Ovcuaotikd, pe v kKidon AssetCreator £yovpe éva EMTAEOV SUVOLIKO EPYOAELD TOPAYOYS
AVTIKEWEVOV SLOQOP®V CYNUAT®V KOl Ypaek®dVv mov uropel vo ypnoomombel g Packd

gpyodeio Kataokevng TANOD PG EMITESWDYV, EDKOAN KOL YPIYOPOL.

Mo meprocdTEPEG AETTOUEPEIEG Y10, TOV TPOTO OSNAMONG TOV HETOPANTOV 0ALA Kot TNV ¥pNon
TOV AmopoitNTOV CLVOPTACE®V TOV avtictoy®v PipAlodnkdv yio v vAomoinomn Tov
aAyopiBuov og yAoooo mpoypappoticpod C# Ba ftav kaAd va yivel AETTOUEPNC LEAETT TOV
K®Owa wov mopotifetal. Xe TOAAG onueio avaypdeovtol ektevry oxdha mpwv TNV KO

Aertovpyio ®@oTe va etvan Kortavonti 1 pebodoroyia wov axorovdndnke.

e Sprite.cs
HNapaBeon Kdd itxo

using Microsoft.Xna.Framework;
using Microsoft.Xna.Framework.Graphics;

namespace FarseerPhysics.SamplesFramework

{
public struct Sprite

{

public Vector2 Origin;
public Texture2D Texture;

public Sprite(Texture2D texture, Vector2 origin)
{
this.Texture = texture;
this.Origin = origin;
}
public Sprite(Texture2D sprite)
{

Texture = sprite;
Origin = new Vector2(sprite.Width / 2f, sprite.Height / 2f);

To Topamdve amlod KOpUATL KOSIKO aviKeL oty KAGon Sprite, 1 onoia avTimtpoc®TEVEL TO TO
onueio avagopdls Kol TO YPAPIKO OV YPNOLUOTOLEL KATOL0 GO COUPMOVE, LLE TO GYNLLO TOV,
T0 péyebog Tov KoL TNV EMAOYN TATETCOPIOG GE AVTO COUPMOVA LE TIG EMAOYEC TOV EYOVUE

€104yel oTIg avTioTO(EG LETAPANTEG HECH apyEi®V.
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o LineBatch.cs
HNapaBeon Kdd ixo

using System;

using FarseerPhysics.Collision.Shapes;
using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Graphics;

namespace FarseerPhysics.SamplesFramework

{
public class LineBatch : IDisposable

{

private const int DefaultBufferSize = 500;

// a basic effect, which contains the shaders that we will use to draw our
// primitives.
private BasicEffect _basicEffect;

// the device that we will issue draw calls to.
private GraphicsDevice _device;

// hasBegun is flipped to true once Begin is called, and is used to make
// sure users don't call End before Begin is called.
private bool hasBegun;

private bool isDisposed;
private VertexPositionColor[] 1lineVertices;
private int lineVertsCount;

public LineBatch (GraphicsDevice graphicsDevice)
this (graphicsDevice, DefaultBufferSize)

{

}

public LineBatch (GraphicsDevice graphicsDevice, int bufferSize)

{

if (graphicsDevice == null)

{

throw new ArgumentNullException("graphicsDevice") ;

}

_device = graphicsDevice;
_lineVertices = new VertexPositionColor[bufferSize - bufferSize % 2];

// set up a new basic effect, and enable vertex colors.
_basicEffect = new BasicEffect (graphicsDevice);
_basicEffect.VertexColorEnabled = true;

}

#region IDisposable Members

public void Dispose ()
{
Dispose (true) ;
GC.SuppressFinalize (this);
}

#endregion

protected virtual void Dispose (bool disposing)
{
if (disposing && ! isDisposed)
{
if ( basicEffect != null)
_basicEffect.Dispose();

_isDisposed = true;
}
public void Begin (Matrix projection, Matrix view)
{

if ( hasBegun)
{
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throw new InvalidOperationException ("End must be called before Begin
can be called again.");

}

_device.SamplerStates[0] = SamplerState.AnisotropicClamp;
//tell our basic effect to begin.

_basicEffect.Projection = projection;

_basicEffect.View = view;
_basicEffect.CurrentTechnique.Passes[0].Apply ()’

// flip the error checking boolean. It's now ok to call DrawLineShape,
Flush,

// and End.

_hasBegun = true;

}

public void DrawLineShape (Shape shape)
{
DrawLineShape (shape, Color.Black);

}

public void DrawLineShape (Shape shape, Color color)
{
if (! hasBegun)
{
throw new InvalidOperationException ("Begin must be called before
DrawLineShape can be called.");
}
if (shape.ShapeType != ShapeType.Edge &&
shape.ShapeType != ShapeType.Loop)
{
throw new NotSupportedException ("The specified shapeType is not
supported by LineBatch.");
}
if (shape.ShapeType == ShapeType.Edge)
{
if (_lineVertsCount >= _lineVertices.Length)
{
Flush () ;
}
EdgeShape edge = (EdgeShape) shape;
_lineVertices[ lineVertsCount].Position = new Vector3 (edge.Vertexl,
0f);
_lineVertices[ lineVertsCount + 1].Position = new
Vector3 (edge.Vertex2, 0f);
_lineVertices[ lineVertsCount].Color = lineVertices[ lineVertsCount +
1] .Color = color;
_lineVertsCount += 2;
}
else if (shape.ShapeType == ShapeType.Loop)
{
LoopShape loop = (LoopShape)shape;
for (int 1 = 0; i1 < loop.Vertices.Count; ++1i)

{

if (_lineVertsCount >= _lineVertices.Length)
{

Flush();
}

_lineVertices[ lineVertsCount].Position = new

Vector3 (loop.Vertices[i], 0f);
_lineVertices[ lineVertsCount + 1].Position = new

Vector3 (loop.Vertices.NextVertex (i), 0f);
_lineVertices[ lineVertsCount].Color =

_lineVertices[ lineVertsCount + 1].Color = color;
_lineVertsCount += 2;

}
}

public void DrawLine (Vector2 vl, Vector2 v2)

{

DrawLine (vl, v2, Color.Black);

}

public void DrawLine (Vector2 vl, Vector2 v2, Color color)

{
if (! hasBegun)
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{
throw new InvalidOperationException ("Begin must be called before
DrawLineShape can be called.");
}
if (_lineVertsCount >= lineVertices.Length)
{
Flush () ;
}
_lineVertices[ lineVertsCount].Position = new Vector3(vl, 0f);
~lineVertices[ lineVertsCount + 1].Position = new Vector3(v2, 0f);
_lineVertices[_lineVertsCount].Color = _lineVertices[_ lineVertsCount +
1].Color = color;
_lineVertsCount += 2;

}

// End is called once all the primitives have been drawn using AddVertex.
// it will call Flush to actually submit the draw call to the graphics card,
and
// then tell the basic effect to end.
public void End()
{
if (! hasBegun)
{
throw new InvalidOperationException ("Begin must be called before End
can be called.");

}

// Draw whatever the user wanted us to draw
Flush () ;

~hasBegun = false;

}

private void Flush()
{
if (! hasBegun)
{
throw new InvalidOperationException("Begin must be called before Flush
can be called.");
}
if ( lineVertsCount >= 2)
{
int primitiveCount = _lineVertsCount / 2;
// submit the draw call to the graphics card
~device.DrawUserPrimitives (PrimitiveType.LineList, lineVertices, 0,
primitiveCount) ;
_lineVertsCount -= primitiveCount * 2;

}

To mapomdved omdcmacue Kodiko ovvBéter v khdon LineBatch 1 omoia diver 1
duvaToOTNTO, dNUIOVPYING YPAPIKOV TOV GTOTEAOVY OTNV OVGI0 YPOUUEG GE KOATOL0 GO0
GUUPMOVO, UE TO GYNUO TOV, gite amAn ypouur petaly dvo onueimv. apaxdto e&nyovvral
KGmol To oToleion TG KAGOMC ovTig kKot ot Pacikoi aAyopiduol pe Tovg omoiovg

vAomomonKav.

i.  Zvvaptnon DrawLineShape(Shape)
H ovvapmon DrawLineShape maipver og Opiope pio petafinty tdomov
Shape kot dev emotpépet Tiuf. H cuvaptmon avti oyedialet to mepiypoppo

€VOG OVTIKELLEVOV.
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ii.  Xvvaptnon DrawLine (Vector2, Vector2)
H ovvaptnon Drawline maipver og dpiopo dbo petofintéc tomov Vector2
Kol dgv emoTpéeel kapio Tiun. H cvvdptnon avtn oyedidlel to evboypappo

TUALo PeTa&D 000 oNUEIDV e JIGOIUCTOTEC GUVTETAYUEVEG.

Mo wep1ocdTEPEG AETTOUEPEIEG Y10, TOV TPOTO SNAMONG TOV UETOPANTOV AAAG KoL TNV Xpnom
TOV AmopoiTNTOV CLVOPTAGE®V TOV avTioToy®v BifAlodnkdv yio v VAOmoiIncmn ToL
aAyopiBuov og yAoooo mpoypappoticpod C# Ba ftav kaAd va yivel AETTOUEPNC LEAETT TOV
K®Owka wov mopotifetal. Xe moAAG onueio avaypleoviol eKTeVR oxOAMo TPy TNV KaOE

Aertovpyio ®@oTe va etvan Kortavonti 1 pebodoroyia wov akoiovdnOnke.

6.1.3 Ylomoinon uc0oowv icitovpyias tins Myyavijs Pocikijs

Xe avtd 10 onueio Ba avolvBel  vAomoinon ¢ KLPLOTEPNS KAAOTG TG Mnyovig ueikng
Kol pdvo auTY], LG Ko 0moTeAEL OVGLOOTIKE Kot TO Pactkd oTotyelo avtiec. Me Tig 1010TNTES
KOU TOUG UNYOVIGHOVG HE TOVG OMOIOVG KOTOOKELAOTNKE TPAYUOTOTOEL TNV QPUGIKN
AAANAETIOPOOT) TOV OVTIKEIMEVOV HETAED TOVG 6TO TEPIPAAAOV TOV oy violov. Na onueimbel
OTL KaTé TNV TTapdheon Tov KMOKO TG KAAONC apapédnikay devTEPEVOVTO KOUUATIO TO
omoia dg Ba meprypaeobv Kot dev ypnHovv iaitepng EUPacnc Yo Tn O1ELKOAVLVGT TOV

AVOYVOOTT KOl 0ToPLYN TapAbEcT|g LOKPOGKELODS GUVEXOLEVOD KMOIKO.

e Body.cs
HapaBeon Kdd txo

namespace FarseerPhysics.Dynamics
{
/// <summary>
/// The body type.
/// </summary>
public enum BodyType
{
/// <summary>
/// Zero velocity, may be manually moved. Note: even static bodies have mass.
/// </summary>
Static,
/// <summary>
/// Zero mass, non-zero velocity set by user, moved by solver
/// </summary>
Kinematic,
/// <summary>
/// Positive mass, non-zero velocity determined by forces, moved by solver
/// </summary>
Dynamic,

public class Body : IDisposable

{
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private static int bodyIdCounter;
internal float AngularVelocityInternal;
public int BodyId;
public ControllerFilter ControllerFilter;
internal BodyFlags Flags;
internal Vector2 Force;
internal float InvI;
internal float InvMass;
internal Vector? LinearVelocityInternal;
public PhysicsLogicFilter PhysicsLogicFilter;
internal float SleepTime;
internal Sweep Sweep; // the swept motion for CCD
internal float Torque;
internal World World;
internal Transform Xf; // the body origin transform
private float angularDamping;
private BodyType _bodyType:;
private float inertia;
private float linearDamping;
private float mass;
private string objTypeName;
Texture2D texturelmage;
protected Point frameSize;
Point currentFrame;
Point sheetSize;
internal Body ()
{
Fixturelist = new List<Fixture>(32);

}

public Body (World world)
this (world, null)

{

}

public Body(World world, object userData)
{

FixtureList = new List<Fixture>(32);
BodyId = bodyIdCounter++;

World = world;
UserData = userData;

FixedRotation = false;
IsBullet = false;
SleepingAllowed = true;
Awake = true;

BodyType = BodyType.Static;
Enabled = true;

Xf.R.Set (0);

world.AddBody (this) ;
}

public void SetTexture (Texture2D texture)

{
this.textureImage = texture;

}

public Texture2D GetTexture ()
{

return this.texturelmage;

}

public void SetFrameSize (Point frameSizeAdded)
{
this.frameSize = frameSizeAdded;

}

public Point GetFrameSize ()

{
return this.frameSize;

}

public void SetCurrentFrame (Point currentFrameAdded)

{
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this.currentFrame = currentFrameAdded;

}

public Point GetCurrentFrame ()
{
return this.currentFrame;

}

public void SetSheetSize (Point sheetSizeAdded)
{

this.sheetSize = sheetSizeAdded;
}

public Point GetSheetSize ()
{
return this.sheetSize;

}

public void SetTypeName (string objTypeName)
{ this.objTypeName = objTypeName; }

public string GetTypeName () { return objTypeName; }

/// <summary>

/// Gets the total number revolutions the body has made.
/// </summary>

/// <value>The revolutions.</value>

/77

/// <summary>
/// Gets or sets the body type.
/// </summary>
/// <value>The type of body.</value>
public BodyType BodyType
{
get { return bodyType; }
set
{
if ( bodyType == value)
{
return;

}
_bodyType = value;
ResetMassData () ;

if (_bodyType == BodyType.Static)

{
LinearVelocityInternal = Vector2.Zero;
AngularVelocityInternal = 0.0f;

}

Awake = true;

Force = Vector2.Zero;
Torque = 0.0f;

// Since the body type changed, we need to flag contacts for
filtering.
for (int i = 0; i < FixturelList.Count; i++)
{
Fixture f = FixturelList[i];
f.Refilter();

}

/// <summary>
/// Get or sets the linear velocity of the center of mass.
/// </summary>
/// <value>The linear velocity.</value>
public Vector? LinearVelocity
{
set

{
Debug.Assert (! float.IsNaN(value.X) && !float.IsNaN(value.Y));
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if ( bodyType == BodyType.Static)
return;

if (Vector2.Dot (value, value) > 0.0f)
Awake true;

LinearVelocityInternal = value;
}

get { return LinearVelocityInternal; }

public bool Enabled
{
set
{
if (value == Enabled)
{
return;

}

if (value)
{
Flags |= BodyFlags.Enabled;

// Create all proxies.
IBroadPhase broadPhase = World.ContactManager.BroadPhase;
for (int 1 = 0; 1 < FixtureList.Count; i++)
{
Fixturelist[i].CreateProxies (broadPhase, ref Xf);

}

// Contacts are created the next time step.
else

Flags &= ~BodyFlags.Enabled;

// Destroy all proxies.
IBroadPhase broadPhase = World.ContactManager.BroadPhase;

for (int i = 0; i < FixtureList.Count; i++)
{
FixturelList[i].DestroyProxies (broadPhase) ;

}

// Destroy the attached contacts.
ContactEdge ce = ContactList;
while (ce != null)
{
ContactEdge ceQ = ce;
ce = ce.Next;
World.ContactManager.Destroy (ce0.Contact) ;
}
ContactList = null;
}
}
get { return (Flags & BodyFlags.Enabled) == BodyFlags.Enabled; }
}

/// <summary>
/// Set this body to have fixed rotation. This causes the mass
/// to be reset.
/// </summary>
/// <value><c>true</c> if it has fixed rotation; otherwise,
<c>false</c>.</value>
public bool FixedRotation
{
set
{
if (value)
{
Flags |= BodyFlags.FixedRotation;
}

else
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{
Flags &= ~BodyFlags.FixedRotation;

}

ResetMassData () ;

}
get { return (Flags & BodyFlags.FixedRotation) == BodyFlags.FixedRotation;

}

/// <summary>

/// Gets all the fixtures attached to this body.

/// </summary>

/// <value>The fixture list.</value>

public List<Fixture> FixtureList { get; internal set; }

/// <summary>

/// Get the list of all joints attached to this body.
/// </summary>

/// <value>The joint list.</value>

/// <summary>
/// Get the world body origin position.
/// </summary>
/// <returns>Return the world position of the body's origin.</returns>
public Vector2 Position
{

get { return Xf.Position; }

set

{

Debug.Assert (!float.IsNaN(value.X) && !float.IsNaN(value.Y));

SetTransform(ref value, Rotation);

}

/// <summary>
/// Get the angle in radians.
/// </summary>
/// <returns>Return the current world rotation angle in radians.</returns>
public float Rotation
{

get { return Sweep.A; }

set

{

Debug.Assert (!float.IsNaN(value));

SetTransform(ref Xf.Position, value);

}

/// <summary>
/// Gets or sets a value indicating whether this body is static.
/// </summary>
/// <value><c>true</c> if this instance is static; otherwise,
<c>false</c>.</value>
public bool IsStatic
{
get { return bodyType == BodyType.Static; }
set
{
if (value)
BodyType = BodyType.Static;
else
BodyType = BodyType.Dynamic;

}

/// <summary>

/// Gets or sets a value indicating whether this body ignores gravity.

/// </summary>

/// <value><c>true</c> if it ignores gravity; otherwise,
<c>false</c>.</value>

public bool IgnoreGravity

{

get { return (Flags & BodyFlags.IgnoreGravity) == BodyFlags.IgnoreGravity;
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set

if (value)

Flags |= BodyFlags.IgnoreGravity;
else

Flags &= ~BodyFlags.IgnoreGravity;

}
public float Mass
{
get { return mass; }
set
{
Debug.Assert (! float.IsNaN(value));

if (_bodyType != BodyType.Dynamic)
return;

_mass = value;

if ( mass <= 0.0f)
~mass = 1.0f;

InvMass = 1.0f / mass;
}

/// <summary>

/// Get or set the rotational inertia of the body about the local origin.

usually in kg-m"2.
/// </summary>
/// <value>The inertia.</value>
public float Inertia
{

get { return inertia + Mass * Vector2.Dot (Sweep.LocalCenter,

Sweep.LocalCenter); }
set

{
Debug.Assert (! float.IsNaN(value));

if (_bodyType != BodyType.Dynamic)
return;

if (value > 0.0f && (Flags & BodyFlags.FixedRotation)
{
_inertia = value - Mass * Vector2.Dot (LocalCenter,
Debug.Assert (_inertia > 0.0f);
InvI = 1.0f / _inertia;

public float Friction
{

get

{

float res = 0;
for (int i = 0; i < FixturelList.Count; i++)
{

Fixture f = FixturelList[i];

res += f.Friction;

}

return res / FixtureList.Count;

for (int i = 0; i < FixturelList.Count; i++)

Fixture £ = Fixturelist[i];
f.Friction = value;
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#endregion

public Fixture CreateFixture (Shape shape)
{
return new Fixture (this, shape);

}

/// <summary>

/// Creates a fixture and attach it to this body.

/// If the density is non-zero, this function automatically updates the mass
of the body.

/// Contacts are not created until the next time step.

/// Warning: This function is locked during callbacks.

/// </summary>

/// <param name="shape">The shape.</param>

/// <param name="userData">Application specific data</param>

/// <returns></returns>

public Fixture CreateFixture (Shape shape, object userData)

{

return new Fixture(this, shape, userData);

}

/// <summary>

/// Destroy a fixture. This removes the fixture from the broad-phase and

/// destroys all contacts associated with this fixture. This will

/// automatically adjust the mass of the body if the body is dynamic and the

/// fixture has positive density.

/// All fixtures attached to a body are implicitly destroyed when the body is
destroyed.

/// Warning: This function is locked during callbacks.

/// </summary>

/// <param name="fixture">The fixture to be removed.</param>

public void DestroyFixture (Fixture fixture)

{

Debug.Assert (fixture.Body == this);

// Remove the fixture from this body's singly linked list.
Debug.Assert (FixtureList.Count > 0);

// You tried to remove a fixture that not present in the fixturelist.
Debug.Assert (FixtureList.Contains (fixture)) ;

// Destroy any contacts associated with the fixture.
ContactEdge edge = ContactList;
while (edge != null)
{
Contact ¢ = edge.Contact;
edge = edge.Next;

Fixture fixtureA = c.Fixturel;
Fixture fixtureB = c.FixtureB;

if (fixture == fixtureA || fixture == fixtureB)

{
// This destroys the contact and removes it from
// this body's contact list.
World.ContactManager.Destroy(c) ;

}

if ((Flags & BodyFlags.Enabled) == BodyFlags.Enabled)

{
IBroadPhase broadPhase = World.ContactManager.BroadPhase;
fixture.DestroyProxies (broadPhase) ;

}
FixtureList.Remove (fixture) ;
fixture.Destroy () ;

fixture.Body = null;

ResetMassData() ;
}

/// <summary>

64




/// Set the position of the body's origin and rotation.

/// This breaks any contacts and wakes the other bodies.

/// Manipulating a body's transform may cause non-physical behavior.

/// </summary>

/// <param name="position">The world position of the body's local
origin.</param>

/// <param name="rotation">The world rotation in radians.</param>

public void SetTransform(ref Vector2 position, float rotation)

{

SetTransformIgnoreContacts (ref position, rotation);

World.ContactManager.FindNewContacts () ;
}

/// <summary>

/// Set the position of the body's origin and rotation.

/// This breaks any contacts and wakes the other bodies.

/// Manipulating a body's transform may cause non-physical behavior.

/// </summary>

/// <param name="position">The world position of the body's local
origin.</param>

/// <param name="rotation">The world rotation in radians.</param>

public void SetTransform(Vector? position, float rotation)

{

SetTransform(ref position, rotation);

}

/// <summary>

/// Rpply a force at a world point. If the force is not

/// applied at the center of mass, it will generate a torque and

/// affect the angular velocity. This wakes up the body.

/// </summary>

/// <param name="force">The world force vector, usually in Newtons
(N) .</param>

/// <param name="point">The world position of the point of
application.</param>

public void ApplyForce (Vector2 force, Vector2 point)

{

ApplyForce (ref force, ref point);
}

/// <summary>
/// Bpplies a force at the center of mass.
/// </summary>
/// <param name="force">The force.</param>
public void ApplyForce (ref Vector2 force)
{

ApplyForce (ref force, ref Xf.Position);
}

/// <summary>
/// Bpplies a force at the center of mass.
/// </summary>
/// <param name="force">The force.</param>
public void ApplyForce (Vector2 force)
{

ApplyForce (ref force, ref Xf.Position);
}

/// <summary>

/// Bpply a force at a world point. If the force is not

/// applied at the center of mass, it will generate a torque and

/// affect the angular velocity. This wakes up the body.

/// </summary>

/// <param name="force">The world force vector, usually in Newtons
(N) .</param>

/// <param name="point">The world position of the point of
application.</param>

public void ApplyForce (ref Vector2 force, ref Vector2 point)

{

Debug.Assert (! float.IsNaN (force.X));
Debug.Assert (! float.IsNaN(force.Y));
Debug.Assert (! float.IsNaN(point.X));
Debug.Assert (! float.IsNaN(point.Y));
if (_bodyType == BodyType.Dynamic)

{
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if (Awake == false)
{

Awake = true;
}

Force += force;

Torque += (point.X - Sweep.C.X) * force.Y - (point.Y - Sweep.C.Y) *
force.X;
}

}

/// <summary>

/// Bpply a torque. This affects the angular velocity

/// without affecting the linear velocity of the center of mass.

/// This wakes up the body.

/// </summary>

/// <param name="torque">The torque about the z-axis (out of the screen),
usually in N-m.</param>

public void ApplyTorque (float torque)
{
Debug.Assert (! float.IsNaN (torque));

if ( bodyType == BodyType.Dynamic)
{
if (Awake == false)
{
Awake = true;

}

Torque += torque;

O mapandve Kodwag cuvhétel Ty khdon Body 1 omoia anoteAei Tov Pacikd kopud kabe
OVTIKEPEVOD TO 0moio dvvatal va aAANAEmOPd péca 610 EPPAAAOV TOV TTOLYVISOD LE TO
volomo ovotnue PAcEl TOV QLOIKOV VOpmv Tov opilelt to mepPdriov. Eivar éva
UOKPOOKEAES TUNUO KDOWKa, OAAG TTapaTiBeTor oxed0v OAOKANPO WUIOG KOL 1| GNUAGIO TOV
KOTO TNV VAOTOIMMGN TOV UNYOVICUDV QUGIKNG OMOTEAEGE TNV EMTLUYN OAOKANP®GT TOL
UEYOADTEPOL UEPOVE TNG Asttovpyiag Tov unyovicpov. To otolyeio mov meptypdpovtal ival

Ta €ENG:

i.  MetapAint tomov Enum, BodyType
H petafint) avt opilet Tov tomo tov Body. Tepiéyet tig €€ng tpetg emAoyéc, Static,
Kinematic kot Dynamic.
2V TPOTN TO oAU €XEL TOLTNTA Kot umopel v kKivnBel povo Kot emdoyn tov
xpNno. Mmopei va oprotel péla oto copa tomov Static dote va aAANAemdpa e

OLTI] GTOVG VTOAOYIGHOVG TOV PLCIKMYV VOLWOV.

v emdoyn Kinematic, to copa &gt taydnto mov opiletor amd to ypnot N 10
ouoTNO ARG Exel undevikn pala.

Yy emhoyn Dynamic, to copo éyet ToxdnTo Tov opileTol omd to YpHot 1 T0

GUOTNUO KO TEXEPAGUEVT] LAl
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Vi.

Vii.

viii.

Metafint tomov Vector2, LinearVelocity
H petapAinm avt opilel mv diodidototn TaydTnTa Tov otolxeiov Body. Mmopei va

oplotel kot vo, dtafaotel.

Metafint tormov Vector2, Position
H petapinm ovtm opilel m dodidotatn Béon tov otoryeiov Body. Mmopei va

oplotel kot vo, dtafaotel.

MetofAint tomov Vector2, Rotation
H petofint avt opiletl  diodidotatn mepiotpoPn Tov ototyeiov Body. Mmopei va

oplotei Ko va, dofactel.

Merapinty tonov float, Mass

H petafinm avtr opiler ) pélo tov otoreiov Body. Mmopel va opiotei kat va

dwPootet.

Merapinty tonov float, Inertia
H petapinty avt) opilel v adpdveia tov otoyeiov Body. Mropei vo opiotei kot

va doPootet.

Metofintn tomov float, Friction
H petofinty avti opiler v tpifn tov otoryeiov Body oe oyion pe 1o GAda

ocopota. Mmopel va opiotel kat va dtofooTtel.

Yvvaptnon DestroyFixture(Fixture)

H ovvéaptnon DestroyFixture agaipei kot Kotaotpépsl ond kdmolo ohua ™ doun
Tov, o Fixture mov avikel og avtd to Body. Tavtoypova undeviCel kot tn palo tov
MOOTE TO COUO VO UV OAANAETIOPA UE TO TOVG HoOnuatikovg oiyopibuovg. Agv

EMOTPEPEL KATOLN TLLY].
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iX.  XZvvaptnon ApplyForce(Vector2)

H ovvapton ApplyForce 6tav ekteheiton amd kdmoto Body ackel dOvaun cto copa.
avtd TPOg KAmown katevBvvon mov opiletor amd Tic THéEG TG petaPAntnig Vector2

oL TTa{pVEL G OPIoUa. AgV EMOTPEPEL KATOLOL TUUN.

X.  XZvvaptnon ApplyTorque(float)
H ovvaptnon ApplyTorque étav ekteieitol omd kamoo Body aokel pori 610 odpa
ovtd peyébovg mov opiletor omd v T g petafinmce float mov maipver wg

opiopa. Agv EMGTPEPEL KATOWO TUUN.

INo wep1ocdTEPEG AETTOUEPEIEG Y10, TOV TPOTO SNAMONG TOV UETAPANT®OV ALY Kot TNV Xpnom
TOV AmopoitNTOV cLVOPTACE®V TOV avtictoy®v PipAlodnkdv yio v vAomoinon Tov
alyopiBuov og yAdooo poypappoticpnod C# Ba ftav kaAd va yivel AETTOUEPNC LEAETT TOV
k@O wov mopotifetal. Xe TOAAG onueio avaypdeovtal €KteV] oyOAlL TPV TNV KAOE

Aertovpyio dote va etvar Katavonti 1 pebodoroyia mov axoiovdndnke.

6.1.4 Ylomoinon ucdodwv iervovpyiog tns Myyavijs Iaiyvidiov

e avtd 10 onueio Ba avorvbel 1 vAomoinon ¢ KLPLOTEPNS KAAOTG TG Mnyavig uoikng
Kol LOVO 0VTH, LOG KoL OTOTEAEL OVGLACTIKA Kot TO Bacikd 6Totyelo To omoio pe Tig 110N TES
KOl TOUG UNYOVIGHOUG HE TOUG OMOIOVG KOTOOKELAOTINKE TPAYUOTONOEL TNV QUGIKN
OAANAETIOPOCT) TOV AVTIKEIWEVOV LETAED TOVG 6TO TTEPIPAAAOV TOV o vidlov. Na onpetmbel
OTL Katd TNV Tapdfeon Tov KOJKA NG KAAoNG aparpédnkov devtepedovta KOUUATIO TO
omoio dg Ba meprypapobv Kot dev ypriovv Wiaitepng EUEACNS Yo TN SELKOAVVOT TOV

AVOYVOOTI Kl 0ToPLYN TapAbEcT|g LOKPOGKEAODS GUVEXOUEVOD KMOTKO.

e Prehistoric_Nutsl.cs
HapaBeon Kdd txo

using System.Text;

using System;

using System.Collections.Generic;
using System.Ling;

using FarseerPhysics.Collision.Shapes;
using FarseerPhysics.Common;

using FarseerPhysics.Dynamics;

using FarseerPhysics.Dynamics.Joints;
using FarseerPhysics.Factories;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Audio;
using Microsoft.Xna.Framework.Content;
using Microsoft.Xna.Framework.GamerServices;
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Microsoft.
Microsoft.
Microsoft.
Microsoft.
Microsoft.

using
using
using
using
using

Xna.Framework.Graphics;
Xna.Framework.Input;
Xna.Framework.Media;
Research.Kinect.Nui;
Research.Kinect.Audio;

namespace FarseerPhysics.SamplesFramework

{

internal class Prehistoric Nutsl

{

PhysicsGameScreen, IDemoScreen

static Runtime kinectRuntime;

private readonly TexturelInstance kinectRGBVideo
private readonly List<TexturelInstance> hotSpots
angle text;

float credits = 20,
static float score = 0;
int time = 0;

private Agent agent;
private Border border;

new Texturelnstance();

private Sprite :obstacle;

private Body[] obstacles = new Body[5];
Texture2D Background, dot, stone, macnut, haznut, ui;
Pyramid mac nuts, haz nuts;
SpriteFont font, font serious;
Vector2 spot;
private Body man;
private Sprite manBody;
private float scale;
bool pressed;
#region IDemoScreen Members
public string GetTitle ()
{
return "Level 1";
}
public string GetDetails()
{
StringBuilder sb = new StringBuilder();
sb.AppendLine ("This is the first level (Level 1) of Prehistoric Nuts");
sb.AppendlLine (string.Empty) ;
sb.AppendLine ("Information™);
sb.AppendLine (string.Empty) ;
sb.AppendLine ("Kinect") ;
sb.AppendLine (" - Stretch your hands to be detected from Kinect");
sb.AppendLine (" - Target with your hands");
sb.AppendLine (" - Check the angle between your hands");
sb.AppendLine (" - Check the the stretching of your hands");
sb.AppendLine (" - Stay static for 3 seconds when you are sure for your
target");
sb.AppendLine (" - Break more and more Nuts");
sb.AppendLine (string.Empty) ;
sb.AppendLine (" - Exit to menu: Escape");

return sb.ToString();

}

#endregion
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//public static bool collided = false;
bool collided = false;

bool OnCollisionEnter (Fixture fixtureA, Fixture fixtureB,
FarseerPhysics.Dynamics.Contacts.Contact contact)
{
collided = false;
if (!collided)
{
Point col point;
col point = fixtureB.Body.GetCurrentFrame ();
col point.X++;
fixtureB.Body.SetCurrentFrame (col point);

if (fixtureB.Body.GetTypeName () == "haz nut")
{
if (fixtureB.Body.GetCurrentFrame () .X >
fixtureB.Body.GetSheetSize () .X - 2)
{
score += 50;
col point.X++;
fixtureB.Body.SetCurrentFrame (col point);
fixtureB.Body.DestroyFixture (fixtureB) ;

}
else if (fixtureB.Body.GetTypeName () == "mac nut")
{
if (fixtureB.Body.GetCurrentFrame().X >
fixtureB.Body.GetSheetSize () .X - 2)
{
score += 100;
col point.X++;
fixtureB.Body.SetCurrentFrame (col point);
fixtureB.Body.DestroyFixture (fixtureB) ;

return true;

public override void LoadContent ()

{

kinectRuntime = new Runtime();

kinectRuntime.Uninitialize () ;

kinectRuntime.Initialize (RuntimeOptions.UseColor |
RuntimeOptions.UseSkeletalTracking) ;

kinectRuntime.VideoStream.Open (ImageStreamType.Video, 2,
ImageResolution.Resolution640x480, ImageType.Color);

kinectRuntime.VideoFrameReady += VideoFrameReady;
kinectRuntime.SkeletonFrameReady += SkeletonFrameReady;

kinectRGBVideo.Texture = new Texture2D (ScreenManager.GraphicsDevice, 320,

240, false, SurfaceFormat.Color);
//******************

base.LoadContent () ;

stone = ScreenManager.Content.Load<Texture2D> ("Common/agent") ;
ui = ScreenManager.Content.Load<Texture2D>("Common/ui_table");
spot = new Vector2(-480, 90);

macnut = ScreenManager.Content.Load<Texture2D>("Common/macinut");
haznut = ScreenManager.Content.Load<Texture2D>("Common/hazinut");

_scale = 1;

font = ScreenManager.Content.Load<SpriteFont>("Fonts/SpriteFont2");

font serious = ScreenManager.Content.Load<SpriteFont>("Fonts/lmenufont");

World.Gravity = new Vector2(0f, 20f);

mac_nuts = new Pyramid(World, this, new Vector2(8.0f, -1.0f), 2, 0.6f);
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haz nuts = new Pyramid(World, this, new Vector2(15.0f, -5.0f), 2, 0.6f);
mac nuts.LoadTexture (ScreenManager.Content.Load<Texture2D> ("Common/mac")) ;

mac nuts.SetTypeName ("mac nut") ;

haz nuts.LoadTexture (ScreenManager.Content.Load<Texture2D>("Common/haz"));
haz nuts.SetTypeName ("haz nut");

_border = new Border (World, this, ScreenManager.GraphicsDevice.Viewport);

_agent = new Agent (World, this, new Vector2(1.0f, -24.5f));
_agent.LoadTexture (ScreenManager.Content.Load<Texture2D> ("Common/agent")) ;
_agent.Body.Mass = 0.4f;

dot = ScreenManager.Content.Load<Texture2D> ("Common/dot") ;

Background = ScreenManager.Content.Load<Texture2D> ("Common/background") ;
pressed = false;

LoadObstacles () ;

SetUserAgent ( agent.Body, 1000f, 400f);

// man

{
Vertices vertices = PolygonTools.CreateRectangle(0.01f, 0.01f);
PolygonShape chassis = new PolygonShape (vertices, 0f);
man = new Body (World) ;
man.BodyType = BodyType.Static;
man.Position = new Vector2(-22.0f, 6.5f);
manBody = new

Sprite (ScreenManager.Content.Load<Texture2D>("Common/main unit"));

}

~agent.Body.OnCollision += OnCollisionEnter;

private void LoadObstacles ()

{
for (int 1 = 0; 1 < 3; ++1i)

{

_obstacles[i] = BodyFactory.CreateRectangle (World, 5f, 1f, 1f);
_obstacles[i].IsStatic = true;

_obstacles[i].Restitution = 0.2f;

_obstacles[i].Friction = 0.2f;

}

_obstacles[0].Position = new Vector2(23f, 5.5f);
_obstacles[1l].Position = new Vector2(13f, 6f);
_obstacles[2].Position = new Vector2(20f, 3f);

// create sprite based on body

_obstacle = new
Sprite (ScreenManager.Assets.TextureFromShape (_obstacles[0].FixtureList[0].Shape,
MaterialType.Dots, new Color (128, 100 , 17), 0.8f));

}

public override void Update (GameTime gameTime, bool otherScreenHasFocus, bool
coveredByOtherScreen)
{
if (!coveredByOtherScreen && !otherScreenHasFocus)
{
if (Keyboard.GetState () .IsKeyDown (Keys.Escape))
{
kinectRuntime.Uninitialize () ;
ExitScreen();
}
// variable time step but never less then 30 Hz
World.Step (Math.Min ((float)gameTime.ElapsedGameTime.TotalSeconds, (1f
/ 30f)));
MouseState mouseState = Mouse.GetState();
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Vector2 mouse _pos = new VectorZ(mouseState.X, mouseState.Y);

if (credits == 0)
{
this.ExitScreen();

}

if (mouseState.LlLeftButton == ButtonState.Pressed && credits > 0 &&

(Math.Abs (mouse pos.X - 153) + Math.Abs (mouse pos.Y - 471))<200)

{

float angle = (float)Math.Atan2 (spot.Y - 88, spot.X + 490);
if (angle > 0)

angle text = -((angle / 3.14f * 180 - 180));
else if (angle < 0)

angle text = -((angle / 3.14f * 180 + 180));

_agent.Body.Rotation = 0f;
_agent.Body.Position = new Vector2 (mouseState.X / 25.0f,

mouseState.Y / 25.0f) - new Vector2(640.0f / 25.0f, 384.0f / 25.0f) + new Vector2 (-

2.8, 0)3

//div 25
_agent.Body.LinearVelocity = 8.0f * (-_agent.Body.Position + new

Vector2 (-500.0f / 25.0f, 95.0f / 25.0f) - Vector2.0One);

if (!pressed)

{

credits--;
if ( score >= 20 )
score —-= 20;

pressed = true;
}
spot = (_agent.Body.Position - new Vector2(-2.5f, 0)) * 25f;
//score = mouse pos.X;
collided = false;
//score++;
}
else
{

pressed = false;

angle text = 0;
spot = new Vector2(-487, 93);

}
else
{
World.Step (0f) ;
}

Camera.Update (gameTime) ;
base.Update (gameTime, otherScreenHasFocus, coveredByOtherScreen);

void DrawLine (SpriteBatch batch, Texture2D blank, float width, Color color,
Vector?2 pointl, Vector2 point2)

{

float angle = (float)Math.Atan2 (point2.Y - pointl.Y, point2.X - pointl.X);
float length = Vector2.Distance (pointl, point2);

batch.Draw(blank, pointl, null, color, angle, Vector2.Zero, new

Vector? (length, width), SpriteEffects.None, 0);

}

private void VideoFrameReady (object sender, ImageFrameReadyEventArgs e)

{

PlanarImage imagel = e.ImageFrame.Image;
kinectRGBVideo.Texture = imagel.ToTexture2D (ScreenManager.GraphicsDevice);

private void SkeletonFrameReady (object sender, SkeletonFrameReadyEventArgs e)

{

SkeletonFrame skeletonFrame = e.SkeletonFrame;
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foreach (SkeletonData data in skeletonFrame.Skeletons)
{
if (data.TrackingState == SkeletonTrackingState.Tracked)
{
Vector2 jointPosition Left Hand = new Vector2 (0, 0);
Vector?2 jointPosition Right Hand = new Vector2 (0, 0);
Vector2 kinect right, kinect left;

foreach (Microsoft.Research.Kinect.Nui.Joint joint in data.Joints)

{

if (joint.ID == JointID.HandLeft)
{
jointPosition Left Hand =
joint.GetScreenPosition (kinectRuntime, ScreenManager.GraphicsDevice.Viewport.Width,
ScreenManager.GraphicsDevice.Viewport.Height) ;
//joint.
}

if (joint.ID == JointID.HandRight)
{
jointPosition Right Hand =
joint.GetScreenPosition (kinectRuntime, ScreenManager.GraphicsDevice.Viewport.Width,
ScreenManager.GraphicsDevice.Viewport.Height) ;

}

kinect right = jointPosition Right Hand / 5;
kinect left = jointPosition Left Hand / 5;

if ((float)Math.Abs(-kinect left.X + kinect right.X) > 10.0 &&
(float)Math.Abs (kinect left.Y - kinect right.Y) > 10.0 && time<2000)
{

spot.X -493 - kinect right.X + kinect left.X;
spot.Y = +93 + kinect left.Y - kinect right.Y;

_agent.Body.LinearVelocity = Vector2.Zero;
~agent.Body.Rotation = 0;
_agent.Body.Position = spot / 25;
//_agent.Body.LinearVelocity = 8.0f * (-

_agent.Body.Position + new Vector2(-500.0f / 25.0f, 95.0f / 25.0f) - Vector2.0One);
time++;
score = time;

}
else if ((float)Math.Abs(-kinect left.X + kinect right.X) >
10.0 && (float)Math.Abs(kinect left.Y - kinect right.Y) > 10.0 && time > 2000)
{
_agent.Body.LinearVelocity = 8.0f * (-spot / 25 + new
Vector2 (-500.0f / 25.0f, 95.0f / 25.0f) - Vector2.0One);
}
else
{
spot = new Vector2 (-487, 93);
time = 0;

public override void Draw (GameTime gameTime)

{
ScreenManager.SpriteBatch.Begin (0, null, null, null, null, null,

Camera.View) ;
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ScreenManager.SpriteBatch.Draw (Background, new Vector2 (-640, -384),
Color.White);
for (int i = 0; 1 < 3; ++1i)
{
ScreenManager.SpriteBatch.Draw(_obstacle.Texture,
ConvertUnits.ToDisplayUnits( obstacles[i].Position),
null,
Color.White, obstacles[i].Rotation,
_obstacle.Origin, 1f,
SpriteEffects.None, 0f);
}

ScreenManager.SpriteBatch.Draw (manBody.Texture,
ConvertUnits.ToDisplayUnits (man.Position), null,
Color.White, man.Rotation, manBody.Origin,
_scale, SpriteEffects.None, 0f);
mac nuts.Draw();
haz_nuts.Draw() ;
~agent.Draw () ;

ScreenManager.SpriteBatch.Draw(ui, new Vector2(-640.0f, -379.0f),
Color.White);

DrawlLine (ScreenManager.SpriteBatch, dot, 4.0f, new Color (57, 20, 0), new
Vector2 (-474, +88), spot);

DrawlLine (ScreenManager.SpriteBatch, dot, 4.0f, new Color (57, 20, 0), new
Vector2 (-489, +95), spot);

DrawlLine (ScreenManager.SpriteBatch, dot, 4.0f, new Color (255, 0, 0, 0.4f),
new Vector2(-487, +93) + new Vector2(-spot.X-487,-spot.Y+93), new Vector2 (-487, +93));

DrawlLine (ScreenManager.SpriteBatch, dot, 4.0f, new Color (0, 0, 255, 0.4f),
new Vector2 (-487, +93) + new Vector2(-spot.X - 487, 0), new Vector2(-487, +93));

ScreenManager.SpriteBatch.DrawString (font, "Score: " + score.ToString(),
new Vector2(-621.0f, -371.0f), Color.Black):;
ScreenManager.SpriteBatch.DrawString(font, "Score: " + score.ToString(),

new Vector2 (-620.0f, -370.0f), new Color (255, 222, 0));

ScreenManager.SpriteBatch.DrawString (font, " " + credits.ToString(),
new Vector2(-601.0f, -337.0f), Color.Black):;
ScreenManager.SpriteBatch.DrawString (font, " " + credits.ToString(),

new Vector2 (-600.0f, -336.0f), new Color (255, 222, 0));

ScreenManager.SpriteBatch.Draw(stone, new Vector2(-500.0f, -343.0f),
Color.White);

ScreenManager.SpriteBatch.Draw (macnut, new Vector2 (480.0f, -379.0f),
Color.White);

ScreenManager.SpriteBatch.Draw (haznut, new Vector2 (480.0f, -343.0f),
Color.White);

ScreenManager.SpriteBatch.DrawString (font, "100 Pts", new Vector2(521.0f,
-379.0f), Color.Black);

ScreenManager.SpriteBatch.DrawString (font, "100 Pts", new Vector2(520.0f,
-378.0f), new Color (40, 10, 30));

ScreenManager.SpriteBatch.DrawString (font, "50 Pts", new Vector2(538.0f,
343.0f), Color.Black);

ScreenManager.SpriteBatch.DrawString (font, "50 Pts", new Vector2(537.0f, -
342.0f), new Color (40, 10, 30));

ScreenManager.SpriteBatch.DrawString(font serious, "Angle: " +
angle text.ToString(), new Vector2(-455.0f, 60.0f), Color.Blue);

ScreenManager.SpriteBatch.End() ;

base.Draw (gameTime) ;
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O mapamdve kddikag cvvhitel v kAo Prehistoric_Nutsln omoia amotedei tov Pacikd

Swyelprotn Kabe avTikelpévoL 10 omoio duvatat va oAANAETOPd péca 6to mePPAAAOV TOV

TALYVIOOL UE TO VIOAOTO GUGTNHA PAGEL TOV PLOIK®OV VOU®V Tov opilel To TEPPAALov.

Elvar éva poxpookehéc tunua kodika, oArd mopotiBetor oyeddv OAOKANPO oG Kot M

oNUociot TOL KOTA TNV VAOTONGM TOV UNYOVIGUMV QUGIKNG OMOTEAEGE TNV EMLTUYN

0AOKANP®OT] TOV UEYOADTEPOL UEPOVG TNG Agttovpyiog Tov pnyoviopov. To oTotyeion mov

mePLYpapovTo eivon To eENC:

Yvvaptnon LoadContent()

H ovvaptnon LoadContent dev maipvel ®g Opiope KAmOW TOPAUETPO KOL OEV
emotpérel Kamow . H ovvaptnon oavtn givor vmedBovn yuo ™ @optwon tov
amopoitnTeVv dedopévev TEPLEYOUEVOD O KOTOlEG HETAPANTEG KabdG Kol yio Tnv
apyKomoincn OA®V TV HETOPANTOV YEVIKOTEPO TOL YPELALOVTOL KATO TNV EKTEAECT
TV akyopifuov. Epdcov dnhadn ta apyeio mov BEAovpe va poptdcovpe dSnimbodv
oto mpdypoupa tote péom g LoadContent yiveton m @optmon tovg pécO GTOV
aryopOpo. Emmpdobeta, otn cuvaptnon auth Siveton Kot 1) EVTOAN Y10, TV €KKivion

¢ Aertovpyiog Tov Microsoft Kinect.

Yuvaptnon Update(GameTime, bool otherScreenHasFocus, DOOI coveredByOtherScreen)

H ovvaptnon Update moaipver tpelg mapapétpoug kot dev emotpépet . H
ouvaptnomn avty gival vrevdovn Yo TNV avavEmon TV 0eSOUEVOV KOl TNG ELPAVIONG
Tov mayvidlov. Exteleitoan dtav 1 €otioon tov moyvidlov gival mdve oty KAdom
GameScreen g KAAoNG TOV aVIKEL Kot OV KOAVTTETAL 0td GAAO OTTIKO TEPPAALOV
Tov oy vidov. Emmpocbeta, opiletar n pon tov kapé Kot 1 toyhTnTa Tov Tt vidton

GTOV QUGIKO KOGLLO TOV ETTESOV.

Yvvaptnon Draw(GameTime)

H cvvaptnon Draw maipvel og mapdpetpo pia petofinti tomov GameTime kot dgv
emotpépel Tun. H ouvapmnon avty eivar veevBovn yio ) oxedicon Tov ypoaeiKkov
Kot TG gUeaviong tov maryvidlov. Me t Ponbeia tov ScreenManager.SpriteBatch
OmOKTA TN SVVATOTNTO GYESIGUOL YPAPIKOV YNOidwv oto J160140TAT0 YDPO
opifovtag tovg 0Oéom, ypdpo, olapdveln Kor yevikotepo pvbuicelg mov eivan
OTTOPOLTNTEG Y10l T1 POOUIOT] TN ELPAVIONG TOV AVTIKEUEVOVY KOl TMV GTOL(EI®V GTO

YDPO.
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iv.  XZuvvdaptnon SkeletonFrameReady(object sender, SkeletonFrameReadyEventArgs €)

H ovvaptnon ovt viomotel v adldnienidpaon tov Kinect pe tov maiktn. Méocw
tov gpyoreiov tov SDK evtomiletor o avOpomivog oxeretdg pe  Ponbeia tov
owcOnmpov. Kotomv, pe ™ ovvaptnon SkeletonFrameReady Aoufdvovue ta
dedopéva IOV EMBLUOVUE OO TNV TOPOKOAOVONGN KoL T EIGAYOVE GTOV OAYOP1OLO
YL TV €{6000 TOV KIWVGEMV TOV ¥POTN MOTE VO CNUAOEYEL LE COCTN YMOVIO Kot

dvvapn yio to Tov Ba excPeVOOVIcEL TNV TETPA.

V.  Xvvdaptnon LoadObtstacles()

H dvckoAia Tng oTOXELONG TOV KOPTMV £YKETOL GTO OTL VITAPYOVV PUGIKE EUTOOLN,
GTO Y®PO, TOV KAVOLV TN GLAAOYN TOV KOPT®V 7o dVGKOAN. Mg Tn cuvaptnon
LoadObstacles @optdvouvpe pe otatikd eumddio. opfoydviov oYfUATOS TO YDPO,
EMAEYOVTOG TOV aplOUd TOVG, TIC SLOGTAGELS TOLG, TN B€om Tov KOl TNV gUEAvion

TOVG. Agv TaipVEL KATOL0 TOPAUETPO Kol OF EMGTPEPEL TIUN.

vi.  Zvvapton OnCollisionEnter()

H ovvapmon OnCollisionEnter givar 1 ovvdptmon oty omoio ogeileTor 1
TPOYUOTOTOINGN TNG KPOVGNEG KOl TNG GLAAOYNG TOV TOVI®V G0 TOVG KOPTOVG.
Evtonilovtag v emaen peta&d e TETPOC Kol TOL KOPTov, dIVETOL 1 EVTOAT LECH
QUTAG TNG CLVAPTNONG VO HETAPEl 6TV EMOUEVT] YPAPIOTIKY Katdotaon £m¢ OTOV
ovAleyBel o kapmdc. Télog, kaTd T GLALOYN TOV KAPTOV TPOGHETEL TOVG TOVTOLG

GTOVG GUVOALKOVG.

INo meprocdTEPEG AETTOUEPELEG Y10 TOV TPOTO dNAMONG TOV HETAPANTOV OAAG Kot TNV Xpron
TOV ATOPUiTNTOV CLVOPTACE®V TOV avtictoy®v PiAlodnkdv yio v vAomoincmn Tov
alyopiBuov og yAdooa poypappoticpod C# Ba ftav kaAd va yivel AETTOUEPNG LEAETT TOV
K®dwa wov mopotifetal. Xe moAAd onueio avaypdeovtal ektevry oxdMo TP TNV KAOE

Aertovpyio ®ote va etvan Katavonti 1 pebodoroyia mov axoiovdndnke.
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6.2 Ilotpopucs Kot TPoypPouNUaTICTIKG EPYALEIR

H vlomoinon avtr mpayuatonomdnke oto mepiPdirov tov Windows 7, ypnciuonoidviog to
Microsoft Visual Studio 2010 cg yAdooa npoypapupaticpod C#. Tpdcheta epyareio mov
YPEWGTIKAY Y10, TNV KATAGKELT TOL TANPOLE Aoyicpko ftav to Microsoft Kinect SDK kot

XNA Framework, ta onoio, eveopatddnkay oto Visual Studio.

e Microsoft Visual Studio 2010
To Microsoft Visual Studio givat éva 1oyvpd Orokinpwpévo Tepipdiiov Avamtoéng
(IDE) to omoio e&ao@aAilel v TOOTNTA TOV KMOIKO TMV EPAPUOYDV KOTO TNV
eEEMEN g teyvoloylag amd TO oyedoud €wg TV gykatdotaor. Aiver

duvatdmro avantuéng epappoydv o Windows, Windows Phone, Web kot dAAec.

e Microsoft Kinect SDK
To SDK tov Kinect yio Windows mpoc@épel éva TpOypaiLo. YKOTAGTOONG, TO 0TTOI0
kafiotd e0KoAn v eykatdotoon tov Kinect kou divel ypnowwa epyoieio yo tnv
AVATTLEN EPAPLOYDY TOL TO AVAYVOPILOLV Kol EKUETOAAEVOVTOL TIG AELTOVPYIEG TOV

aonmpov Tov.

Mia amd Tig Aettovpyieg tv epyareiov Tov SDK eivar ) dpiotn mapakorovdnon tov
avOpOTIVOL GKEAETOD, 1 OTOl0L EMITPENMEL GTOVG TPOYPUUUOTIOTEG TOV EAEYYXO TOV
yxpNotn mov mopakoiovbeiton amd Tov aicntipa. EmmAéov, vmapyovv ypnoa
gpyodela yio v ovayvoplon eovig mov poli pe 1o PEATIOUEVO GUOTNUO TOV

NYNTIKOV acOntipwv divovv peyddn axpifela oty avayvmopion opiiiog.

e Microsoft XNA Framework
To XNA givon Baciopévo og yvootd younhot emimédov APIs énmg to Direct3D 9, 1o
XACT, 1o XInput kou To XContent. [Tepirappaver ipriodnieg mov opadorolovviol
0€ KaTNYOopieg OMM®S YPAPIKMV, YOV, 16000V, LAONUOTIKGV Kol amodfkevong. Xtnv
ovcio elval éva TakETo gpyaAeimv OV O1ELKOALVEL TNV aVATTTLEN T VISIOV Yid

NAEKTPOVIKOHS VTTOAOYIGTEG Ko Yio Xbox 360.
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To Aoyiopkd givar copBotod pe o Windows 7 kau to Xbox 360, énov pmopei va ektedeotel
KOVOVIKG KOl va. Aettovpynoet e tov aisntipa tov Kinect. Avaykaio sivat 1 gykatdotoon

NG GLGKEVTG GTOV NAEKTPOVIKO DTTOAOYLIOTH MGTE VO Eivan EPLKTN 1) AElTOLPYia TOV.
To Aoyiopikd datifetonr o CD mov meptlapPdaver 0dnyo eykatdotoons (Setup Wizard) yuo va

TPOYUOTOTOLEITAL 1 TPOCHOPAIPEST] TOL TPOYPAUUATOS GTO AEITOLPYIKO GCUGTNHO TOV

Windows.
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Eniloyog

Dd1tdvovtog otov emiloyo NG mapoHGOS SIMAMUATIKNG EPYACING, akOAOVOEL puio cvvoyn Tov
€PYOVL MOV EKTEAESTNKE KOOMDG KOl TOL TEAMKOD AOYIGHKOU 7OV TOpAyOnke, KAVOVTOG i
TMEPIEKTIKT TEPLYPAPT TNG EPAPUOYNG, TOV OLVOTOTHTMOV TNG OAAL KOl TOV AEITOVPYLDY TOV
TPOCPEPEL, OIVOVTOS EUPOCT] GTOVS GTOYOLG OV EMETEVYONCAV KOl TOVG GKOTOLG OV

eEumnpeTodvToLl PEGH VTG,

1.1 Xv¥vown kot counepdcuorta

210)0¢ TNG TOPOVoAG SIMAMUNTIKNAG EPYACIiag HTAV 1 avATTLEN EVOG S100PUCTIKOD TOLYVISIOD
QLOIKNG OAANAETdpaoNC HETOED ovOpdTOL Kot VTOAOYIOTIKNG unxovis. Kotaokevdotnke
romov éva Aoyiopukd copPatd pe Windows ko Xbox 360, ypnowomowwvtag 1o XNA, 1o

071010 TPOGPEPEL AEITOVPYIES YLYAYDYIKOD KOl EXLLOPPOTIKOD YOPAKTHP TPOS TO XPNOTI.

‘Eva Aoylopikd kpivetor ypfolto OTov KOTOQEPVEL Vo gival €OYPNOTO, AEITOVPYIKO Kol
TPOCPEPEL KOWVOTOMIEG TTOL OEV VTAPYOLV OE GAAEC EPAPUOYEC TNG KOTNYOPlOG TOL 1)
TOVAJYIOTOV GE TOAAEG OO OVTEG. ZMUOVTIKO €MioNG otolyeio elvar 1o kdbe Aoyiopkod va
EMTVYYAVEL TO GKOTO Yol TOV OMOI0 £l KOTAOKEVOOTEL KOl VO TEPLEYEL TOVAGYIOTOV TOL

Baoikd yopakTNPIoTIKA Kol EPYUAELN TNG KATNYOPLOG AOYIGUIKOD GTNV OO0l OVIKEL.

Ev oMiyowg, avamtoyfnke €va AOYISHIKO WuyOy®YKOD KOl ETYHLOPPOTIKOD YOPOKTHPO,
TPOCPEPOVTAG GTO YPNOTN KOVOTOUIKEG LEBOSOVE AAANAETIOPACTG TOV LLE TOV VITOAOYIGTN 1)
TNV KOVGOAQ. AVTO EMTUYYAVETOL TPOCPEPOVTOG IO TPOTOTOPLOKY aicbnon youyoywyiog
Héca G€ OUTO OCKADOVTAG PLGIKES KIVAGELS He TO odpa. Toavtdypova cuufdietl, ¢ Tpog To
EMUPUOPOOTIKO KOUUATL, 0TV €EOIKEIMON TOL TOUKTN HE OPIGUEVO QUGIKA POLVOUEVO Kol
QLOIKEC aAANAETOPAoELS UEca og Eva YNnElokd TEPPAALOV TOV TPOGOUOIDVEL TO PLGIKO,
wpoPefAnuévo OUmG o€ d1od1aoTOTO Kot Oyl TPLodldoToTo Y®po. Emmpocbitmg, tov Ponbdd

670 Vo, EAEYYEL Kot VO, evTomilel HEG® 0LTOV TNV PLGIKT OAANAETIdpaon HeTOED TOV COUATOV

79




SOUQ®VA LE TO PLGIKA TOVG YOPUKTNPLOTIKA, OTTw¢ 1 ndlo, To GYNUa, To onueio ETAPNC, TIC

TpPés.

Yvvomtikd, €ytve pio oOvBeorn OSpOpmv pnyavicu®v oote vo emevybel 10 TEMKO
amotélecplo. AVOKEPUANLDOVOVTAG TO O £XOVUE AVAPEPEL GTOV KUPLO KOPUO TNG TapoHGOGS
gpyooiag, n epapuoyn oAokAnpmonke pe to e&ng Prinota:

- Kartaokevdomke €vag Bactkdc kKoppodg ypapikod d16o1doTatov TeptBaAlovtog To
omoio oamotélece T Pdon mlveo otnv omoia ytiotnke to OA0 TEPPAALOV NG
EPAPUOYNG.

- Kartaokevdomkay adyopiBuot yio T 6mGTH AEITOLPYIC UG UNYOVIAS QUOTKNG
OV EVOOUOTOONKE 6TO Pacikd YpaEikd TEPPAAAOV, DOTE VO TPAYUOTOTOLEITOL
QLOIKN OAANAETIOPOCT) TOV AVTIKEWEVOVY HEGO, GTO TEPIPAAAOV QLTO.

- Kartaokevdomkay odyopiOuor yioo tn €VIOTICUO POCIKOV AEITOVPYIDV NG
QUOIKNG TOV AVTIKELEVOV OV EVEOUATOONKAY 6TO PacIKO Ypoaeikd TEPIPAAAOV,
®oTe va. 610eTal EMTAEOV SOUKTIKOG YOPOKTNPOS GTO QPUCLKH GavOueEVa LETAED
TOV AVTIKELEVOV.

- AvantdyOnke unyovicpog oAANAETIOpAoN S 0VOPAOTIVOL GKEAETOV LE TO TToyVidt
péom tov awodntipo Microsoft Kinect kot xataokevdotnke alyopiOpog yio 1o
GUGTNLO EAEYYOL TOL T VIOOD HEGH AVTOD.

- AvantdyOnke €va amAd GUGTNLO TOV TPOCESMOE TO, PACIKE UPUKTNPICTIKE TOL
ouvBétouy éva MAekTpoviKO TTayvidt Kot Sivouv TO amapoitnTo eVONPEPOV GE

avTd TPOGHETOVTAG KATON GTATICTIKG MOTE VO YIVETOL EAAPPDOS AVIOYWOVICTIKO.

Téhog, pe TNV KOTOOKELT TOV AOYIGUIKOD aTOD YiveTan Gavepd TO YEYOVOG OTL 1) TEYVOLOYi
(avamrTuéng Aoylo ko kai 1 texvoroyio aictntpwv) miéov Bpickovtal € onueio kavo yio
v Topaymyn véov pebddwv emkowvoviag peTta&d TOV avOpMOTOL Kol TV UNYOVAOV.
Expetodlievdpuevog Kovelg avtd ta epycAeio, UmOpel Vo, aVTIKATAGTAGEL TIG UEXPL TMOPO
OL00EDOUEVEG GUOKEVEG KOl TOVG TETPIUUEVOVG VIOPYOVTEG TPOTOVS EMKOWVMVING WE TO
VTOAOYIOTIKG GLUGTHLOTO KOl VO, TEPAUCEL G O cOyypoveg uebddovg mov B Edvav GAAN
TTVON OTO TEYVOAOYIKA dpoueva. AAlmaote, dg Oa pumopovoe va OempnOel apeintéa n ypnion
TETOIOV HEDOdMV KOl GE MO TPAKTIKOVG TOUELS TNG EMOTAUNG OTT®G 1) WTPIKY], GALL Kol GE
GAdec dpaotnpotnteg Onmg 1 euolobepameio | 1N EMKOWOVIOL HE VONUOTIKY, T OTAY

YOUVOOTIKT KOl TOAAOVG aKOUT TOUEIC.
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1.2 MglAoVTIKES EMEKTAOCELS

[poeavmg n LoTKOTNTA EVOG AOYIGUIKOD €YKELTOL GTI| GLYVY OVOVEDGT TOV KOl ETEKTOCT|
TOV amd TOVG dMUOVPYOLS Tov. AdY® NG TANODPOS TV SVVATOTHTOV TOV TPOGPEPOVY TO,
gpYOLEiDL TOL ¥PNOUOTOMONKAV KOTA TNV KOTOOKELT TOV S100PACTIKOD GVTOD TOLYVIdL0D,

avapeifoia givorl et kabe gidovg TpocsOnkmn kot EEAMEN TOL AOYIoUIKOD.

Mo apyixn oxéyn eivar 1 EKUETAAAEVCT] TOV TOAAUTADV HIKPOQPMOVOV 7OV O100ETEL TO
Kinect yio v mpocBnkn emmAéov Agttovpyidv OmOG 1 EXAOYT YPNOTN KUTOTY QOVITIKNG
EVIOMG, LECH QMVNTIKNG OVOYVOPIONG, KOl 1 EMAOYT EMTALOV OVIIKEWWEVOV EKTOEEVONG

EMIONG LE POVNTIKEG EVIOAEG.

Emiong, evdeyxdpevn mpooHBnkn elvar 1 avamrtuén emmAéov UNYOVIGU®V ovoyvAOpLoNg
YEPOVOLLDV Y10, TNV ETA0YT AVTIKELEVOVY OV B elGdyovTol evtog Tov TepPdiiovtog Kot o
TpocBETovy TNV VIapEN VE®V QUOIKAOV (POIVOUEV®OV HEGO GTOV VIAPYOVIO YDPO, OTMG

ghatnpla, avtikeipeva pndevikdv Tpiov, PARpata Kot Stdeopa GALAL.
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