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Mevika

H xotackevn tov kKAaGkoy oy vidlon yvmotd pe 1o dvopa “Pac Man” mov mpmTonapovsidotnKke o
1980, oyedracpévo and tov Moru Iwatan tng Namco. Ta yopaktnpiotikd Tov Tatyvidiod auTtov ivat:

= 'Eva M 600 Pacwd emimeda (Yo to Project) pe éva terrain to omoio €xel puokd péyebog 660 M
006vn.

= Aegv givan tile-based game, aAld £xel Eva kadd dounpévo terrain mov oprofetel kKupimg v Kivnon
0V Backod yapaxkmpa (Pac Man), tov aviimdiov (Ghosts) kot tov avikelpévov emPpapevong
(Bonus objects, Fruits).

= Avtimodot ot omoiot Kivouvtol «EEVTvay MGTE VoL TANGLAGOUY T0 PACIKO XOpOKTAPO, 1 VO TOV
amoPHYOLV OTaV EYEL TN OLVATOTNTO VO TOVG KKATOVOADGEL).

= Ewwd bonus items mov divouv mpocwpwvd 1t dvvatdtmro otov Pac Man va katavaidvel
(«TpOE) TOVG OVTITAAOVS TOV.

= O xvplapyog yopaxtmpog Kiveital e téooeplc katevBuveelg e otabdepn toxdnTa, Vo dev el
Kavéva €100G €101KOD OTTAOV, EKTOG OTO TNV TTEPLOTACIOKT] IKOVOTNTO VO Katotpondvel ta. Ghosts
Y0 TEPLOPICLEVO XPOVIKO dtdotnpa (upon collision).

Qo yatete oto dlktvo Ko Ba Ppeite TOAAES TePTTOGES VAOTOINGNG TOL TOLYVIdOL Ta omoio Oa
maiEeTe Yo va 0gite MGTE Vo ovomapayete akpiPac v 1010 copmepipopd oto moryviol cag. 'Etol Ha
&xete TV oKP1P EIKOVO TOL TL £YETE VO VAOTOW|GETE.

E101Kkég odnyieg

Aoun rou terrain kai 6pia Kivnong xapakripa

HIGH SCORE
1120 [k T2 )

A. ZaBpidng, 2006
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‘Eva Baocwod 0épa eivar m dopn tov terrain @ote vo meTvyoiveton 1 emiPoAr] g kivnong tov
YOPOKTNPOV TAVIOTE OTO EMITPENTA Opla Kot pe cePacpd ota adidfata avtikeipeva — gumddwa. O
TPOTOG pe Tov omoio Oa meTOYETE KATL TE€TOWL €lval M poviehomoinom twv eunodiov e opboydvia,
Omwg eaivetal 6to mapoandve oynuo. H vioroinon g pnebddov sivor wdwaitepa 0KOAN OTMG paiveTon
KOl LLE TOV TTOPAKAT® OKEAETO KOOUKA.

struct MoveTry: public std::pair<const Sprite&, std::pair<int, int> > {
const Sprite&sprite (void) const { return first; }
const int& dx (void) const { return second.first; }
const int& dy (void) const { return second.second;
MoveTry(const Sprite& s, int _dx, int _dy):
First(s), second.first(_dx), second.second(_dy){}

¥

class Obstacle {
unsigned X,y,w,h;
public:
bool AllowsMove (const Sprite& s, iInt dx, int dy) const {
return s.GetX() + dx + s.GetW() < x || s-GetX() + dx > x+w ||
s.GetY() + dy + s.GetH() <y |] s-GetY() + dy > y+h);

struct DenyMovePred : public std::binary_function<Obstacle,MoveTry, bool> {
bool operator()(const Obstacle& o, const MoveTry& m) const
{ return lo_AllowsMove(m.sprite(),m.dx(Q),m.dyQ); }

}:
}:
class ObstacleHolder { // Singleton class.
std::list<Obstacle> obstacles;
public:
bool CanMove (const Sprite& s, int dx, int dy) {
return std::find_if(
obstacles.begin(),
obstacles.end(),
std: :bind2nd(
Obstacle: :DenyMovePred(),
MoveTry(s, dx, dy)
)
) I= obstacles.end();
¥
}:
class PacMan : public Sprite {
public:
void Move (int dx, int dy) {
if (ObstacleHolder::GetSingleton().CanMove(*this, dx, dy))
X += dx; y += dy;
3
}:

Avtd mov yivetar mpogavég givor 6Tt 0 EAeyyog avtodg epopuodleTon Yo KdOe kivnon omotovdonmote
yopaktpa. I1y., ag Bewpricovue 6t €yovpe 4 ghosts kot tov Pac Man mov kivodvton pe taydmnta 5
pixels avd 100 msecs, evd vadpyovv mepimov 40 eumdole. AvTod onpaivel avd 0eVTEPOLETTO GLVOAKAL:
10 x 5 x 40 = 2000 gAéyyovg, M Yo éva emBountd frame rate 50 fps péoo 6po 40 Ereyyot. I1popavig
LAGLE Y10 APEANTEES TOGOTNTEG DOTE VAL YPELOOTEL VO KAVOLUE PeATioTonoinon Tov alyopiBuov yo
obstacle collision detection.

A. ZaBpidng, 2006
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Noa onueidoovpe 6t 1 HEBod0g vty eivar dlopopeTiky amd 1o Yvwotd collision detection, Kabdg: (o)
T0 TeEAEVTOLO €QapUOleTON HeTa TV Kivon &vd 10 TPdTO ZIPIv TNV Kivnon, kot (B) to collision
detection amoitel TpaypatiKd sprites Kot Oyl amhd YEOUETPIKA oynuata. Ao propodoate ®oTdG0 Vo
avdayete to obstacle collision cg sprite collision pe to vo kévete amdlmg record v mporyovuevn Béon
TOV yopakTpa kot 0tav vdpéet collision pe éva eumOd10 TOV «OPVEITOLY OVCLAGTIKA TV Kivnon va.
EMOVOPEPOVLLE OVTOUATMOC TNV TTpoT YoV UEVEG BEon (PAETE GTO TOPAKATO CYNLOL).

(x.y) (x2y) (x.y)
d
Just before‘ ‘ After movement when Retracting to original position
movement is applied collision is detected (move denial)

Ymyv mepintoon avt N ypswldpoaote pixel-perfect collision detection 1 oAldg Oo mpéner va
GUVOPHOAOYNGOVUE TO. EUTOOI OO KPOTEPQ sprites (OM®G KAvape KOl TPLWV) Yo TO, Omoio TO
bounding box collision va €yet v oamapoaitmt axpifewa (m.y., oV mepinTon evog gumodiov T
oyNHoTog YpelOpaoTe OVO TETOLN Sprites).

Y1 oevtepn emAoyn Ba Tpémel va opicovpe Eva avtiotoryo obstacle class o omoio o «Exew d1dpopa
ovotatikd sprites g members (OnA. To obstacle yivetar kdtl cov TAaTEOpUa) — B pmopovoe va
ovvtifeton éva obstacle amd cvotatikd gvKoAdTEPO Ad OTL EAV NTOV £VOL CLUTAYEC OAOKANPO Sprite.
[popavag Bo mpénel kdbe cvotatikd sprite va €xel kot 10 dkd tov film 10 omoio onuaiver Aiyn
TEPLGGOTEPT «QACAPIO» MG TPOG TNV KATAOKELN] TOL 1dwovL terrain. Evoéyetal kdtt 1€1010 VO GO
eoiveTor OTL €lvol KATOOKEVOOTIKA 0vOUG10, MGTOGO Ba dMGEL EMTALOV SVVATOTNTES O TPOG TNV
eloaywyn emmAéov dpdons pésa 6to 1010 to maryviot. I1.y.:

=  Eumodw pumopel va kpoPovtat / emaveppavifovrolr avdioyo pe T AOYIKN TOV TOyVidlo0, OTMG,
T.X., Koo £101k6 bonus mov Aapfdvetl o Taiktnc.

= Opiopéva eumodio pmopet vo etvor drafatd yro tov Pac Man aArd 0yt yio to Ghosts (apkel va pnv
«evolapépetay o Pac Man sprite yuu collision detection ®g Tpog avTd Tt EUTOIL).

=  Mnmopel vo petakivoovTon Kot vo epappolovy kdmolo animation 1o omoio pmopei vo kpOfel 1 va
avoiyel KAmolovg 0100poovg (avtd eivar o ToAVTAOKO KaODS OEAEL EMTAEOV VTOAOYIGLOVG APOV
&va eUITOO10 PUCIOAOYIKA Oa TPEMEL Vo UTOpEl va GpdyVEL sprites Katd tnv Kivnomn tov).

IMa va k@vovpe Aomdv 1o Touyviol o eVOLPEPOV GE GYEOT LLE TNV AVOEVTIKY] TOV £KO00T) EIGAYOVLLE
Kivoopeva £Eumvo EUTOdLL TOL OO0 UTOPOVLLE VO TOL VAOTOMGOVUE OTMG OVOAVETOL TOPOUKAT®. Ta
EUTOOIOL QVTA EYOLV TN SLVOTOTNTO OTOV KIVOUVTOL VO LETOKIVIICOVV KOl KATOI0LG YOPUKTIPES TOV
ALY VIO00.

A. ZaBpidng, 2006
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YAomoinon Kivouuevwy EEUutTvwy gUTTOdiwV

To ovotatkd otoryeio evdg eumodiov eivar éva sprite 10 omoio €xel dVO EOIKA YoPAKTNPIOTIKE: (o)
otav kavel collision pe éva sprite actor Tov maryvidlod, To eravaPEpel 6TV apyikn Béon, kat (B) 6tav
petakveitol, petaxivel autopoto 0motlo sprite Ppebel oto dpdpo tov. Ilpwta @povriCovpe to Sprite
class va €xel ) dvvatdtTa Vo KAvel retract 6Ty TPoNyoLUEVN TOL Béon TPV Kav £QOPUOCEL TNV
kivnon. Ag ovopdcovpe avt v cuvaptnon BackOff opilovtog éva game sprite class.

class GameSprite : public Sprite { // Extra stuff.
public:
typedef void (*SmashedCallback)(GameSprite* s, void* closure);
protected:
Dim oldX, oldY;
SmashedCal Iback onSmashed
void* smashedClosure;
public:
typedef void (*SmashedCallback)(GameSprite* s, void* closure);

void SetOnSmashed (SmashedCallback f, void* c = (void*) 0)
{ onSmashed = f, smashedClosure = c; }

void NotifySmashed (void)
{ if (onSmashed) (*onSmashed)(this, smashedClosure); }

void Move (int dx, int dy) {
oldX = x;
oldYy = vy;
Sprite::Move();

}
void BackOff (void) { x = oldX; y = oldY; }
};

‘Emeita opilovpe évav véo €idog Sprite dote vo cvumepipépeton o¢ obstacle component, to omoio
yvopilel vo kdvel retract 6moto sprite T0 OKOLUTNGEL, OAAL KOl VO «CTpOYVEL Omotov Ppebel oto
opopo tov. e 10 tedevtaio ko whAl ypelalopacte €101kd registration list. Otav €éva obstacle dev
umopei vo ompmEel €va sprite onpaivel 6Tl OLVCLUCTIKA TO CTPLUMYVEL, £TGL KAVOLUE post éva smash
notification.

class ObstacleSprite : public Sprite {
std::list<Sprite*> pushable;
public:
void AddPushable (Sprite* s) { pushable.push_back(s); }

void Move (int dx, int dy) {
for each x in pushable {

if (dx) {
if after applying dx, “this” collides with x then {
Force x to Move() back so that it only touches “this’;
if x still overlaps with “this” then {
x->NotifySmashed();
continue;

}

}
if (dy) {

IN A SIMILAR WAY AS ABOVE
}

}
Sprite: :Move(dx, dy);

A. ZaBpidng, 2006
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static void WhenHit (Sprite* self, Sprite* actor, void* unused) {
actor->BackOff();
}

ObstacleSprite(Dim x, Dim y, AnimationFilm* f):
Sprite(x, y, ) { SetCollisionCallback(&WhenHit); }
}:

O tpdmog pe Tov omoio M kivnon Tov gunodiov ennpedlel Tovg yopakTpeg (actors, dNA. sprites) Tov
TOLVIO00 OTOTLITMVETOL GTNV TOPOTAVED EIKOVA. TNV TAVE TAEVPA QoiveTal pio Kivnon eumodiov n
omoia mopacvpel tov Pac Man ce oAOKANpN v amdctoon «opllovilag Kivnong mpog to de&iin.
INuavtiko givor 0t o€ LT TNV TEPimTon dev tomobeTove amAmg Tov Pac Man oty teAikn| Béom,
0ANG mavrote kadodue ™ Pooiky Move() cvvaptnon oVT®G OCTE va yivouv OAOL Ol amapaiTnTol
Eleyyol yio To dv 1 {nTovpevn kivnon etvar teMka epikty. To tedevtaio givor avaykaio Kabhg, dmmg
QOiveTOl OTO KAT® TUNUOTO TNG EWKOVAG, EVOEXETAL QLT 1 TEXVNTN Kivion Ady® ompw&iloTog Tov
YOPAKTNPO OO TO EUTOOI0 amA®g v unv givor duvarn. Edikdtepa, kabang Ba kakésovpe ) Move()
Y 0 eavtacua, avtd Ba kavetl collide pe to gumdo10 ota 6e&1d Tov, Tov omoiov 1 collision function
WhenHit (PAéne mopomdve kKddika), Bo avaykdoel to edaviacpo vo kdvel BackOff. Emopévog n
kivnon Ba oamayopevBel kor Bo evromotel OtL x still overlaps with ‘this’, Kol GOUE®OVO LE TOV
TapOTave Kodwka, emopéveg Oa kKAnbel n NotifySmashed. Eivar dikr oag evbovn va mepdoete pia
KatdAAnAn tétowa callback n omoia Oa mpémer va onuotodotel v «e£oA0BpevoT EVOG YOPOKTN P
070 oy Vidl 6TV epinTmon mov Eyovpe smashing notification.

Actor is artificially

Movement to be After movement /
applied overlapping is detected moved the overlapping
distance
— )

Y <—>| N

Actor artificially moved,

Movement to be After movement .
P but still overlaps:
i { detected
applied overlapping is detecte smashed
— N

H mhoatedppo — eumoddio amhomg anotehel éva place holder class and ObstacleSprite instances, to
omoio Tomofetovvtal o KOTAAANAES oYeTKEG BEaelc. O opiopdg TV epmodiov Kohd glval va yivetol
oe éva configuration file 6mov pmopel meprypdopetorl Eva eUmddo ©¢ €ENG - £METAL 1 OKLALYPAPNOT EVOG
avtiototyov class:

A. TapBidng, 2006
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Obstacle = Position Total (Sprite)+
Sprite =2 Film RelativePosition AnimationType

class ObstaclePlatform {
std::list<Sprite*> sprites;
unsigned X, Y;

public:
void SetCollisionCheck (Sprite* actor, bool flag) {
for each x in sprites
it (flag)
CollisionChecker::Register(x, actor);
else
CollisionChecker::Cancel(x, actor);
void Add (Sprite* s, unsigned rx, unsigned ry) {
sprites.push_back(s);
s.SetPosition(x+rx, y+ry); // Positioned relatively to platform.
¥
void Move (int dx, int dy) {
For each x in sprites
x->Move(dx, dy);
3
}:

lNpakropeg pavraouara — EAsyxog amo SeUTEPO TAIKTN

‘Eva. yopaxkmpiotikdé mov Bélovpe va pmopel va vmootnpybel eivor vo pmopel kdmowo amd ta
QoavtaopoTo vo eEAEYxeToL amd devtepo maiktn. Otav to maryvidl Tpéxel o€ avtd to mode, 0 dEVTEPOG
TaikTng pmopel va avtayoviletor tov mpdTo maiktn akoun kot 6tav dgv givarl 1 oepd tov. Tote o
éleyyog emTpémeTol HOVO Yo éva mEPLOPIOUEVO Ypovikd odotnua (m.y. 10 devtepdrento — amd
configuration), evdd poMg mopéAfel avutd to ddotnua o €Aeyyxog uetafipfdleror oe GAAO QAVTAGUQ
(dnAad” yivetor KOKAOG ®G TPOG TO MO QAVTACHO EAEYYETOL KABE popd). Avtd Ba Kdvel To moyviol
(mBavitata) To EVOLPEPOV.

Baoika mepiexoueva — TeAITOES Kal HITOvous

Kdabe pio omd tig anhéc «teheieg» Tov Touyvidov, ag Tig Aépue simple marks, eivon emiong €va sprite. H
dpopd e To. vOAouTa tvan OTL evatapépeTat povo yuo collision pe tov Pac Man kot oty mepintmon
ot amAmg avtokatacTpEéPovtatl. O TpoOTOC e Tov omoio tomoheTovvion pPéca 6to oy viol foAevet va
etvar mpokaBopiopévog, te ) Hopen VO amhov «yapTn Taryvidlov» ov divetotl oe éva configuration
file. Tlpopoavmg mpémer vo vmoloyicete TIg ovvietayuéves amd To ovbeviikd terrain 1 éva
TPOCYEOIOGUEVO OIKO GOg terrain kol €MELTO VO TIG EVOOUATMOGETE 610 apyeio avtd. ‘Eva emumiéov
YOPOKTNPIOTIKO TOV UTOPEITE VO VAOTOMGETE givan va vapyovv simple marks to omoio ektEAOVV
Kdmolo amAd animation, m.y. Tyaivouv Tave / KdTo , KUKAKE, de&1d / aplotepd, KAT, dALL TdvToTE
EMOVOPEPOVTAL TNV OPYIKN TOLG B€om. Enpoavtikd sivor 01t dev «aoyolovviowy kaBoAov pe To
eUTOdID. 0VTE TOL EUTOOL LE avTd. Me ToV TPOTO AV TO YIVETOL KATMG OVGKOAOTEPO TO «PAYMUO» TOV
simple marks am6 tov Pac Man. Ot peydeg teleieg pe 11 onoiec o Pac Man amoktd tnv mpocmpivi
duvatotto e£oloBpevong Twv eoviacndTov, Ba to Aéue power marks, kotasTpEéPoviol Eniong KOTA
1o collision, aAld gvepyomolovv ) dvvatdtnTa Tov Pac Man ywa ypovikd odomua . Kot to power
marks opilovtatr oto apyeio Tov YAPTN TOL TALYVIOOD (UTOPOVV VA VIAPYOLV TOAAL apyeio avd
Eexwploto terrain).

A. ZaBpidng, 2006
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‘EAgyxoc¢ xpoviouou tng épaong

[Ma Tov éAeyyo g dpdiomng amarteitor TPoseKTIKOS Ypoviopos. Iy, yio v evaiiayn twv animations
oT0. EUMOOI KOOADG Kol Yoo TOv EAEYYO NG OVTIANYNG TOV QAVIOCUATOV O TOKTE YPOVIKA
dwotiuota. Avtd pmopel va vioromnBel edkoAa pe éva €06 TOMO animation kol animator yio To
Aeyoueva time ticks. H vAomoinon tovg eivon moAd amdn kot fonbodv ot ypovo-dpoporidynon, 6to
oo mévta thread, dStopopwv evepyeidv. O 0plGUAG TOVS GKLOLYPUPEITOL TOPUKATO.

class TickAnimation : public Animation {
public:
typedef void (*TickFunc)(void* closure);
private:
delay_t delay;
byte repetitions;
TickFunc action;
void* closure;
public:
TickAnimation (animid_t id) :
Animation(id),
delay(0), repetitions(l),
action((TickFunc)0), closure((void*) 0){}
}:

class TimerTickAnimator : public Animator {
public:
void Progress (timestamp_t currTime);
TimerTickAnimator (TickAnimation* tick);

}:

Kdabe popd mov cvpuminpaverarl éva delay, exteAeitan to tick action, evd n dwadikacio ovt Adyetan
éva time tick. Otav copminpwbovv t6ca time ticks 6ca 1 Ty Tov repetitions, 0 animator GTUUATAEL,
evd edv repetitions == 0, 10 animation dgv otapoatdel moté (eKTdC KAl €dv yivel KAon tov Stop
function).

Ouadeg epyaciag Kal Trapadoon

H epyacio pmopel va mepatwbel and opdda tpidv (3) 10 moAd atdumv. To moc0oTd TG TEMKNG
Babuoroylag mov katahapupdver n epyoasiog cog eivar 40%. H moapddoon g epyaciog opiletor
(mBavotata) yio v oevtepn efdouddn tov lavovapiov, 2007, evd 6mwg cvvnbileton OBa yivel
Tapovsio OAWV.

Oleg o1 gpyaciec Oa teBodv wg drabéoipeg oto Aladiktvo, 1060 o€ ekTeAéoUn popen (avdioyo pe
™V TAATEOPUA) OGO KOl OC KMOOKOG (TPoopeTikd), uéoa amd Tn oeAiido Tov HobNUaTog, e To
ototyein (OVOUATETMVLLO) TOV SNULIOVPYDY TOVG.

®povticete ©g apyikn oty 006vn oL TOK VIS va gpeavifovtal oto KEVTPo G 006vng (dnA. ue
oplovtia Kou kéBetn otoiyion): Ta ovopaTa TG ORAdAG GG e AATIVIKODS YOPAKTIPES KOl KEQaAoio
ypdupota KaBdg kot 1 €voeiEn “University of Crete \n Department of Computer Science \n CSD454,
Software Engineering of Intelligent, Multimedia and Mobile User Interfaces \n Term Project, Fall
Semester 2006™.
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