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MepiAnyn

STIC 086veC agric, To multi-touch'  avagéperal otV BUVaTdTNTA TAUTOXPOVNC
EYYPaeng dIoKPITWY BECEWV (ONUEIWY) WG aTTOTEAEONO  ayyIyNaTwy gl06dou. Ol
086vec multi-touch amroTeAOUV iIa TTOAAG UTTOOXOMEVN TEXVOAOYIQ yIQ TNV EUPAVION
KAl TOV XEIPIOMO TPIOBIACTOTWY QVTIKEIMEVWY. MOAOVOTI O XEIPIOWOS Twv 2-
BIACTATWY QVTIKEIMEVWY €xEl oXeDOV KAAUQBEl, 0 xeipiopdg 3-0iaoTatwy o€ multi-
touch 066vec¢ Tapauével aveCepeuvnTog.

MNa TNV avamtuén eeapuoywyv ypaeikwy 3d, n didragn twv 3-0i1doTatwy
QVTIKEIMEVWY  €ival évag onuavTikde TTapdyovrag. QoTtdoo, gival TTOAU ETTITTOVN
BouA&Id Kal TTaipvel TTOAU XpOvo yiati Ta 3-01d0Tata avTikEipeva €xouv €€ Babuoug
eAeuBepiag (DOF) kai dev eival EUKONO va OXeDIOOTOUV XPNOIMOTTOIWVTAG MIa 2d
OUOKEUN €10000U.

2T TACiola TG €peuvac yia TNV eKTTOvnon TNG OITTAWMGTIKAG  MOU,
avalnTwvTtag TNV KATAAANAn ocuokeurp €106dou TToU Ba  XPNOIMOTTOIOUCAE,
TTOPATNPACANE TTWC O CUOKEUEC touch Tnc APPLE inc. (iPod-touch™, iPhone',
iPad'®) divouv TNV  aioBNon «TTPAYHOTIKAC» GPAC Kal AoV To hardware Trou
BIaBETOUV €UVOET TNV AVATITUEN EQAPHOYWY YPAPIKWY 3d UWNANC EUKPIVEIOG.

O okoTTrd¢ TNG epyaciag ival N agloTroinon NG TEXVOAOYIOG TTOU TTPOCPEPOUV
Ol KAIVOTOMEG OQUTEG OCUOKEUEC MECW TNG avdmTuéng MIOG  €QAPMOYAS TTOU
OAANAETIOPA pE TOV XPEAOTN, via Tov Xeipiopd 3d avrikelipévwy Pe multi-touch
KIVAOEIG TTpokaBopiouéveg cite ammd tnv idla v Apple cite  amd gudag. Mo
OUYKEKPIMEVA TTPOCTTABACANE BewpnTIKA va Bpoupe TIC KATAAANAEC KIvoEIg touch,
TToU Ba divouv TNV aioBnon XeIpIoHoU evog QUOIKOU 3d QVTIKEIMEVOU KAl KATA TO
duvatov va Ti¢ epapudoouue péoa ae Eva 3d ypagikd TTepIBAAAov. H epapuoyn €xel
katatebei otnv Apple kai Ba eivar dioBéoiun oto apple store pe  TiTAO
ModelVision3D.

A€Ege1g KA&1dI1a: «multi-touch 086veg, 3D xeipioudg, xeipovopicg,iPhoney.
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Eicaywyn

1.1 Multi-touch displays, multi-touch gestures

H xeipovopia (gesture) gival pia op@r) IN-AEKTIKAG ETTIKOIVWVIAC JE TNV OTTOIA
OPATEC CWHATIKEG EVEPYEIEG METAPEPOUV KUPIWG UNVUMATA, EITE OE QVTIKATACTAON
TOU AOyou eite padi kal TTapAAANAa pe Tov TTPOQPOPIKS AOyo. O1 XEIPOVOMIEG PTTOPET

va TTEPIAAMBAvVOUY TNV Kivnon Twv XEPIWY, TOU TTPOCWTTOU, | TOU CWHATOG YEVIKA.

Méxpr TTPOTIVOC O TPOTTOC  XEIPIOMOU  QVTIKEIMEVWY  ATTO  UTTOAOYIOTIKA
OUCTNAMATO ATAV TO TTOVTIKI, OTTOU O XEIPIOMOS ATAV APKETA TTIo apydC atrd TOV
TTPAYMATIKO XEIPIOMO €VOC QVTIKEIMEVOU. 2& OUYKPION AOITTOV HE TO TTOVTIKI, Ol
006vec apnic TTapéxouv emTAéov onueia emagnc kar divouv tnv duvatotnta

XEIPIOMOU TWV QVTIKEIMEVWY aTTEUBEiag (Aueoa).

H 0Bbvn agnc¢ cival pia cuokeury €10000U TTOU WTTOPEI va QVIXVEUCElI TNV
TTapoudia Kol T Béon Tou ayyiydoTog péoa oTnv TEPIOX TN 08ovng. O dpog
AVOQEPETAIl YEVIKG OTNV a®r fj dyylyha NG 080vng TNS CUOKEUNG WE Eva DAXTUAO N

xépl. Méxpr mi¢ apxéc 1N dekaetiagc tou 1980, O TTEPICOOTEPEG KATAVAAWTIKES



0B84veg a@nc pTTopoucayv va aviXVeEUoOUV HOVO Eva ONUEIO ETTAQPNG Ot KABE OTIyuN,

Kal Aiyeg eixav tn duvardtnra va avixveuoouv TTOco duvarr frav n emaer. Autd

EXEl apxioel va aANAZEl JE TNV EMTTOPEUNATOTTOINGN TNE TEXVOAOYIQG TTOAU-A®NC.

O1 086veg aprig £xouv BUO Baoikd XapakTNEIoTIKA. MpwTov, ETTPETOUV TV

atreuBeiag aAAnAemidpaaon Pe Ta aToIxXEia TTOU ep@aviovral oty 086vn, GTToU Kal

av auTtr gd@aviceTal, Kal Ol EMPECa OTTWG ME éva TrovTikl ) touchpad (TTivakidio

apng). Acutepov,

ETNITPETTEl OE KATTOIOV VA TO KAVEl XWPEIC va artraiTeital

OoTTOIadNTTOTE  OUOKEUR  evOIANEDQ,
OTTWC TI.X. MIa ypa@ida TTou TTPETTEl VA
Kpateital pe 10 XEPI. TETOIEC 0BOVEG
HTTOPOUV val ouvdeBouyv ME
NAEKTPOVIKOUC uTtroAoyioTéC. ETriong,
diadpapartiCouv oucIaoTIKO POAO OTO
OXEDIAOMO TWV WNPIOKWY CUCKEUWY,
OTTWG 01 TTPOCWTTIKOI Wn@lakoi BonBoi
(PDA), o1 OOpPUPOPIKEC OCUOKEUES

TAORYNONG Kal Ta KIvnTd TNAépwva.

Eikéva 1-1: mapdderypa Asiroupyiag multitouch. ( http://en.wikipedia.org/wiki/Multi-touch)

H texvohoyia Multitouch' éxer ulotroin®ei pe TTOANOUC  BIaPOPETIKOUG

TPOTTOUC, EEQPTWHMHEVOUC ATTO TOV TUTTO KaI TO MEYEDOC TNG BIETTAPAC WE TOV XPNOTN.

ATTO QUOIKNC TTAEUPAC UTTAPXOUV Ol EENC TEXVOAOYIEG :

Resistive Touch (avTioTaoiokn)

Surface Capacitive Touch (xwpnTikr)

Projected Capacitive Touch

Bending ~Wave Touch

Surface Acoustic Wave touch

Infrared Touch

Optical Touch

H o dnuo@IANG pop®n €ival o TTiVOKES TTou TTpoBdAouy dia eikdva péoa atrd

aKPUAIKO 1} YUaAi Kal oTnv ouvéxela pixvouv black-light otnv eikéva péow led. Otav
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http://en.wikipedia.org/wiki/Multi-touch

10 OAXTUAO 1] éva QVTIKEIMEVO ayyi&el TNV EMQAVEIQ, TTPOKAAWVTAS TO QWC VO
OKOPTTIOEI, EVTOTTIETAI N AVTAVAKAQON atrd aiobnTrpeg 1] KAPEPES Kal GTEAVOVTAl T
Bedopéva O0TO AOYIOMIKO TTOU UTTAYOPEUEI ATTAVTNON OTO AYYIYHA, avaAoya PE TNV
avtavakAaon 1Tou pETPNONKE. ETTiong em@AveleC a@g MTTOPED va yivouv euaicBnteg
oTNV TTiEDN, ME TNV TTPOCONKN ETTIOTPWONG TTOU Auyilel DIAQOPETIKA avaAoya HE TO
oo eival TTatnuévo, avtikaBioTwvtag Tnv avakAaorn. O @opntéC TEXVOAOYIEC
XpNoioTTololV €va TTAVEA TToU QEPEl NAEKTPIKG @opTio. Otav £va ddxTulo ayyigel
TNV 086vn, ME TO TTATNHA dlaTapdcael To NAEKTPIKO TTedio Tou Trivaka. H Siakotm)
aTTOBNKEVETAI KAl EV OUVEXEID ATTOOTEAAETOI OTO AOYIOMIKO, TO OTTOIO €I0AYEl MHI

atravrnon oTnV Kivnon auTn. 1
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Eikéva 1-2: gesture recognition (http://www.appleinsider.com)



http://www.appleinsider.com/

Katd 1a teAeutaia xpovia apKETEC ETAIPIEG EXOUV KUKAOQOPKOEl TTPOIOVTA TTOU
xpnoigotrolodv multi-touch oxediaopéva yia Ta TTAVTA TTOU APOPOUV OTTO TOV
KaBnuepIvo xproTn MEXP! Kal TIC TTOAUEBVIKEG eTalpieg. O KATOOKEUQOTEC AQTTTOTT
£€xouv apxioel va ouptrepiAapBdavouv multitouch track pads ota AQTTTOTT TOUG, OTTWG
€Tmiong Kal TNV KaTaokeur table-pc oav To iPad' To omoio avrarmokpiveral aTo
ayyiypa twv daxtuAwv kai 6x1  otnv Trapadooiakry ypagida-a@ric. H etaipia
SYNAPTICS eivai 0 KUpPIOG TTPOMNBEUTHC KAl KATOOKEUAOTHG TWV TEXVOAOYIWV

multi-touch otnv ayopa.

TTov aményo Tou iPhone'?, apketéc etaipiec KIVNTAC TNAEQWVIAE £xOuV EEKIVAOE! va
QavTIKABIOTOUV TIG MEXP! TWPA POPNTEC CUOKEUES TTOU XPNOILOTTOIOUCAV TTANKTPA UE
multi-touch dieTTa@EC. ‘Ewe Twpa TETOIOU £iB0UC KAIVOTOMIES £XOUV EQAPUOOCTEI OVO
oe smart phones TteAeutaiag TtexvoAoyiag yia oep@apicua oT1o dIadikTuo Kal
EQPAPMOYEC EKTOC BePaiwe ammd TIC TNAEQWVIKES uTTNPETieg. KdBe kivntd e 086vn
apng xpnoidotrolel pia TTapopola pEBodo, aAAa autd Trou kaAvel 1o iPhone
EexwpIaTo eival TO TTWG TO AoyIopIkO Tou iPhone avratrokpiveral TOOO ypriyopa o€
KIVAOEIG Twv BaKTUAWY, QPKETA ypriyopa HANCTG waoTe va dnuioupynBei pia

TEPAOTIO ayopad yia uwnAwy TTpodiaypa@wy Traixvidia iPhone.
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Eikéva 1-3: the multi-touch gesture dictionary (http://www.patentlyapple.com/)
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APKETEC €TQIPIEC TTPOCOVATOAICOVTOI O MEYAANG KAIMAKOG  ETTIQAVEIEG
UTTOAOYIOHOU Kal OxI O€ TTPOOWTTIKEG NAEKTPOVIKEG CUOKEUEG. AUTG TO CUCTrUATA
XPNOIUOTTOIOUVTAl OTTO KUBEPVNTIKEG OPYOVWOEIG, MOUCEIQ Kal ETAIPIEG YIO TNV
TTapoxr) TAnpogopiwy. H etaipeia  Apple Inc. eival n KATOXOG TOU EUTTOPIKOU
ovouarog "Multitouch" kai £xel katoxupwpévn TTaTévia ota multi-touch gestures.

Na avagépoupe OTI O TeAeuTaieC €KBOOEIC TWV TTEPICOOTEPWY AEITOUPYIKWY
ouoTnuatwy Mac OS X Windows 7, Ubuntu Ommwg emiong kol A&ITOUPYIKG
epopuocpéva o QopnTéG ouokeuég Apple's 10S, Symbian, Google Android,

uTTooTNPEIZoUV TNV TEXVoAoyia multi-touch. ™

1.2 Avrikeiuegvo tn¢ Epyaaoiag

O 3-didoTatog XeIpICPOG gival Mo ONUAvTIKA TTPOKANCN yIa TOUG OXEBIOOTEG
3d user interface, euTTAEKOVTOC TOV EAEYXO TOV 6 BaBuwy eAcuBepiacg: 3 yia Tnv B£on

(METAQOPA OTO X,Y,Z) KaI 3 yIa TNV TTEPICTPOPN OTO X,V,Z.

AuckoAie¢ TTapatnEoUVTal OTNV EUPECHN Kal TUTTOTTOINCON TOU KATAAANAou
XEIPIOMOU oTa 3d QVTIKEIMEVA KOl QUTO UTTOPET va £ENynOei av avaAoyIoTEl KAVEIC TIG
DUOKOAIEC XapTOYPAPNONG TWV CNUEIWY ETTAPNC £100D0U TTAVW OTA XAPAKTNPIOTIKA

evog 3d avTikelEvou, Adyw tou dedouévou TS 2d UONG TNS CUCKEUNC £100D0U.

H Apple pe martévia €xel KaBIEPWOEl KATTOIEC OCUYKEKPIUEVEC KIVAOEIG
(gestures) Twv OAKTUAWYV, Ol OTTOIEC €ival OUCIOOTIKA OTI O ONUAVTIKO yIa Ta
avepxOpeEVa AEITOUPYIKA ouoThuaTa TTou Ba otnpilovtal otV aer, yIa EQapuUoyn
TAavw OTa 2d  avTikEigeva.  XTOx0¢ TnG OITTAWMATIKAG €pyaoiag  eivar  va
TTPOCAPUOCOUE TIG TTEPIOCOTEPES ATTO QUTEC TIC KIVACEIS TTAVW o€ 3d OXANATA Kal
VO  OaTTodWOOUNE  KaIvoupleg  KIvioelg OakKTUAwy, Trou Ba  utropoucav  va
XPNOoIKoTToINBoUYV yia ToV XEIPIoHO 3d oxnudTwy, aglIoAoywvTag TNV PEAAMICTIKOTNTA

TOUC TTapdANAa. 18



Apple Wins Major Multitouch Gesturing Patent
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Eikéva 1-4: Apple multitouch gesture patent (http:.//www.patentlyapple.com)
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[Tpodiaypa@éc Kair ApXITEKTOVIKN THC
uAortroinon¢

2.1 Arraitoesic xpnorwv

Mapakdtw 6a avaAUCouplEe TIC OTTAITACEIC YIA MIG EQAPMPOYr XEIPIoHoU 3d
QVTIKEIMEVWY OTO XWPO TTAvw 0€ Couokeuég multitouch NG etaipiag apple inc. H
OTPOYPN MAC TTPOG QUTA TN CUYKEKPIMEVN ETAIPIO UAIKOU KOl AOYIOUIKOU €XEI VO KAVEI
ME TO yeyovOC TNG XPNOIMOTTOINCONG TwY KOPUPaiwv cuokeuwyv multitouch teAsutaiag
TEXVOAOYIOG OAAG Kal TNG TEPAOTIOE ayopds tmou diabBétel ava Tov kKbéopo. Etal yia
TOUG AdyOuC TTOU QVAAUCQUE Kal TTPONYOUMEVWS QTTOKTA MEYOAUTEPN aia n

duvartoTtnTa xeIpiopou 3d ypagikwy Pe multitouch KivAioeig.

2.1.1 XeipIouO¢ avriKEIuEVWY

‘Eva amrd 1a Kupia xapakTnPIoTIKA JIX EQAPHOYNS XEIPIOWOU 3d QVTIKEIMEVWDY
gival n eupeon Twv KAatdAAnAwv kiviocewv(gestures). H epapuoyr) Ba tpétel va
TTAPEXEI EUKOAQ QVTIANTTTEG, KATAVONTEC KAl TTANPWS EVAPUOVIOUEVES KIVIOEIG [E TNV
Kivnon evdg TTpayuaTikou avTikelyévou oTov £§w kKOopo. O xpnotng Ba Trpétrel va
avayvwpilel TNV PEANICTIKOTATA TNG KABE Kivnong Kal va Tnv TTAPAAANAIZEl ue Tnv

QVTIOTOIXN Kivnon TTPAYMATIKOU KOOMOU.

2.1.2 PsaAioTika povréAa

Eivar Beuité o xprotng va B€Ael va BAETTel otnv 0846vn kal va diaxeipileTal
MovTéEAa uwnAAg avdAuong. Oa TTpétTel va Tou divetal n duvatdtnTa va XPnOoIUOTTOIE

MOVTEAQ TTOU £XEI OTNV KATOXI) TOU, TTOU 0 iBI0¢ £xEl KaTaoKeudoel kal BEAel va &gl TO
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TTWG avTatrokpivovtal oTig multitouch kivAceig pe éva ouotnua sicaywyng 30

QVTIKEIMEVWV.

2.1.3 Aiaxeipion pyovréAwv

OEéANoupE va EVOWMATWOOUNE MIa BACN POVTEAWY OTNV EQAPHOYT WOTE va
MTTOPEI va yivel eUKOAN N BIaxEipIonN Twv POVTEAWY TTOU €XOUV TNV KATOXI TOUG Ol
xpnoteg. Mpétrer va givalr duvat N dueon €TMOKOTINGN TwV MOVTEAWYV ETOI WOTE [E
auTtdv TOV TPOTTO VA PTTOPE O XPAOTNG VO EVNUEPWVETAI VIO TA XAPAKTNPIOTIKA TWV
MOVTEAWV TTOU O1aB€TEl, va evaAAAcoel TO JOVTEAO TTPOROAAG kai va diaypagei

TUXOV HOVTEAQ TTOU Bev xpeIddeTal.

2.1.4 ATTepIOpIOTES ETTIAOYEC

H duvardtnra avaltnong MOVTEAWV Eival KATI TTOU €xel JEYAAN onuacia. O
KGBe xprnoTng Ba TTpétrel va utropei va éxel mpdoPacn o uia KaBoAik Bdon 3-
didoTaTwy avTikelpévwy. ETol Ba ptropei va avalntd omidntrote Ba tov evBIEPEPE va

TTPOCOUOIWCElI OTNV CUCKEUN TOU KAl VA TO XEIPIOTEL

2.2 APXITEKTOVIKI) TOU OUCTHLATOC

AvOAUOVTOG TNV QOPXITEKTOVIKI] TOU OCUCTAMATOC MOG QVOQEQOUME OTI
xpnoiyotroindnkav texvoloyieg Ul yia va dnuioupynBei pia epapuoyr) Tmou va

KAAUTTTEI TIC TTPOAVOPEPOEITES ATTAITATEIC.
Ta BacIKA TUAMATA TNG EQAPMOYNAC gival duo:
1. 'Eva Ul THAPO XEIPIOUOU TWV QVTIKEIMEVWY KAl

2. Eva mepiBdAov diaxeipiong pe uia Bacn dedopévwuv oTnV OTToIa 0 TEPREP
avakaAei Ta dedouEva
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H dikr] pag uAotroinon OTTwe @aiveral kai aTnv eiIKOva 2.1 xPNOIUOTIOIE! yia TO
TPWTO Koppdn OpenGL ES? kai Cocoa touch®, yia tnv Tomkr| Bdon dedopévy
xpnoiuotroieital SQlite evw yia Tnv atropakpuopévn Baon xpnoipotroieitar MySQL.

Ma tnv peTagopd Twy dedouévwy Ba xpnoipoTrolgital To atTAd TpwTtdkoAAo HTTP.

XCODE

HTTP

Apache WSO

SQlite

Eikéva 2-1

2.3 lMeprypaepn Asitoupyiwv

2.3.1 Aiaxeipion Baong povréAwy

H e@appoyr autr} Ba ptropei va TpEEel o OTTOIAdNTTOTE GUOKEUN AEITOUPYEI

pe Aoyiopiké 10S  iPhone'

, 0 Xprotng Ba utropei va BIOBETEI HIO TTPOCWTTIKN
ouAAoyr] aTTd PoVTEAQ OTa OTTOIa OVO aQuTog Ba €xel TTpOaRacn. H cuAoyn autnh

Ba BpiokeTal o€ Bdaon dedopEvwy HECT OTNV CUOKEUN.
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‘Evag xpnotng Ba ptropei akdua va £xel TTpooBacn oTtnv KevIpikh Baon 3d
QVTIKEINEVWY OTTOU Kal av BpiokeTal. AuTo yivetal eQIKTO, KaBwg Ta smart Phones,
omrwg 10 apple iPhone, iPad 3G |, éxouv Tnv duvardtnra cuvdeong oTo IvrepvET
KaBwc¢ 10 dikTuo 3g MTTOPEl TTAEOV va TTPOCPEPEl afloTTpeTTeiC TaxuTNTEC. Mépav
autou  n duvardtnta ouvdeong MEow wi-fi emTPETTEl OTOUC XPAOTEC Vva
agloTroIRo0UV TUXOV UTTap)ovTa onueia TTpdoBacng.

E@ooov emteuxBei n mpdoacn o Xprotng Ba £xel TV duvaTdTNTA VA EKTEAETEI TIC
£€Nc¢ BaoikES AITOUPYIEC:

1. Na avalntd eyypa@éc 3d povTéAwyY
2. Na etoTrTEVEl TA XAPAKTNPICTIKA TOUG

3. Kai avdloya pe Tnv €TTIAOYr TOU va atroBnKeUEl TO HOVTEAO TNG APECKEIQC
atrd TNV KEVTPIKN BAon oTNV TOTIKN WoTE va 1o diaxeipietar offline

/ oo Q

View model attributes

r 3

F 9

M Downloading 3d model \_/

Eikéva 2-2: Asitoupyieg

Kara tnv avalritnon tou povtélou Ba emoTpagei éva apxeio XML atd étrou
Ba avaocUpouE TIC ATTAPAITNTES TTANPOPOPIEC Kal Ba dnUIOUPYNCOUKE TNV AioTa e
Ta PovTéAa Trou gival diaBéoipa. MNa kdBe povTEAO TTou ETTIAEyOUME pag Divetal n
duvaTdTNTa VO QVTAOOUME TTANPOPOPIEC yIa autd Kal av emMOUUPOUNE va TO
kateRdooupe pEow TTPwToKOAoU HTTP. To apyxeio Ba ammobnkeutei aTn CUOKeUN

Kal dnuIoupyEiTal pia véa BEon OTOV QVTIOTOIXO TTiVaKQ OTNV TOTTIKA BAon.



2.3.2 XeIpIouo¢ pyovréAwv

‘Exovrac piAncel yia 1o kouuam diaxeipiong twv 3d POVIEAWV Kal TIG
AgIToupyieg TTou €xouv  UAoTTOINOEl, £UEIVE va aOXOANBOUUE WE TO ONUAVTIKO TO
KOMMATI, auTO TNG UAOTTOINGNG TNG OTTEIKOVIONG KAl TOU XEIPITMOU TWV AVTIKEIMEVWYV

ME Kiviiogig multitouch.

O1w¢ NON avagEPapEe UTTAPXOUV 2 EEXWPIOTEG AEITOUPYIECS:
1. H uAotroinon tng atreikdviong
2. Kai 0 XeIpIOUOS TWV QVTIKEIEVWY

2€ £&va TTANBOoG DIaPOPETIKWY TUTTWV APXEIWY MOVTEAWY, TTPOCTTABNCAME va
EVTOTTIOOUME EKEIVO TOV TUTTO TTOU  EMITUYXAVEI TTAPAAANAG TOUC OTOXOUG TTOU
€xouv 10l 6oV aQopd TOoV PEAAICHO TwV POVTEAWY , TNV UWNAR avAAucn aAAd Kal
TNV duvatdmnNTa METAPOPAC OE OUOCKEUEG TTOU AciToupyouv pe iPhone  i0OS.
KataAngape oto tutro apxeiwv .OBJ O1Tou IKavoTToIEl T TTAPATTAVW, GAAG Kal €ival
évag TUTTOC apxeiwv apketd diadedouévog oe oxediaotéc 3d povréAwv. TEToiou
TUTTO QpXEia UTTopoUV va e€axBouv atrd oxedov OAa Ta TTPOYPAMMATA KATAOKEUNG

3d JovTEAWY TTOU XPNOIWOTTOIoUV O oxedlacTES, OTTwG 3dsMax, Maya,blender.

To apxeio obj oucIaoTIKA ATTOTEAEI MIa QvaTTaPdoTacn TNG ETTIPAVEING TOU
MovTEAOU.  AvoAuTikOTEPa eival  uIa  oTTAr}  avatrapdoTtacn  Oedouévwy  TTOU
TTapoucidlouv TNV 3d YEWMETPIA, KATAYPAPOVTAG TNV B£0N KABE WIag KOPUPNAC, TNV
uv B€on KABe pIag KOPUPAC UPng, TIC VOPUES, aAAG Kal TIG OWEIC KAVOVTAC KABe
TTOAUYWVO va OPICeTal oav Mo AioTa atrd KOPUPES, KOPUPES upwy. O KOPUPES

avaypaeovTal JE Qopd autrh TNV avTtiBeTn TOU POAOYIOU.
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Eomidlovrag oto apxeio meQIcCOTEPO TTAPATNPOUE TA EENG:

#N\ioTa KOPUPWV, UE #OUVT‘?TGY“W&Q .
upng , o€ # Nopueg o€ .
(x,y,z,[w]) . # oyelg
GUVTETAVUS (u,v[,w]) (x,y,2) ;
YHEVEQ g
OUVTETAYMEVEG
f123
f3/1 4/2
v0.12302340345 | 0'[500%11'352 v 0.707 5/3
1.0 vt 0.000 0.707 f 6/4/1
V... vn ... 3/5/3
o 7/6/5
f..

TnuavtikA dlagopd ¢ OpenGL ES amé opengl? gival o Trepiopioudg oty
xpron dIaQopwy TTOAUYWVWY OTNV AVATTAPACTACN QVTIKEIMEVWY KAl CUYKEKPIMEVO
N QATTOKAEICTIKA XPoN OTNV avamapdoTacn ME TPiywva oxruata. AvaAuovTag Ta
OeDOMEVO TOU QPXEIOU CUYKEVTPWVOUNE KOl XWPICOUME TIC KOPUYECS, TIC VOPHEG, TIC
UQEC Kal TIC OWEIC OE TTIVOKESG. AVTAWVTAG TA OTOIXEIQ yIa TIC KOPUPEC aTTd TOUC
TVOKEG Kal Xwpiloviag ta o€ TPIAdeC apxi(oupe va OTTEIKOVICOUME TO HOVTEAO

TPIYWVO - TPiywvo SNUIoUPYWVTAS OWEIG.

ATTO TNV OTIYMN TTOU KATOPEPAE VA EUPAVIOOUE TO QVTIKEIMEVO OTNV 086vN
ETTIKEVTPWONKANE OTO KOMMATI TNG EUPECNC KATAAANAWY KIVIOEWY YIA TOV XEIPIOHO
TOU QVTIKEIMEVOU KAl QUOIKA TNV gpunveia Toug Tmdvw otnv 08dvn pe multitouch
kiviioeig. O1 Baoikég KIVAOEIG TTOU €xouv uAoTroinBei yupw amd ta 28iaoTaTta
QVTIKEIMEVA €XOUV VA KAVOUV HE TNV TTEPICTPOPN TNV METATOTNION KAl TNV £0TIAON

(MeyéBuvon, ouikpuvon).

2.3.2.1 lepioTpo®n avTiKEiuEVoU

Ooov apopd TNV TTEPICTPOPN YIa 3-OI00TATA AVTIKEIMEVO OKEQTHKAME TTWS N
KIVAOEIC TTou Ba uAoTroinBouv  TTPETTEl va UTTODNAWVOUV TNV TTEPIOTPOPL CTOV
TTPayHaTik® KOopo. ETol  KataAngaue oTnv TTEAYMATOTTIOINCN Twy U0 TTAPAKATW

KIVIIOEWV.
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MepioTpOPr WCE TTPOG TOV AEova Z:

. Ayyilovtag 10 QvTiKEiMEVO ME duo daxTuAa TTAvw oTtnv 0Bdévn Kai
KIVWVTOC Ta O€ avTiBeTn KateuBuvon TTAVTa O KUKAIKI] TPOXIA , TO QVTIKEIMEVO
KIVEITAI TTEPICTPOPIKA OTNV QOPA& Twv daxTUAWYV HE d&ova TTepioTpoPnc Tov z. 0o
n Taxutnta TEPIOTPOPNC Twv BAXTUAWY augdvetal TOOO audveTal Kal n TaxutnTa
TTEPIOTPOPNC TOU QVTIKEIMEVOU. AQrivel TNV aicBnon oTov XPHoTn TOU KPATAMATOC

TOU QVTIKEIMEVOU aTTd 2 oNnuEia Kal TTEPIOTPOPNC BacI{OUEVO Ot auTd.

Eikéva 2-3 Eikéva 2-4

Eikova 2-5
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Emeidry Opwe n kivnon autr) dev KAAUTITEl TNV TTAAPN TTEPICTPO®I TOU
QVTIKEIMEVOU 0t OAOUC TOUC GEoveg Bewpnoape owoTO TNV eupeon dedTepng
Kivnong, 61Tou n METATOTTION £vOC DAXTUAOU TTAVW OTO QVTIKEIMEVO Ba UTTOBNAWVEI
TNV Kareubuvon TTpo¢ TNV otroia BEAOUNE va TTEPIOTPAQEI Kal OxI Tov afova Tng

TTEQIOTPOPIC TOU.

. Ayyilovtag TO QvTIKEIMEVO HE Eva DAXTUAO Kal PETATOTTICOVTAC TO, TO
avaykaloupue va KivnOei kal autd padi he 1o dAxTUAO diaypaPovTag TTEPICTPOPIKNA
Kivnon otoug afovec x ,y. Quolaotikd divel Tnv eviUTTWON TOUu WBnong Tou

QVTIKEIMEVOU TTPOC TNE KaTeuBuvon Tou SAXTUAOU WOTE va EUPAVICTOUV OTNV 0086V

Ol KPUMMEVES OWEIC.

Eikéva 2-6 Eikova 2-7

Xrig swkoveg 2-6, 7,8,9,10 mapovsialeTor 1) EPLGTPOPN TOV UVTIKEIUEVOD GTO TUTILO TOV
dayTvlov
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Eikéva 2-8 Eikova 2-9

Eikova 2-10

2.3.2.2 Merakivnon avTiKEIEVOU

Ma tnv petakivnon  evOC QVTIKEIMEVOU OTO TTPAYMATIKO KOOHO Eeival
QTTAPAITNTO VA TO KPATACOUME ME 2 1) TTEPICCOTEPA BAXTUAQ, £TC1 KAl OTO KOOMO TNG
EQPAPMOYNG HAC OKEPTAKAME TTWE ETTPETTE VA KKPATAME» TO AVTIKEIMEVO HWE TTAPOMOIO
TPOTTO.
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s Ayyilovtac 1O Qvrikeidevo PE BUO N Kal TTEPICOOTEPA OAXTUAQ Kal
METOKIVWVTAC TA TTAVW OTNV 000vn divel TNV EVTOAN OTO QVTIKEIMEVO va AKOAOUBNOEI
TNV Kivnon autr. Znkwvovtag T1a daxTuAa atrd tnv 084vn TO QVTIKEIMEVO a@riveTal

oTnV TENIKA Tou B£on.

Eikoveg 2-11, 12, 13 pETAKIVNON AVTIKEINEVOU OTO XWPO.
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2.3.2.3 Eoriaon (ueyéBuvon, ouikpuvon) avTiKEIUEVOU

YAOTTOIWVTAG TNV ECTIQON XPENOIMOTTOINCAME TNV TTPOKaBopIouévn Kivnon

TTOU £QapuoleTal kKol o€ 2d avrikeipeva (pinch gesture).

s Ayyilovtag TO avTIKEINEVO e Buo DAXTUAQ Kal aTTOPAKPUVOVTAS TO Eva
amd 10 AGAAO, TTpocouoIwvovTac TNV aiocbnon tng dicicduong, €o0TIAlOUNE OTO

avTikeipevo. Me TNV akpIBwg avTiBeTn Kivnon ATTOPAKPUVONAOTE atrd auTo.

Eikoveg 2-14, 15, 16 EoTiaon(opikpuvon) avTiKEIMEVOU.
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Eikoveg amo 2-17 &w¢g 2-25 mapouocidlouv gva Trapadeiypa OUVOETWYV
KIVAOEWV(EOTIAOT, TTEPIOTPOPNR) ,HE TNV XPNOIMOTTOINC KAl TWV SUO XEPIWV.
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2.3.2.4 AMEeSC KIVAOEIS

MNa emiteugn  KAAUTEPNC  AEITOUPYIKOTNTAC  TOU  TTPOYPAMMATOC
xpnoipotroinénkav Kivioelg 6trwe double tap kai triple tap, yia erava@opd otnv
apxIkn B€on kal TTPOROAN IOTOYPAMKATOS TOU AVTIKEIMEVOU QVTIOTOIXA.
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2.4 MovréAo OvTOoTATWY - 2UCXETIOEWV

Mapouciaon poviéAou OvToTATWY -ZUOXETIOCEWY TNG PAong Oedouévwy TTou
XPNOIMOTTOIEI N EQapuoyr Hag 1600 oTo TépPRep 600 Kal aTo mobile.

23



2.5 Zxéosic KAAoswyv

-Vm

Render
Scene

ol

Render
Model

Inntglym

i

Create

alculate
Tpuches

Loajng V/
Loadi
HE .

Loading

=

Loading \
View Cognethserver

Loadlng Addﬁo
View object

=
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Oeswpnriko urroBabpo-TexvoAoyiec mou
Xxpnoiuormroinénkav

2T0  KEQAAQIO aQutd Ba  aoxoAnBoupe e  TIC  TEXVOAOYiEG  TTOU
XPNOIMOTTOINBNKAV 0€ KABE KOUMUATI TN EQAPHOYNAC KAl €ival avaykaia n karavonon
Touc, Ba avaAUooupe €dIKOTEPA TV BIBMOBRKN OpenGL ES2Tv yAwooa
TTPOYPAUUATIONOU objective-C’, 1o Cocoa,Cocoa touch framework®, v Wneiokn

duaikn, 1o Core Animation, cuoTrjuara Bacewy dedopévwy SQlite kar MySQL.

3.1 Karavowvrag ra iPhone gestures

3.1.1 Digital physics

To Aoyiouikd TnS Apple Inc. Eival cuvtoviopévo €101 WOTE VO QVTATTOKPIVETAI
oTIC BIKEC MAC KIVATEIG XEPIWV HE Eva TPATTO TToU Bivel TNV EVTUTTWON TNG ETTAPNAS UE
TO QUOIKO avTIKEIMEVO. AKOUA, O aAANAeTIOPAcEIC gival BepeAILONG WNPIoKES. Ta
TAVTA  EXOUV TNV aiocBnon TNG eAA@POTNTAG KOl TOU OTTAOU, £TTEIdN DEV UTTAPXEI
TPIBA.

Eivar mBavév 611 10 iPhone 1ng Apple gival pudvo n apxn MIag o€ipdg TTOAAWY

OUCKEUWY TTOU Ba XpNOIWOTTOINCOoUY TNV AeyOUEVN WNQIAKK] QUOIKN, MIA EUTTEIQIO
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BaciopEévn o€ Eva  TTPAYMOTIKO  TTAyKOOMIO  @aivouevo, OAAG  TauTdxpova

EKMETAAAEUETAI TIC ATTEPIOPIOTEC DUVATOTNTEC TOU AOYICHIKOU.

Mo TOUC TTEPICOOTEPOUC N WNOIOKH QUOIKN €ival pia véa AEEn MIa véQ
eutraipia. Kdrtrou kel ato 907 ta mpwta windows desktop £pepav pia TpwTtdyvwpen
gMTTEIPIO AAANAETTIOPAONG OTNV KABNMEPIVA TTPAYMATIKOTNTA. AVAYKACAV TOV KOGHO
VO JABEI va XpNOILOTTOIET VEEC UEBODOUC ETTIKOIVWVIAG ME TA «ECUTTVA» HUNXAVAMATO
ME TNV XPriON TOU TTOVTIKIOU KAl TOU TTANKTPoAoyiou. Hrav n embuuia pag va
BAAOUNE TO XEPI MOG MECT OTOV UTTOAOYIOTH YIO BEIEOUME KATI KOl TO TTOVTIKI £YIVE N
TTPOEKTACN TOU XEPIOU Mag. To iPhone petagépel autr Tnv euTTEIpia o€ AAAO
emiTTedO, AQPAVOVTAG EMAC VA OAANAETIOPACOUME ME TNV WNOPIOKN TTANPOPOPIa

XPNOIHUOTTOIWVTAG TA XEPIQ UAG.

H eutreipia auty mmou dnuioupynoe n Apple oto iPhone civar n wnoiokn
QuUOIKN. To KUpPIOTEPO XAPAKTNPIOTIKO Tou iPhone egival 0 peaAiouog, yiaTti GAeg ol
AAANAETIOPACEIC XPAOTN — CUCKEUNG aou divouv Tnv aicBnon Ot gival TTPAyUATIKEG.
QoT1600 n gumrelpia autry dev gival TOGO KOVTA O€ MIG EUTTEIPIA TTPAYMATIKOU KOGUOU.
Atrevavriag cival éva €idog¢ aAAnAemidpaonc xwpic TEIRA, KAl yI QUTO  MIG ATTAN

Kivnon apkei yia va Kivnoei éva 0AOKANPO «Bouvo» wnolakwy OeDOUEVWIV.

To onuEio-KAEIDI OXETIKA WE TNV WN@IAK QUOIKN ival Ot dev TTPOoOTTabEl va
QVAYKACEI TOUC XPrOTEC VO EPYACTOUV OKANEAG. H emmituxia givar 011 €xel Jia diETTaen
TTou gival Tmpogavnig. lMNa OekaeTieg €xoupe TTAIDEUTEl HE TO AOYIOMIKO TTOU MGG
EEETTANTTE, €TTEIDN CUUTTEPIPEPOTAV E TPOTTOUC TTOU BEV TO TTEPIUEVAE VO KAVEL TO
AoyIouIKS TToU aKOAOUBEI TOUC VOUOUC TNG WNOIOKAS QUOIKAG dev €xEl autd TO
TPORBANMa. Eivar 1600 atrAd otnv xprion, £TTeIdr] EKUETAAAEUETAI TIC KIVACEIC TTOU

XPNOINOTTOIOUHE KEBE PéPa OTNV TTPAYHOTIKA {wh Hag.
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3.1.2 Gestures

O1 BaoIKEG KIVAOEIG TTOU TTPETTEI VA YVWPICOUME €ival O EEAG:

o Tap: MNa va Eekivioer Jia epappoyr, Eva attAd Ayyiyha otnv 08ovn
AP ME TO BAXTUAO, OTO OXETIKO €IKOVIDIO TNG £QApPMOYNS apKEi. MNa Tapddeiyua, 10

gIkovidio Tou Safari otnv Apxikry 086vn.

o Double-Tap: Eva ypriyopo SITTAS dyyiyua Tou SaKTUAOU €xEl HIa €1DIKA
emidpaon oe dIAQOPoUC TUTTOUC e@apupoywyv. Eva dimmAd dyyiyua oe Bivreo
dleupuvel TNV €IKOVA TOU BivTeo, evn éva BeuTeEPO BITTAG Ayyiyua Ba eTTAVAQEPEl TV

€IKOvVa Tou Bivieo 010 apxIkd Tou PEYEDBOC.

o Drag: Katd tnv avdyvwon evog nNAEKTPOVIKOU Taxudpoueciou 1 tnv
TTPOROAN TOU TTEPIEXOMEVOU MIAG ICTOCEAIDAC, UTTOPEITE va CUPETE apyd 1O DAXTUAO
oag Tavw atnv 08ovn eite opIlOVTIa €iTE KABETA IO VA WETAKIVNOEITE OTO KEIEVO

eTTi TNG 004vNG TNV ALY MEVN KATEULBUVON CAG.

o Flick: Mia kivnon Ttrou €ival Trapouola pe 1o drag, hE Tnv didgopa O
METAKIVEI TOV DEIKTN yPNYoPOTEPA TTPOC MIG KATEUBUVON KOl TO OTTOTEAECHA €ival N

Mpnyopn peTdBacn e auTn.

o Delete : €vag ypriyopog Kal €UKOAOG TPOTTOC yia va diaypdgouv
oroixeia Omwg éva  Pivieo, 1O TPAyoudl 1 TO nNAEKTPOVIKO TaXUudPOuEio,
XPNOIMOTTOIWVTAG MIa Kivnon, €xovtag opilévria KaTteubuvon, TTavw ammd 10
OuyKeKpPIPEvo dvopua Tou aTtoixeiou. Autd Ba atTokaAUWel Eva KOKKIVO KOuTT delete
TTOU OAC EMTPETTEI VO AQAIPECETE TO ETTIAEYMEVO OTOIXEIO. EQV TTATAOETE TO KOUNTTI
Ailaypagry 6a cag d06ei n eukaipia yia empeRaiwon. EAv aA\dgete yvwun, €ite
TATACTE TO TIAAKTPO aKupwong (étav cag¢ dntndei va emPEPAIWOETE), N

QKOUUTTAOTE OTTOUDATTOTE EKTOC ATTO TO KOKKIVO KOUUTTI delete yia va aKUpWOETE.

o Pinch: ekteAwvTag pia evépyeia mou ovoudaletal pinch givar duvartod va
MEYEBUVOUE KOl va OMIKPUVOUME — MIO  CUYKEKPIMEVN TTEPIOX] TNG 008dvNng
(toroBétnon duo JakTUAwv TAvw otnv 084vn kal amoudkpuvon Toug (o€

MeEyEBuvon) n TommoBEéTnon Twv 3AXTUAWY Kal TTANGIaoua Toug (yia Opikpuvan).
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AlamoTwveTal 611 auTd gival TTAPSHOoIO e Eva DITTAG Ayyiyda povo n lagopad eival

T To pinch divel peyaAUTepo éAeyxo. !

3.2 OpenGL and OpenGL ES

H OpenGL (Open Graphics Library) 2 atroteAei pia Bacikr] Tpodiaypapr TTou
kaBopilel Tn dilayAwaoaoiknr, cross-platform APl yia Tn ouvtagn Twv £QApUOywY TToU
mTapdyouv 2D kai 3D ypagikd utrohoyioTwy. To interface armoteAeital amd Tdvw
atro 250 dIa@opeTIKA KAAéopaTa PeBOdwyY TO OTToI0 UTTOPEI va aglotroindei yia va
avatrapayxBouv TTOAUTTAOKEG TPIOBIAOTATEG OKNVES aTTO atTAd apxétutra. H OpenGL
avatTuxenke atd tnv Silicon Graphics Inc 10 1992 Kal xPNOIMOTTOIEITAI EUPEWS OE
epopuoyég CAD, €IKOVIKR)  TTPAYMOTIKOTNTA, TNV ETTIOTNMOVIKA  atreikdvion,
atrelkdvion TTANPOPOPIWY, KAl TNV TTPOCOMOoIWaN TITACNG. XPNCIMOTTOIEITaI £TTIONG
oe video games, Omou avraywviletar pe tnv Direct3D oe mAar@dpua Microsoft
Windows. H OpenGL cival uttéd tn diaxeipion g pn KEPOOOKOTTIKY TEXVOAOYIKAG

kovotrpagiog Khronos Group.

H OpenGL cival pia xapnAou emimrédou, diadikaoTikr AP, atmraitwvrag atrd
TOV TTPOYPOAMMATIOTH VO UTTAYOPEUCEl TA GKPIPA PriMaTa TTou ATTaITOUVTAl VIO VA
avatrapaxOei yia oknvr). Autd €pxetal o avtifeon pe Tnv Tepypaikry API, étrou
€vag TTPOYPAMMATIOTAC TTPETTEI UOVO VA TTEPIYPAWEI LIG OKNVA KAl JUTTOPEI va agprioel
TNV BIBAIOBAKN va SIaxeIpIOTE TIC AETITOMEPEIEG TNG AvaTTAPAywyNS TNG. H xaunAou
emtédou oxedlaopou OpenGL aTTaiTel 01 TTPOYPOUMATIOTEG VA €XOUV KOA yVwon
Tou graphics pipeline, oAAd kai divel pia KATTOIO €AeuBepia va eQapuoOoouv

aAyopIBpouc arédoonc.
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3.2.1 OpenGL ES

H OpenGL yia evowpatwpéva ouotiuara (OpenGL ES) civar éva
uttoouvoAo TNG OpenGL APl ypa@ikwv3D, oxedloopévn yIo QOpNTEG CUOKEUES

oTTwG 1a iPod kai iPhone.

H OpenGL ES ® eival pia dwpedv, cross -platform APl yia tnv TAAPN
Aeitoupyia 2D ko 3D ypagiKwyv Yy TG EVOWMATWHEVA  CUCTAMATA,
OUMTTEPIAOMBAVOUEVWY TIC KOVOOAES, KIVvATA TNAEQWVA, CUCKEUEC KAl OXAMATO
ATtroteAeital amd  cagwg  kaBopiopéva  uttoouvoAa Tou desktop OpenGL,
dNUIoUPYWVTAG HIa EUENIKTN Kal Ioxupr dlacuvdeon xaunAoU emITTEDOU LETAEU TOU
Aoyiouikou kal Tou graphic acceleration. H OpenGL ES tepiAauBavel TTpo@iA yia
floating-point kai fix-point cucTtpaTa kot N EGL ™ trpodiaypo@r) SeCUEUTIKN YO TA
ouotAuara TTapadupwy. OpenGL ES 1.X eival yia otaBepd AsitoupyikdTNTOG UNIKO
KOl TTPOCQEPEl eTITAXUVON, TroloTnTa €Ikdvag kal emdooelc. H OpenGL ES 2.,

emTEETTEl TTARPN TTPOYPAMMaTI(OpEVa 3D ypagika.

Aidpopeg ekdooeig Tng OpenGL ES umdpxouv twpa. OpenGL ES 1,0
opiCetal o oxéon pe TNV OpenGL 1.3, n OpenGL ES 1,1 opiletal o€ oxéon pe TNV
OpenGL 1.5 kai n OpenGL ES 2.0 opietai oe oxéon pe TN OpenGL 2.0 (tTou
onMaivel o1 yia TTapAdelyua, av Eva KOPPAT KwdIKa ekTeAsiTal pe OpenGL 1.3 o€
éva desktop ocuotnua, B6a TIPETTEl va EKTEAEITAI ETTIONG ATTO CUOKEUEC TTOU

utrooTtnpiCouv OpenGL ES 1,0.

H AsitoupyikdtnTa Trpoépxetal ammd 10 apxikdG OpenGL APl pe katroieg
TTPooBéoelg. AUo atd TIG TTO ONPAVTIKEG dlagopéc peTatu Twv OpenGL ES kai
OpenGL eival n agaipeon Twv giBegin ... glEnd  (AOyw Twv TMIVAKWY KOPUPWV ) KAl
n €ocaywyry TUTTwyv Oedopévwy  fix-point yia CUVTETAYMEVEC KOPUPWYV Kal
XOPAKTNPIOTIKWY VIO VO UTTOOTNPIEOUV KOAUTEPQ TIC UTTOAOYIOTIKEG IKAVOTNTEG TOU

eTTeECEPYQOTN.

IMOAANEC AANEC TTEPIOXEC TNG AcITOUPYIKOTNTAG £xouv agaipebei otnv ékdoon

1.0 yia va TTapdyel éva eAapu interface.

Opengl ES 2.0 Ytrootnpiletal atmd 10 iPhone (3GS ) apyodrepa), 1o iPod
Touch (3ng yevidg kai apydtepa) kar iPad. ouvdudlel pia ékdoon g OpenGL
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shader language for programming vertex and fragment shaders Trou é£xel
TTPOCAPHOCTE VIO EVOWUATWHEVES TTAQTQOPUES, ATTO KOIvVOU e Eva BeATiwpévo AP
atmd 170 OpenGL ES 1.1 10 otroio éxel apaipéoel OAa T oTabepr] AsITOUPyIKOTNTA
TTOU WTTOPEI EUKOAQ va QvTIKATaoTabel ammd mrpoypdupata shader, pe okotd v
€AQXIOTOTTOINON TOU KOOTOUC KAl TNG KOTAVAAWONG EVEPYEIOG TWV TTPONYHEVIWIV
TTPOYPANNATIOHEVWY UTTOCUSTNHATWY YPAPIKWY. '

Existing Fixed Function Pipeline

Eikéva 3-1,3-2: Programmable Pipeline of OpenGL 2.0 replaces the fixed
function transformation and fragment pipeline of OpenGL 1.x.
(http://www.khronos.org/opengles/2 _X/)
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3.3 Objective-C

H Objective-C eival uia 1oxupr), QVTIKEIMEVOOTPAPAC YAWOOQ ME Eva
SuvauIKG cUCTNHA KAACEWY TTOU Eival EEQIPETIKA EUEAIKTO KQl YPryopo,
OXEDIAOMEVO WC €va UTTEPOUVOAO TrAvw ammd TNV TUTTOTTOINMEVN

yAwooa C.

H Objective-C uAotroiei 10 cocoa kai Cocoa Touch framework,
TapExovrag  uywnhou  emmédou  APIs  divovrag  augnuévn
AEITOUPYIKOTNTA HECT ATTO AiYEG OQQEiG, KatavonTeg ypadpég kwdika. H Objective-C
2 TrepIAaUBAvEl TETOIQ HOVTEPVA XOPAKTNPIOTIKA, OTTWG TTOAU ypriyopn eTTavaiAnyn,
GAa kai n culloyry okoumdiwv (garbage collector) evapuoviopévn yia Macs

TTOMOTTAWY TTUPRVWY TEAEUTAIag TexvoAoyiag. ™

3.3.1 Zovraén

H objective-C eival éva Aetrtd oTpwpa Tavw atmd C, kal emtTAéov gival Eva
amoAuto utrepouvolo TG C. Eival e@iktd va kdavel compile o€ OTTOI0BNATTOTE
Tpdypappa ypaupévo oe C pe 1o perayAwtriot) tng Objective-C, kai va

oupTrePIAGREl EAeUBepa TOoV KWAIKO C ot pia kAaon Objective-C.

H Objective-C o@eiAel TO QVTIKEINEVOOTPAPEG CUVTAKTIKO Tou 0TO0 Smalltalk.
OANO 1O OUVTOKTIKO YIO KN QVTIKEIMEVOOTPAPEIC TTPAEEIC (TTEPIAQMBAVOUEVWY TWV
TTPWTOYOVWY METARANTWY, TNG TIPOETTEEEPYQTIAC, TIC EKPPACEIS, TIC ONAWOEIC
pEBOBWY, Kal KANoEeIg ouvapTtnong) ival idlo pe autd TG C, VW TO GUVTAKTIKO YIQ
QVTIKEIMEVOOTPAPH XOAPOAKTNPIOTIKA Eival HIA EQAPHOYN  MNVUMATWY TOU OTUA TNG
Smalltalk.

3.3.2 YAomoinon kai disragn
H Objective-C artraitei n diera@rn kal n uvAotroinon MGG KAGong va eival
dnAwpéva oe XwpIoTa PTTAOK KWwdika. Katd ouvenkn, n dieTa@ry utraivel o€ éva
apxeio header kaBwg kal TNV vAoTToinon o€ éva apxeio kwdika. Ta apxeia header,

XPNOIMOTTOIoUV WG ouvrRBwe To eTTiBepa .h, gival Trapdéuoia pe apxeia header g C,
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EVW Ta apxeia uhotroinong (MeBSdwY) , cuvnNBwe 10 ETTiBEUa .M, TA OTTOIQ UTTOPEI

va gival TTOAU TTopopoIa pe Ta apxeia kwdika C.

3.3.3 Mnvouara
To poviého Objective-C  TOU  QVTIKEIYEVOOTPAPOUG  TTPOYPANMOTICHUOU
Bagciletal otnVv AvTAAAQYr WNVUMATWY JE QVATTAPOOTACEIC QAVTIKEIMEVWY. ZTNV

Objective-C dev yivovtal kKANoeig peBOdwv. MNvovtal KAACEIG JNVUPATWY.

Autd épxetal o€ avtiBeon pe To Simula-style pOVTENO TTPOYPOUMATIONOU TTOU
xpnoiotroigital amd C + +. H diagopd peTagu Twy dUO QUTWV EVVOIWV Eival OTO
TTWG 0 KWOIKAC TTOU AVOPEPETAI ME TO OVONO PEBODOU 1| UNVUMATOC EKTEAEITAI. €
Mia yAwooa Simula-style, 1o Ovopa TG MEBODOU eival OTIC TTEPICTATEPEG
TTEPITITWOEIC CUVOEDEUEVO ME €va TUAMWA TOU KWAIKA aTnV KAAon-o1déx0 atrd Tov
compiler. £1o Smalltalk kai otnv Objective-C, o 0TOX0G TOU PNVUMATOG EXEl ETTIAUBET
KATA TO XPOVO EKTEAEDNC, ME TO iDIO TO AVTIKEIMEVO TTOU TTAPAAAPTNKE VA EQUNVEUEI

TO MAVULQ.

To Smalltalk -style TrpoypauuaTIoPOU ETITPETTEI GE unvUpaTa va Tagideuouy
MN-uAoTroinuéva. Ma Tapddeiyua, €va PAVUPG JTTOPEI va OTTOCTEAAETQI OE MIA
OUANOYN] QVTIKEIMEVWY, OTO OTToi0 POvo opiouéva ammd autd Ba avapévetal va
QVTATTOKPIBOUYV, XWPIC TO GOPRO TNG TTaPAYwWYNS CPAAUATWY XPOVOU EKTEAEONG.
Etriong 1o privupa trou dipxeTal dev atraiTel éva AvTIKEIMEVO va KABopIoTEl KATd TN

METAYAWTTION.

3.4 Cocoa frameworks

Ta Cocoa frameworks atroteAouvral atrd BiBAIoBrkes, API, kai runtimes TTou
QTTOTEAOUV TO ETTITTEDO QVATTTUENG YIa TO oUvoAo Twyv Mac OS X. XpnoIuoTToIwvTag
Cocoa, dnuioupyouvtal eQapupoyég pe Tov idlo TpOTTo TTou dnuioupyriBnke 1o Mac
0OS X. H epappuoyr 8a KANPOVOUACEl QUTOUATA TIG CUMTTEPIPOPES KAl TIG EUPAVIOEIG
Tou Mac OS X, pe TAApn TpdoBacn oTig duvatoTNTEG TOU AEITOUPYIKOU CUCTANATOG
UNIX. Xpnoiyotroiwvtag 1o Cocoa pe 10 Xcode IDE gival attAd 0 KGAUTEPOG TPOTTOG

yla va dnuioupynBouv epapuoyéc Mac.
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To cocoa xpnoipotroiei 10 mPoTutTo oxediaouou  Model-View-Controller
(MVC) . Ta MoviéAa €eVOWWPOTWVOUV TA OTOIXEIQ TNG EQPOPHOYNG, OF OWEIG
ged@avifouv 08ovn kal emeEepyalovral Ta dedouéva, Kai o Controllers pecoAaBouv
oTnv Aoyikry ouvdeon METAEU Twy duo. Me Tov diaxwpiopd Twy eubuvwy PE AUTOV
TOV TPOTTO, Ba KATAAREOUNE ME MIQ EQAPMOYT TTOU Eival EUKOAOTEPO va oXedIAOTEl, va

uAoTroinBei kal va diatnpnBei.

To potiBo MVC onpuaivel 611 Interface Builder dev atraitei KW3AIKa va ypa@Tei
N va dnuioupynBEi, EVW ETTIKEVTPWVETAI OTTOKAEIOTIKA OTNV OWn TNG EQapHOoyng. To
Cocoa 10U TTpocavaTtoAiletal yia 1o Mac e€aleipel Tnv xprion kwdika olvdeang, He
atrotéAeopa n oxéon peTagl Controllers Trou ypdgovTal o€ Xcode Kal Twy OWewvY
TTou oxedialovral evrog Interface Builder va atroteAei éva ammAd BEpa TNG YPAPIKAG
"KaAwdiwonc" kal Twv duo paldi. To Interface Builder cuvepydaletar pe 10 Cocoa
WOTE VA TTPOCAPPOCOUY TNV EQAPUOYr EUKOAQ ETOIMN yia TNV €i00d0 Of EVIEAWCS

véec ayopéc.

®

Controller

View

Interface Builder

Eikéva 3-3: Model-View-Controller (MVC) (http://developer.apple.com)
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3.5 Baosigc Asdouévwyv

OT1we €xoupe NdN ava@Eépel n TEXVOAOYia TTOU XPNOIKOTTOIABNKE yia TNV
uAoTroinon Twy Bdcewy dedopévwy fTav n e€AGC:

1. SQlite atrdé TAeupag mobile app
2. Kai MySQL atrd tnv TAeupd ToU server

3.5.1 SQlite

H SQlite givar pia BIBAIOBNAKN AOYICHIKOU TTOU UAOTTOIEI
Mia  autdévoun, Xwpeic server, Jixw¢ Odlauoépewon, PRdon
dedopévwy SQL pe ocuvalhaocoodpevo pnxaviopd. H SQlite
gival n eupurepa diadedopevn pnxavr Baong dedopévwy SQL
oTov kKOOoMO. AdGyw TOU WMIKpoU peyeEBoug, n SQlite eival
KATtAAANAN yia T EVOWMOTWHEVA CUCTAMATA, KAl €XEl ETTIONG
gvowpatwBei oto iI0OS ¢ Apple (6mmou xpnoiugotroigital yia ta SMS / MMS,
HuepoAdyio, Tnv 10Topia KAOEWY Kal OTIC ETTAQEC ATTOBNKEUONG), OTO AEITOUPYIKO
ovotnua Symbian OS, oro Maemo 1ng Nokia, 1o Android tn¢ Google, T0
BlackBerry Tn¢ RIM, to MeeGo Linux Idpuparog kai webOS tng Palm. QoTtdoo,
gival emmiong katdAAnAo yia desktop Aeitoupyikd cuoTtiuaTta O6TTwe otnv  Apple,
OTTOU EVEKPIVE W eTTIAOYN oTO Trupriva dedouévwy Tou Mac OS X API ammd v
apxikr] uhotroinon tou Mac OS X 10.4 kai hNETA, KABWG Kal yia T dlaxeipion Twv

Bivteo kal Tpayoudia yia To iPhone.
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3.5.2 MySQL
To MySQL ceivai é€éva oOxeolak6 ouoTnua
diaxeipiong Bacewyv dedopévwy (RDBMS) TTou TpEXEl WG

server Tou TTapExel TNV TTPOGRacn TTOAAWY XPNOTWYV CF

m TTOAEG Baoeig dedopévwy. Eival pia dnuo@iAng emmAoyn

MH_ QL | yla xpnotec Tou avalnrouv PBaon Oedopévwy  Of
OIKTUQKEG E£QOPMOYEC, KOl QTTOTEAEI KEVTPIKN] CUVIOTWOA

TWV EUPEWC O1adedopEVWY EQAPUOYWY AOYIOUIKOU web

LAMP WAMP ,MAMP. H ®nuoTikOTNTA NG €ival oTevad

ouvdedepEvN pe TN dnuoTikdTNTa TNG PHP piag yAwooag Tou oxedIQoTNKE yia Tnv
avaTrTugn eQpapuoywy web pe okotrd TNV UAOTTOINOT SUVANIKWY ICTOCEAIDWV.

MNa Toug okotToU¢ TNG TTapoucag JITTAWMATIKAG, OTNV
TTAEUPQ TOU Server XPnoIUOTTOIEITal EQAPMOYT AOYICHIKOU web

WAMP kai php scripting language.

3.6 Core Animation

To oloTnNua CUuvTETQYMEVWY yia Ta eTTiTreda Ola@épel avaloya HE TNV
Tpéxouca TAaT@Oppa. Zta i0OS, n Oapxr) TOU CUCTHAMATOC CUVTETAYMEVWY QTTo
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TTPOETTIAOYN Eival OTNV ETTAVW QPICTEPN YWVia Kal O BETIKEC TIMEC EKTEIVOVTQI TTPOG
Ta KATW Kai ota 8e€id amd tnv apxn. 2ta Mac OSX n apxrf CUVTETAYMEVWY
BpiokeTal oTNV KATW APICTEPN YwVvia Kal o BETIKES TIMEC EKTEIVOVTAI TTPOG TA AVW KAl
TPO¢ Ta Be€Id atrd 10 onueio autd. OAeC o1 TINEC Twy CuvTETAYHEVWY KaBopilovTal
cav apiBpoi  KivnTAg utrodiacToAng.  Kai  otroiadnmote  otpwon  (Layer)
dnuioupyeital  oe o Oedouévn  TTAAT@OpUa XPnoldoTTolEl  TO oUCTNMa
OUVTETAYMEVWY TTOU OXETICETAl ME TNV €v AOyOo TTAATQOpMO. KdBe avrikeiuevo -
oTpwHa opilel kal diatnpei To OIKO TOU OUCTNMO OCUVTETAYMEVWY, Kal OAO TO
TTEPIEXOMEVO TOU ETTITTEOOU QUTOU EiVAI OUCXETIOMEVO HWE TO OUOTNMA autd. AuTo
IOXUEI TOOO YIA TQ TTEPIEXOHEVA TNE OTPWONS 000 KAl YIA TIC UTTOKEIMEVEC OTPWOEIG.
Etreidr) kdBe otpwon opilel autd 10 BIKG TOU CUOTNMA CUVTETAYMEVWY, N KAAON
CALayer trapéxel 11¢ NEBGDOUC yia va PETATPEWE! TO ONMEIO, TO OpBoywvIo Kal TIC

TIMEC TWV PEYEBWY TOU aTT TO CUCTNMG TOU EVOG ETTITTESOU OTO GAAO.

Eikéva 3-4: Aopn CATransform3D (http://developer.apple.com)

3.6.1 Msraoxnuari{ovrag rnv yewueTpia evog Emnrédou

Eival duvatr) n YETATPOTI) TNG YEWMETPIAC EVOC ETTITTEDOU XPNOIMOTTOILVTAG

THVOKQ JETAOXNHOATIGHWY.

H CATransform3D &oury Oedouévwy opilel éva opoyevry TPICBIACTATO
petaoxnHaTtiopd (Evav 4 X 4 trivaka CGFloat Tipwy) 0 oTroiog xpnoidoTToIEITal I
TNV TTEPIOTPOYPN, TNV KAIMAKWON, TNV METATOTTION, TNV KAION KAl TNV £Qapuoyn

METAOXNMATIOHWY TTPOOTTTIKAG Ot Eva TTITTEDO.
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Auo 1010TNTEC eMTTEDWY  KaBopifouv TNV MHETATPOTI TwV TTIVAKWY: O
METAOXNMOTIONOG KAl O PETAOXNMATIONOC XaunAoTepwy emimédwy. O TMivakag TTou
opiCetal amré TNV 1010TNTA METACKNMOTIOMOU £QapUOleTal OTO ETTITTEDO KAl OTQ
xaunAdtepa etrimeda o€ oxéon pe 10 anchor Point Tou emmédou. Ztnv eikova 3-5
QAiVETAI TTWG N TTEPIOTPOPN Kal N KAIMAKwon emdpouv ot éva emimedo otav
XpnolJotroigital éva onueio avagopdc (anchor Point) (0.5,0.5),n mpoemAeyuévn
TiuA. Evw otnv emopevn eikéva 3-6 @aivetal TTwg n idia peratpoTrr) €mdpd OTO
emimedo otav 10 anchor Point givar oto 0,0. O Mivakag trou opiletal amd TovV
METAOXNMATIONO XAUNAOTEPWY ETTITTESWYV EQAPUOLETAI HOVO OE XapNAOTEPQ eTTiTreda

ToU ETTITTEDOU Kai 61 070 1810 To eTritredo. !

A A
160 160 = 160 -
—\
140 140 T e o) 140 jmreemmmmmanan \
120 — frame 120 i?-’ \—ariginal 120 4 ¥ \—1—original
100 . —anchorPoint wo 3 ) frame 100 - H ® " frame
a0 a0 - A _J'\ 60 I
; d L PO T 4
: i_ \‘,_.-ﬂ')’(_ rotated ::_ —scaled
frame frame
20 20 20
TeTEE i 7 I B L e T e
#SEBEEEE HERREERE ERARERET B
bounds = (0.0.0.0, 120.0,80.0) rotation applied scale applied
frame = (40.0,60.0, 120.0,80.0)
anchorPoint = (0.5,0.5)
position = (100.0, 100.0)
Eikova 3-5
A ‘
o s rotated ] —scaled
140 140 e frame 140 e by frame
120 — frame 120 \ 120
100 100 "-_‘: \ 100
Lo L i\ g 80 -] |
¥ —original | v —original
“w @ e - 60 - = — ]
0 —— anchorPoint ® frame 40 frame
F. 204
T rrrrroror—»>
88583558 B5EBEFEE SE88833338
anchorPoint = (0.0,0.0) rotation applied scale applied
position = {(40.0, 60.0)
bounds = (0.0,0.0, 120.0,80.0)
frame = (40.0,60.0, 120.0,80.0)

Eikéva 3-6 (http://developer.apple.com)

Me Toug akdOAouBoug TPOTTOUC MTTOPOUV va dnuioupynBouv kKai va
TpotrotroinBouv dopéc CATransform3D:

. Xpnoipotroiwvtag Ti¢ cuvaptroeig CATransform3D,
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. TpotrotrolwvTag Ta PEAN Twy BeBOPEVWY TIG BOUNG GUECT
° Xpnoipotroiwvtag key-value kwdikotroinon kai key paths.

O CATransform3Dldentity eival o povadiaiog mrivakag, MNivakag mmou dev EXEl
EQAPMOCTEI KavEVAC METAOXNMATIONOS. E@apudloviag Tov, ETTAVOQEPOUME TO
ETTITTEDO OTNV APXIKI TOU YEWMETPIA.

3.6.2 Zuvaprnoeis YETACXNUATICHOU

O1 ouvapTACEIC METAOXNMATIONWY Trou eival dlaBéoipeg amd 10 Core
Animation AeitoupyoUv TTavw o€ TTivakeS. MTTopouyv va xpnoihoTroinBouv auTtég yia
TNV KOTAGKEUN TTiVOKa TTOU apyoTEPQ Ba EQAPUOOTEI O€ £va ETTITTESO METATPETTOVTAG
NV 1810TNTA HETACXNUATIONOU Tou. OI CUVOPTHOEIC HETAOXNMATIOUWY EiTE EVEPYOUV
TAvw o€, &iTe emoTpépouy, pia dopry dedopévwy CATransform3D. Aivel €1a1 Tnv
BuvaTOTNTA  KATAOKEUNG OTTAWY N KAl TTOAUTTAOKWY METACXNMOTIOUWY  TTOU
UTTOPOUV EUKOAQ VA ETTAVAXPNOIHOTIOINBoUY. 2’

Function Use

| CATransform3DMakeTranslation | Retums atransform that translates by ‘(tx, ty, tz) . t =[1000;0100;0010; tx tytz 1].
CATransform3DTranslate - Translate 1" by ‘(tx, ty, tz) and retumn the result: * t' = translate(tx, ty, tz) * t.
CATransform3DMakeScale - Returns a transform that scales by "(sx. sy, sz "t =[sx 000, 0sy00;00sz0:0001].

CATransform3D5Scal

m

Scale t' by (sx, sy, sz) and retumn the result: * t' = scale(sx, sy, sz) "t

Returns a transform that rotates by 'angle’ radians about the vector '(x, y. zJ. If the vector has length zero the identity
transform is retumed.

CATransform3DMakeRotation

CATransform3DRotate Rotate t' by ‘angle’ radians about the vector ‘(x, y, z)' and retum the result. t' = rotation(angle, x, y, z) * t.

Eikéva 3-7: ZuvapTthoeig petaoxnuatiopo (http:/developer.apple.com)
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YAormroinon

4.1 Nerrrouépeis§ YAorroinong

2€ autd TO KEQAAQIO Ba  TEPIYPAWOUNE  AETTTOMEPWS  BEépaTta  TNG
BSITTAWMOTIKAG TTOU €XOUV TEXVIKO 1| aAyopIBuikd evdia@épov. Oa BOUNE OPICHEVES
OUVAPTAOEIG TTOU UAOTTOIOUV TUXOV TTOAUTTAOKEG OAYOPIOMIKES TTPAEEIC AAAG KO TIG
MEBODBOUC eKEIVES TTOU €XOUV VA KAVOUV E TNV KivNon TOU QVTIKEIMEVOU OTO AyYIYHO

NG 084vNn..

4.1.1 Evromiouog tng amrooraons Suo onuEiwv

H ouvdptnon distanceBetweenTouches utroAoyilel tnv amdéortacn duo
onuEiwv TTou  dnuioupyouvTal ammd 1o Ayyiyda NG 00dvng. Apxikotroiei duo
METARANTEC Onueiwy Kal Bpiokel TNV BECN OTO X,y CUCTNMO CUVTETAYMEVWY, AQOU
OAOKANPwWOBOUV duOo ayyiyuaTta yiveTal UTTOAOYIOHUOG TNG UTTOTEIVOUCAC TOU TPIYWVOU
TTOU OxNMatiouv o1 DIAPOPES TWV CUVTETAYMEVWY TOUG, dnAadry utroAoyileTal n

QTTOOTACT TOUG KAl ETTICTPEPETAI.
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#pragma mark Touch handling
- (float)distanceBetweenTouches:(NSSet *)touches;

{

int currentStage = 0;
CGPoint point1, point2;

for (UITouch *currentTouch in touches)

{

if (currentStage == 0)

{
point1 = [currentTouch locationIinView:self];
currentStage++;

}

else if (currentStage == 1)

{
point2 = [currentTouch locationIinView:self];
currentStage++;

}

else

{

}

}

return (sqrt((point1.x - point2.x) * (point1.x - point2.x) + (point1.y - point2.y) *
(point1.y - point2.y)));
}

4.1.2 Evromioudécg koivi¢ karsubuvong

H ouvdpTtnon commonDirectionOfTouches eAéyxel katd TOCO Kal T duo
dAxTUAQ KivouvTal TTPO¢ Tnv idia kateuBuvon. Mo kdBe TATNUa KPATdEl OE
METARANTEG TNV TTPONyouuEvn BEon OTOV X,y Kal TNV Twpivr 8éon. YTroAoyilel Tnv
KATeUBuvon OTO X KAl OTO y yIa KABe tdrnua utroloyifovrag tnv diagopd g
TWPIVAG atrd TNV TTaAId Béon, POvo TTou OTO y N TTPAEN yiveTal avtiBeTa AGyw TOu
QVECTPAMMEVOU CUCTANATOC cuvTeTaypévwy Tou iPhone. Edv kai 1a duo ddxTUAQ
€XOUV KATEUBUVON Kivnong Tautdxpova OeTIK ] apvnTIK OTOV X KAl Yy TOTE
BewpOUE TTWCE KIVOUVTAI TTPOC TNV idia KATeuBuvaon uTToAoyifovTag TNV KoIvr auth

TTOpPEia OTOV X, V.
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- (CGPoint)commonDirectionOf Touches:(NSSet *)touches;
{
Il Check to make sure that both fingers are moving in the same direction
int currentStage = 0;
CGPoint currentLocationOfTouch1, currentLocationOfTouch2,
previousLocationOfTouch1, previousLocationOf Touch2;
/INSLog(@"common:");

for (UITouch *currentTouch in touches)

{

if (currentStage == 0)
{

previousLocationOfTouch1 = [currentTouch
previousLocationlnView:self];
currentLocationOfTouch1 = [currentTouch locationIinView:self];

currentStage++;
}
else if (currentStage == 1)
{

previousLocationOfTouch2 = [currentTouch
previousLocationlnView:self];

currentLocationOfTouch2 = [currentTouch locationIinView:self];

currentStage++;

else

}

CGPoint directionOfTouch1, directionOfTouch2, commonDirection;

/I The sign of the Y touches is inverted, due to the inverted coordinate system
of the iPhone

directionOfTouch1.x = currentLocationOfTouch1.x -
previousLocationOfTouch1.x;

directionOfTouch1.y = previousLocationOfTouch1.y -
currentLocationOfTouch1.y;

directionOfTouch2.x = currentLocationOf Touch2.x -
previousLocationOfTouch2.x;

directionOfTouch2.y = previousLocationOfTouch2.y -
currentLocationOfTouch2.y;

/INSLog(@"common 2:: %f , %f | %f , %f:", directionOf Touch1.x,
directionOfTouch1.y, directionOf Touch2.x, directionOfTouch2.y);

Il A two-finger movement should result in the direction of both touches being
positive or negative at the same time in Xand Y
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if (!( ((directionOf Touch1.x <= 0) && (directionOfTouch2.x <= 0)) ||
((directionOfTouch1.x >= 0) && (directionOfTouch2.x >= 0)) ))
return CGPointZero;
if (!( ((directionOf Touch1.y <= 0) && (directionOf Touch2.y <= 0)) ||
((directionOfTouch1.y >= 0) && (directionOfTouch2.y >= 0)) ))
return CGPointZero;

Il The movement ranges are averaged out
commonDirection.x = ((directionOf Touch1.x + directionOf Touch1.x) / 2.0f) *
scalingForMovement;

commonDirection.y = ((directionOf Touch1.y + directionOf Touch1.y) / 2.0f) *
scalingForMovement;

return commonDirection;

4.1.3 'Evapén xsipiouwv

H ocuvdprtnon touchesBegan avratrokpivetal atnv €ma@rn Twv OAXTUAWY HE
TNV 004vn. Eival n ouvdptnon 1Tou OuCIaoTIKA €AEyxel TOV ApIBUS Twy BAXTUAWY
TToU ayyiCouv Tnv 086vn. EAEyxel €TTiONG €AV TO QVTIKEIUEVO BPICKETAI O KATAOTAON
KivNONng OTEAVOVTOG Onua  TEPUATIOWOU  TTPONYOUMEVNG AEITOUpYiag Kal

APXIKOTTOINONG XEIPIOMOU VEWV KIVITEWV.

2€ TTEPITITWON TTOU TA TTATAUATA Eival TTEQICCOTEPA TOU £VOC, UTTOAOYICETAI N
apxikfl amdéoTacn TOUGC  KOAWVTAG TNV  OouvapTnon TIOU  TTAPOUCIACAME
TTponyoupévwg, distanceBetweenTouches,evw otnv avtiBeTn TTEQITITWON EAEYXETAI
0 APIBOC TWV CUVEXOMEVWY MEMOVWHEVWY touch

e £Av gival single-tap kpareital ammAd n 6€on o€ pia peTapAnT,
e Qv gival double-tap eTTava@EPETAl TO AVTIKEIMEVO OTNV GPXIKN TOU BEon,

e Kai yia triple-tap eugavietal 10 ICTOYPAUUG TOU QVTIKEIMEVOU.

- (void)touchesBegan:(NSSet *)touches withEvent:(UIEvent *)event
llif(animating){

42



ExampleAppDataObject* theDataObject = [self theAppDataObject];
theDataObject.switch1=NO;

[self performSelectorOnMainThread:@selector(showSwitch) withObject:nil
waitUntilDone:NOJ;

/INSLog(@"Set togleswitch to NO");

if (lanimating)

[self startAnimation];
Entity *e = [sceneManager.entities objectAtindex:0];
e.rx=0.0;
e.ry=0.0;
[renderer rotation3DCube];

NSMutableSet *currentTouches = [[[event touchesForView:self] mutableCopy]
autorelease];
[currentTouches minusSet:touches];
/INSSet *totalTouches = [event allTouches];

/I New touches are not yet included in the current touches for the view

NSSet *totalTouches = [touches setByAddingObjectsFromSet:[event
touchesForView:self]];

if ([totalTouches count] > 1)

/INSLog(@"began touches");

startingTouchDistance = [self distanceBetweenTouches:totalTouches];
/INSLog(@"starting:%f",startingTouchDistance);

previousScale = 1.0f;

twoFingersAreMoving = NO;

pinchGestureUnderway = NO;

previousDirectionOfPanning = CGPointZero;

else

UlTouch *touch = [[touches allObjects] objectAtindex:0];

switch ([touch tapCount])
{
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/I---single tap---
case 1: {

lastMovementPosition = [[touches anyObject]
locationlnView:self];

} break;

/[---double tap---

case 2: {
ExampleAppDataObject* theDataObject = [self
theAppDataObject];
theDataObject.switch2=YES;

/INSLog(@"Double touch");

} break;
case 3: {
ExampleAppDataObject* theDataObject = [self
theAppDataObject];
if (theDataObject.switch3==NO) {
theDataObject.switch3=YES;

Jelse {
theDataObject.switch3=NO;

/INSLog(@'"'tre touch");

} break;
}

INastMovementPosition = [[touches anyObject] locationInView:self];
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4.1.4 YAorroinon xeipiouywyv

H ouvdptnon touchesMoved eTmava@Eépel TO QVTIKEIMEVO OE KATAOTAON
Kivnong avepalovrag 1o frame rate. KaAgital 61av avayvwpioTEl KATTOIA Kivnon Twv
daxTUAwYV TTAvw aTnv 086vn Kai atrd éva TTANBOC TTEPITITWOEWY avTIOPA OF QUTEG
TIC KIVACEIG. ZUYKEKPIMEVO  OTNV TTEPITITWON Kivnong duo BAXTUAWY eAEyXETAI TO
Katd 1600 QuTd KIvOUvVTal OE KOIVI] KaTeuBuvon MECW TNG Ouvdptnon
commonDirectionOfTouches TTou  ava@EpPaPe  TTPONYOUMEVWSG  OAAG Kal  O€
ouvOiuaoud PE TNV TTPONYOUNEVN Kivnan TTOU TTPAYUATOTToINONKE. Av 1GXUOUV Ol
TTEPIOPIOHOI TOTE TO QAVTIKEIMEVO EKTEAEI PMETAPOPA OTO XWPEO, ME KATEUBUVON QUTA

TTOU UTTOAOYIOTNKE XWPIG VO TTEPICTREPETAI KOI VO AAAALEI TO OXAMA TOU.

- (void)touchesMoved:(NSSet *)touches withEvent:(UIEvent *)event

{

if (lanimating)

[self startAnimation];

}
Ilif (isAutorotating)

I[self startOrStopAutorotation:nil];
Entity *e = [sceneManager.entities objectAtindex:0];
NSSet *allTouches = [event allTouches];

if ([[event touchesForView:self] count] > 1) // Pinch gesture, possibly two-
finger movement

{
CGPoint directionOfPanning = CGPointZero;
1 NSLog(@"two");

Il Two finger panning
if ([allTouches count] > 1) // Check to make sure that both fingers are

{

moving
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directionOfPanning = [self
commonDirectionOfTouches:touches];

}
IINSLog(@"common b:");

/INSLog(@"panning return %f , %f:",
directionOfPanning.x,directionOfPanning.y );

MNa TNV eupeon BIAQPOPETIKNG Kivnong utroAoyieTal n véa omdoTacn Twv
OAXTUAWY Kal 0 AOyo¢ Me Tnv TToAId atrdoTtaon, kKol €av 1a DAXTUAG €XOuv
atrouakpuvlei Tepioadtepo amd 10% Eekivd 10 pinch gesture. H kivnon auth
XPNOIMOTTOIEITAI VIO TNV MEYEBUVON KOl TNV OUIKPUVON TOU QVTIKEIEVOU OTEAVOVTAG

TNV aAAQyEVN TIFA TNG METARANTAG scale oTov Trivaka TTPoBOANG.

H ouvdptnon emiong avrmAaupavetrar Tnv kivnon &vo¢ BAxTUAou TTou
TTEPITTAQVIETAI OTO XWPEO, utTtoAoyiovTag €10l TV dlagopd NG veéag Béong atd v
TTPONYOUMEVN KAl METABAAAOVTAG TOV TTIVAKO TTPOROANG WOTE VA TTPAYLATOTTOINGEI

N Kivnon TTepICTROPAC TTPOC TNV CWOTH KATEULBUVON.

if ( (directionOfPanning.x != 0) || (directionOfPanning.y != 0) ) // Don't scale while
doing the two-finger panning
{ /INSLog(@''common b:");

if (pinchGestureUnderway)
{ /INSLog(@''common c:");

if (sqrt(previousDirectionOfPanning.x *
previousDirectionOfPanning.x + previousDirectionOfPanning.y *
previousDirectionOfPanning.y) > 0.1)

{
pinchGestureUnderway = NO;
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}

previousDirectionOfPanning.x += directionOfPanning.x;
previousDirectionOfPanning.y += directionOfPanning.y;

if (!pinchGestureUnderway)

{

]

IINSLog(@"trans");

NSLog(@"pre panning return %f , %f:",

previousDirectionOfPanning.x,previousDirectionOfPanning.y );

/INSLog(@''common recieve %f , %f:",

directionOfPanning.x,directionOfPanning.y );

else

touchesForView:self]];

gesture again

I/ previousScale) > 0.3)

previousScale);

twoFingersAreMoving = YES;
e.rx=0.0;

e.ry=0.0;

e.sx=1.0;
e.tx=directionOfPanning.x;
e.ty=directionOfPanning.y;

[renderer rotation3DCube];

previousDirectionOfPanning = CGPointZero;

float newTouchDistance = [self distanceBetweenTouches:[event

/INSLog(@'"distane: %f, %f, %f",newTouchDistance,
startingTouchDistance,previousScale);
if (twoFingersAreMoving)

{
I

]
]

float A=newTouchDistance / startingTouchDistance;
float B= A / previousScale;

NSLog(@"%f",B);

Il If fingers have moved more than 10% apart, start pinch

if ( fabs(1 - (newTouchDistance / startingTouchDistance)

{

twoFingersAreMoving = NO;

if (ItwoFingersAreMoving)

{

/INSLog(@"scaling");

Il Scale using pinch gesture

lle.sx=1.0;

e.sx = ((newTouchDistance / startingTouchDistance) /

e.x=directionOfPanning.x;
e.y=directionOfPanning.y;
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e.rx=0.0;
e.ry=0.0;
[renderer rotation3DCube];

previousScale = (newTouchDistance /
startingTouchDistance);

pinchGestureUnderway = YES;

}
}
}
else /I Single-touch rotation of object
{

CGPoint currentMovementPosition = [[touches anyObject]
locationlnView:self];

e.rx = (currentMovementPosition.x - lastMovementPosition.x);
e.ry = (currentMovementPosition.y-lastMovementPosition.y);
e.x=0.0;

e.y=0.0;

e.sx=1.0;

[renderer rotation3DCube];

lastMovementPosition = currentMovementPosition;
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4.1.5 Evromioudcg lepiorpoenc we¢ mpo¢ daéova {

Anuioupyoupe éva gesture recognized TO OTTOI0 WAXVEI YIQ TTEPICTPOPES TTOU
yivovTal TTou oxeTidovtal he Kivioelig daxTuAwy. OTav o xproTtng Kivei Ta dAXTUAa o€
avTiBeTn KATELBUVON WETAEU TOUC OE KUKAIKN TPOXId, TO QVTIKEIMEVO TTOU BPICKETAI

UTTO TOV EAEYXO TOU TTEPIOTPEPETAI WE TTPOC TOV Agova .

H kivnon autr) ouciaoTikd evepyoTrolei Tnv cuvapTtnon Perform_Rotated n
OTTOIa UTTOAOYIZEl TNV YywVia TTEPICTPOPNS KAl YiVOVTaAl Ol ATTapaiTNTEG AAAAYEC GTOV

TTiVOKa TTPOROAAC YIO TO OVTEAO TTOU ELPAVIZETA.

I* Create the Gesture Recognizer */
UIRotationGestureRecognizer *Recoginizer = [[UIRotationGestureRecognizer
alloc]

initWithTarget:self
action:@selector(Perform_Rotated:)];

I* Add it to the array of gesture recognizers */
[self addGestureRecognizer:Recoginizer];
ll[self removeGestureRecognizer:Recoginizer];
I* Decrease the retain count */

[Recoginizer release];

- (void) Perform_Rotated:(UIRotationGestureRecognizer*)Sender{

I* Get the rotation angle in degrees */
float RotationinDegrees = Sender.rotation * (180/M_PI);

I* Print it to the debug console */
/INSLog(@'"rotates:%f", RotationinDegrees);

/ICGPoint location = [Sender locationInView:self];

Illprintf(""Rotation detected @ %f %f, %f deg\n", location.x, location.y, [Sender
rotation]);

Entity *e = [sceneManager.entities objectAtindex:0];

lle.rx=RotationinDegrees/10;

e.rz=0.0f;

lle.ry=RotationinDegrees;

e.rx=RotationinDegrees/10;

}
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4.1.6 Tepuariouog xeipIouwyv

OT1av n epappoyry avtiAneOei o1 kavéva dAxXTUAO dev akouptrd Tnv 08dvn
KaAgi Tnv ouvaptnon touchesEnded, n omoia avaBérer TiuEG oe  BIAPOPES

METARANTEC QPXIKOTTOIWVTAG £TCI TO CUCTNHA XEIPITHWV.

- (void)touchesEnded:(NSSet*)touches withEvent:(UIEvent*)event

NSMutableSet *remainingTouches = [[[event touchesForView:self]
mutableCopy] autorelease];
[remainingTouches minusSet:touches];

if ([remainingTouches count] < 2)

{
twoFingersAreMoving = NO;
pinchGestureUnderway = NO;
previousDirectionOfPanning = CGPointZero;

lastMovementPosition = [[remainingTouches anyObject]
locationlnView:self];

}
if (animating)

I[Entity *e = [sceneManager.entities objectAtindex:0];
/le.rx=0.0;
lle.ry=0.0;
lle.sx=1.0;

Entity *e = [sceneManager.entities objectAtindex:0];
e.rz=1.0f;

[self stopAnimation];
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4.1.7 Mivakac mpoBoAnc

H doury CATransform3D trou mapéxetar amd 1o Core Animation yia Tov
Xelpiopd Twv CALayers epgaviCel v idia dopr pe Tov TTivoKa TTPOROAAG TOU
MovTélou otnv OpenGL ES. Ztnv mpayuatikdtnta n apple mapéxel yia ogipd amd
Aeitoupyieg yia Tov Xelpiopd Tng dopng CATransform3D  pe tpdtToug TTou

QVTIOTOIXOUV OTIG KAOEIG Twv ouvopThoewy glTranslate, glRotate,glScale.

- (void)rotation3DCube

{ glPushMatrix();
Il position & orientation
Iitranslate to the center of the 3d object
glTranslatef(midx, midy, midz);

gIMatrixMode(GL_MODELVIEW);

if (isFirstDrawingOfModel)

{

glLoadldentity();
isFirstDrawingOfModel = NO;

}

currentMatrix = CATransform3DScale(currentMatrix, sx, sx, sx);

AuTO AUvel TO PeYaAUTEPO TTPORANUA I TNV QvATTAPACTACN TWV HMOVTEAWY,
dev xpeialetal TTAEOV yIA VA YiVEl [Ia TTEQICTPOPN I MIG METAPOPA, VO yVwpPIilouuE
OUVEXWCG TNV KATAOTACN TOU TTivaka TTPOROANG Tou povtéAou. Aivel tnv duvatdtnta

TTapakoAouBnong g kardotaong Tou Trivaka oe éva CATransform3D, ektéAeong
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XEIPIOPWY oTNV dour, KAl atrAr] avTiKaTtdoTaon Tou Tivaka TTPoRoArs TG OpenGL

ME auTr TN dour| KABe opd TToU uPicTaTal I aAAayn.

AQoU PETAPEPW TO KEVIPO TOU CUCTAMATOG OTO KEVIPO TOU HOVTEAOU TTOU
TTPOKEITAl VA EUPAVIOW KAVW TO TTPWTO PAMA YIG TNV AvaATTapACTAON EKTEAWVTAG
scale OT1O0 aQvTiKEiuevo ME PAon Tnv kivnon pinch. Tapatnpoupe Twe dev

xpnoipotroindnkav OpenGL evioAég pa n evioAr] CATransform3DScale.

2TNV Ouvéxeln Ba €eKTEAECTOUV Ol EVIOAEC yia TOV  UTTOAOYICHO TNG
TEPIOTPOPNCS. YTTAPpXOUV Buo BIAQPOPETIKEC TTEPITITWOEISC TTEPICTPOPNCS, QUTH TTOU
yiveTal pe TNV Kivnon Twv 8AXTUAWY O€ avTiBeTn kateuBuvon Kal pia deUTepn TTou

yiveTal pe Tnv Kivnon evog daxTuAou oTnv 08o6vn.

Ma TNV TPWTN N TTEQICTPOYPN YIVETAI WC TTPOC ALOVa Z KAl UTTOAOYIOHOS TNG
gival atroTEAETUA TOU TTOAAATTAQGCIOCOU TOU TTiVAKG TTPOROANC OE CUYKEKPIMEVES
Béoeig pe Tov TTapAyovTa TTEPIOTPOPNG. MNapduoia uttoAoyileTal KAl N TTEQIOTPOPN
NG deuTePNC Kivnong HE TNV diIa@opd OTI o1 AEOVEC TTEPIOTPOPNAC Eival TAUTOXPOVA
X,y kai o lMivakag 1mpoBoAn¢ mToAAaTTAacIAZeTal Kal JE TOUG OUO TTAPAYOVTEG OF

QVTIOTOIXEC BETEIC.

CATransform3D tempMatrix;
GLfloat totalRotation = sqrt(rx*rx + ry*ry);
if (rz==0.0f) {

rz=1.0f;

/INSLog(@"ROTATION!!!!");

tempMatrix = CATransform3DRotate(currentMatrix, -totalRotation * M_PI / 180.0,

(rx/totalRotation) *
currentMatrix.m13,

(rx/totalRotation) *
currentMatrix.m23,

(rx/totalRotation) *
currentMatrix.m33);
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if ((tempMatrix.m11 >=-100.0) && (tempMatrix.m11 <= 100.0))
currentMatrix = tempMatrix;
}
else{

tempMatrix = CATransform3DRotate(currentMatrix, totalRotation * M_PI /
180.0,

((rx/totalRotation) *
currentMatrix.m12 + (ry/totalRotation) *
currentMatrix.m11),

((rx/totalRotation) *
currentMatrix.m22 + (ry/totalRotation) *
currentMatrix.m21),

((rx/totalRotation) *
currentMatrix.m32 + (ry/totalRotation) *
currentMatrix.m31));

if ((tempMatrix.m11 >=-100.0) && (tempMatrix.m11 <= 100.0))

currentMatrix = tempMatrix;

TeAeutaia evépyeia TTOU YiVETQI €ival N HETAPOPA OTO XWPO, TTOAAATTAACIAZOVTAC KAl
TTAAl TOV TTIVOKO Of OUYKEKPIMEVEG BEoeIC PE TOV TTAPAYovVTa TNG X KOl Y
METATOTTIONG.

float currentScaleFactor = sqrt(pow(currentMatrix.m11, 2.0f) +
pow(currentMatrix.m12, 2.0f) + pow(currentMatrix.m13, 2.0f));

/INSLog(@"scalefactor:%f",currentScaleFactor);

float tt=(currentScaleFactor * currentScaleFactor);

tx = tx / (tt*30000);

ty = ty / (tt*30000);
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/INSLog(@"final: x:%f, y:%f",tx,ty);

tempMatrix = CATransform3DTranslate(currentMatrix, tx * currentMatrix.m11,
tx * currentMatrix.m21, tx * currentMatrix.m31);

tempMatrix = CATransform3DTranslate(tempMatrix, ty *
currentMatrix.m12, ty * currentMatrix.m22, ty * currentMatrix.m32);

if ((tempMatrix.m11 >=-100.0) && (tempMatrix.m11 <= 100.0))
currentMatrix = tempMatrix;

GLfloat ModelVMatrix[16];

Il Finally, set the new matrix that has been calculated from the Core
Animation transform

[self convert3DTransform:&currentMatrix toMatrix: ModelVMatrix];

glLoadMatrixf(ModelVMatrix);

ll[self printMatrix: ModelVMatrix];

lIretranslate to 0.0.0

glTranslatef(-midx, -midy, -midz);

ApEoWG PETA TNV EVTOAR auTrh Ba TTPETTEI VA EVNEPUCOUNE TOV TTiVAKA TTPOROAAS
TOU POVTEAOU yIa TIG aAAayEG TTou €xouv eTTEABEI ot dopr) CATransform3D.
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4.2 [TAarpopusc kai lNpoypauuariorika EpyalAsia

4.2.1 Developer tools Xcode
4.2.1.1 Xcode IDE

To Xcode gival yia oouita epyaAgiwy yia TNV avaTrTugn Aoyiouikou yia Mac
0OS X, trou avatrtuxBnke atrd v Apple. To Xcode 3.2, n teAeutaia Kupla £kdoon,
eival ouvduaopévn pe To Mac OS X v10.6, aAAG dev eykaBioTartal atrd TTPOETTIAOYT).
AvtiBeTa, TTpéTTel va gykartaoTaBei amd to Mac OS X DVD, rj va kateBdoete dwpedv
atro tnv 1oTooeAida TG Apple. H ékdoon trou eival diabsoiueg onuepa civar 3.2.5

TToU £pxetal hE 10 I0S SDK 4.2,

H kupia epappoyry NG oouitag eival 10 OAOKANPWHEVO  TTEPIBAAAOV
avattuéncg (IDE), Tou ovoudletanl ettiong kai Xcode. H couita Xcode trepiAapBavel
ETTIONG TO TTEPICOOTEPA ATTO TA BONONTIKA £yypa®a yia avdaTTTugn £QApUOYWY TNG
Apple, ka1 10 Interface Builder, pia g@apuoyry TTOU XPNOCIMOTIOIEITAI YIA TNV

KATOOKEUN YPOPIKWYV DIETTAPIV.

H oouita Xcode trepidapBaver yia tpotrotroinuévn €kOoon Tou €AsUBepoU
Aoyiopikou GNU Compiler Collection (GCC, apple-darwin9-gcc-4.2.1, kabwg Kai
apple-darwin9-gcc-4.0.1, pe TO TTPWTO va gival n TTPoeTmAoyn) kal uttootnpilel C, C
+ +, Objective-C, Objective-C + +, Java, AppleScript, Python kai Ruby tnyaiou
KWOIKA JE MIA TTOIKIAIG MOVTEAWY TTPOYPOMMATIONOU, CUUTTERLIAGUBAVOMEVWY, AAAG

dev TTEpIopifovTal o€ cocoa, o€ carbon kai Java.

EvowpaTtwvel tnv  emmegepyacia  Tou  TMyaiou  kKwdika, divoviag TNV
duvarétnta build kar compile, péOQ O€ IO YPOQIKN EUTIEIPIA  EVTOTTIOMOU

OQAAMATWY, OAQ XWPIC TNV ££000 aTTO TNV TTPOROAN TOU TTNYaiou KWAIKA.
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To IDE kavel mepioodtepa atmd autd Ta
TTapadooiakd  Kadnkovra, woTdéoo WE TNV
éheuon tou IOS SDK, 10 Xcode purmropei va
dlaxeipiotei  TTAéov OAeC  TIC  OUOKEUEG
EKTEAWVTAC EAEYXOUC, TO QUTONOTO TTAKETAPIONA
eQpapuoywyv yia iPhone pe TNV KATAAANAn
TTIOTOTTOINCN, KaBwg Kai gykaraoTaon
epapuoywyv oTo iPhone. O QTTOMAKPUOMEVOG
EVTOTTIONOS  OQOAUGTWY  OUVOEETAl  ME TN
OUOKEUr] Ot TIpaydaTikd  xpoévo, yivetrar n
dlaxeipion Twv breakpoints kKaBW¢g n epapuoyn
eAéyXeTal QTTO TN OUOCKEUN. °

4.2 .1.2 Interface builder

To Interface Builder eival évag eGkoAOg aTn XpAoN YPAPIKOG TUVTAKTNG YIa TO

oxedlaopo kabe trruxng tng 10S epappoyrc. To Interface Builder amroBnkedel tnv

oxediaon JIETTOQPWY CE €va 1 TTEPICCOTEPA
apxeia, wg oUVOAO DIETTOPNG QVTIKEIMEVWV
Kal TIg oxéoelg Toug. O1 aAAayég TTou yivovral
oTo TTEPIBAANOV GuyXpOovifovTal QUTOUATA HE
10 Xcode.
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4.2 1.3 iPhone simulator

To iPhone Simulator Tpéxel TNV eQappoyr HE Tov idI0 TPOTTO OTTWG Kal HIa

TTpayHaTiK ouokeun iPhone. Emaidn gival ypriyopo oTnv ekkivnon aAAd Kai OTIC

el Ll

4.2.2 Aiadikaoia Eykaraoraons

dlopBwozeig(debug), ©  TTPOCOMOIWTAG
atroteAei 18avikd TTedio BOKIPWY yia va
BeRaiwbei 611 N BieTTa@ry Xpriotn AeiIToupyei
ME opBS TpoTTO, 01 KAoeig dIKTUOU Egival
OWOTEG, KAl O OWelg aAlAalouv owoTd,
otav 10 TNAEQWVO TrepIoTPEPETAl. MTTOpPE(
VQ TTPOCOMOIWB0UV aKOMN KOl XEIPOVOMIES

ETTAPAC ME TO TTOVTIKI.

MapaBétw TNV diadikacia eykaTaoTAoNS TNS £EQApPoynS o€ TepIBailov Mac

0S. Oa xpelaoToUpe TNV Ccouita gpyaAciwv Xcode yia UTTOPECOUME VA KAVOUE

build Tnv e@appoyr). Av dev TTpoKUWOUV O@AApaTa pag divetal n duvardTnta va tTnv

Tpé€oupe €ite oc TEPIBAANOV e€opoiwong €ite ortnv idia tTnv cuokeur). Na

ONMEILOOUE OTI yIa Va TPEEEI N EQAPHOYN OTNV CUOKEUN TTPETTEI KATTOIOG va gival

pENOG TOu TTpOoypaupaTog developer iOS. =

Ta BripaTa TTou akoAouBEei KATTOI0G OUTWG WATE va TPEEEI TNV eQapuoyn gival

Ta £€N1C:

o Na opioel To TrepIBaAAov TTou Ba yivel build

e Na opicel To TrepIBAaAAov TpeEipaTog

e Na opioel TNV ToTToBeGiag EKTEAEONG TNG EQAPHOYNG(CUTKEUT N EEOMOIWTIG)

e Na kdvel build Tnv epapuoyr

e Na 1pé€el TNV epappoyn
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EmiAoyoc¢

270 KEQAAaIo autd Ba yivel n ouvown Twv QOTTOTEAECUATWY NG
SITTAwMATIKNG epyaoiag, Omwg emmiong Ba doBouv KATTOIEG 10EEC yIa HEANOVTIKA
ETTEKTAON TNG.

5.1 Zuvown ka1 ouurrepaocuara

AvaTrTUgape U epappoyry TTou aAANAemdPA Je TOV XPNOTn, YIa TOV
XEIPIONO 3d avTikeipévwy pe multi-touch kivioeig. Avalntrioaue TIC KIVIOEIG QUTEG
TTOU Ba XPNCIMOTTOIOUV TNV WN@IAK QUOIKN Kal 8a agloTrololv HE TOV KAAUTEPO
TpOTTO TO AoyIopIKS TTOU gixape otnv didBeon pag. H peAétn tou Core Animation mng
Apple og cuvduaoud e TOUG XEIPICHOUC TTavw o€ multi-touch 086veg pag odriynoe
oe uia TEXVIKN PeAtiwong Ttou OpenGL ES T1pdtrou avatrapdortoong Twv
QVTIKEIMEVWV.

Kartapépaue va ammodwaooupe pe 600 10 duvatlOv [E PEYOAUTEPN aKpPIEIa

avTIKEigeva 3-0100TACEWY, Pa duoTuxwg dev KATESTN dUVATH N OTTOTUTTWON UPNAG
o€ auTd TTapdTI £YIVE QPKETH TTPOCTTABEIO € QUTO TO KOUMATI.
Agv pag 8606nke n duvatoTNTa VA EVOWMATWOOUNE OTNV £QAPUOYN TTEQICCOTEPES
KIVAAOEIC OTO XEIPIOWO TWV QVTIKEIMEVWY, KABWS N TTAATQOpHa €€opoiwong TNG
OUOKEUNG TTapPEIXE TTEPIOPITHEVO apIBud Kiviioewy. H epapuoyn €xel katarteBei aTo
apple store pe TiTAO ModelVision3D kai otnv 10T00cAida  uTTOOTAPIENS TNG
EPAPUOYAC '8 TTOPEXOVTOI APKETEC TTANPOPOPIEC YIa DIGPOPA KOPWATIA TN
uAotroinong 600 Kal T TEAEUTAIO VEQ VyIA TIC EVNUEPWOEIC TTOU TTPOKEITAI VA
OUMBOUV.

Q¢ emékTaon TN £pyaoiac autng, €xoupe okomd Tnv avalAtnon VEwv
KIVAAOEWYV, TTou Ba  guTTAOUTICOUV TIC TTPOUTTAPXoUCEC multi-touch kivrioeig, kai oxi
MOVO Ba xeipifovTal TO AVTIKEIMEVO OTIGC 3 DlaaTdoelg aAAd kal Ba avadiauopPwvouv
TNV em@aveia Tou ocupmmédovrag, dIaoTTwvTag Kal Teviwvovtag autd. Mia
evlla@épouca 18€a gival n xprion Tou accelerometer oTov evromoud TG duvaung
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NG TEONG TIOU  QOKEiTal oty em@dveia ™G 08ovng. Metpwvtag peE 1O
EVOWMNATWHEVO accelerometer 11¢ dovACEIC TTOU SNUIOUPYOUVTAl OE KABE TTATNMAO
Kal evrotridoviag TIC B€0eIC Twv OnueEiwv €maeri¢ Ba TpocTTabrioouuse va
dNMIoUPYACOUE TNV AicONoN TNG TTECNG OTA ONUEIG QUTA e OKOTTO TNV METAROAN
NG KatdoTaong Tou oOxAMaToC. EmmAfov  avalntwvrag véeg Kivioelg Ba
MTTOpOUCAME  va  XPNOoIJoTToloucape  TIC JduvatdtnNTEG TTOU  TTPOCQEPEl  TO
EVOWMNATWHEVO YUPOOKOTTIO, TO OTTOIO QVIXVEUEI TNV TTEQICTPOYPN] KAI EVNEPWVEI TNV
OUOKEUN yIA TIC TUXOV AANQYEC OTO TTEPACHA TOU Xpovou. E@apudlwvrag 10 TTavw
oe 3A avTikeipeva Ba PTTopoUCauE va DWOOUNE TNV aicbnon NG PETakivnong Tou
TTAPATNENTH YUPW OTTO TO AVTIKEIMEVO.

Emiong emBuuolue TNV evOWHATWON  TEPICOOTEPWY  TUTTWV  3d
QVTIKEIMEVWY WOTE va €igaoTte o BEon va XEIpioTounE OTTOIODATTOTE HOVTEAO
KATOAOKEUAOMEVO ATTO OTTOIODATTOTE AOYIOMIKO OXEDIACGUOU POVTEAWY. ZTNV CUVEXEIQ
Bewpoupe APKETA onuavtik TNV dIOoUVdEDN TNG E€QOPMOYNS  ME MEYAAES
«atrodnkesy 3d avTikelgévwy. Mia TéToia «atrobrikn» gival n Aim@Shape, éva KoIvo
repository pe cuAoyr wn@Iakwy oxnNuUAatwy. ATTOTeEAE eva avatTOOTTAOTO KOMMATI
Tou e-Science framework Twv €EPYOAEIWYV KOl TwWV UTTNPECIWYV yla mnv
MOVTEAOTTOINCN, TNV ETTECEPYQTIA KAl TNV EPMNVEIQ WNQIAKWY OXNMATWY, TTOU
avatTuxenkav oT1o TAaiocio Tou AIM@SHAPE project. O1 Bacikoi TUTTol OXNUATWY
TTOU XpnolpoTroiouvTal ato Toug oxedlaoTég eival OFF OBJ,VRML,PLY, tutrol TTou
N EVOWMATWON TOUG OTNV EQAPMOYN TTPORAETTETAI VA LNV TTAPOUCIACEl ONUAvVTIKA
mpoRANuaTa. Mia peydAn koivotnTa AtmoTEAOUMEVN ATTO XINIAOEC XPAOTEC TTOU
aAANAemdpouv  kaBnuepivd  avepalovrag  kal  kateRdalovrac  3A  UOVTEAQ
aglohoywvtag TTapAAAnAa 11 duvatdTnTeg TOug, Ba dwoel OTNV €QAPUOYN MAC
ONMAVTIKA] wlNon KATAoTWVTAS TNV W¢ eva Paoikd epyaleio oxediaoTwy 3A
QVTIKEIMEVWV.
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