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128. Meprypayte TN APNOIUOTNTE TOV PETEPANTOV KOTA TN SNULOVPYIN TOLYVIOIOV GE KOOIKO,

JAVA (JAVA Game Variables).

Koata ) dnuovpyia evog mouyviov oe kdowka JAVA, ypnoporotovpe 11 JAVA Game Variables yio

va «EEpovpe» o Elval 1 TPEYOLGO KATAGTAOT TOL TTatyVidov. Avtd umopel va mepriapuPdvel to

OKOp TOV TOiKT™, TOV aplOpd TV eYOPIKOV SACTNUIKOV TAOI®V TOL VITAPYOVY 1 TO OV PpicKoviot

Kot TL KOVOUV OAOL T OVTIKEILEVA TOV ALY VIdL00 otV 006VN.

129. Na ypo@el amhd ApOypOopune PE KOOKO o€ Java, TOV VO TUTMOVEL O OTOTEAEGNO GTOV

ypnotn 1ig Aé€erg "'l love JAVA Game Programming'

JFrame frame = new JFrame ("I love JAVA Game Programming") ;

JPanel panel = new JPanel();

JLabel label = new JLabel ("I love JAVA Game Programming") ;
panel.add (label) ;

frame.add (panel) ;

frame.setVisible (true) ;

130. Na ava@épete ™ (pnowpotnto Tov pedosmv (methods) 6to JAVA Game Programming.

O ypnowonoinon Java peBddwv oty avantuén JAVA Game Aoyiopukod Kpivetol GKOmUN yio
ToVG £&Ng Adyovc:

Enovoypnowonomoiio Kooko,

Edv mpénet va kdvovpe to 1010 Tpdypa, 1 oxeddv 10 1810 TPAy, TOAAES POPES, YPAPOVLE Lo,
LéEB0OO Yo Vo TO KAVEL, KOl 6T GLUVEXELRL otAd kKohovpe T HEBodo kdbe popd mov mpémetl va
extereotel oL M gpyacio.

I[Mopouerpomoinon Tov KOJKO

Extd¢ amd tov emavoyypnoIomomoio Kmotka mov eivar 0 1010g o€ OAEG TG mepmT®OELS, Oa
Oélope cvyvd Vo, YPNOUYLOTOGOVUE TOPAUETPOVS OV OAAACOVY TOV TPOTMO pe TOV Oomoio
Aertovpyel n nébodoc.

Top-Down programming

‘Eva moAd ypnowo oTtudA  mpoypappaticpod  ovopdaleton  "top-down" mpoypoppaticpoc.

Avtipetonilovpe éva peyaio tpofanua (to "kopueaio"), S1oTOVTAG TO 0 UIKPA TPOoPANUATA.
Mo va 1o xkGvete owtod oe éva mpoypappa, ypdoete po pé€Bodo yio v eniAvon tov peyaiov
TpoPAUOTOS c0g KAAMVTOG GAAEC HeBOOOVLE Yl Vo ADGETE TO LUKPOTEPO TUNLOTO TOV
mpoPuotog (Awiper xkow Baoileve). Ot pébodor ywo v emidvon tov  oamlodotepmV
TPOPANUATOV TapOopoiwg amattobv AAAeg LeBOdoLG LEXPL va kaTanEeTe g amléc pebodovg mov
Abovv amdd TpoPAnuota.

Anuovpyio Evvololoyikav Movadwv
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Anpovpyodpe peBddovg yuoo vor kévovpe kdtt mov egivor o evépyela/diepyacio m omoia
EVOLOAOYIKA EMADEL EVaL TUN IO TOL TTPOPANUATOC, GLVOETOVTAG TUNHO TG AVOTG TOV.

Amhonoinon
Eneon ot tomukéc petafintéc ko dnAdoelg pog pnefddov dev Hmopovv Vo pavovy EKTOC TNG

puefooov, avtég (Ko n woAVTAOKOTNTA TOLG) KpvPovtal amd GAAL PEPT TOL TPOYPAUUOTOC,
YEYOVOG TOV AOTPEMEL TUY 0L GOAALLATO 1] GVYYLON.

"Eva woyvior mov &xer onuovpynlei o JAVA, covi@omg nepiéyer:1l) Frame2) Canvas3)

GameLoop4) Rendering methodS) Update method6) Mouse and Key input E&nyeiote
GUVOTITIKG TIS £VVOLEG TOV avaQEPONKaY, KaOOS Kol TN YPNOIROTNTE TOVG.

a) Frame

‘Eva frame eivar éva mapdBupo avatatov emmédov pe titho ko mepiypappo. To péyebog tov
frame mepAapPavel omoladmote TEPLOYN TOL XL OPLOTEL Yo To. cLVOPA. Ot Sl0eTAGES NG
TEPLOYNG TOV GLVOP®V UTopovV va AneBodv ypnoonowdvtag ) uébodo getlnsets, motdco0,
€POGOV OVTEG OL O10.6TAGELS EEQPTMOVTOL OO TNV TAATPOPUO, OEV Elval duvaTti N EMiTELEN LLOG
£YKVPNG TIUNG €16000V £€mG OTOL Yivel 1 epeavion Tov frame eite and to MAKETO KANONG gite
omd TNV ELEAVIOT).

b) Canvas

Muw kAdon Canvas givar mopdymyo 1 vmokatnyopio g kAdong Component kol Otov
tomofeteiton mave oe éva Frame, gpeaviCetor og kevny meployn. Qo6td6G0, Y100 TO GXEOUCUO
YPOPIKAOV, pmopel va ypnoiponombel omoladmote GAAN KAGON TOL TPOEPYETOL OO TNV
KAdon Component, yio wapaderypa JPanel 1§ axdpa ko JTextField 1 JButton.

c) GamelL.oop

‘Eva GameLoop tpéyel ouveydg katd tn dapkela tov moryvidwov. Kabe otpopn tov Ppodyov,
eneepydletor TV €16000 TOL YPNOTN YOPIC Vo eUmodilel, EVNUEPDVEL TV KOTAGTACT] TOV
oy violoy kot Kabwotd 1o moyvidl.  Ta GameLoop eivar to Pacwkd moapdostypo €vog
"oy vidov mpoypoupatiopon”. Kébe emavaiinyn péow tov GamelLoop mpoywpder v
KOTAGTOOT TOL TOLYVIO00 KATA KATOL0 TOGO. LVYKEKPIUEVQ, £V LETPNGOVIE TOCO YPTYOPa O
KOKAOG TToyvVIdldV KUKADVEL 6 TPayUaTikd ypovo, maipvovpe ta "frames avd devteporento”
Tov oy vidwd. Av to GameLoop kvAdet ypiyopa, to FPS elvat vynio kon 1o moyvidt Kiveitan
OLLOAGL KO Yp1yopa.
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d) Rendering

Yrdpyovv 300 Stapopetikd €idn rendering: to evepyd (Active) kot to mabntikd (Passive). O
Kddwag oyedioong torobeteitan o€ pia PEBOSO YPOUATOS Kol 0 KOIKOG KaAeital og amdvtnon
OTIG OTNOELS EmavVoKaOOopIGHOV. AVTd pmopel vo TPOEPYOVTAL OO TOV 1010 TOV KOOIKO, OAAAL
UTOpEL EMIONG VO TPOEPYOVTOL OO TO AEITOVPYIKO GUGTNUO OG OMOKPIOT € YEYOVOTA OTMG
aAhayn peyéBoug evog mapabvpov 1 KAk og £va otoryeio.

To Active Rendering avti va apfoel kamowov dAlo vo aropacicel wote vo (oypapicel, to
TPOYPOLLLLO ETOVOLAUPEAVEL GLVEXDS TNV 000V 0 TOAD ceytd while loop. Evd avtd to €idog
rendering 6&v GLVIGTATOL YOl EPUPUOYES YEVIKOD GKOTOV, £IVOL OTApiTnTO Yo TV OVATTUEN
video games.

e) Update
210V €1KOVIKO KOGLO TOL TTotyvidlol dtatnpeiton pio cuAroyn avtikelévov. Kabe avikeipevo

epoapuolel o pébodo update  mov TPOGOUOIDOVEL Vo TAGICLO TNG GULUTEPIPOPAS TOL
aVTIKEEVOD. Zg kdBe frame, TO Touyvidl evnuepdVvel KAOE AVTIKEILEVO TNG GLAAOYNC.

f) Mouse and Key input

2to. mouyvidle VTOAOYIGTH, TO TANKTIPOAOYO Kol TO movtikt elvar ot kvpleg pHEBodoL
oAMNAenidopaong pe tov vmoloyioty. To mpdfinua eivor Ot, evdd m Java €xer peydin
VIOCTNPLEN Y10 OVTEC TIG GVOKEVEG 10000V Yo epappoyés GUI, ta moryvidle vToAOYIoT®OV
npénet va yepilovion v €i60d00 Alyo dapopetikd. [Tapdro mov dev VILAPYOLY EVOMUATOUEVESG
KAAGELS TOL Vo, pog 0ivouv avtd mov YPelOUOCTE, LTOPOVUIE EDKOAN VO ONULOVPYGOVUE TIG
Owég pag. Akoun, call-back functions pumopodpe va Adfovpe ) d1ddpaacn Tov ypNoTH HLECH
TOL TOVTIKIOL 1} TOL TANKTpoAoyiov (Mouse and Key input

) Ko voL ToL 1oy EPLOLOGTE T GTLYLY| TOL TPOKVITOLV.

132. Aqmovpysiote 6 JAVA amthd KIVOOIEVO GVTIKEIPEVO Y10 TO TTALYVIOL G6OG (T PTALAKL TOV

TéVIG), 0pilovTag TPOTA TV GPYIKI] TOV BEon HE X KOl Yy KO KOTOTTLY TIS EMONEVES UVALOYO
pe Ty Kivijen wov O&Ahete va mapel.

package ball move;

import javax.swing.JFrame;

import javax.swing.WindowConstants;
import java.awt.Graphics;

import java.awt.Graphics2D;

import java.awt.RenderingHints;
import java.util.Scanner;

import javax.swing.JFrame;

import javax.swing.JPanel;
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@SuppressWarnings ("serial")
public class Ball Move extends JPanel({

int x = 0;
int y = 0;

private void moveBall (int X, int Y) {

x = X;

y = Y;

}
@QOverride

public void paint (Graphics g) {
super.paint(qg);
Graphics2D g2d = (Graphics2D) g;
g2d.setRenderingHint (RenderingHints.KEY ANTIALIASING,
RenderingHints.VALUE ANTIALIAS ON) ;
g2d.filloval(x, y, 30, 30);

public static void main(String[] args) throws InterruptedException {

int X,Y;

Scanner reader = new Scanner (System.in);
JFrame frame = new JFrame ("Sample Frame");
Ball Move game = new Ball Move();

frame.add (game) ;

frame.setSize (300, 400);

frame.setVisible (true) ;
frame.setDefaultCloseOperation (JFrame.EXIT ON CLOSE);

while (true) {
System.out.print ("X:");
X= reader.nextInt ();
System.out.println();
System.out.print ("Y:");
Y= reader.nextInt () ;
System.out.println () ;
game.moveBall (X,Y);
game.repaint () ;
Thread.sleep (10);
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