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1. Ovopoatendvopo, Yroypoen

2. Ovopoaten®vopo, Yoypaen

3. Ovopoten®voupo, YToypoen

YrevOvvn Anlmon @ortntn

Bepaidve 61t gipon ocvyypagéag avtig g epyaciog kot 0tL kdbe PBondela v omoia iyo yo v
TPOETOLOGIO TNG vl TANPMOC OVOYVOPIGHEVT Ko avapEPETOL oTNV epyacia. Emiong éxm avapépet
TIG Omoleg TYEG amd TIG OmOieg Ekoval YPNon OEOOUEVMV, 1W0e®V N AEEemv, &lte OTEC avapEPOVTOL
akpifag eite mapagpacpéves. Emiong Pefordve 41t avt) 1 £pyacio TPOETOWWAGTNKE amd gUEVAL
TPOCOTIKA €0KA Yoo T ovyKekpiuévn epyacio. H &ykpion g dumhopatikng epyoasioc amd To
Tuquo Hiektpodldyov Mnyavikedv kot Mnyavikedv YnoAroyiotdv tov [Havemotuiov [Tedontovviicov
OgV VTOONADVEL ATOPALTITMOG KOl ATOJ0YT] TOV ATOYEMY TOV GLYYPaPEn K LEPoLG Tov Tunuatog. H
Toapovoa epyacio arotedel TvevpoTikny woktnoio tov eortnt Mmoywetlakn Kovetavrivov mov
TNV €KTOVNGE. XTO TAQICL0 TNG TOMTIKNG OVOIKTHG TPOGPOONS O GLYYPAPENS/ ONoVPYOS eXympel
oto [lavemotquo [Tehomovviioov, Un OMOKAEIGTIKN AOELN ¥PTIOTG TOL SIKAIDUOTOS OVOTOPAYWYNG,
TPOGOAPUOYNG, ONUOGLOL JOVEIGHOV, TOPOVGINGNS GTO KOO KOl YNOLoKNG 01dyvong tovg defvac,
0€ MAEKTPOVIKT] LOPPT KOl GE OTOLOONTOTE HEGO, Y10, OOAKTIKOVS KOl EPEVVNTIKOVS GKOTOVS, GVED
OVTOALAYLOTOG KOl Yoo OAO TO YPOVO OSLIPKELNG TOV OIKOIMUAT®V TVELUATIKNG 1toktnoiag. H
avolktn mpocPacrn oTo TANPES KEIUEVO Yio HEAETN Kol avAyvmon Ogv onpaivel Kab’ olovonmote
TPOTO  TOPAYDOPNON OKAUOUATOV  OVONTIKNG WOKTNGIOG TOV  GLYYPAPEN/ONUovpyol 0VTE
EMTPEMEL TNV OVOTOPAYWOYT, AVAINUOGIELGON, OVTIYPOET], OTOONKELGN, TAOANGY|, EUTOPIKN YPNOM,
petéooon, oavoun, €kdoomn, ektéleor, «uetapoptwon» (downloading), «avdptmon» (uploading),
UETAPPOOT], TPOTOTOINGCT LE OTOIOVONTOTE TPOTO, TUNUOTIKA 1) TEPIAMNTTIKG TNG EPYUCING, YOPIC TN
pNTH TPONYoOUEV £YypOen ouVaivesN TOV GLYYPaeEa/dnpiovpyod. O cuyypagéac/dnuiovpyog

S pel To GHVOAO TOV NOKOV Kol TEPIOVGLOKMDY TOV SIKOLMUAT®V.
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1. Ewoayoyn

To B¢pa ¢ Tapodoag TTLYLOKNG elval «1 dnpovpyio Tov Tawyvidlov Nonogram e TNV YPNOY TOL canvas api
g html5». To mayvidl Ba to vAomomcovue e javascript. Ot teyvoroyieg mov Ba ypnoiomomacovpe givan

htmlS5, css3, javascript ecma 6, jquery, node.js, express Kot socket.io.

1.1 Ti givan 7o Nonogram;

To nonogram (oto eEAANVIKG g1KOVOCTALPO, AAAEG OVOpOGies picross , griddlers) lvan éva puzzle game
EIKOVMV GTO 07010 0 TOUKTNG TPETEL VOL GUUTANPMDGEL UE YPOUATIOTA KEME £va, TAEY U KEMDV PactlOUEVOG
6ToVg ap1Bpove mov Ppickovtal aplotepd amd To TAEYLO , TTOL HOG OEiyvouV TOV aplBUd TV KEM®MY OV
TPENEL VAL YPOUATICTOVV Y1t KEOE Ypapn Kol 6toug aptBpods mov Ppickovtor Tdve arnd 1o TAEYU, TOV LOG

delyvouv tov aplBpd TOV KEMMV OV TPENEL VO, YPOUOTIGTOVV Y10, KAOE GTAAN.

[liota nonogram smile
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1.2 IoTopic Tov Nononogram



To 1987, n Non Ishida, pio Noanwvéla graphics editor, képdice oto Tokvo Evav dlaywvioud 6Tov 0moio

o)edl00€ EIKOVEG TAEYLOTOG XPTCLLOTOUDVTAS EITE AVOLYTA 1) KAEIGTA TO POTA 0d ovpovo&voteg. Avtd Tnv
01 ynoe oty 1€a yo éva puzzle faciopévo oty 10€a Tov va YeUILES optopéva TETPAY®OVA GE £VOL TAEY L.
Toyaia, évag MNomovélog erayyelpatiog Onpovpyoc puzzle o Tetsuya Nishio epnope ta 1010 puzzle eviehmg

ave€ApTNTO Kot T0, ONUOGIEVCE GE VA OLOPOPETIKO TEPLOJIKO.

https://en.wikipedia.org/wiki/Nonogram#History

1.3 Thv 00 oTidEovpe

To moayviol mov Ba eTidEovpe Ba amoteleitar amd pia 10T00eAd0 TNV omoia Ba Exovpe £va KEVTPIKO peVoD
610 onoio Ba emAéyet o ypnotng av BéAel va maiger pdvog Tov TIg TioTeg ToL £xovpe N va maiEet pali pe Evav

GALo xpNOTN KATOLEG TOTES KOl Vol OEL TOLG KAVOVEG TOL TTayvidtov. Oa &xel Tnv e&Ng Lopon:

H xevtpikn oehida mov Ba €xel 3 Paocikég emAoyéc.
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To single-player mov Ba €yel 3 emineda dvokoiiog kKot TioTeg ava eminedo.

Players online: 2


https://en.wikipedia.org/wiki/Nonogram#History
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To multiplayer

Multiplayer
Searching for player...

Exit

[]
Players online: 1
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How to Play

Nonograms, also known as Picross or Griddlers, are
picture logic puzzles in which cells in a grid must be
O colored or left blank according to numbers at the side

of the grid to reveal a hidden picture. In this puzzle

0 type, the numbers are a form of discrete tomography ™

D that measures how many unbroken lines of filled-in
squares there are in any given row or column. For X X

D example, a clue of "4 8 3" would mean there are sets |:|
of four, eight, and three filled squares, in that order,
with at least one blank square between successive ]
] n groups. .

l:] These puzzles are often black and white—describing
x a binary image—but they can also be colored. If 0
colored, the number clues are also colored to indicate v

o, o Exa T L

1.4 Anmovpyie Bacik@v apysimv Kot server
To mayvidl pog Oo amotereitarl and dV0 Pactkobg PakEAOVC: TV server kal tov client.

O @dkelog Tov server Oa mepi€yel To apyeia Tov YPELOLOUACTE TPOPAVAOGS Y10 TOV SErver Log Kot Yio To

multiplayer koppdrt Tov mayvidlov kot o edkerog client Ba mepi€yet 6A0 T0 vTOAOITO TALYVIOL.

®a ypnoponomcovpe node.js v to back-end mov onpaivel 6t 0 KOOGS oL o Ypdyovpe Ba givon og

javascript. H vAomoinon tov server mov Oa gptrid&ovpie Oa yivel pe express.js kat socket.io.

HeKwvape Kavovtog £yKaTaoTao To node.js and 1o emionuo site. AVAAOYa e TO AOYIGUIKO TOV EYOVLE

KévoupE TNV avticToyn £yKatdoToo.

https://nodejs.org/en/download/

EXéyyoupe 6T1 £xovpe To nodes.js ypdpovtag oto terminal,
node -v

oUTH 1 EVTOAN pag deiyvel mola £kdoon Tov node £yovpe eykatactnoel. H €ékdoor tov node mov

ypnoomoinoa givon n 8.

Anpiovpyodue tov akelo pag pe dvopa Nonogram Game o omoiog 0o mepiéyel 2 paxélovg Tov server Kol Tov

client.
- Nonogram Game

- server


https://nodejs.org/en/download/

- client
2TV GuVEKELN HECH GTOV QPAKELO server onuovpyove To node project pLog [LE TNV VIO
npm init -y

1 TOPAUETPOG -y OV £YovLE BAAEL LG EMTPEMEL VOL ONLLOVPYHGOLLUE TO project ympic va ypelaotel va
dnAmcovpe kamola Pacikd otoyeia OTmg dvopa. v cuvéyela eykadiotovpe ta modules Tov express.js Kot

Tov socket.io kol €lpacTE £TOOL VA PTIAEOVILE TV SErVer Log.
npm install express socket.io

[MAnpogopieg Yo To express https://expressjs.com/ ko yio To socket.io https://socket.io/ .

®a EeKiviioovE 0O TOV PAKELO Server dMIIOVPYDVTOS TOV SEIVer Log.
- server
- server.js

O1 exd60¢€1g Tov node.js kot v modules express kot socket.io TOV ¥PNGILOTOUGALLE GTNV £pyacio eival ot:

node.js 8.11.1, express 4.17.3 ko socket.io 2.3.0.

[Ipocbétovue TV KOIKO TOL ¥PellOLOOTE Yia TOV server, Tpocbétovpe ta, modules pog, dnuovpyodue to
app mov Ba daxepileton Tov server Léso Tov express, dtvovpe to path tov apyeiov mov Ba eppaviferor cav

apyYIKN oEALdN Kol TEAOG ONIOLPYOVLLE TNV GUVIEST TOL socket.io GTOV server pog.

modules
http =
express =
socketio =

app = express();

clientPath =  dirname +

Jog( + clientPath);
app.use(express.static(clientPath));
server = http.createServer(app);

10 = socketio(server);

//server connection



https://expressjs.com/
https://socket.io/

10.on( , (sock) => {
//when a user connects to the server
Jog( );

sock.emit(

sock.on(

server.on( , (err) => {

Jog(

server.listen( , 0= {

Jog(

®a mpochicovue Kt GAAQ apyeia Kot KOdIKo 6TOV PAKeLO server yia To multiplayer koppdtt 6tav @TdcovpEe

670 Ke@aioto tov multiplayer.

O server pog givat £T0110¢, Yo vo, Tov EEKIvIioovE Ypapovpe 6To terminal TV evtoln yia vo Tpéel o server

Kot 1 ogAlda pog eivor 1 localhost:8080.
npm run start

2V cvvéyela Ba Egxtviicovpe va QT VOV LE TOV KOJIKA Y1 To singleplayer.

2. Anuovpyio focIKOV 0pYEi®Y TOV TOLYVIOLOV

To mayvidt Ba maileton and éva dropo (singleplayer) aAld kot pe dvo dropo (multiplayer, co-op).@a

Eexvoovpe eTiGyvovTog Ta apyeia yia to singleplayer.

H dopn tov apyeiov mov Ba yproonomcovye yio to singleplayer koppdrt givan o1 €€nc. Znv cuvéyeta Ho

wpocBécovpie To VTOAOITO opyEia.

- client

10



index.hmtl

- s

*  jquery-3.1.1..js

"  nonogram.js

* nonogram.drawing.js
- css

= home.css
- img

Oleg o1 ewcdveg Tov Ba ypnoiLomomcovpe 6to maryvidl pag fpickovtol €06

https://github.com/DinosMpo/Nonogram-Complete-Steps/tree/main/client/img

®a YPNOCULOTOGOVE jquery Yo va. Log fondncetl va ypdyovpe AydTtepo KOJKO Kot Vol KAVOLUE TNV SOVAELL

pog mo gvkoin. KateBfalovpe v jquery and €6 https://jquery.com/download/ kou tomoBetodpie To script tag

oto index.html.

10 apyeio index.html Bo &yovpe Yo apyn poévo Tov canvas pog yo vo Sovpe mog Bo sivol to moryvidl kot
otV cvvéyewn Ba mpocBicove Ki AAAEG AelTOVPYiEC OTMG TO PEVOD, TIC TIOTEC, TIG 00MYIEG TOL ALY VIS0V Kot

Ta gpyoAEiat Yo TO oy vidt.

Nonogram Game

11


https://github.com/DinosMpo/Nonogram-Complete-Steps/tree/main/client/img
https://jquery.com/download/

2.1 Anmovpyia Nonogram Object

Y10 apyeio nonogram.js Oa &yovue to object Nonogram oto omoio Ba Paciletarl To moyvidt pog Kot 6To
nonogram.drawing.js 0o &yovpe 11§ cuvaptnioelg mov o (oypaeilovy 6ToV canva oG avaAoyo e TO TAEYUO

g miotog (grid) mov £yovpe Kot pe To Tt £yl emAEEEL 0 YpNOTIG.

‘Exovpe cov mapdpetpo to levelGrid mov etvon n wicta Tov nonogram kot g avtd Pacileton o peyardTepo

puépog tov maryviolov. To grid givarl évag diodidotatog wivakag otov omoio kdbe mivakag aviiotolyel o pia

ypopun Kot Kabe otoryeio péso otov mivako sivor pio oTHAN
n.y [[1,0,1,0,1], [0,1,0,1,0], [1,0,1,0,1], [0,1,0,1,0], [1,0,1,0,1] ]

Kd&Be 1 avtiotoryel oto pOUATIGUEVE KOVTAKLO TIG TOTAG (GTNV CLYKEKPIUEVT TTEPITTMOT TO YPOUA Eivor

pavpo) kot kéBe 0 pog delyvetl OTL To KOLTAKL TPETEL VAL TAPAUEIVEL KEVO.

Dtidyvovpe pio petapfin yia vo arobniedcoovpe to grid, o Tnv ovopdcoovpe

JevelGrid = levelGrid;

1. Tw apyn mpémer va Ppodue 1o péyeBog tov mapabvpov Yoo va EEpovpe TOCO YMPO EYOVLUE Yo VO
Coypagpicovpe 10 moryvior poag. o va to kdvoope avtd maipvovpe omd 1o window object Tig 1510t TESG

innerWidth ka1 innerHeight.

windowWidth = AnnerWidth;

windowHeight = .innerHeight;

[péner va Bpodpe mowo amd to 2 (windowWidth 1 windowHeight) etvor pukpotepo y v pmopécetl va

YOPEGEL TO oy VoL pag oty 006vn. O ypelocTovE Hio HeTaPfAnT Yo va amobnikedoovpe to0 puéyebog Tov

12



Tapadpov. TV TEPINTOOT TOV TO TAATOG EIVOL LEYOADTEPO ATTO TO VYOS TOTE APTVOVLE EVO KEVO GTO KATM
uépog agalp@vtag -50 and to size. Avtd TO KAVOULLE Y10 VO UTOPECOVUE VO YOPEGOLY GTNV GUVEXELDL TO,

EPYUAELD TOV TOLYVIOLOV.

size;

(windowWidth > windowHeight) {

size = windowHeight - 50;

size = windowWidth;

2tV cvvéyela TPEMEL vo. fpode TOGES YPOUUUES Kol OTHAEG EYEL 1| TOTO Hag Yol To TAEYUa pag (to grid) ko

oG £ivol T YPOUATIOTE KOLTAKLOL.
2. dndyvoope pio petapfint v rowNumbers 1 onoia Oa givan Evag mivakog omd mivokeg kot Oo Tepiéyel Toug

apBpoHS TOV AVTITPOCOTEVOVY T, KOVTHKLO TOL TEPLEYEL KAOE Ypapuur.

.rowNumbers = [];
(let i=0;i<this.levelGrid.length;i++) {
-rowNumbers[i] = []; //évac mivakag yio kaOe ypappn

-rowNumbers[i][0] = 0; //divovpue pio apylki) TIHN GTOV TIVOKA

I'o va. Tdpovpe Tovg aptBpods Tov TAEYHOTOS Yio KaOe ypapun mpénetl va nepdoovpe and kibe mivaka (ava

ypouun) kot vo eAéyEovpe kabe ototyeio tov mivaxa (kdOe oTHAN).

row = 0; row < JevelGrid.length; row ++) { //T'lo k60g ypappn
counter = 0; /petpder mooot 1 givar coveyopevor
depth = 0; // perpaer 1o fdOog TV cvverONEVOV APLONOV
(let column = 0; column < JevelGrid[row].length; column++) {

( JevelGrid[row][column] == 1) {

counter += 1; //av&averon katd 1 otav vrapye 1

.rowNumbers[row][depth] = counter;//AmwoOnkevovpne T0o faO0C

13



(counter !=0) {
.rowNumbers[row][depth] = counter;
counter = (; //unosviCoope Tov counter

depth++; // xou To Ba0oc peyorover

Hapdaosiypo: Apo eiyope ovtd to grid tote 1 petafinti rowNumbers Qo iye ovt TV HopeN:
grid: [[1,1,1,1,1],[1,0,0,0,01,[1,1,1,1,1],[0,0,0,0,1],[1,1,1,1,1]]

rowNumbers [[5],[1],[5],[1].[5]]-

Ioapopowe vAomoinon kévovpe Kot yuo. Tovg aplOuovg yioo Kabe otnAn pe v povn dagopd va givor ot

maipvovue kéBe oTHAN Kot EAEYYOVUE KABE YPOUUY.

.columnNumbers = [];
(let i=0;i<this.levelGrid[0].length;i++) {
.columnNumbers[i] = [];

.columnNumbers[i][0] = 0;

(let column=0; column <this.levelGrid[0].length; column ++) {
counter = (; //perpder wécor 1 givar cuveyopevor
depth = 0; // petpaer To Pabog TV cvvedpEvOVY aPLOp@V
(let row =0; row <this.levelGrid.length; row++) {
(this.levelGrid[row][column]==1) {
counter += 1; //av&averan kotd 1 étav vrapyet 1
.columnNumbers|[column][depth] = counter;//amoOnKkedovne TO counter
d
(counter !=0) {
.columnNumbers[column][depth]= counter;
counter = (; //unosviCoope Tov counter

depth++; // xor To Ba0oc peyorover




1
s

1
s

‘Exovue Bpel toug apBpovg mov eivar yuo kaOe ypapun kot otiAn Ko mpénel va fpovpe tov ydpo mov Oa
mdvouv ot apBpol Téve otov canva. ['o va To KAVOLUE 0VTO TPETEL VoL BPOVILE TNV YPOLUUN KOL TNV GTAAN UE
TO UeYOADTEPO pNKog. Dtudyvovue 2 petaPAntég otig omoieg Oo omobnkevcovpe ToV UEYOADTEPO aPOUO

apBudV Tov LVILdPYEL o KABE YPOUUT Kot GTHAN.

.maxRowNumberSize = 0;
.maxColumnNumberSize = 0;
-rowNumbers.length; i ++) {
.maxRowNumberSize < .rowNumbers|i].length) {

.maxRowNumberSize = .rowNumbers[i].length;

i=0;i< .columnNumbers.length; i ++) {

.maxColumnNumberSize < .columnNumbers[i].length) {

.maxColumnNumberSize = .columnNumbers[i].length;

2.2 To péyebog TV keM@V 10V Nonogram

TINo va Bpodpe 10 péyebog tv keEMdV mpénel va Bpodie Tov HEYIoTo aplBpd TV KEM®MV Tov Eyovue og pi
YPOUUN M| GTAAN KOl Vo, TOV dlopécovpie e to uéyebog tov mapadopov pog. dridyvovpe pio petafintm v
maxSize oty omoia Bo amodnkeveTol 0 HEYIGTOC aPlOUOG TOV KEADV TOV VTAPYEL GE LU0 YPOLUUN 7| GE JLL0L
omAn. e va Bpodpe To maxSize cuykpivovpe 1o maxRowNumberSize pe to maxColumnNumberSize kot
Omo10 gival Mo peyaio to mpochétovpe pe to TANBoc Tov keEM@V tov grid pag dniadn pe tov aplBud twov
keMav kabe ypapung f otqing (levelGrid.length). Ztic miotec mov Oa pTIGEOVUE Ol YPOUUES KO Ol OTHAEG
&yovv mavta to 1010 unkog (5x5, 10x10, 15x15) kot yu avtd dev yperaletar vo Ppodue ov ot ypapuég 1 ot

oTNnAeg glvan peyardTepeC.

maxSize;
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.maxRowNumberSize > .maxColumnNumberSize) {

maxSize = .maxRowNumberSize + JevelGrid.length;

maxSize = .maxColumnNumberSize + JevelGrid.length;

10 object Nonogram dnuiovpyodue pio 1016tnra v blockSize v va amodnkedcovue 10 péyebog mov Oa

£€YOUV TO KEAMA HLOg.

.blockSize = 0;

.blockSize = floor((size / maxSize) - 1);

I va égovpe axépato amotérecpa ypnotponoovpe to Math.floor yio va 6TpoyyvAOTOMGOLLE TPOS TA KATM
Kot 10 -1 10 apapovpe yio v cvvdptnon drawGrid pe v onoia Oa {oypaeiletor To TAEYHO TG TOTAG LOG

7ov Oa ENyNo® 6TV GLVEYELD.

2.3 To nuéysBoc rov Nonogram

Me 6ca €yovpe Bpel mg topo pmopovpe va Pydrovue to TAGTOg Kot To Vyog Tov Nonogram poG Kol Kotd,

GULVETELD, TOV canvas otov omoio Ba (oypagilovue. £to object Nonogram dnmpovpyovue 2 1010TNTeC.

width = 0;

.height = 0;

T'o va Bpodue 10 MAdTOC TpocBétovpe t0 MANBOC TV oTNADYV oG Ypapung (kKabe ypouun €xet tov 1010
aplBpd oTNA®V) pe Tov pEYIoTo aplBnd TV KeEM®V mov ypelopacte yuo vo deiovpe toug aptBpovg kabe
YPOUUNG KOl 0VTO TO amoTéAESHO TO ToAhamiacidlovpe pe o péyebog tov keAov. Ioa Aoykn akoAovBolpe
KOLL Y10, TO VYOG UE LOVT] S10pop@ OTL avTi Yo To TAN00G TV GTNAGY HOG YPOUUNAG XPTOLLOTOI0VUE TO TAN00G

TOV YPOLULOV

-width = (this.levelGrid[0].length + .maxRowNumberSize) * .blockSize;

.height = (this.levelGrid.length + .maxColumnNumberSize) * .blockSize;

210 embuevo keeailoo Bo Eexvioovpe va yepldpacte tov canva kol vo (oypaeilovpe oe avtdév TO

nonogram pLoG.
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3. AvamtapdoTacT) TOL TALYVIOL0D GTOV canvas

INo vo dloelprotodye Tov canva TpEmel vo, Tdpovue t0 object Tov canvas pag. Dtidyvouvpe Eva Kavodpylo
apyelo péoo otov @dxero js pe Ovopo home.js kor o tomobetovue oto index.html petd to script tov
nonogram.js. Anpiovpyooue pio HeTaPAnT) e TO Ovopa canvas otV omoia Bo £yOvpE TOV canvas HoG TOV
omoio tov Ppickovpe pe 1o id ‘canvas’ wov Tov &yovue dmoel [a va pumopécovue vo (mypagicovue ctov

canva TPENEL VO TAPOVLLE TO TEPLEXOLEVO TOV, EUELS Ba yproiporomcovpe 1o 2d mepieydpevo tov.

; // 10 use strict pog emTPETEL VO, UMV PUTOPOVUE VO, YPTCLUOTOLOVUE PETAPANTES TOV OEV

&povpe ONAMOGEL

/Imaipvovpue To object Tov canvas

canvas = .getElementBylId( );
/ITaipvoope To context Tov canvas oV pog EMLTPETEL Vo (OYPOPICOVIE GTOV canva

ctx = canvas.getContext( )s

Topa propovpe va ypnoiponomacovpe 1o object Nonogram Kot vo EEKIVIIGOVLE VO QTIAYVOVLE pia TioTa.

nonogram = Nonogram( |

Aivovpe 6TOV canvas oG To TAATOG KoL TO VYOS TG TOTOS UG

canvas.width = nonogram.width;

canvas.height = nonogram.height;

Onwg eidape Tpv o Nonogram object £xet kamoleg petafintéc 6mmg to rowNumbers, columnNumbers,
blockSize, width kot height. ®a kdvovpe Evav éleyyo yia va dovpe 0Tt £XOVV GOOTES TIUEG AVTEG OL

petafintéc, kavovrog console.log tig petafintéc.

+ nonogram.rowNumbers);
+ nonogram.columnNumbers);

+ nonogram.blockSize);

+ nonogram.width);
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+ nonogram.height);

"Exovpe ptid&et v miota Kot Tdpa. propovpe vo v {oypoapicovpe.

3.1 ZoypooilovTog TNV TioTO NOC GTOV canvas

210 apyeio nonogram.drawing.js o yovpe TV KOIKA TOL Yperoldpacte yia va (oypapicove 6Tov canvas

v mioTa pog.

®a Eexivnoovpe Loypaeilovtog To grid pog xopic toug apBpotc. dtidyvovue pio pébodo e to dGvopa
drawGrid.

Nonogram.prototype.drawGrid =

1
s

1. To mpwto mpdrypa mov Ba kavoupe givar va etidEovpe éva donpo background yio v mioTa pog

ctx.fillStyle = :

ctx.fillRect(0, 0, .width, .height);

2. Opilovpue 10 péyeBog TG YPOUUNG Kot OTIAXVOVLLE TIG YPOUUEG TOV TAEYUATOG Yol KAOE GTAAN Kot Yo KAOE
YpOpu.

ctx.strokeStyle =
ctx.beginPath();
ctx.lineWidth = 1; //To péyeBog Tng ypappng
( i = (this.maxColumnNumberSize ) * .blockSize; i < height; i += .blockSize ) {
ctx.moveTo(0,i);

ctx.lineTo( -width,i);

1
s

( y = (this.maxRowNumberSize ) * .blockSize; y < -width; y += .blockSize ) {

ctx.moveTo(y,0);

ctx.lineTo(y, .height);

1
s
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3. DdTudyvovUE TIG YPAUUES Y10 TOVG APIOODS TOV AVTITPOCOTEVOVY T, KEALG TOV TPETEL VO, YPOUATIGTOVV Y10l

KGOe ypopun Kot oTHAN.

.maxColumnNumberSize; i++ ) {

ctx.moveTo(( .maxRowNumberSize) * .blockSize,(i+1)* .blockSize);

ctx.lineTo( -width, (i+1)* .blockSize);

.maxRowNumberSize; i++) {
ctx.moveTo( (i+1)* .blockSize, ( .ImaxColumnNumberSize) * .blockSize);
ctx.lineTo( (i+1)*this.blockSize, -height);

1
s

Zoypapilovpe Kot TO TEPLYpaLe TG TOTAG POg Kot opicope OAa ta onpeio Tov BEAovpe va yivouy ot

YPOUUEG Ko 0T0 TéAOG TIg Loypagilovue 6Aeg pali.

ctx.fillStyle =

ctx.lineWidth = 1;

ctx.strokeRect(0,0,this.width,this.height);

ctx.stroke();

ctx.closePath();
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210 apyeio home.js kaiovpe v cvvaptnon drawGrid petd tnv petafAntri nonogram kot £govpe 10 e&Ng
amotélecua, pag pével povo va (oypagicovue éva background yio ta keAd TV aplOpdv kot vo, BAlovpie Kot

ToVG 0plBpovG.

4. T'a To YpOHO TOV KEMDV TOTOHETOVUE OVTOV T®V KOIKO aKPPDS HeTd Tav kddika Tov BApatog 1. Avtd
TO KAVOLLE Yo va. Py kaAveBovv ot ypoppég tov mAéypatog. O canvas givol cav £vag TpoylaTikog canvas,
aVAAOYQ LLE TNV GEPA TOV YpApovLEe TV KddKa Yo va {oypagpicovpe, £étotl {oypaeiletal kol 6Tov canva 1o

£va TAvO 6T0 GALO.

ctx.fillStyle = 3

ctx.fillRect(0, .maxColumnNumberSize * .blockSize, .maxRowNumberSize *
.blockSize, .height-( .maxColumnNumberSize * .blockSize));

ctx.fillRect( .maxRowNumberSize * .blockSize, 0, width-( .maxRowNumberSize *

.blockSize), .maxColumnNumberSize * .blockSize);

ctx.fillStyle =
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5. T Tovg ap1Bpovg dnpovpyovpe 6to object Nonogram pog, 2 petaffAntéc mov Oa givon mivakes, yio Tovg

apOpots kdbe ypapuung Kot kabe cTAANG avticToya.

.rowNumbersGrid = [];

.columnNumbersGrid = [];

2y ovvéyela Ba eTidovpe £va object Tov Ba avTImTpocmTELEL TOVE APLOOVG TV KEAM®Y. AVTO TO object Oa

Kpatdet Tig eENG TANPopopie: TAATOG, VYOG, TIG CLVTETAYUEVES X KOl Y TOV KEAMOD Kot ToV aplBpd Tov KeAL0V.

10 apyeio nonogram.js QTiAyvVoLUE TO object Kol ToroHeTOVNE TMV KOSIKO GTNV apyR TOV apyEiov.

Y=Y

.number = number;

Tdpa propovue vo TEAEUOGOVLE TV VAOTOINGN Yo TOVG aplBuovs Kabe ypopung kol 6TANG. Xto apyeio

nonogram.js oto object Nonogram oto TEA0G ONIOVPYOVLLE TO KEME TV aplOpmV.
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-rowNumbers.length; i ++) {
.rowNumbers[i].length; y ++) {
-rowNumbersGrid.push( NumberCell(
.blockSize,
.blockSize,

(y* .blockSize),

((this.maxColumnNumberSize) * .blockSize) + (i * .blockSize),

-rowNumbers|i][y]));

i< .columnNumbers.length; i ++) {
( y=0;y< .columnNumbers[i].length; y ++) {
.columnNumbersGrid.push( NumberCell(
.blockSize,
.blockSize,
(( .maxRowNumberSize) * .blockSize) + (i * .blockSize),
(y* .blockSize),

.columnNumbers[i][y]));

1. ¥to apyeio nonogram.drawing.js dnuovpyovpue 2 cuvaptioels v drawRowNumbers kot
drawColumnNumbers yio va {oypagicovpe Tovg aptBpods kabe ypoppng Kot GTAANG. TNV cLVApPTNoN
drawRowNumbers mepvajie amd kaOe ypopun kot 6THAN Kot arodnkevovpe éva object NumberCell mov
AVTITPOSMTEVEL Evay aptBpd oty petafint) rowNumbersGrid kot oty cuvéyeia (oypapilovpe Tovg

apBpots kdOe ypappng.

Nonogram.prototype.drawRowNumbers =

ctx.fillStyle =
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-rowNumbersGrid.length; i ++) {

ctx.font = + (this.blockSize / 2) +

ctx.fill Text( .rowNumbersGrid[i].number,

rowNumbersGrid[i].x) + ( .blockSize/3),

rowNumbersGrid[i].y) + ((this.blockSize+8)/2));

TTapopota vAoToinoT KAVOLE KOl Yio TOLG aplBpovg KABe GTAANG Le pio Pikpn S1opopd GTIC GUVTETAYILEVES

TOV KEAMDOV.

Nonogram.prototype.drawColumnNumbers =
ctx.fillStyle =
(vari=0;1< .columnNumbersGrid.length; i ++) {
ctx.font = + (this.blockSize / 2) +

ctx.fillText(this.columnNumbersGrid[i].number,

.columnNumbersGrid[i].x) + (this.blockSize/3),

.columnNumbersGrid[i].y) + ((this.blockSize+8)/2));

Kaiovpe 610 apyeio home.js petd v cuvaptnon drawGrid, tig cuvaptioelg drawRowNumbers kot

drawColumnNumbers. Td@pa Pplokopuacte 6€ aVTHY TNV LOPET] Kot £OVE (OYPOEIGEL TNV TOTO UAG.
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Y10 enduevo kepdrato Ba pTidEovpe 10 object mov B AVIITPOCOTEVEL TA KEALAL TNG TLOTAG LLOG.

3.2 Anmovpyia Cell object

210 apyeio nonogram.js @Tidyvoupe To object yia Ta KeAd NG ot Kot Tomofetope TV KOSIKA 6TV

apyn Tov apyeiov.

.value = value;

H 1816t ta value aviimpooonevel TNV KOTAGTAGT TOL KEAMOD Ty av ival Lovpo.

O)a o keMd Ba ta amoBnkevoove og pia petafAntn wov Oa gival wivaxag. Avtiv v petafintn 0o v

dnovpynoovpe cav 1310t 610 object Nonogram.

210 apyeio nonogram.js TomofeTOVLE TOV KMOKA Y10 VO, ONILIOVPYNGOLLE Ta KeEAd. 1o va Bpodpe Tov ydhpo
otov onofo Eekvave ta keAld TG mioTtag kdvoupe to €€Ng: Yrnoloyilovpe omd mod Eekivdet ) ypapun Kot m

OTNAN TOV KEADV.
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T va Bpodpe amd mov Eekvdel  Ypopp] TOALATAAGIALOVLE TOV UEYIGTO OPOO TMV KEAMMV Yo TIG OTHAESG
pe 1o péyebog tov keAov, av&hvovpe oe kaOe emavainyn pe to péyebog Tov KeAov Kot yia va fpovue amod
7ov Eekvael 1 6GTHAN TOAAATANGIALOVUE TOV HEYIOTO aplOUd TOV KEMAOV Y1 TIG YPUUUES Le To péyeBog Tov

KeA0V, avédvovpe e Kabe emavainym pe to puéyebog Tov KeAIOV.

.emptyGrid = [];
(var i=this.maxColumnNumberSize*this.blockSize; i<this.height; i+=this.blockSize) {

( y=this.maxRowNumberSize*this.blockSize; y<this.width; y+=this.blockSize) {

.emptyGrid.push( Cell(this.blockSize, .blockSize, y, i, 0));

Topa eipaote ETolpotl va QTIAEOVUE TOVG XEIPIGLOVS YO, TNV AAANAETIOPAOT TOL ¥PNOTN UE TNV TOTA.

4.Xg1popoi Tov Toyviolon

2TOV PAKEAO j$ PTIAYXVOLUE £VAV KAIVOVPYLO PAKELO T®V contols Kol PTIdyVOVLE TO apyEio mouse.js 6To
omoio Ba £yovpe TOVG XEPIOUOVE YL TV CAANAETIOpOGN TOV ¥PNOTY LLE TOVTIKL Kot To apyeio touch.js to
omoio Ba mePEXEL TOVG YXEPLOHOVS Y10 TNV AAANAETIdpacT TOL ¥prion pe 006vn apns. H viomoinon mov Ba
Kdvovpe doviedel mg e&ng: 6mote 0 ypnotng Ba kavel click pe To movtikt Tdvm oTov canva, arodnNKedOVLE TIG
GUVTETAYLEVEG KOL EAEYYOVLE OE TTOLO KEAL EYEL TATNOEL GLYKPIVOVTOG TIG GUVTIETUYUEVES TOV KEALOD KOl TOV
TOVTIKL0D. £T0 TEAEVTOIO KEPGAALI0 TG epyaciag Oa wAncovpe yo to touch controls Ta omoia Bo apopovdv

GLOKEVEG e 006V aPTG.

TomoBetove Ta dV0 scripts oto index.html 6to Téhog.

4.1 Mouse controls

I'a tov yepopd tov movtikiov Ba ypnolponomcovpe To event mousedown. Avtd 1o event apyilel va

exteAeitan 6tav o ypNoTng TathoEL To aplotepod click Tov movtikioo.
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$(canvas).mousedown(

H mopdpetpog event avtimpocsmmedel TNV AAANAETIOPAOT] TOL KAVEL O XPNOTNE TAV® GTOV canva Tov G€ GVTNV

v mepintwon gival to mousedown..

To mpdTo TPAYHO TOV TPEMEL VA, KAvoLLE dTav evepyomoinBel to event ivol va TAPOVLLE TIC GUVTETOYUEVEG

oL TTaTHONKE TO OploTePO click.

dnidyvoope 2 petafintéc: v startPointMouseX Kot startPointMouseY. Avtéc o1 petapintég Ba Exovv Tig
ovvtetayuéveg Tov event. To event eivar éva object mov £xetl kamoteg 1010tNTeG 2 amd avtég ivor 1 offsetX ot
offsetY. O 1016tteg offsetX kot offestY pag deiyvouv TIg GUVTETOYUEVES X KO Y TOV TTOVTIKIOD GE GYECT| LLE TO

otolyeio mov PPIcKETOL TO TOVTIKL GTNV GEAION LLOG.

startPointMouseX = event.offsetX;

startPointMouseY = event.offsetY;

Av1dc givar 0 Bactkdc yePIGIOC TOL Bal YPELGTOVE TOPO Y10 TV OAANAETIOPACT] TOV ¥PNOTN LLE TOV canva.
e emopeva kKepdaioo Oa mpocohecovpe Kt Ao events yio TV oAAnAETidOpacT Tov XpnoTh, Tov Oa

YPEWCTOVLLE Y10 GAAEG Ag1TOLPYiES.

4.2 Touch controls

T Tov yepopd og 000vn apng dSnpovpyovLE Eva Kovovupylo apyeio 6to edkelo controls To touch.js.

IIpocBétovpe To event touchstart To omoio gvepyomotegitor 6Tav 0 ¥PNOTNG TOTNGEL GTIV 006V.

$(canvas).on(

[IpocBétovpe TV kddka mov Ba pag divel Tig suvtetaypéveg mov €yve To touch.

startPointTouchX = floor(event.touches[0].clientX - (( .nnerWidth - canvas.width) / 2));

startPointTouchY = floor(event.touches[0].clientY - (( .nnerHeight - canvas.height) / 2));

®a WANGoLVHE avOAVTIKA Yia Ta touch controls oto kKepdiato 13.

W0 ilovTac To KeEMA TG TioT
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Topa npénel va pTidEovpe v cuvdptnon n omoia Oa {oypapilet Ta keMA Tov EMALYEL O XPNOTNG.

1. Xto apyeio nonogram.drawing.js otidyvoopue pio cuvaptnon pe évoua fillCells 1 omoia Oa wepiéyet

TV KOO oL Ypelalopacte yio va {oypapicovpe To KEAMA.

Ta ke BEhovpe va {oypapilovral ite e podpo YpdUA, TOL CMLOIVEL OTL O YPNOTNG TLGTEVEL OTL
aVTO TO KEAL eival cmoTo, gite e éva X, TOV onuaivel OTL 0 YPNOTNG TIGTEVEL OTL AVTO TO KEAL deV
TPEMEL VoL €lval LOPO Kot EITE e AOTPO YPOLLO, TOV GNUOIVEL OTL 0 ¥PNETNG Oev Yvpilel av To KeAl

avtd Tpémel va ivarl padpo 1 OxL.

2. Eekwvape QTIdyvovtag v cuvdptnon, oty onoia Bdlovue 2 mapapétpovg, ol onoieg Ha

AVTITPOGMTEVOLVV TIG GUVIETOYUEVEG TOL TOVIIKIOV GE GYECT) LIE TOV canva.

Nonogram.prototype.fillCels =

3. Tw va Ppodpe oo keM €xel matnOet, eElEyyovpe Eva éva ta keMA pag and Tov mivako emptyGrid
Léypt va Bpovpe to kel 1o onoio Bpioketal otig cuvtetaypuéveg mov &ywve to click. I'a va Bpovpe to

KeAl khvovpe 4 VTOAOYIGHOVG:
1. av n ovvtetaypévn X tov event givan peyaddtepn 1 ion pe v ocvvretaypévn X Tov KEAOL
2. av n ovvtetaypévn Y Tov event gival peyaddtepn 1 ion pe v ovvietaypévn Y Tov KEAIOV

3. av 1 ovvretaypévn X tov event givar kpoTePN N iom e TNV GLVTETAYUEVN X TOV KEAMOV

ovv 10 puéyedog Tov KeEAMoD

4. av n ovvtetaypuévn Y Tov event gival pikpotepn 1 ion pe v cuvtetaypévn Y Tou KEAOL

oVv 10 PéEYeBog Tov KEAMOV

i=0; i<this.emptyGrid.length; i++) {
(mouseX >= emptyGrid[i].x &&
mouseY >= .emptyGrid[i].y &&

mouseX <= (this.emptyGrid[i].x + .blockSize) &&

mouseY <= (this.emptyGrid]i].y + .blockSize)) {
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4. Eebcov Bprkape 1o KeAl Tov ot OnKe, Lropovpe vo aAAEEOVIE TNV KATACTOGT TOV KEAMOV Kol TO
xpopa Tov. Tnv KaTdoTaon Tov KeAov v PAénovpe amd v widtnta value mov €xet 1o Cell object.
Av 10 value givar 0 T0te T0 KeM TTpémel va glvar dompo, av givar 1 ToOTe Tpémel va givar podpo Kot v
glvan 2 tote onpaivel 6t Tpémel va givan X. Yrdpyet pio iepapyio e TNV KATACTUOT] TOV KEAOV, QU

glva 0 kot to matnoet o yprotng yiveton 1, av givar 1 yiveron 2 ko av ivon 2 yiveton 0.

T va KGvoope TV KOSIKA LG 010 ELOVAYVMOGTO KOl Y10 VO NV YPAPOVLE TOV 1010 KOOKO KOl GE
dAAeg viomomaelg mov Ba kdvovue Ba pTidEovpe 6To apyeio nonogram.drawing.js 3 cuvapTNcELg
v drawBlackCell, drawXCell kot drawWhiteCell tov 6o pog pondncovv va {oypaeilovpe otov
canva. [lepvape cov TOPAUETPO OTIC GUVAPTNGELS TO KEAL 6TO 0moio Tpémel vo {wypagicovpe. Emiong
otidyvoupue 3 petafintéc tig drawBlakCellValue, drawWhiteCell Value kou drawXCellValue yia t1g 3
cuvaptioelg mov Ba Eyovv Evay aplBud mov Ba eivar cav dp1o mov Ba TPocTifeTaL GTIG GUVTETAYUEVES
Kot B aparpeitor amd to péyedog Tov KeAov. Avtd T0 £Ym KAVEL Y10 VO UTOp® Vo {oypapicm Eva

UIKPOTEPO KEM PEGO GTO KEAL KO Y10 VO, NV OKOVUTAEL TTAV®D GTIC YPAUUEG TOV TAEYLOTOG.

Zeyypo@ilel 10 KEAL pavpo

drawBlackCellValue = 3;
Nonogram.prototype.drawBlackCell =

ctx.fillStyle = 2

ctx.fillRect(cell.x + drawBlackCellValue, cell.y + drawBlackCellValue, cell.w -
(drawBlackCellValue * 2), cell.h - (drawBlackCellValue * 2));

§5

IZoyypa@iler To kKeAl doTpo
drawWhiteCellValue = 2;

Nonogram.prototype.drawWhiteCell =

ctx.fillStyle = 5

ctx.fillRect(cell.x + drawWhiteCellValue, cell.y + drawWhiteCellValue, cell.w -

(drawWhiteCellValue * 2), cell.h - (drawWhiteCellValue * 2));

§5

Z.oyypa@ilel éva X péca 6to KeEM

drawXCellValue = 3;
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Nonogram.prototype.drawXCell =

ctx.strokeStyle = ;

ctx.lineWidth = 4;

ctx.beginPath();

ctx.moveTo(cell.x + drawXCellValue, cell.y + drawXCellValue);

ctx.lineTo(cell.x + .blockSize - drawXCellValue, cell.y + .blockSize - drawXCellValue);
ctx.moveTo(cell.x + .blockSize - drawXCellValue, cell.y + drawXCellValue);
ctx.lineTo(cell.x + drawXCellValue, cell.y + .blockSize - drawXCellValue);

ctx.stroke();

ctx.closePath();

5. Méoa oty if TomoBeTodpEe TV KOO HLag. XPNOULOTOLOVUE TIG GUVOPTNCELS TOL QTIAENNE Yo VoL
Coypapicovpe oV ToTO POG TO KEAG avodldymg pe To Tt B€Ael va {mypapioet o ypnotng. e ovtdv
TV KOO 0o TpocHEcovpe GtV GUVEKELN KL AALEG AEITOVPYiEC OTMG T EpYOAEiD ETAOYNG Y1 TO

Loypaeiopa Tov KeEMGV K. Y1 ovtd Ba avoapepBovpe o€ avTdV TOALEG POPES.

.emptyGrid[i].value == 0) {

.emptyGrid[i].value = 1;
/IKaBapiloope To KEM KGvVOVTOG TO GOTTPO

.drawWhiteCell(this.emptyGrid[i]);
/Ixar To Loypagilovpe povpo

.drawBlackCell(this.emptyGrid]i]);

(this.emptyGrid[i].value == 1) {

.emptyGrid[i].value = 2;
/IKa@apilovpe To KEAL KAVOVTUG TO AGTPO

.drawWhiteCell(this.emptyGrid[i]);

.drawXCell(this.emptyGrid[i]);

{

.emptyGrid|[i].value = 0;

.drawWhiteCell(this.emptyGrid[i]);

TomoBetovEe TV cuvaptnon ota controls Tov eTidEae mousedown




nonogram.fillCels(startPointMouseX, startPointMouseY);

Kot touchstart

nonogram.fillCels(startPointTouchX, startPointTouchY);

Qc TOpa £XOVUE PTIAEEL TNV O AT CAANAETIOPACT) TOV YPNOTN UE TO TOLYVIOL, UTOPEL VL KAVEL ToL KEAL

podvpa, AoTPO Kol VAL To, 0KVPMVEL e Eva X.

= N S S T Y
= N S S T Y
—
H 0 N---
XXX
H B N---
XHEXH -
m<m Nu---

5.1 Mopképiopo KeEMAV TAEYNOTOG

TN va dievkoidvovpe Tov ypnotn va EEpel oo keAl Exel emAéletl tedevtaio popd Ba (oypapicovpe Eva

KOKKIVO TETPAYOVO HECH GTO KEAL TTOV £)El EMAEEEL.
1. T vo 10 TETVYXOVUE OVTO PTIAYVOLLE GTO 0pYEI0 Nonogram.js 6to object nonogram, 600 KAVOOPYLES

petaPAnTéc mov Ba givar object Tig previousChoice kot currentChoice.

.currentChoice = {

cell: []

.previousChoice = {

active:

cell: []

2. Xy ovuvéygela dnuovpyode oto apyeio nonogram.drawing.js tnv cuvdptnon

Nonogram.prototype.strokeCurrentChoice 1 onoio maipvel cav mapduetpo v cell mov
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AVTITPOCMOTEVEL TO TEAEVTAIO KEM TOV TOTNONKE. TNV GLVAPTNON QLT EAEYYOVLE OV O ¥PNOTNG Elye

eMAEEEL KATTO10 KEM TTPONYOLUEVOG £TCL DOTE VAL GPGOVIE TO KOKKIVO TAGIGLO TTOL TOV EIYUUE

Loypagicet kat va {oypapicovpe To KOKKIVO TAAIGLO 6TO T@PVO KEM oL £xel EMAEEEL O XPNOTNG.

Nonogram.prototype.strokeCurrentChoice =
(this.previousChoice.active) {
ctx.beginPath();
(let i=0; i<this.previousChoice.cell.length; i++) {
(this.previousChoice.cell[i].value === 1) {
.drawWhiteCell(this.previousChoice.cell[i]);
.drawBlackCell(this.previousChoice.cell[i]);
.previousChoice.cell[i].value === 2) {
.drawWhiteCell(this.previousChoice.cell[i]);

.drawXCell(this.previousChoice.cell[i]);

.drawWhiteCell(this.previousChoice.cell[i]);

1
S

ctx.stroke();
ctx.closePath();

.previousChoice.cell = []; //Aderalovpe TOV TTivaKo

.currentChoice.cell = cell;

.previousChoice.cell.push(cell);

.previousChoice.active = :
ctx.strokeStyle = ;
ctx.lineWidth =4;

ctx.strokeRect(cell.x+5, cell.y+5, .blockSize-10, .blockSize-10);

3. TomoBetovue v cuvaptnon ota onpeio mov {wypailetl ta keAld | cvvaptnon fillCels.

(this.emptyGrid[i].value == 0) {

.strokeCurrentChoice(this.emptyGrid[i]);




(this.emptyGrid[i].value == 1) {

.strokeCurrentChoice(this.emptyGrid[i]);

f
1

.strokeCurrentChoice(this.emptyGrid[i]);

Bpiokopaote o€ avTd TO AMOTELECHLO (O TP LLE TOV YPNOTN VO Lopel va PAETEL To10 KeM Exet emAélet

TeAevTOia QOpPAL.

H BX<XH---
BXEXN---

XEXHE

- ek | ek | e | =
- ek | ek | e | =
—

N
1 /X

5.2 Mopkapiopo opt0ndyv KEMOV TAEYROTOS

H emduevn Aertovpyia mov Ba pTidEovue givar va pmopet o xpoTng va EMAEYEL TA KEALA TTOL
AVTITPOSMTEVOVY TOVS OPLOUOVG TAEYUATOG TTOV AVTIGTOLYOVV Y10, TIG YPOUUES KOl TIG OTNAES KO VAL TaL

HOPKAPEL Y10 VO, UTOPEL VoL GIUELDVEL TTOl0 KEALQ £)EL Ppet.

210 object tov NumberCell dnpiovpyodue pio katvovplo 101dtnTa TV value mov pag dSelyvel TNy KoTdoToo

TOL KEMOV dNAadN G 0 ¥POTNG TO £XEL OKVPDGEL 1) OYL.
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.value = value;

.number = number;

210 apyeio nonogram.js oto onpeio mov dnpovpynoape Tponyovpéves ta NumberCell tpocsBétovpe kot

opifovpe undevikn Ty otn WO To value Tov KeMdv Y10 Tovg aptOpode.

;i< .rowNumbers.length; i ++) {
y=0;y< .rowNumbers][i].length; y ++) {
-rowNumbersGrid.push( NumberCell(this.blockSize,
.blockSize,
y* .blockSize),
((this.maxColumnNumberSize) * .blockSize) + (i * .blockSize),
, //Opilovpe TV 1010TNTO value pe pnoév

rowNumbers[i][y]));

.columnNumbers.length; i ++) {
.columnNumbers[i].length; y ++) {
.columnNumbersGrid.push( NumberCell(
.blockSize,
.blockSize,
((this.maxRowNumberSize) * .blockSize) + (i * .blockSize),
(y* .blockSize),

9

.columnNumbersJi][y]));

v ocvvdptnon fillCells TonoBetove 6T apyN TS GLVAPTNONG TOV KOJIKA TOL Bal oG ETLTPEYEL VoL

AKVPOVOLLE TA KEAA TV aplBudv. EAéyyovue TpdTa Ta KEMA OvVE YPOULT KOL GTNV GUVEYELL TAL KEALG VAL

ot An. ‘Exovpe 2 for otig omoieg ehéyyovpe av to ke Bprokdtav oto rowNumbersGrid 1 610

columnNumbersGrid.




/10pilovpe To péyedog TG Ypopm)s mov 0EAovpe
ctx.lineWidth = 3;
/[ZEexwvape to "povondtt" mov 0éhovpe va {oypagicovpe

ctx.beginPath();

/I keMd avé ypappn

( i=0; i<this.rowNumbersGrid.length; i++) {

(mouseX >= JowNumbersGrid[i].x && mouseY >= JrowNumbersGrid[i].y && mouseX <=
(this.rowNumbersGrid|[i].x + .blockSize) && mouseY <= (this.rowNumbersGrid[i].y +

.blockSize)) {

/IAv T0 kel €yer value 0 ONrad1] Apa 0€v TO giye EMAECEL 0 YPNOTIS TOTE VO TO NOPKAPEL LE KOKKLVT)

Ypappn

(this.rowNumbersGrid[i].value === 0) {

ctx.strokeStyle = :
ctx.moveTo(this.rowNumbersGrid[i].x+3, (this.rowNumbersGrid[i].y + .blockSize)-3);
ctx.lineTo((this.rowNumbersGrid[i].x + .blockSize)-3, JowNumbersGrid[i].y+3);

JowNumbersGrid[i].value = 1;

yelse{
/IAv 10 ke £xel value orwo@opeTikd amd 0 onrhaodn dpa o xp1NoTNG TO giye emAECEL 1101 Lo QOPa TOTE

va 10 Eava Coypagicel 0Tmg 1Tave

ctx.fillStyle = ;

ctx.fillRect(this.rowNumbersGrid[i].x+2, -JowNumbersGrid[i].y+2,
.rowNumbersGrid[i].w-3, .rowNumbersGrid[i].h-3);

ctx.fillStyle =

ctx.font = + (this.blockSize / 2) + g

ctx.fill Text( .rowNumbersGrid[i].number, (this.rowNumbersGrid][i].x) + (this.blockSize/3),
(this.rowNumbersGrid|i].y) + ((this.blockSize+8)/2));

JowNumbersGrid[i].value = 0;




/] keMé avé 6T

(var 1=0; i<this.columnNumbersGrid.length; i++) {

(mouseX >= .columnNumbersGrid[i].x && mouseY >= this.columnNumbersGrid[i].y && mouseX

<= (this.columnNumbersGrid[i].x + .blockSize) && mouseY <= (this.columnNumbersGrid[i].y +

.blockSize)) {

(this.columnNumbersGrid[i].value === 0) {

ctx.strokeStyle =

ctx.moveTo(this.columnNumbersGrid[i].x+3, (this.columnNumbersGrid[i].y + .blockSize)-3);
ctx.lineTo((this.columnNumbersGrid[i].x + this.blockSize)-3, .columnNumbersGrid[i].y+3);

.columnNumbersGrid[i].value =

f
L

ctx.fillStyle = ;

ctx.fillRect(this.columnNumbersGrid[i].x+2, .columnNumbersGrid[i].y+2,

.columnNumbersGrid[i].w-3, .columnNumbersGrid[i].h-3);

ctx.fillStyle =

ctx.font = + (this.blockSize / 2) +

ctx.fill Text(this.columnNumbersGrid[i].number, (this.columnNumbersGrid[i].x) +

(this.blockSize/3), (this.columnNumbersGrid[i].y) + ((this.blockSize+8)/2));

.columnNumbersGrid[i].value =

ctx.stroke();

ctx.closePath();




Elpaote mAéov o€ autiv TV KOTAGTOGT TOL TTALYVIOI00 TOV UTOPOVLE VO ETAEEOVLE TO KEALL KOl VL

LOpKApOVE TO KEAMA TV aplBpdv mov £xel Bpel o ypotg.

<R
XX E 1)

¥4

¥4

H EX}H- <=

Xl W | (xx

NN
A

Al
X EXH
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5.3 Zoypo@ilovToc To preview e micto

H emdpevn viomoinon mov Ba kdvovye glvar vo pmopel o xpnotng va dgL v Tiota mov £xel {oypapicetl o€

preview ot mévo aplotepn Yovia yio va propei va dgt o kabapd Tt etvar avtd mov {oypapilet.

[IpocBétovpe v cvvéptnon drawPreview oto apyeio nonogram.drawing.js 1 omoio maipvel cov TAPAULETPO

v cell Tov avtimpocwrevel T0 TEAEVTOIO KEAL TOV TOTHONKE.

Nonogram.prototype.drawPreview =
O1 petaPANTéG X Koty OVTUTPOCOTEVOVV TIG GUVTETOYUEVES

KO Y TOV KEAL100 oL ot iOnke

widthPreview = this.maxRowNumberSize * .blockSize;
heightPreview = .maxColumnNumberSize * .blockSize;

size; //To size Bo avtimpocmmevet to péyebog tov drawPreview

(widthPreview == heightPreview) {

size = widthPreview
X = ( floor(((cell.x) - size) / .blockSize) * floor(size / JdevelGrid[0].length));

%k

y = ( floor(((cell.y) - size) / .blockSize) floor(size / JlevelGrid.length));
(widthPreview > heightPreview){
size = heightPreview;

X = floor(((cell.x) - widthPreview) / .blockSize) * floor(size / JlevelGrid[0].length) +
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((widthPreview/2)-(size/2));
y= floor(((cell.y) - size) / .blockSize) * floor(size / JlevelGrid.length) +

((heightPreview/2)-(size/2));

size = widthPreview-8;

X = floor(((cell.x) - size) / .blockSize) * floor(size / JlevelGrid[0].length) +
((widthPreview/2)-(size/2));

y = floor(((cell.y) - heightPreview) / .blockSize) * floor(size / JlevelGrid.length) +
((heightPreview/2)-(size/2));

|
s

widthCell = floor(size / JlevelGrid[0].length); //328/5
heightCell = floor(size / this.levelGrid.length); //328/5
(cell.value === 1) {
ctx.fillStyle = ;
ctx.fillRect(x + floor((size-(widthCell*this.levelGrid[0].length))/2), y +
floor((size-(heightCell*this.levelGrid.length))/2), widthCell, heightCell);

f
L

ctx.fillStyle =
ctx.fillRect(x + floor((size-(widthCell*this.levelGrid[0].length))/2), y +

floor((size-(heightCell*this.levelGrid.length))/2), widthCell, heightCell);

[IpocBétovpe v cuvdptnon drawPreview oto apyeio nonogram.drawing.js otnv cuvdptnon fillCels péca

oV viomoinon g if ko og kGOe else, petd v cvvdptnon strokeCurrentChoice .

.emptyGrid[i].value == 0) { /fill the cell black

.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

(this.emptyGrid[i].value == 1) { //fill the cell with a X

.strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);




.strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

"Exovue ptdoel og tdpa o€ avtd To onpeio Kot Eyovpe 1o €ENG OMOTELECLL.

-

X XHx -%

XX

/
/

2t ovvéyela Ba TpocBécovpie TNV SUVOTOTNTA LE TV OOl 0 YPNOTNG Vo UTopel va EMAEEEL TOAAOTAG KEALEL.

HXEX 2%

B (EXEN R}

RN,
R

5.4 MopKapiopo ToAAOTADV KEMAOV TE TICTOUC

®élovpe 0 ypnotng va pnopet va emdégel Tolhamdd keMd gite avtd Ppiockovtal o€ pio ypappn 1 o€ po

o™ An. [a va to kdvoupe avtod dnpovpyovue 6to apyeio nonogram.drawing.js tnv cuvaptnon
fillMultiCells 1 omoia Oa £xel 4 Tapapétpovg Tic: startPointMouseX kau startPointMouseY ot onoieg Oa givat
0l GLVTETAYUEVEG TTOL TATNGE O ¥PNOTNG TO PloTeP) click Tov ToVTIKION Kot TIc mouseX Kol mouseY ot
omoigg gival 01 GLVTETAYUEVES GTIG OTTOiEG PPIOKETOL TO TOVTIKL OGO 0 ¥PNGTNG KPOUTAEL TUTNUEVO TO APLOTEPO
click. Ta events wov Oa ypeloaTOOLLE Y00 LTV TNV VAOTOINOT €ival To mousedown Kol mousemove yio T0

control Tov TovTIKI0D Kot Yo To touch givat To touchstart kot touchmove.
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LAOYT] TOAMOTADV KEAMMV

Nonogram.prototype.fillMultiCells =

To mpmdTO TPAYL TOV TPEMEL VO, KAvovpe etvan va fpovdpe To keAl 6To omoio o yprotng kpdtnoe to click
matnuévo. o va to kdvovpe awtd tpénet va etidovpe 3 petafintéc: v startCell Value mov Ba eivar n
katdotaon(value) Tov TpdTOL KEAMOD oL TaThONKE Kot TIG X , y wov Ba giva ot cuvteTayuéveg tov. Me pia
for Bpickovpe T0 kEA TO 0MOI0 TATNONKE GLYKPIVOVTAG TIC GLVTETAYUEVES TV KEMMDV E TIC GUVTETAYIEVES

startPointMouse.

startCell Value =

.emptyGrid.length;i++) {
(startPointMouseX >= this.emptyGrid[i].x && startPointMouseY >=
.emptyGrid[i].y && startPointMouseX <= (this.emptyGrid[i1].x +

.blockSize) && startPointMouseY <= (this.emptyGrid[i].y +

.blockSize)) {
startCell Value = this.emptyGrid|[i].value;
X = .emptyGrid[i].x;

y = this.emptyGrid[i].y;

211 GUVEXELN EAEYXOVLLE AV 0 YPNOTNG BEAEL VO GUUTANPDOGEL KEAA GTN YPaUUn 1 6TN oTHAN oL PpiokeTat.
T va o kK@voope avtd Eyovpe pia if oty omoia eA&yyove av EYEl TEPACEL TIC GUVTIETAYUEVEG TOV KEAMOD TTOV

mhtnoe Kot Kpatnoe matnpévo to apiotepd click otov dova x 1M y.

(mouseX > x && (mouseX < x + .blockSize)) || (mouseY >y && (mouseY <y + .blockSize)) ) {

21 ovvéyeln o€ kKabe mepintmon g if Torobetovpie TV 1610 KddKA Kot Kavovue ta eENg Pripata
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IIepvéipe amd 6la Ta keAld pe pio for ko Kavovpe Eleyyo pe pia if yio va fpovue o€ To1d KeM PplokOpNacTE.
EXéyyoupe oty cuvéyela pe pia if av Bpiokdpacte axdpa oto 1610 kel Kot av Ppiokdpacte tote Byaivovpe

Ao TV GUVAPTNOT UE TNV eVToAn return. Epdcov Ppiokdpacte o€ kovovpylo kel tote oAlalovpie v

KOTAGTOOT] TOV KALVOOPYLOU KEAIOD LLE TNV KOTAGTOOT) OV €Y TO 0pyIkd KeEAL. TN cuvEéyeln pe Paon v

KOTAGTOOMN TOV KEAOV TTov Exovpe {mypaeilovpe avtiototya To KA OTMG KAVALLE Kot 6T GUVAPTHON

fillCells.

(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i].y && mouseX

<= (this.emptyGrid[i].x + .blockSize) && mouseY <= (this.emptyGrid[i].y +
.blockSize)) {
(this.emptyGrid[i].x == x && .emptyGrid[i].y =) {
(this.emptyGrid[i].x == .currentChoice.cell.x &&

.emptyGrid[i].y == this.currentChoice.cell.y) {

.emptyGrid[i].value = startCell Value;
(startCellValue == 1) {
.drawWhiteCell(this.emptyGrid[i]);
.drawBlackCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.currentChoice.cell = this.emptyGrid[i];
.previousChoice.cell.push(this.emptyGrid[i]);
ctx.strokeStyle = ;
ctx.lineWidth =4;
ctx.strokeRect(this.currentChoice.cell.x+5, .currentChoice.cell.y+5,
.blockSize-10, .blockSize-10);
(startCell Value == 2) {
.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.currentChoice.cell = .emptyGrid[i];

.previousChoice.cell.push(this.emptyGrid[i]);




ctx.strokeStyle =

ctx.lineWidth =

ctx.strokeRect(this.currentChoice.cell.x+5, .currentChoice.cell.y+5,

.blockSize-10, .blockSize-10);

f
i

.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.currentChoice.cell = this.emptyGrid[i];
.previousChoice.cell.push(this.emptyGrid[i]);

ctx.strokeStyle =

ctx.lineWidth

ctx.strokeRect( .currentChoice.cell.x+5, .currentChoice.cell.y+5,

.blockSize-10, .blockSize-10);

Ddnaéape TV cuvapToN TOL paG ETLTPENEL Vo {@ypapilovpe TOAATAG KEAMK Kol Tdpa Bo TpocbBécovpe Tav

KOOKA, Y10 TV OAANAETIOPOACT TOV XPNOTY.

10 apyeio mouse.js wpocHEtovpe v petafAnt isDown 1 onoia Oa. pog deiyvet av to apiotepd click tov

TOVTIKIOU etvat Tatnpuévo M oyL.

isDown =

TomoBetovue 610 event mousedown 7ov £yovpe HOM TV petafAntr isDown pe tiun true yo vo yvopilovue

OTL 0 ¥PNOTNG £xEL TaTNEVO TO aptoTePo click Tov TovTikioD.

$(canvas).mousedown(

1sDown =

nonogram.fillCels(startPointMouseX, startPointMouseY);

Orav o yprnoc aenoet to aptotepd click Béhovue n petafint isDown va €yel Tiun false yio va E€povpe dtL

xPNoTNG ExEl aproet To aplotepd click. ['a va To kévovpe avtd PTIGYVOLLE TO event mouseup.
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$(canvas).mouseup(

1sDown =

Eniong 6éhovpe dtav To movtikt Byet extog miotag 1 petafint isDown va maipver Ty false yi avtod ko

@TUd(VOLLLE TO event mouseout..

$(canvas).mouseout(

1sDown =

‘Otov 10 ToVTiKL KOLVIETOL TTAV® 0TOV canva BEAOVLE VO TOIPVOVLLE TIC GUVTETAYLEVEG TOV TOVTIKIOD KoL VO,
EAEYYOVUE OV O ¥PNOTNG EXEL OKOWO TATNEVO TO aploTtePd click Tov av 1oyvel uovo T0TE PmopovuE v,

C{oypagpicovpe oe TOAAATAG KEMA.

$(canvas).mousemove(
mouseX = event.offsetX ;
mouseY = event.offsetY ;
(isDown) {

nonogram.fillMultiCells(mouseX,
mouseY, startPointMouseX,

startPointMouseY);

$(canvas).on(

1sDown =

$(canvas).on(

touchX = floor(event.touches[0].clientX - (( .AnnerWidth - canvas.width) / 2));




touchY = floor(event.touches[0].clientY - (( .nnerHeight - canvas.height) / 2));

nonogram.fillMultiCells(touchX-originX, touchY, startPointTouchX, startPointTouchY);

Eipaote o€ avtd 10 onpeio

._\._\._\.

1

1

1
HEEE
_
]

| = | = O

H emduevn viomoinon mov Ba kKavovpe givar vo TIAEOVIE TNV apyIKT GEAIDA KOl TO LEVOD TOV T VIOOD OO
70 01010 0 ¥pnotg Ba umopei va emAééet T va maigel singleplayer | multiplayer 1 va d€t Tig 00nyieg Tov

TOLYVIO00.

6. ApyKn 6EMO0 KOl HEVOD TA0TYNONE TOV TULYVIOL00

IMo v apykn 6eAido Kot To evoD TAOTYNONG TOV O VISIo0 BEAOVLE VO TETHYOVUE TO TOPUKAT®

OTOTEAEG LA
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How to Play
X X

X =
X
O u o a O "
I va 1o kévovpe avtd Ba pTiaEovpe oto apyeio index.html opiouéva kavovpia div wov Oa pog fondicovv
Vo TOTOOETNGOVE TIG EMAOYEC TOV PEVOD Ue Bdom v 006vn Tov yprioth. To Tpdto div mov Ba pTidéovpe
givar 1o div pe id screen kot Oa a@opd v 006vn 1 10 Tapabvpo Tov Ba £yl avoryto 0 YpHoTnG. Méoa og

avto to div Ba eTiaEovpe dAlo éva div pe id container to onoio Ba mepiéyel OA0 TO ToyVvidt pog kot Oa pog

BonBnoet va to tonobencoovpe 6to KEVIpo e Pdorn v 006vn Tov ¥pNoTn.

[IpocBétovpe TV KK CSS TOL YPEILOUOGTE Y10 VO, LOPPOTOWGOVLE TV OPYIKY| LoG oeAida 6To apyeio

css/home.css. Awypa@ovpe TV €ss TOV ELYOLLE Y10 TOV canva.

: block; /* No floating content on sides */

(../img/gaming-pattern.png);

44



: repeat;

: block;
auto;

: relative;

: absolute;

’

: block;

: block;

: relative;

Ta tags mov Oa Tepiéyel To mayvidt pag yia to singleplayer koppdrt Tov €ivol To TOPAKAT®, GTNV GUVEYELL

oV evotnta tov multiplayer Oa Tpocbécovpe TV KOSIKA TOL YPELalOUNGTE Y10 TO LevoD Tov multiplayer.

10 apyeio index.html apaipovpue To tag Tov canvas wov giyape Kot Torodetovpe ta €1g




<!-- Game -->

<!-- Menu -->

<l-- Levels -->

<!-- Stages 5x5 -->

<l!-- Stages 10x10 -->

<!-- Stages 15x15 -->

<!-- Correct for singleplayer-->

<!-- How to play -->

2tV ovvéyela Ba avapépm TL TEPLEYEL TO KAOE Eva EgYmPIoTd aALG TPOTH TPETEL VO TIAEOVUE TNV OPYIKT|

poG ceEAdaL.

210 apyeio home.js ofvovpe OAO TOV KOOKOA TOV ELYOLE YPAWEL KOL YPAPOVLE TIC €ENG HETAPANTES: TNV
canvas mov Qo mepiéyet To tag element Tov canva pag, tnv ctx mov Ba mePEYEL TO context Tov canva LG, TNV
screen mov Ba £yel to div tag element pe id screen, Tnv container wov Oa £xet to div tag element pe id container
Kot TNV state Tov Ba mepiéyetl TV katdotaot wov PpickeTal To mayvidl dnAadn dupa Ppicketot 6To pevoD, auo

o0 ypnhotng mailel singleplayer | multiplayer.

canvas = .getElementByld(
ctx = canvas.getContext( );

screen = .getElementByld(
container = .getElementByld(

state =




®¢&lovpe 0 canvas Lag vo TacEL OA0L TV 006V TOL ¥PNOTN, YO VO TO KAVOLLUE aVTO TPOGHETOLLE TV

KOO0 TOV YPEOlOUACTE Y10l VO ODGOVLE GTOV canva [og TO LKOG Kot TO VYOG Tov TapafHpov.

canvas.width = AnnerWidth;

canvas.height = .nnerHeight;

I va propécovpe va (oypapicovpe tnv AéEN nonogram, dnpovpyovEe TNV cuvaptnon introScreenLogo
TNV omoia £YOVE TV KMdKa o ypelalopacte. H AéEn nonogram Ppicketal oty petafint textLogo 1
omoia givar évag d1oo1dotatog mivakoc. Omov vadpyel 1 onuoaivel 60tL Tpémel va {oypapicovpe Evo padpo
KOLTAKL 6T0 omoio {wypaeilovpe kal Eva KOKKIVO Teplypapila Yo va to tovicovpe. ' va propésovpie va
Loypagpicovue 10 logo pag oto kévrpo vroroyilovpe 1o blockSize w¢ &g maipvouple To PKOG TOL canva LG
KoL 0QOpOvLE TNV amdoTacn Tov BEAovpe va dwcovpe oto logo pog (-30) amd tnv apyn Tov canva Kot To
SlopovpLe pe Tov apliud tov keMdv Tov ypelaldpoote va {oypapicovpe pia oepd amod to logo pog (37). Na
VO UTOPEGOVUE VO, KEVIPAPOVUE TO 1020 TPOTOTOI0VLLE TIC GUVTETAYUEVEG TOV KEADV TPOGHETOVTAG TNV UIoT|

TN TG AmOGTAGTC TOV OMCAUE TPOTYOVUEVMG,.

introScreenLogo = {

textLogo: [

1,
blockSize:

draw: R

ctx.fillStyle = ;

.blockSize = (canvas.width-30) /
.textLogo.length; i++){
y=0; y<this.textLogo[i].length; y++){
(this.textLogol[i][y] === 1){

ctx.beginPath();
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ctx.fillRect(y*this.blockSize +
.blockSize +

.blockSize, .blockSize):

ctx.strokeStyle =

ctx.lineWidth =
ctx.strokeRect(y* .blockSize +
1*this.blockSize +

.blockSize, .blockSize);

dnaéape 1o logo pag, oty cuvéyela Bo eTIaEove To animation oV YiVETOL UE TO KOVTAKLO TO OO0
OVTITPOGMOTEVOLV TIG EMAOYEG TOV KAVEL O YPNOTING OTIS TioTES. Anpovpyovpie 2 objects To Rect mov Oa
AVTITPOCMTEVEL TO, LOPO, KOL AGTPO. KOLTAKL Kot To XRect Tov Ba avimpocwrevet Ta kovtdkia pe to X. Ta
2 object Ba Eyovv Topouoteg PETAPANTES Kol LEBOOOVG, £YOVV TIG X KOl Y OV €ivail Ol GLVTETAYUEVES OV Oa
Bpiokovtal mdve otov canva, Ti¢ w Kot h Tov givan to puiKog kat to Dyog mov Ba £yl To KovTdKL, TNV dX TOL
Ba etvar n) taydNTO pE TV omoia Ba Tyaivel TPOG TOL TAVE® Kot KATM TO KOLTAKL Kot amd Tig pefddovg v
draw o1 onoia Oa {oypaeilel oTov canva, tnv update 1 ooia O avavedcel TNy BE0T TOL AVTIKEWEVOL [E
Baon to mov Ppicketal oTov canva gkeivn TNV Ty SNAdN av 1 GLUVTETAYUEVT Y €xEl EEMEPAGEL TA KAT®
opwo (y + w > innerHeight) | ta wéve opia (y < 0) va aAddlovpe v katevdovvon tov avtikelnévou (dx = -dx)
Kot v relocate m omoia pog Sivel KavoVuPlEG CLUVTETAYUEVES X KO Y, OTNV TEPITT®ON TTov aALGEEL TO péyeBog
TOV TaPaBVPOL TOL ¥PNGTN N AV AALAEEL O TPOGAVATOAGLOG TNG GUGKELHG TOL ¥PNOTN, opllovTia 1| KabeTO
Yo va propécovpe vo Eova (oypaeicovpe Ta avtikeipeve atov canva. Ot dtapopég Tovg gival 0t 1 class Rect
€xel 2 emumhéov 1016t TEC TNV color mov givat yia To ypdpa pe To onoio o {wypapicovpe T0 KOLTAKL KoL TNV
stroke mov Ba etvat To ypdLe TOV TEPLYPAUIOTOG TOL KOVTIOV Kat 01 XRect Tov €xet Tnv 1810t Ta textSize mov

Oa etvar o péyebog mov Ba ypdyovpe to X.

Rectangle class

(
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.h=h;
dx = dx;
.color = color;

.stroke = stroke;

.draw = 0O ¢

ctx.beginPath();

ctx.fillStyle = color;

ctx fillRect(this.x, .Y, W,
ctx.stroke();

ctx. fill();
ctx.strokeStyle =
ctx.lineWidth =2;

ctx.strokeRect(

.update = O ¢
(this.y + this.w > innerHeight ||
.dx = -this.dx;
y = .dx;

.draw();

.relocate =

//X shape class




.textSize = textSize;

.draw = 0O ¢
ctx.beginPath();
ctx.font = textSize +
ctx.fillStyle =
ctx.fill Text(
ctx.stroke();

ctx fill();

.update = 0 ¢

(this. .w > innerHeight |

2NV CUVEYELD ONULIOVPYOVLE T KOVTAKLO LaG, Eektvape @Tidyvovtag 3 petafintés, mov Ba givar mivakeg mov

Ba mepLéyet ta KovTid

blackRectArray = [];
whiteRectArray = [];
xRectArray =[];

Kot dnpovpyovie 30 kovtdkia amd Kabe €100G

//Create 30 black rects




i=0; i<30; i++){
size = floor( .random() * 30) + 5;
X = random() * (innerWidth - size * 2) + size;
y= .random() * (innerHeight - size * 2) + size;
dx = random() * 4;
color = :
blackRectArray.push( Rect(x, y, size, size, dx, color));

1
S

//Create 30 white rects
(let i=0; 1<30; i++){
floor( .random() * 30) + 5;
random() * (innerWidth - size * 2) + size;
random() * (innerHeight - size * 2) + size;
dx = -random() * 4;
color = :

whiteRectArray.push( Rect(x, y, size, size, dx, color));

Create 30 x shape rects
;1<30; i++) ¢
floor( .random() * 30) + 5;
random() * (innerWidth - size * 2) + size;
y= random() * (innerHeight - size * 2) + size;
dx = .random() *
textSize = floor( random() * 30) +

xRectArray.push( xRect(x, y, size, size, dx, textSize));

2tV cvvéyela tomofetovpe TNV gkdva oV Eyovpe PTdEEL 1) ool anewkovilel Evav ypnon va Tpootadel va

Aoet pio wioto. 'Exyo otidéetl 16.popeg S100TAGEIS TNG EIKOVAS Y10l VO LTOPEG® VO, KOADY® TIG TEPIGGOTEPEG
d100TACEL; 000VHY TMV GLGKELMOV. AVOAOY®OC LE TIG SIUGTACELS TOV TapaBVPOL YPNGIUOTOLODE TNV

KATAAANAN ewcdva. Anpovpyodpe éva object image mov Oa avTITPOCSOTEVEL TNV EKACTOTE EIKOVA, LLOG.

img = Image();

.AnnerHeight >=




.innerWidth >=
img.src =
.AnnerWidth < .nnerWidth >=
.SIC =

AnnerWidth < AnnerWidth >=

AnnerWidth < nnerWidth >=
.Src =
AnnerWidth < AnnerWidth >=

1mg.s

.nnerHeight < && .innerHeight >=
.AnnerWidth >=
img.src =
AnnerWidth < AnnerWidth >=
.SIC =
AnnerWidth < .AnnerWidth >=
1mg.s
( AnnerWidth < AnnerWidth >=

SIC =

.nnerHeight < && .nnerHeight >=
.innerWidth >=
.STC =
( AnnerWidth < && .AnnerWidth >=
1mg.s
( AnnerWidth < && AnnerWidth >=

SIC =

.AnnerHeight <
.nnerWidth >=
.SIC =

( AnnerWidth < && .AnnerWidth >=

1mg.s




T va ypdeovpe Ayodtepo KMOTK Kot Yo S1K1 LG SIELKOALVGT OTIdVOLE TNV cuvdpTnon clearCanvas
omoia Ba pag kabopilel tov canva. Anpovpyovpe v cuvaptnon animate oty onoia tpdta Oa kabapilovpe
tov canva kot otV cuvéxewn Oa Loypapilovpe Ty gwdva Hogc, To ovTIKEipeva pog Kot oty onoia fa
AVOVEDVOVTOL Ol GUVIETAYUEVES TOV avVTIKEWEV®Y. EAEyyoupe av To moyvidl pog Ppicketarl 6to pevod yia vo

Umopécoupe vo Lmypoaeicovpe TV apytkr 08ovn.

0 1

ctx.clearRect(0,0,canvas.width,canvas.height);

(state === ) 4
clearCanvas();

ctx.drawlmage(img, (innerWidth/2)-(img.width/2),

(innerHeight/2)-(img.height/2));
introScreenLogo.draw();
(vari=0; i < blackRectArray.length; i++) {
blackRectArray[i].update();
whiteRectArray[i].update();

xRectArray[i].update();

I to animation Ba ypnoiporomcovpe v cuvaptnomn g javascript setInternal() n omoia pog emTpénet va
EKTEAEGOVE £VAV KOOIKO ETOVOLOUPAVOUEVEH GE VAL YPOVIKO O1AGTN L0 TTOVL EXOVLE opicel. Kaiovue v

GuVEpTNOT 6TO TEAOG TOL Opyeiov home.js.

setInterval(animate,
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O

"Exovue ptdoel 6g avTtd T0 0MOTELEGUA TG OPYIKNG 006VNC, 6TV cuvEyeln Ba PTIAEOVLE TIC ETIAOYEG TOV

HEVOD HLOG.

6.1 Mgvovy Ao ynens tTov yYpieTn

Onwg avaeépape mopondvm, Oo avaidcovue 1o mtepieyduevo tov div pe id container. 'a apyn to div tag
game TePIEYEL TOV canvas LaG Tov Oa TePLEYEL TNV apyIkn Kag 006vn 1| TV eKAcToTE TioTa oL o TaileL 0
PN o1, gite oto singleplayer gite 6to multiplayer. Xtn cuvéyeia Ba TpooteBovv ki dAleg Aettovpyieg OT®G

glvar ta epyoeio g wioTog K. B0 JMAIGOVLE Y1 VT GTO KEQPAAULO TV EPYUAEI®V.

To div tag menu Oa givar To menu Tov oy vid1ob 1o onoio Oa wepiéyetl 3 emroyég tnv Play mov avapépetan
Kuping 610 singleplayer kouudrt, to Multiplayer yio vo umopei o xpnomg vo nailel mioteg pe GAAOVE ¥PNOTES

xot To How to Play mov Oa mepiéyet tig odnyiec tov mouyvidiov.

<!-- Menu -->

Play

Multiplayer

How to Play
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IIpocBétovpe oto apyeio home.css tnv css mov ypelalOLACTE Y00 TO Menu pog.

: inline-block;
: absolute;
. center;
: bold;

0

: Arial;

(-50%);

: block;

. none;

solid black;

: pointer;

: white;




Anpovpyodpe 6TOV QAKEAO jS £va Katvovpylo apyeio pe dvopa main-menu.js, 6to omoio Oa fdrovpe v
javascript Tov Oa ypelacTovUE Yo TNV CAANAETIOPAGT TOV XPNoTN pe TIS emAoyés. [IpocBétovpe v
javascript Tov ¥pelalOHOcTE Yio TNV AAANAETIOPOOT] TOV EMAOY®OV £KTOG Tov multiplayer mov Oo pidficovue i

aVTAV 610 kePdAato Tov multiplayer.

).click(

).hide();

).show();

).click(
).hide();

).show();

[IpocBétovpe o apyeio main-menu.js oto apyeio index.js.

To div tag levels Oa mepiéyet Tig katnyopieg TV moTOV 0nd Tig omoieg Oa umopel o ypHotng va emrééel 3

Katnyopiec: tnv 5x5, 10x10, 15x15 kot éva kovumi wov Ba KAEIvEL TO LeEVOD TOV KATYOPLDV.
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<l-- Levels -->

Levels

Anpiovpyolpe otov eaKelo css Eéva Kavovpylo apyeio to level.ess oto omoio Ba £yovpe v css Tov Ba

YPEWCTOVLLE Y1 OTL APOopPd TIG TIGTES.

f
L

. none;

solid black;
: absolute;

. center;

auto;

(-50%);

: white;




solid black;

: pointer;

:hover {

(to bottom right, #e0e0d1, grey, #ccceee);

{
1

: pointer;

b}

solid black;

IIpocBétovpe TV css oto index.html.

IIpocBétovpe oTo Opyeio main-menu.js Kot TV avtioTolyn javascript mov ypelalOHaoTE Yo TNV

OAANAETIOPOCT) T®V KATNYOPLOV.

).click(
).show();
).hide();

).click(

).show();




).click(

).show();

).hide();

).click(
).show();

).hide();

Ta div tag pe id levelsSxS5, levels10x10 o levels15x15 0o mepiéyovv 10 GOVOAO TV TIGTGOV KAOE Kot yopiog
ToTOV, 1 VAoToinon Ba sivar id1a yo ke katnyopia ToT®V. 10 €MdUEVO KEQAALO Oa eEnyncovue TV
VAOTOINGN Yo TV SNUIOVPYIC TOV TIOTMOV, TO TOG AEITOVPYOHV 01 TGTEG LG Kot B TPOGHEGOLLLE TNV €SS Kot

TNV javascript mov 0o ypeLGTOVLE.

<!-- Stages 5x5 -->

<l-- Stages 10x10 -->

<!-- Stages 15x15 -->

59



To div tag element pe id correct-singleplayer 0o spaviletal 0tov 0 ¥pNoC £xEL OALOKANPMDGEL COGTA Uia

TioTa EVILEPADOVOVTAG TMV OTL EYEL ADGEL TNV TOTA KO pOTOVTOS TOV Qo 0EAeL va yupicel mic® 6To pevoy 1

va Eava mai&et Ty iota and TV apyn. Oo LWANGOVUE Y1 0VTO GTO KEQPAAULO LE TIC TIOTEG Y10 VO, VITAPYEL Mot

O OAOKANP®UEVT EIKOVA, TOV KOOIKCL.

To div tag element pe id instructions 0o tepi€xet Tig 0dnyleg Tov ToKvVd100 Lo, Tt €ival To nonogram Kot To
TL kGvouv ta gpyodeia Tov Totov. Exovue gtidéel kot éva avtooy£dio exit button pe to omoio o KAsivoupe

TO TAPABLPO TWV 0ONYIDV.

<!-- How to play -->

How to Play

Nonograms, also known as Picross or Griddlers, are picture logic puzzles in which cells in a
grid must be colored or left blank according to numbers at the side of the grid to reveal a hidden picture. In
this puzzle type, the numbers are a form of discrete tomography that measures how many unbroken lines of
filled-in squares there are in any given row or column. For example, a clue of "4 8 3" would mean there are
sets of four, eight, and three filled squares, in that order, with at least one blank square between successive

groups.

These puzzles are often black and white--describing a binary image--but they can also be
colored. If colored, the number clues are also colored to indicate the color of the squares. Two differently
colored numbers may or may not have a space in between them. For example, a black four followed by a
red two could mean four black boxes, some empty spaces, and two red boxes, or it could simply mean four

black boxes followed immediately by two red ones.

Tools

Default : With this tool you can use a black cell, a x

mark and a white cell. The x mark can help you to mark the cells that you know that they can't be black




Black cell

X mark

White cell

Undo

store the last 10 choices you make.

Redo

Help

correct. You can use 3 times in a stage

Home

: With this tool you can use only a black

: With this tool you can use only a x mark.

: With this tool you can use only a white

: With this tool you can undo your choice. it can

: With this tool you can redo your choice.

: With this tool you can clear your procress.

: With this tool you can find out a black cell that is

: With this tool you can go back to the menu.

IIpocbétovpe v avtictoyn css oto apyeio home.css

f
¢
. none;

: absolute;

(-50%, -40%);




solid black;

: white;
: Arial;

: white

max-width: 900px;

min-width: 700px;

: block;

f
L

: inline-block;

: absolute;

solid black;




. center;

: pointer;

: white;

Kot TpocBéTovpe 610 apyeio main-menu.js Ty javascript Tov ypelalOUAGTE Y10, TO KOVUT TOV KAEIVEL TIG

oonyieg.

).parent().hide();

).show();

How to Play

Nonograms, also known as Picross or Griddlers, are
picture logic puzzles in which cells in a grid must be
colored or left blank according to numbers at the side
of the grid to reveal a hidden picture. In this puzzle
type, the numbers are a form of discrete tomography
that measures how many unbroken lines of filled-in
squares there are in any given row or column. For
example, a clue of "4 8 3" would mean there are sets
of four, eight, and three filled squares, in that order,
with at least one blank square between successive
groups.

These puzzles are often black and white—describing
a binary image—but they can also be colored. If
colored, the number clues are also colored to indicate v

Avt givol 1 VAOTOINGT HOg Yo TO LEVOD TOV O VIS0 Kot Yo, To Koppdtt Tov singleplayer, oto kepdAaio

tov multiplayer 8o tpocOécovue TV kddKa Y10, TIG EMAOYEG Tov multiplayer.

H emdpevn viomoinon mov Ba kdvoupe Ba apopd Tig TOTEG LG, TOS ONUIOVPYOHVTOL KOL TTOG TIG ETAEYOVLE.
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7. Emi.oyi] kKol onpovpyic meTtov

®élovue 6TaV 0 XPNoTNG EMAEEEL Hio TioTa TOTE QLT Vo SNUIOVPYEITE GTOV canva. XT0 QAKEAQ jS

dnpovpyodpe to apyelo stages.js mov Ba Eyovpe TG mioTeG oG Yo kabe Katnyopia 5x5, 10x10 ko 15x15.

TomoBetovye 10 script stages.js oto apyeio index.html wpwv amod to script tov main-menu.

dnidyvoovpe 3 petafAntéc yio kdbe karnyopio motdv mov Oa sival object o1 omoieg Oa mepExovv 110TNTEG UE

TOL OVOLLOTO. TV TUGTAV.

levels5x5

levels10x10 =




—
Il
LN
i
X
LN
(|
n
1
(]
>
()
1







®a ypeloctovpe 2 petafAntég tnv currentStage otnv onoio Oa amobnkevovpe T0 dvopa ™G ToTog Kot TNV
nonogram 1 onoio Oa wepi€yet To maryvior poc. Otav o ypnotng emiééel pia miota tote o Kodeital n
cuvaptnon createLevel 1| onoia Oa £yet 2 mapapétpovg v level mov avtimpocmnedet To grid g mioTag Kot
TNV stage TOL OVTIITPOCHOTELEL TO OVOO. TG TioTag. Katd v dnovpyia g wiotog pag aAralovpe tnv css
TOV container Kot TOL canva Log Yo, vo EYOVUE To emtBountod amotédeoua. H cuvaptnon o doviedel og e€ng:
AmoBnkevovpe To dvoua ¢ Tiotag otV petaAnT currentStage, vt TV HETaPANTY B TV ¥pEOICTOVUE
Yo TNV amofKEVOT) TG TPOOSOV TNG TGTAG OV EYEL KAVEL O YPNOTNG, OTNV LETAPANTH nonogram
SNUIOVPYOVLE TNV TOTO KOl GTNV GUVEYELX TOTOOETOVE TNV €SS TOL BELOVIE Y10 VO KEVTPAPOLLLE TO
container yio vo, ival 0 canvas 6to KEVTPo g 000vng, divovpe 6Tov canva T0 TAATOG Kot TO VYOG TNG TeTAS
pag kot tov opifovpe éva pavpo meplypappo Kot oty cvvéyela kabapilovpe tov canva kot {oypagilovpe v

TioTo.

currentStage;

nonogram;

state =
currentStage = stage;
nonogram = Nonogram(level);

container.style.left =

container.style.top =

container.style.transform =
canvas.width = nonogram.width;
canvas.height = nonogram.height;
canvas.style.border =

clearCanvas();
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nonogram.drawGrid();
nonogram.drawRowNumbers();

nonogram.drawColumnNumbers();

2TV cuvéKELD ONUIOVPYOVLLE TIC TioTEG Yo KAOE Kotnyopia kot Tig Totofetovue ota avtictorya div tag

elements mov iyape ETIAEEL TPONYOVUEVMOG GTO PEVOD TOL TTOLYVIOLOV.

stagesSx5 = .getElementByld(
stages5x5Header = .createElement(
stages10x10 = .getElementByld(
stages10x10Header = .createElement('h3');
stages15x15 = .getElementByld(
stages15x15Header = .createElement('h3');
stagesSx5Header.innerHTML = ;
stages5x5.append(stagesSxSHeader);
stages10x10Header.innerHTML =
stages10x10.append(stages10x10Header);
stages15x15Header.innerHTML =

stages15x15.append(stages15x15Header);

keys(levels5x5).forEach( => {
stage = .createElement(
stage.classList.add( );
stage.addEventListener( , )=

createLevel(levels5x5[key], key);

image = Image();
image.classList.add( +key);
image.src = ;

stage.innerHTML = key.toUpperCase();

stage.append(image);

stages5x5.append(stage);

closeLevels5x5 = .createElement(




closeLevels5x5.classList.add(

closeLevels5x5.innerHTML =

stages5x5.append(closeLevels5x5);

keys(levels10x10).forEach( => {
stage = .createElement(
stage.classList.add( );
stage.addEventListener( , )=

createLevel(levels10x10[key], key);

image = Image();
image.classList.add( +key);
image.src = ;

stage.innerHTML = key.toUpperCase();

stage.append(image);

stages10x10.append(stage);

closeLevels10x10 = .createElement(
closeLevels10x10.classList.add(
closeLevels10x10.innerHTML = ;

stages10x10.append(closeLevels10x10);

keys(levels15x15).forEach(key => {
stage = .createElement(
stage.classList.add( );
stage.addEventListener( ,)={

createLevel(levels15x15[key], key);

image = Image();

image.classList.add( +key);

image.src =
stage.innerHTML = key.toUpperCase();

stage.append(image);

stages15x15.append(stage);




closeLevels15x15 = .createElement(
closeLevels15x15.classList.add(

closeLevels15x15.innerHTML =

stages15x15.append(closeLevels15x15);

: none;
solid black;
: absolute;
. center;

auto;

(-50%}, -50%));

: white;

)




solid black;

: pointer;

hover {
(to bottom right, #e0e0d1, grey, #ccccee);

: white;

: pointer;

)

solid black;

: none;
solid black;
: absolute;

. center;

: bold;

)

: Arial;

: white;




solid black;

: pointer;

)

:hover {
: white;

(to bottom right, grey, black, #999966);

)

:absolute;

(-50%}, -50%));




: pointer;
solid black;

)

Kol TpocOéTovie 6T0 apyeio main-menu.js Ty javascript yio v oAANAETIO OGN TOV ¥PNOTY LLE TO LEVOD

TOV TOTOV.

).click(
).hide();
).show();

).click(
).hide();
).show();

).click(
).hide();

).show();

).click( 04
).hide();
).hide();
).hide();
).show();

"Exovpe ptidet 10 €£Ng amotéheca




SNAKE

AIRPLANE
SMILE

Close

Kot 0TaV 0 ¥pNoTNG MAEEEL Hio TioTta TOTE TO state Tov mayvidlov adAdlel ot level, otapatdel To animation

OV ElYOLLE OTO LEVOD, 1 opyIKN oG 006v kaBapileTon ko dnpovpyeiton | ToTo Lo,

H emopevn viomoinon mov Ba kdvoupe gival va etidovue ta epyaleio mov Ha pog fondiocovy va Abcovpe

v miota 1.y avaipeon, kabapiopd g mictog, fonfeia Ka.

8. Epyaicio moryvidoron

TomoBetovue 610 apyeio index.html péco oto div pe id game nov eridope, K&t amd TOV canvas £va

Kkavovpto div pe id="container-tools” 6to omoio Oa fdAovpe Ta epyaleia kot dAheg Aettovpyieg otnv

ouvéyela. Anpovpyovpe pio unordered list (ul) pe id="tools” mov Ba mepiEyet ta epyodeia.
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Anpovpyodpe otov eakeAro js Eva kavovpylo apyeio To tools.js oto omoio Ba £xovpe TV KOIKA TOV

1PeLOUACTE Yl TV ONUOLPYIQ, TNV AEITOVPYIKOTNTO KOl TNV CAANAETIOPACT TOL YPNOTY| LE AVTA.

TomoBetove 10 véo pag script oto index.html.

210 apyelo tools.js eTiayvouue pio cuvaptnon pe évoua createSinglePlayerTools.

Anpiovpyovpe 4 otabepég petapintéc vy 1) singlePlayerTools wov Oa £xel ta epyaeia mov yperdletar o

¥PNOTNG Yo Vo, emAEyel Ta. keAd, v 2) singlePlayerExtraTools wov Oa éxel o fonntikd epyareio (dmmg

EMKOAANON avaipeon, kabapiopodg g miotag, fonbeia kot emoTpoen 6To pevov), Tnv 3) tools mov Ba etvar To
dom object Tov unordered list tag mov eTidEape Tptv Kot v 4) singleplayer otnv onoio dnpovpyovpe Eva

kawvovpro div element to onoio Ba £xel OAa Ta tools Tov singleplayer.

singlePlayerTools = [
singlePlayerExtraTools = |

tools = .getElementByld(

Anpovpyodue éva div tag element kot Tov opilovpe 1o id singleplayer-tools kot to gl6dyovue 610 tools

singleplayer = .createElement( )s
singleplayer.id = H

tools.appendChild(singleplayer);

INa k6B éva and Ta singlePlayerTools mov dnpovpynooape kdvoope ta eENg:

(let i=0; i<singlePlayerTools.length; i++) {
/[Anpwovpyodpe éva li tag element kot Tov opilovpe Tnv class tool.
li= .createElement('li');

li.classList.add( )s

/[[Aqmovpyovpue éva div tag element kon Tov opilovpe cav class To ovopa Tov gpyaireiov mov 0o

avTITpocmmevel .y default.
div = .createElement(

div.className = singlePlayerTools[i];
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/[[Aqpuovpyovpe éva img tag element kot Tov opilovpe To source HOVOTATL YL TV ELKOVO, TOV
gpyareiov mov 0o avTITPOCOTEVEL.
img = .createElement( )5

img.src = + singlePlayerTools[i] + -
/ITéhog kavoope append to img tag oto li tag kot 7o li tag oto singleplayer tag.

div.appendChild(img);

li.appendChild(div);

singleplayer.append Child(li);

1
s

Tnv 1310, vAoToiNoN KAVoLUE Kot Y10, T, extra tools.

(let i=0; i<singlePlayerExtraTools.length; i++) {

li= .createElement('li");
li.classList.add( );

div = .createElement( )5
div.className = singlePlayerExtraTools|i];

img = .createElement( );
img.sre = + singlePlayerExtraTools|i] +
div.appendChild(img);
li.appendChild(div);
singleplayer.appendChild(li);

Teleidoape TV cLVAPTNON LOG KL THY KAAOVLE 6TO 1010 apyelo Yo va eTidEovpe Ta epyaieia.

createSinglePlayerTools();

IIpocBétovpe TV css mov ypelaldpacte yio vo Tonodeticovpe ta epyaieia oto onpeio mov BEAovpe. Xtov

(OAKEAO CSS OTIAYVOLLLE Eval Kovovpylo apyeio pe ovopa tool.css kot Balovpe to link tag oto index.html.




: none;
: relative;
5
5
: center;

auto;

: inline-block;
3 1101 S
5

auto;

{
: list-item;
: left;
solid black;
. center;
5

: pointer;

(to bottom right, #e0e0d1, #999966);




1] (1] |1
1111
111
11111
111
1/1 |1

m[x]_[Qle]o]4

T va E€pet 0 ypnotng motd epyoieio €xet evepyod, Ba aAAGEOVLE TO YPDLO TOL EpYaArEiov TOV €xel EMAEEEL og
kokkwvo. To default epyaieio Oa £xel Tavta 6TV apyn KOKKIVO XpdUe LEYPL Vo, ETAEEEL O YPNOTIG KATOL0

Ao epyaheio. o va 1o TetvYOLLLE AVTO TPOsOETOLE GTO TEAOG TNG cuvapTnonG createSinglePlayerTools

TV KOO oL Tpochitel TNV class active 6to TpmTO gpyoieio mov gival to default

singleplayer.firstElementChild.classList.add(

Kot 6To apyeio tools.css Palovpe v css o ypetdletar.

(to bottom right, red, grey);
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KdOe popd mov Oa emhéyet Eva epyaieio tov single player tote avtd Oo yivetan active. o vo o kévovue
avTd Tomobetove TV KAk 6To apyeio tool.js mov Ba emtpénel og KGO epyareio va epyareio Tov single

player va yiveton active 6tav motnOel.

singleplayer = .getElementByld(

singleplayerTools = singleplayer.getElementsByClassName(

(let i = 0; i < singleplayerTools.length; i++) {
singleplayerTools[1].addEventListener( ,
current = singleplayer.getElementsByClassName(

( current[0] !== ) {

current[0].className = current[0].className.replace(

.className +=

"Exovpe @T1d&el 0vtd TO 0MOTELECA (OC TAPOL.

117 11 |1
11111
111
11111
111
11111

Ma[x] [Qle]a]4]

®élovue 6TOV 0 YPNOTNG EMAEYEL Eva epyoleio Ty to black kot otnv cuvéyeia emAééel va Pyt amd v Ticta

KoL va ToiEetL kKAmoto GAAN VoL ToL €€l evepyomomuévo Kot emtheypévo to default tool.
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T va o KGvovpe avtd TpocsBétovpe oto apyeio tools.js 6to TéAog TV cuvdptnon resetTools. Zav
TOPALETPO TOV divovpe TO container wov mepiEyeL Ta singleplayer tools, tnv i dwadikacio Oa kdvoupe Kot

oto multiplayer.

singleplayer = .getElementByld(

currentTool;

tools;

(toolContainer === ) {

currentTool = singleplayer.getElementsByClassName(

tools = singleplayer.getElementsByClassName( );
currentTool[0].className = currentTool[0].className.replace(

tools[0].className +=

Ko TNV KoAoOEe oty cuvdptnon createLevel mov Ppicketor oto apyeio stages.js, akpipdc Tpv TV KOSIKA

mov gpeavifet Ta single player tools..

resetTools( );

$( ).show();

2y ovvéyela Ba tpocBécovpie v javascript mov ypetdleTat yio TV GAANAETIOPACT) TOV XPNOT UE TO

€PYOAELD KO TO TT®G AEITOVPYODV.

8.1 Alnlemidpaon epyaleimv

210 apyeio nonogram.js mpocHétovpie pio kavovpia 1010tNTa 6To object nonogram v fillCellChoice yiwo va
E€povpe olo epyaieio €xet emAééel o ypnote. Oa yovpe povipa emaeypévo to default uéypt va emiééer

KdtL GAAO 0 XpNOTNG.

illCellChoice =

210 apyeio tools.js Tomobetovpe TV KDIKA TOV Oa pog emttpéyet va emiééovpe ta singlePlayerTools mov

glvan To epyoireio emAoyng tov kKeMdv. I'ia avtd ta epyaieio Oa vdpyet Evag mapdolog KMOKS 0 0Toiog
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dovievel ®g ENG, av 0 YpNoTNG dev Exel eMAEEEL O TO EPYUAEID TOTE KAVTO EVEPYO Kol OPLGE TO GTNV

1010t To Tov nonogram.fillCellChoice.

$( )-click( 01
(nonogram.fillCellChoice !==

nonogram.fillCellChoice =

$( ).click( 04
(nonogram.fillCellChoice !==

nonogram.fillCellChoice =

$( ).click( 04
(nonogram.fillCellChoice !==

nonogram.fillCellChoice =

s

$( )-click( 0f

(nonogram.fillCellChoice !==

nonogram.fillCellChoice =

Avéroya e To gpyareio mov £xel EMAEEEL 0 YPNOTNG EKTEAEITAL KOL O OVTIOTOLYOG KMOTKAG,

8.2 AsrrovpykoéTnTo Epyaiei®V

T'o v AettovpykdTnTa TV Epyareinv akolovBovue Ty e&ng Aoyikn. EA&yyouvpue mowd epyaleio Eyovpe

€VEPYO KOl OTNV GLVEYELD YAYVOVLLE OAa Ta. KEALA Y10 va Bpolpe To KeM mov mathOnke pe Paon Tig




GUVTETAYLEVEG TOV TOVTIKIOD 7oV €Yve To click. v cuvéyelo eAéyyovpe Tt T €xeL 1 1O1OTNTA
nonogram.emptyGrid[keAi].value ywo va pdBovue o€ t1 katdotoon Bpioketal to kel kot to {wypagilovue
avaloywc. [IpocBétovpie TV K®IKA TOV YPEllONACTE GTO apyEio nonogram.drawing.js oty cuvdptnon
fillCels. Apaipovpe tnv for mov giyopie Ypawet yio To LopKAPIGHO TOV KEADV TNV if Tov akolovBel yio kKabe

gpyoeio.

8.2.1 Epyaigio default

TN to default epyodeio Exovpe v €ng vAOTOINGN.

( fillCellChoice == )
(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i]l.y && mouseX <=

.emptyGridl[i].x + .blockSize) && mouseY <= (this.emptyGrid[i].y + .blockSize)) {

(this.emptyGrid[i].value == 0) { /paint the cell black
.emptyGrid|[i].value = 1;
.drawWhiteCell(this.emptyGrid[i]);
.drawBlackCell(this.emptyGrid|[i]);
strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

(this.emptyGrid|[i].value == 1) { //fill the cell with an x
.emptyGrid|i].value = 2;
.drawWhiteCell(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

{ //Clear the cell

.emptyGrid|[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

5 /T va Byoope amé v for apov Exovpe Ppel To ke
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8.2.2 Epyaieio black

T v mepintwon Tov epyareiov black:

(this.fillCellChoice ==
( i=0;i<this.emptyGrid.length;i++) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i].y && mouseX <=

emptyGrid[i].x + .blockSize) && mouseY <= (this.emptyGrid]i].y + .blockSize)) {

(this.emptyGrid[i].value !==1) {
.emptyGrid|[i].value = 1;//fil the cell black
.drawWhiteCell(this.emptyGridl[i]);
.drawBlackCell(this.emptyGrid[i]);
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

{

.emptyGrid][i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

5 /M va Byovpe amé tnv for apov £xovpe Ppel To KEA

8.2.3 Epyaiegio x

I'o To epyoieio x :

(this.fillCellChoice == "x") {

(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i].y && mouseX <=
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(this.emptyGrid[i].x + .blockSize) & & mouseY <= (this.emptyGrid][i].y +

(

24E

.emptyGrid|[i].value !==2) {
.emptyGrid[i].value = 2;
.drawWhiteCell(this.emptyGrid]i]);
.drawXCell(this.emptyGrid]i]);
.strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);
.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGridl[i]);
.strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

5 /T va, Byovpe amé tnv for agov £xovpe Ppel To ke

hit

I to epyaieio white :

(
(

fillCellChoice == ) {

i=0;i<this.emptyGrid.length;i++) {

.blockSize)) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i].y && mouseX <=

emptyGrid[i].x + .blockSize) & & mouseY <= (this.emptyGrid][i].y +
(

.emptyGrid|[i].value !==0) {
.emptyGrid][i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
strokeCurrentChoice(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

; /T va Byoope amé Ty for apov Exovpe Ppel To ke

.blockSize)) {




Avtoi gival  vionoinon yw to singlePlayerTools.

Taopa v ta singlePlayerExtraTools, £xovpe Tic €€1g VAOTOMGELC.

8.2.5 Epyaigio redo undo tool

T'a to redo undo tool wov OV LG EMTPETEL VO AVOLPOVLLE TIG EMAOYEC oG, BEAoVE TV 0 ¥PNOTNG TaThEL
t0 gpyareio va tov gpeavilel aArd 2 epyadeio o redo kot To undo. IlpocBétovpe Twv KddKE TOL Bog Lolg
dnuovpynoeL 1o epyareio, 6To KATM PEPOC TNG cvvdptnong createSinglePlayerTools axpifog petd ta

TPOTYOOLEVD EPYOAEID TTOV QTIAELE.

expandRedoUndoTool = | - K

redo undo_tool = .getElementsByClassName( )[0];

[[Aqmovpyovpe éva korvovpro div element Y10 TNV TPOEKTAGT] TOVL EPYOAELOV

expand_redo _undo = .createElement( );
expand_redo_undo.className = -
(let i=0; i<expandRedoUndoTool.length; i++) {
div = .createElement( );
div.className = expandRedoUndoTool[i];
img = .createElement( );
img.src = + expandRedoUndoTool|[i] +
div.appendChild(img);
expand_redo undo.appendChild(div)
b

redo undo_tool.appendChild(expand redo undo);

®&lovpe 6TOV 0 XPNOTNG TATNHGEL TO gpyaieio redo undo vo KAVEL TO YPDLLO TOV TLO GKOVPO KoL VO, JLOG
gueavilel ta dAra dvo gpyareia. [ va to kdvovpe avtd TomobetobiEe TOV KOOIKO TOV XPEWLONACTE GTO

apyeio tools.js.

)-click(
).is(

).css({

).show();
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).hide();

).css({

[IpocBétovpe oto apyeio tools.css TNV css ToL YpelalOUAGTE Yo Vo gival To epyaieio Tov expand 6to onpeio

oL BELOVLLE.

{
: block;

: relative;

(to bottom, #e0e0d1 50%, #999966 100%);

5
solid black;
5
: absolute;

.
9

(to bottom, #e0eOd1 50%, #999966 100%);




.
9

solid black;

9
o
.
o

: absolute;

:active, :active {

(to bottom right, red, grey);

"Exovpe avtd 10 0moTéAEG U OG TOPA, STV GLVEXELN Bo TpoGOEcoVE TOV KMOIKA Y10 TNV DAOTOINGN TOV

redo ko undo tool.

- e | e [ e |
- e | e [ e |
—

1
O)C
] x] R‘IGJIN

I'a avtiv v VAoToiNnon Ba dnpovpyncovpe oto object Nonogram pia Katvovpla petafinty| v cellChoices

7ov Oa givar object , pe v onoio o LTOPOVUE VO, KPATHGOVLLE TO IGTOPIKO TOV KIVI|GEMV TOV YPNOTY).

[IpocBétovpe oto object nonogram tnv petafintn cellChoices mov €xet Tig €€ng 1010TNTES KO LEBOIOVGE.

.cellChoices = {
pastCells: [], newCells : [], index: 0,

update

(this.index < .pastCells.length) {
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limit = .pastCells.length;
(let i=this.index; i<limit; i++) {
.pastCells.pop();
.newCells.pop();

.index = .pastCells.length;

KdBe popd mov o ypnotng o motdel £va, keAl tote Oa amobnkevovue otov mwivaka pastCells wov givor 1016t TAL

Tov object cellChoices, To maA1d value Tov keAo0 Kl otV GuVEKELD amoBnkevovpe otov mivaka newCells to

véo value Tov kehov. IlpocBétovpe Tov kddka oty cuvaptnon fillCels og kdBe if Tov ELEyyel To value Tov

KEAL0V Kot ov&dvovpe Ty 1010t Ta index 1 omoia oG delyvel ovolacTiKd To KeAl mov Exel emiieyDel tehevtaio.

INa v if g emloyng default:

(this.fillCellChoice ==

(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= .emptyGrid[i].x && mouseY >= .emptyGrid[i].y &&
mouseX <= (this.emptyGrid[i].x + .blockSize) && mouseY <=
(this.emptyGrid[i].y + .blockSize)) {

(this.emptyGrid[i].value == 0) { //paint the cell black
.cellChoices.update();
.cellChoices.pastCells.push({cell: 1, value:
.emptyGrid[i].value = 1;
.drawWhiteCell(this.emptyGrid[i]);
.drawBlackCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.cellChoices.index ++;

(this.emptyGrid[i].value == 1) { /fill the cell with an x

.cellChoices.update();




.cellChoices.pastCells.push({cell: i, value:
.emptyGrid[i].value = 2;
.drawWhiteCell(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.cellChoices.index ++;

{ //Clear the cell

.cellChoices.update();
.cellChoices.pastCells.push({cell: i, value:
.emptyGrid[i].value =
.drawWhiteCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid|[i]);

.cellChoices.index ++;

I v emdoyn Tov epyaieiov black:

(this.fillCellChoice == N
(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= this.emptyGrid[i].x && mouseY >= this.emptyGrid[i].y &&
mouseX <= (this.emptyGrid[i].x + .blockSize) && mouseY <=

(this.emptyGrid[i].y + this.blockSize)) {
(this.emptyGrid[i].value !==1) {
.cellChoices.update();
(this.emptyGrid[i].value == 0) {

.cellChoices.pastCells.push({cell: i, value: 0});




f
L

.cellChoices.pastCells.push({cell: 1, value: 2});

.emptyGrid[i].value = 1;/fil the cell black
.drawWhiteCell(this.emptyGrid[i]);
.drawBlackCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

.cellChoices.index ++;

.cellChoices.update();
.cellChoices.pastCells.push({cell: i, value:
.emptyGrid[i].value =
.drawWhiteCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

.cellChoices.index ++;

; /T va Pyodpe amd v for agov Exovpe Ppel 1o ke

(this.fillCellChoice ==
(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= this.emptyGrid[i].x && mouseY >= .emptyGrid[i].y &&

mouseX <= (this.emptyGrid[i].x + .blockSize) && mouseY <=

(this.emptyGrid[i].y + this.blockSize)) {
(this.emptyGrid[i].value !== 2) {
.cellChoices.update();

(this.emptyGrid[i].value == 0) {




.cellChoices.pastCells.push({cell: i, value:

.cellChoices.pastCells.push({cell: i, value:

.emptyGrid[i].value = 2;
.drawWhiteCell(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

.cellChoices.index ++;

.cellChoices.update();
.cellChoices.pastCells.push({cell: 1, value:
.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value:
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

.cellChoices.index ++;

; /T va Pyodpe amd v for agod Eyovpe Bpel 1o KeEM

(this.fillCellChoice ==

(var i=0;i<this.emptyGrid.length;i++) {

(mouseX >= this.emptyGrid[i].x && mouseY >= .emptyGrid[i].y &&
mouseX <= (this.emptyGrid[i].x + .blockSize) && mouseY <=

(this.emptyGrid[i].y + this.blockSize)) {

(this.emptyGrid[i].value !== 0) {




.cellChoices.update();
(this.emptyGrid[i].value == 1) {

.cellChoices.pastCells.push({cell: i, value:

.cellChoices.pastCells.push({cell: i, value:

.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
.cellChoices.newCells.push({cell: i, value: 0});
.strokeCurrentChoice(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

.cellChoices.index ++;

; /T va Pyodpe amd v for agod Eyovpe PBpel To KeM

Me v 1810 Aoyikn tpocbitovpie Tav id10 kddka kot oty cvvaptnon fillMultiCells.

((mouseX > x && (mouseX < x + .blockSize)) || (mouseY >y && (mouseY <y + .blockSize))) {
(var i=0;i<this.emptyGrid.length;i++) {
(mouseX >= this.emptyGrid[i].x && mouseY >= .emptyGrid[i].y && mouseX
<= (this.emptyGrid[i].x + .blockSize) && mouseY <= (this.emptyGrid[i].y +
.blockSize)) {
(this.emptyGrid[i].x == x && .emptyGrid[i].y ==y) {
(this.emptyGrid[i].x == .currentChoice.cell.x &&
.emptyGrid[i].y == this.currentChoice.cell.y) {

)

.cellChoices.pastCells.push({cell: i, value: .emptyGrid[i].value});
.emptyGrid[i].value = startCell Value;
(startCellValue == 1) {

.drawWhiteCell(this.emptyGrid[i]);




.drawBlackCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.currentChoice.cell = this.emptyGrid[i];
.previousChoice.cell.push(this.emptyGrid[i]);

ctx.strokeStyle = ;

ctx.lineWidth = 4;

ctx.strokeRect(this.currentChoice.cell.x+5, .currentChoice.cell.y+5,
.blockSize-10, .blockSize-10);
.cellChoices.newCells.push({cell: i, value: 1});
.cellChoices.index ++;

(startCell Value == 2) {
.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.currentChoice.cell = this.emptyGrid[i];
.previousChoice.cell.push(this.emptyGrid[i]);

ctx.strokeStyle = ;

ctx.lineWidth =4;

ctx.strokeRect(this.currentChoice.cell.x+5, .currentChoice.cell.y+5,
.blockSize-10, .blockSize-10);
.cellChoices.newCells.push({cell: i, value: 1});

.cellChoices.index ++;

.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.currentChoice.cell = this.emptyGrid[i];

.previousChoice.cell.push(this.emptyGrid[i]);

ctx.strokeStyle =

ctx.lineWidth = 4;

ctx.strokeRect(this.currentChoice.cell.x+5, .currentChoice.cell.y+5,
.blockSize-10, .blockSize-10);
.cellChoices.newCells.push({cell: i, value: 1});

.cellChoices.index ++;




[IpocBétovpe oto apyeio tools.js v KoK yio TNV Aettovpyia Tov tools redo kot undo.

2V mePInTOOT oL 0 YPNOTNG TATHoEL TO epyaAeio undo kat dev vdpyetl Kdmola EMAOY TOTE KAVOLLLE

return ond v cvvaptnon. [aipvovue 1o Tponyovpevo index ko cell yio va propécovpe vo {oypapicovpie To
TPOTYOOLEVO KEAL OvolOYmG pe To value tov kelov. Xprnoyomolovpe Ty uébodo stopPropagation tov event
v va gumodicovpe To to click va exteleotel kot yio To parent element, yati dpa yivel click oto undo 1 redo

101¢ B0 yivel ko oto parent element redo_undo pe 1o onoio Ba Kieioet To expand.

).click( (
event.stopPropagation();

(nonogram.cellChoices.index == 0) {

.
9

index = nonogram.cellChoices.index-1;

cell = nonogram.cellChoices.pastCells[index].cell;
(nonogram.cellChoices.pastCells[index].value == 0) {

/Iwhite cell

nonogram.emptyGrid[cell].value = 0;

nonogram.drawWhiteCell(nonogram.emptyGrid[cell]);

nonogram.drawPreview(nonogram.emptyGrid|cell]);

nonogram.strokeCurrentChoice(nonogram.emptyGrid|[cell]);
nonogram.cellChoices.index --;
(nonogram.cellChoices.pastCells[index].value == 1) {
//black cell
nonogram.emptyGrid[cell].value = 1;
nonogram.drawWhiteCell(nonogram.emptyGrid|cell]);
nonogram.drawBlackCell(nonogram.emptyGrid|cell]);
nonogram.drawPreview(nonogram.emptyGrid[cell]);
nonogram.strokeCurrentChoice(nonogram.emptyGrid[cell]);
nonogram.cellChoices.index --;
(nonogram.cellChoices.pastCells[index].value == 2) {

//x cell




nonogram.emptyGrid|cell].value = 2;
nonogram.drawWhiteCell(nonogram.emptyGrid|cell]);
nonogram.drawXCell(nonogram.emptyGrid[cell]);
nonogram.drawPreview(nonogram.emptyGrid|cell]);
nonogram.strokeCurrentChoice(nonogram.emptyGrid|cell]);

nonogram.cellChoices.index --;

[apopote vioroinon kavoupe kat oto redo tool pe povn dapopd v if mov eAéyyovue av €xet yivel

TOLAGYIoTOV i eopd undo aAAmg Kavovpe return Kot Byaivovpe omd v cuvaptnon.

$( ).click( (
event.stopPropagation();

(nonogram.cellChoices.index == nonogram.cellChoices.newCells.length) {

.
9

index;
index = nonogram.cellChoices.index;
cell = nonogram.cellChoices.newCells[index].cell;
(nonogram.cellChoices.newCells[index].value == 0) {

/Iwhite cell
nonogram.emptyGrid[cell].value = 0;
nonogram.drawWhiteCell(nonogram.emptyGrid[cell]);
nonogram.drawPreview(nonogram.emptyGrid|[cell]);
nonogram.strokeCurrentChoice(nonogram.emptyGrid|cell]);
nonogram.cellChoices.index ++;
(nonogram.cellChoices.newCells[index].value == 1) {
//black cell
nonogram.emptyGrid|[cell].value = 1;
nonogram.drawWhiteCell(nonogram.emptyGrid|cell]);
nonogram.drawBlackCell(nonogram.emptyGrid[cell]);
nonogram.drawPreview(nonogram.emptyGrid|[cell]);
nonogram.strokeCurrentChoice(nonogram.emptyGrid|cell]);

nonogram.cellChoices.index ++;




(nonogram.cellChoices.newCells[index].value == 2) {

//x cell

nonogram.emptyGrid[cell].value = 2;
nonogram.drawWhiteCell(nonogram.emptyGrid[cell]);
nonogram.drawXCell(nonogram.emptyGrid|cell]);
nonogram.drawPreview(nonogram.emptyGrid|[cell]);
nonogram.strokeCurrentChoice(nonogram.emptyGrid|cell]);

nonogram.cellChoices.index ++;

8.2.6 Epyoieio clear

I To epyaireio clear:

Mndevilovpe OAES TIG EMAOYES TOV XPNOTH, TO KEALA KOl TO KEAMG TV ApOU®V Kol GTNV GLUVEXELD

kaBapilovpe tv canva kot TV Eava {oypapilovpe.

).click( 0¢
(let i=0; i<nonogram.emptyGrid.length; i++) {

nonogram.emptyGrid[i].value = 0;

(let i=0; i<nonogram.rowNumbersGrid.length; i++) {

nonogram.rowNumbersGrid[i].value = 0;

(let i=0; i<nonogram.columnNumbersGrid.length; i++) {
nonogram.columnNumbersGrid[i].value = 0;

}
clearCanvas();
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();
nonogram.cellChoices.index = 0;

nonogram.cellChoices.update();




8.2.7 Epyaiegio help

T to epyaieio help:

dnidyvovpe to object helpChoices 1o omoio mepiéyet 3 1316t TEG TOL OO £ivon TiVOKES TNV Wrong, ThV correct
wot v index. H wrong mepiéyet v AdBog emrloyn| Tov ypfoth, 1 correct TEPIEXEL TNV CWGTN EMAOYY] TOV
KeEA0V kau 1) index mepiéyel Tov aptBpd Tov KeAov. Ztnv cvvéyela Exovpe 2 for otic omoieg Ppickovpe Tig
AGO0¢ emA0YEG TV KEMMV Kal amobnkevovpe Tavta Tig AAB0g Kol GOoTEG EMAOYES Kot TV aplud Tov

OVTITPOCMTEVEL TO KEAL.

Anpiovpyodue pio petapint v randomChoices tnv omoia 0o ¥pNGIULOTOMGOVUE Y10, VO TAPOVUE EVOL TUYOLO
AGBog amd ta AdBn Tov ¥pNoTn Kot 6TV GLVEKELR EAEYYXOVLE TO AABOG TOV YpNoTN, av elxe Paietl padpo kel
o€ keM mov Empene va. giva kevo 1 av eiye Pael x o keM mov Empene va givon pavpo. Kot otig 2 if €yovpue
TOPOUOIEG TEPITTMGELS: OAAALOVLLE TNV ETAOYN TOL £KOVE O TOYTNG OTO KEAL UE TNV OOOTN EXAOYT, OTNV
ouvéyetn yia va ogtovpe oti etvan pio Bondeta Loypagilovpe €va mpdotvo mepiypapLpLo Kol PN GULOTOIDVTOG

v cuvdptnon setTimeout dnuovpyodpe Eva epé yia vo deifovpe 6ToV Xpnotn mold kel dStopOdinie.

helpChoices = { wrong: [], correct: [], index: [] };

onogram.levelGrid.length; i++) {

<nonogram.levelGrid[i].length; y++) {

(nonogram.levelGrid[i][y] === 1 &&
nonogram.emptyGrid[(i*nonogram.levelGrid[0].length)+y].value === 2) {

helpChoices.wrong.push(nonogram.emptyGrid[(i*nonogram.levelGrid[0].length)+y]);

helpChoices.correct.push(nonogram.levelGrid[i][y]);

helpChoices.index.push(i*nonogram.levelGrid[0].length+y);

(nonogram.levelGrid[i][y] == 0 &&
nonogram.emptyGrid[(i*nonogram.level Grid[0].length)+y].value === 1) {

helpChoices.wrong.push(nonogram.emptyGrid[(1*nonogram.levelGrid[0].length)+y]);
helpChoices.correct.push(nonogram.levelGrid[i][y]);

helpChoices.index.push(i*nonogram.levelGrid[0].length+y);
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randomChoice = floor( .random() * helpChoices.index.length);

(helpChoices.correct[randomChoice] === 0 &&

helpChoices.wrong[randomChoice].value === 1) {

nonogram.emptyGrid[helpChoices.index[randomChoice]].value =

ctx.strokeStyle =
ctx.lineWidth = 4;

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5,

nonogram.blockSize-10, nonogram.blockSize-10);
setTimeout( 0 {
nonogram.draw WhiteCell(nonogram.emptyGrid[helpChoices.index[randomChoice]]);

ctx.strokeStyle = 5

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5, nonogram.blockSize-10,

nonogram.blockSize-10);

);

setTimeout( 01

nonogram.drawXCell(nonogram.emptyGrid[helpChoices.index[randomChoice]]);

ctx.strokeStyle =

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5,

nonogram.blockSize-10, nonogram.blockSize-10);

);
nonogram.drawPreview(nonogram.emptyGrid[helpChoices.index[randomChoice]]);
ctx.strokeStyle = ;

(helpChoices.correct[randomChoice]

helpChoices.wrong[randomChoice].value ===




nonogram.emptyGrid[helpChoices.index[randomChoice]].value =
ctx.strokeStyle = ;

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5,
nonogram.blockSize-10, nonogram.blockSize-10);

setTimeout( 0 {
nonogram.draw WhiteCell(nonogram.emptyGrid[helpChoices.index[randomChoice]]);
ctx.strokeStyle = ;

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5,

nonogram.blockSize-10, nonogram.blockSize-10);
);
setTimeout( 0 ¢
nonogram.drawBlackCell(nonogram.emptyGrid[helpChoices.index[randomChoice]]);
ctx.strokeStyle = ;

ctx.strokeRect(nonogram.emptyGrid[helpChoices.index[randomChoice]].x+5,
nonogram.emptyGrid[helpChoices.index[randomChoice]].y+5,

nonogram.blockSize-10, nonogram.blockSize-10);

);

nonogram.drawPreview(nonogram.emptyGrid[helpChoices.index[randomChoice]]);

ctx.strokeStyle =

I to epyaieio home:

).click( 0O
).hide();




ctx.clearRect(0, 0, canvas.width, canvas.height);
container.style.transform =

container.style.left =

container.style.top = ;

canvas.width = innerWidth;

canvas.height = innerHeight;
canvas.style.border =

state =

$( ).show();

8.2.9 Epyaieio progress

To epyaieio progress eivar Eva fondntucd epyareio o onoio fonbdaet Tov yprot va kataldfel TOcH KeEALA

&xet emAéer. Ymoroyiloupe povo ta kehd pe povpo ko X, ta Aevkd keMd dgv voAoyilovral.

210 apyeto index.html npocsOétovpe oto div tag container tools petd to ul tools Tmv e&ng KMdKa

IIpocBétovpe TV css oto apyeio tools.css.

f
L

: inline-block;

: right;




: black;

Xpnowonotovpe oto info-progress to font-family ‘Press Start 2P’ a6 to google fonts. [IpocBétovpe to link

g css yia 1o font 6to index.html

INo va Ppickovpe To progress tng mictoag dnuovpyodie oto object nonogram v uébodo findProgress. Me
avt TV néBodo Ppickovpe 1o progress eréyyoviag to value dhmv Tov KeMdV Kot dpa givat Sidpopo Tov
Undevog 10te av&avovpe To progress Kotd 1 kot 610 1€hog diapolpe To amotéecpa e To TAN00G TV KEAMDV

g TioTog.

findProgress =
progress =
(let i=0; i<this.emptyGrid.length; i++) {
.emptyGrid[i].value != 0) {

progress++;

progress = (progress * )/ .emptyGrid.length;

floor(progress);

IIpocbétovpe ota apyeio mouse.js kot touch.js ota events mousedown, mousemove, mouseup, touchstart kot
touchmove T@v kdd1Ka TOV YPEOLONACTE Y10 VO VTOAOYILETOL KO VO OlVOVEDVETOL TO progress OTav 0 YPNoTNg

Kévet pio emthoyn.

$(canvas).mousedown(

nonogram.findProgress();
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$(canvas).mouseup(

).text("");

).text(nonogram.findProgress() + );

$(canvas).mousemove(

(isDown){

).text("");

).text(nonogram.findProgress() +

$(canvas).on(

nonogram.findProgress();

$( ).text("");

).text(nonogram.findProgress() +

$(canvas).on(

nonogram.findProgress();

$( ).text("");

$( ).text(nonogram.findProgress() +

[IpocBétovpe kar ota epyoreia redo, undo, clear kot help Tov k®dka Yo vo avavEDVETOL TO progress OToV O

YPNOTNG XPNOUOTOUCEL AVTA TO EpYOAEin. XTO 0pyeio tools.js Tov Eyovpe TOV KOOIKO Y10, TNV
aAAnAenidpao pe ta epyaieio tomoBetovpe oto event click ywo ta epyaleio mov avapépape, 6To TEAOG TOL

KGOe event TV KOIKA.

nonogram.findProgress();




).text("");

).text(nonogram.findProgress() +

101111 101111
101111 101111
1 1 1 1 1 1

101 |1 1|1 1||y“.>(.|
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v cvvéyelo 0o LIAGOLLLE Yo TV amoBNKeVOoT TG TPOOSOL TOV YPNOTN OTIG TIGTEG.

9. A0 kevG TS TPOGO0V TOV TALYVIOLOD

T vo amobnkedoovpe TV Tpdodo mov £xel KAVEL 0 ¥PNOTNG OTO Ty Vidl Ba PN GULOTOU|COVLE TV

Teyvoloyia storage mov €xel o kKBe browser 1 omoia pog emTpénel va amodnikevovpe dedopéva oTov browser.

EeKVALE ONUIOVPYDVTOG OTOV PAKELO S £va Kavovpylo apyeio To store.js Kot TomoBeToLE TO script 6To

apyeio index.html pv to script Tov main-menu.

X210 apyeio nonogram.js tpocOétovpe 6to object nonogram pio 1316t Tov Oa ivan object Tnv userChoices
otV omoia Bo amobnkedoovE OAEG TIC EMAOYEG TTOL £XEL KAVEL O XPNOTNG OTNV TIGTA Kot TpocHéTovpe v
ovvaptnon findUserChoices pe v omoia Oa Bpickovpe kot Oo amodnkevovpe OAeC TIG EXAOYEC TOV E)EL

K@veL 0 ypNoTng otV TioTa, oTIg 1010TNTEG TOL object userChoices.

.userChoices =

.userChoices.levelGrid = [];
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.userChoices.rowNumbersGrid = [];

.userChoices.columnNumbersGrid = [];

.findUserChoices = 0 {
(let 1= 0; 1 < this.emptyGrid.length; i++) {

.userChoices.levelGrid[i] = .emptyGrid[i].value;

i=0; i<this.rowNumbersGrid.length; i++) {

.userChoices.rowNumbersGrid[i] = rowNumbersGrid[i].value;

i=0; i<this.columnNumbersGrid.length; i++) {

.userChoices.columnNumbersGrid[i] = .columnNumbersGrid[i].value;

TomoBetovpe 6T0 apyeio store.js TOV KOOIKA TOV YPEOLONACTE Y10l VO KAVOVUE TNV omodnkevon.

"Exovpue 3 cuvaptioelg o€ antod to apyeio v store ol omoia eEAEYYEL av 0 browser vtootnpilel To storage, ov

T0 Voot pilel ToTe eAEyYEL av OV VILAPYEL 1O amodnKeLUEVN TPAOSOG TNG TIGTAG Kot TOTE TNV ONLuovpyel

aAMDG avovedVEL TNV vIdpywv. Tnv cuvaptnon retrieve n omoia Ppicket Kot maipvel v Tpdodo TG ToTOS

Kot v cuvaptnor isCorrect 1 oroia EAEYYEL AV 0 TOIKTNG EYEL OAOKANPADGEL QLT TNV TOTA.

(
// Check browser support
( (Storage) == ) {
('localStorage.getltem(level)) {

localStorage.setltem(level, progress);

localStorage[level] = progress;




localStorage.getltem(level).split(',").map(

(item, 10);

(level) {
(localStorage.getltem(level) ===

Anpiovpyodue 6To object nonogram Tnv cuvaptnon retrieveProgress pe v onoia o maipvovpe ta dedopéva
g mioTag mwov Eyovv anobnkevtel oto localstorage kot Oo ta TpocOiTovpe ata dedouéva e ToTAG TOL

£€YOLLE OMLOVPYTOEL

retrieveProgress = (
.userChoices.levelGrid = levelGrid;
.userChoices.rowNumbersGrid = rowNumbersGrid;
.userChoices.columnNumbersGrid = columnNumbersGrid;
(let i=0; i < this.emptyGrid.length; i++) {

.emptyGrid[i].value = .userChoices.levelGrid[i];

i=0; i<this.rowNumbersGrid.length; i++) {

rowNumbersGrid[i].value = .userChoices.rowNumbersGrid[i];

i=0; i<this.columnNumbersGrid.length; i++) {

.columnNumbersGrid[i].value = .userChoices.columnNumbersGrid[i];

Kot tomofeTovpe TNV cuvaptnon redrawProgress oto apyeio nonogram.drawing.js pe v omoia Eova

Coypagilovpe Vv TioTo POCIGUEVOL GTO Progress mov £YOVIE OVOKTHCEL.




Nonogram.prototype.redrawProgress =
(let i=0; i<this.emptyGrid.length; i++) {
(this.emptyGrid[i].value == 1){
.drawBlackCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
(this.emptyGrid[i].value == 2) {
.drawWhiteCell(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);

|
s

ctx.beginPath();
ctx.strokeStyle =
ctx.lineWidth =
(let 1=0; i<this.rowNumbersGrid.length; i++) {
(this.rowNumbersGrid[i].value == 1) {

ctx.moveTo(this.rowNumbersGrid[i].x+3,

(this.rowNumbersGrid[i].y + .blockSize)-3);

ctx.lineTo((this.rowNumbersGrid[i].x + .blockSize)

.rowNumbersGrid[i].y+3);

i=0; i<this.columnNumbersGrid.length; i++) {
.columnNumbersGrid[i].value == 1) {

ctx.moveTo(this.columnNumbersGrid[i].x+3,

(this.columnNumbersGrid[i].y + .blockSize)-3);

ctx.lineTo((this.columnNumbersGrid[i].x + .blockSize)

.columnNumbersGrid[i].y+3);

ctx.closePath();




ctx.stroke();

Orav onpuovpyeitan n wiota eA&yyovpe av 0 xpNons £xeL oM anobnkevpévn tpdodo g mioTos, oTNV
TEPITTOOT OV dEV £XEL OTAG PTICLYVOVE TNV TGTO KOl GTNV TEPITTMON TOV £XEL KAAOVLLE TNV GLUVAPTION
retrieveProgress yio va Tépovpe Ty Tpo0odo Tov ¥pNoTn Kot KOAOVUE TV cuvaptnon redrawProgress yio va

Loypagicovpe v Tpd0d0 TOL YPNOTN.

clearCanvas();
(!localStorage.getltem(currentStage)) {
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();

f
1

nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();

nonogram.retrieveProgress(retrieve(currentStage),

retrieve( +currentStage),

O

retrieve( +currentStage));

nonogram.redrawProgress();

Tnv cvvaptnon isCorrect tnv ektelovLE OTOV OMUOVPYEITOAL TO MENU TOL TALYVIOOL LE TNV omoia PAEmove

TIG TLOTEG WOV EYEL OAOKANPADGEL 0 XPNOTNG. Ao WATGOVLE Y1 0VTH TNV DAOTOINGCT GTO EXOUEVO KEPAANLO.

Tnv cuvdptnon store TV YPNGILOTOIOVUE OTOV O XPNOTNG KAVEL EMAOYEG TAVO GTNV TGTA 1] OV

YPTOULOTOIGEL KATO0 amtd Ta, extra tools.

INa T1g emMA0YEG TOV KAVEL 0 YPNOTNG TAVO GTNV TGTO TOTOOETOVLE TOV KMOKO 6To events mousedown,

mouseup Kot mouseout,
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$(canvas).mousedown(

nonogram.findUserChoices();

store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);

nonogram.findProgress();

$(canvas).mouseup(
1sDown = :

nonogram.findUserChoices();

store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);

$( ).text("");

$( ).text(nonogram.findProgress() +

$(canvas).mouseout(
isDown =
(isDown) {
nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);
store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);

I'a ta extra tools TomoBetove TV KOO 6Ta click events twv tools undo, redo, clear kot help.

[IpocBétovpe TV KMOIKE 6TO TEAOC KABE event pv omd 10 kdAecua ¢ cuvaptnong findProgress.

nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);




+currentStage, nonogram.userChoices.columnNumbersGrid);

v cvvéyelo Bo LIAGOLLLE Yo TO TG YiveTal o EAeY0G TG TPOOOOL TNG TiGTAS OV Tailel 0 XPNOTNG KO TU

yiveton 6tav o ypfotng Aoel cmatd TV mioTo.

9.1 'Eleyyoc Tnc Tpeddov TNg micTaC

I va k&voope Tov éleyyo tng Tpooddov g miotag tpocshiTovpe oto object nonogram v péBodo
checkProgress 1 omoio eAéyyel OA0 TO KEME TG TOTOG AV EIGUL COGTA G GYECN LE TNV TOTO TOL EYOVUE

opiocet.

.checkProgress =
index =
JdevelGrid.length;i++) {
JlevelGrid[i].length;y++) {
JdevelGrid[i][y] == | && .emptyGrid[index].value ==

.correct =

JlevelGrid[i][y] == 0 && (this.emptyGrid[index].value ==

.emptyGrid[index].value == 2)){

.correct =

index ++;
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Trv pnéBodo avtr v KOAOVE GTO event mouseup Tov canvas onAadn étav o ¥pNoTng xel KAvel ETAOYT

keAov. [IpocBétovpe v kddka mov ypelaldpacte oto event click Tov mouseup kot Tov touchend.

(nonogram.checkProgress()) {

$( ).show();
store( + currentStage, 1);

‘=

+ currentStage).show();

).hide();
store( + currentStage, 0);

$( + currentStage).hide();

Epdcov o ypriotng €xel Adoet v micta Ba Tov eppavifeton to €E7G pevo.

Correct !

INo va kévoope owtod to arotélecpa Tpochétovpe oto apyeio index.html oo div tag correct-singleplayer ta
tags pogc. ‘Eyovpe 2 koopmid to éva gival to restart pie 1o omoio o xpnotg mailel amd v apyn v TioTo Kot 1o

continueGame e TO 0010 0 YPNOTING EMGTPEPT GTO HEVOD EMAOYNG TLOTAV.
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Correct !

Restart

Exit

[IpocBétovpe kot v avtictoyyn css oto apyeio home.css yia va €govpe 10 onTIKO amotéAeso Tov B oL LE.

{

absolute;

(0, @, @, 0.6);

{

absolute;

(-50%, -50%);

center;
(to bottom right, #e@e@dl, white, #999966);
solid black;

J




pointer;
bold;
(to bottom right, #e0e@dl, grey);

solid black;

(to bottom right, #e0@e@dl, white);

{

relative;
auto;
auto;

center;

I v vAomoinon Tov restart kot Tov continueGame TPocHETOVLE TOV KOJIKA GTO apyeio tools.js

).click( 0 {
i=0; i<nonogram.emptyGrid.length; i++) {

nonogram.emptyGrid[i].value =

(let i=0; i<nonogram.rowNumbersGrid.length; i++) {

nonogram.rowNumbersGrid[i].value = 0;

(let i=0; i<nonogram.columnNumbersGrid.length; i++) {

nonogram.columnNumbersGrid[i].value = 0;




ctx.clearRect(0,0,canvas.width, canvas.height);

nonogram.drawGrid();

nonogram.drawRowNumbers();

nonogram.drawColumnNumbers();

nonogram.findUserChoices();

store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);

store( + currentStage, 0);
$( )-hide();

$( )-show();
$( ).hide();

$( + currentStage).hide();

$( ).text("");

).text(nonogram.findProgress() + );

).click(
8( ).hide();
ctx.clearRect(0, 0, canvas.width, canvas.height);
container.style.transform =
container.style.left =
container.style.top = ;
canvas.width = innerWidth;
canvas.height = innerHeight;
canvas.style.border =
state =

$( ).hide();




Epdcov o ypfiotig €xel TeAeldoel coTd pia TioTo Kot Yo va, propet vo EEpetl Toég Tioteg £xel tereidoet Ba

mpocBécovpe pio eikova dimAa and TG TOTES TOV £XEL OAOKANPMOCEL.

X o B CHess
- SNAKE
AIRPLANE
O ‘ SMILE
|:| Close
DI
"0

I'o va to kdvovue avtd Tpochétovpe TV KOdIKA TOL Ypetalopacte oto &N onueio:

1. Xto apyeio stage.js tpocBétovpe v petafintr allStages n omoia mepiéyel T ovouacieg OA®V TV

TIOTOV.

allStages = [

Kot TorofeTov e 6TV cuvaptnon createLevel Tov kddKa Tov Ba eAéyyel av 0 ¥pNoTNG £xEL
0AOKANPOUEVT TNV THOTA 0OGTA OTay TNV dnpovpynoet. TomroBetovpe Tov kMK TPV TO KAAECHQ

g ovvdaptnong resetTools.

(nonogram.checkProgress()) {

$( ).show();

$( ).show();

resetTools(

2. Xt0 apyelo main-menu.js TOToOETOVE TOV KOO GTO TEAOG TOL apYEIOV, 0 0mOi0g EAEYYEL OAES TIG
TioTEG KOl 08 0GEC £0vv oAokANpmBel eppavilel To gikovidio dimia and 1o dvopa OTL TNV €xEL

0AOKANPOGCEL.
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i=0; i<allStages.length; i++) {

(isCorrect( + allStages|[i])) {

$( + allStages][i]).show();

Avtd giyape va ToOUE Y10 TOV ELEYYO TNG TTPOOSOV TOV ¥PNOTI, GTO EMOUEVO KEPAANL0 ol LWAHGOVLLE Yo dVO

£Etpa Aettovpyieg ot omoiec Ba pog fondnocovyv oy enilvon TV TGTOV.

r

10. 'E&zpo Acrtovpyis

e autd 10 Ke@AAao Bo pAcovpe Yo Tig EETpa Aettovpyieg o1 omoieg eivar 1 zoom kot drag. H zoom pog
EMTPEMEL VO KAVOVLLE ZOOM GTIC TIOTES Y10l VO UTOPEGOVLLE VOl EXOVE Mo KOAVTEPT OTTIKY| TNG TIOTOS KL M)
drag pe tnv omoio 0o PTOPOVE VO LETOKIVOVLE TNV THGTO AVAAOYO, LLE TO ZOOm TV £XEL Yivel. AvTég ot
Aertovpyieg pog ponbave kupimg oty eniivorn HEYAAWOV TIGTOV Kol KUPIME GTOVG XPNOTEG Ol 0moiot mailovv
a6 smartphone kat tablets. To zoom kot To drag yio vo dovAéyouy ypetalovtal to £va to dAro. o va
UTopEcELg va KAvelg drag Tpémetl va £XE1G KAveL Zoom Kot Yo VoL LITOPEGELS VOL OELG TNV THOTA 0TV £)XELG KAVEL
zoom ypetdetat To drag. Oa EEKVIOOVLE PE TOV KMOTKO TTOV YPEIALETOL VIOl TV VAOTOINGT) TOV Zoom Kol

oV cuvéyelo Ba mpocshicovpe TV kddKa Tov drag.

10.1 Y omoinon Acttovpyioc zoom

O unyoviopdc mov Ba eEléyyet v KAlpaka Tov zoom tng miotag gival to scroll Tov movtikiov, Y1 avtd Oa
oTid&ovpe o cuvaptnon 1 oroia O kKataypdgel Ty kivnen tov scroll. Av o ypnotg kavet scroll Tpog ta

mhvo tote Ba 10 voAoyifovpe cov zoom in kot dpa kévet scroll Tpog Ta kbt TdTE B Khvel zoom out.

Ytov pdkeAo controls @tidyvovpe to apyeio zoom_drag.js kot tpocBétovpe 1o script oto index.html.

T va To Tetdyovpe avtd eTidyvovpe c6to apyeio zoom_drag.js v cvvaptnon handleScroll | omoia 6o
maipvel ooy TapdpeTpo v value n omoia Ba avtitposmnedel to scroll mov yivetar, dnAadr| dua to value givol
-3 1 -100 Ba Bewpeitoan cov zoom in ko av Oa givan 3 1 100 Ba Bewpeitor cav zoom out. Anpiovpyodue Tig
petafintéc mov Oa yperaotodpe. H originX kot originY ovTurpooc®meDovV TG Origin GUVTETAYUEVES TOV canva

o1 omoieg gival o1 cuvteTayUEVES Tov 0pilovV TNV 0PN TOV GUVTETAYUEVOV TNG TTioTog pag, N originWidth kot
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originHeight avtitpocwonregvovy 10 péyebog g miotag pog, n scaleFactor avtimpoownevel v KAlpaka Tov
Z0om 7oV VeicTatal 6TV Tiota kal 1 translatePos maipvelc Tig cuvTeTayUEVES TOV TOVTIKIOD TTOVL £YIVE TO

zoom TAV® oTNV ToTA.

originX = 0;

originY = 0;

originWidth = 0;
originHeight = 0;
scaleFactor = 1;

translatePos = {x:

"Exovpe opioet €va 6plo yio 1o zoom Tov yivetal otny miota, dev pmopel va vepPet 1o 2.5 dnAadr| dev pmopel
va yiver vrepPfoicd zoom in kai dev pmopei va katéPet to 1 dndadn dev pumopet vo Eemepdoet To apykd zoom
out ¢ mictag. Lo Téhog kdbe mepintwong extelode TV cvvdptnon trackTransforms 1 omoia kpatdel To
16TOPIKO TV Origin GLVIETAYUEVMV TOL canva. AVTi 1 cuvaptnon pog Ponbdet vo (oypagpicovie ctov canva
Bacilouevotl oto zoom mov €xet yivel. [IpooBétovpe v cuvaptnon handleScroll kot trackTransform oto

apyeio zoom_drag.js.

originX = Xx;
originY =y;
originWidth = w;

originHeight = h;

(value == -3 || value == { //zoom in
(scaleFactor < ) §
scaleFactor +=
translatePos.x = (mouseX-originX)/scaleFactor;
translatePos.y = (mouseY-originY)/scaleFactor;
zoom(scaleFactor, translatePos);

translatePos.x = -((scaleFactor*translatePos.x)-translateP

translatePos.y = -((scaleFactor*translatePos.y)-translatePos.y);
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originX = translatePos.x;
originY = translatePos.y;

track Transforms(translatePos.x, translatePos.y,
translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

(value == 3 || value == ) { //zoom out

(scaleFactor > 1) {

scaleFactor -= 0.1;
translatePos.x = (mouseX-originX)/scaleFactor;
translatePos.y = (mouseY-originY)/scaleFactor;
zoom(scaleFactor, translatePos);
translatePos.x = -((scaleFactor*translatePos.x)-translatePos.x);
translatePos.y = -((scaleFactor*translatePos.y)-translatePos.y);
originX = translatePos.x;
originY = translatePos.y;

track Transforms(translatePos.x, translatePos.y,
translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

KaAiovpe v cuvaptnon trackTransforms ywo va opicovpe tig petafAntés.

trackTransforms(0,0,canvas.width, canvas.height);

IIpocBétovpe TV cuvdptnon zoom oto apyeio zoom_drag.js 1 onoio epoppdlel To zoom mov yivetal otV

niota. Xpnoomrolovpe dVo pnedddovs amd To context Tov canvas oV LOG EXLTPETOLY VO, KAVOVLE TO Zoom,

glvar m pébodog translate kon scale. H translate petatomiCel Tic apyikég ovvieToyuéves Tov canva ko 1 scale
petatonilel To puéyebog g KAipoKag Tov canva onAadn aue to scale eivan 2 tote Ta pixel Oa £yovv duthdcio

puéyeboc. Epappolovpe to zoom kot Eavd (wypagilovpe v mwiota.




(

clearCanvas();

ctx.save();

ctx.translate(translatePos.x, translatePos.y);

ctx.scale(scaleFactor,scaleFactor);

ctx.translate(-translatePos.x, -translatePos.y);

nonogram.drawGrid();

nonogram.drawRowNumbers();

nonogram.drawColumnNumbers();

(

i=0; i<nonogram.emptyGrid.length; i++) {
(nonogram.emptyGrid[i].value === 1){
nonogram.drawBlackCell(nonogram.emptyGrid[i]);
nonogram.drawPreview(nonogram.emptyGrid[i]);
(nonogram.emptyGrid[i].value === 2) {
nonogram.draw X Cell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid[i]);

ctx.beginPath();

ctx.strokeStyle =

ctx.lineWidth = 3;

(

i=0; i<nonogram.rowNumbersGrid.length; i++) {

(nonogram.rowNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.rowNumbersGrid[i].x+3,

(nonogram.rowNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.rowNumbersGrid[i].x + nonogram.blockSize)

nonogram.rowNumbersGrid[i].y+3);

=0; i<nonogram.columnNumbersGrid.length; i++) {
(nonogram.columnNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.columnNumbersGrid[i].x+3,

(nonogram.columnNumbersGrid[i].y + nonogram.blockSize)




ctx.lineTo((nonogram.columnNumbersGrid[i].x + nonogram.blockSize)-3,

nonogram.columnNumbersGrid[i].y+3);

ctx.closePath();
ctx.stroke();

ctx.restore();

IIpocbétovpe oto apyeio zoom_drag.js Tov kd®dika Tov ¥PelalOUACTE Y10, TNV CAANAETIOPACT) TOV ¥PNOTN LE

7o scroll Tov movtikiov.

$(canvas).bind( ,
(state === || state === ) {

handleScroll(event.originalEvent.deltaY);

$(canvas).bind(
(state === || state ===

handleScroll(event.detail);

Otav o ypnotg &xet kavel zoom Kot BEAEL vor emAEEel KeMd Yo va uropéaetl va (oypagicel Ta KeAld e Bdon

T0 ZOOm OV £)EL YIVEL TPEMEL VO TPOTOTOGOVE TV KMo mov Lwypapiletl ta keAd.Xto event

mousedown tov canva TpocHETovpe TOV KOJKA,

isDown =

ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);

nonogram.fillCels((startPointMouseX-originX)/scaleFactor,




(startPointMouseY-originY aleFactor);

ctx.restore();

nonogram.findUserChoices();

670 event mousemove TpocHETovpe TOV KOIKA

ctx.save();

ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
nonogram.fillMultiCells((mouseX-originX)/scaleFactor,

(mouseY-originY)/scaleFactor, (startPointMouseX-originX)/scaleFactor,

(startPointMouseY-originY)/scaleFactor);

ctx.restore();

$( ).text("");

Ofn[x]_[Slelo[«] HER

Avtn glvon vAomoinom tov zoom.
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10.2 Y)omoinen rewrovpyiog drag

H vAiomoinomn tov drag 0éhovue va kdvel to e€ng, 6tav o xpnotng Kavel zoom Oa tov gueovilel téooepa
KOG TV, KAT®, de&1d Kot aptotepd e ta omoia Ba pmopel va Kovvael Ty ToTo KoL Vo TNV LETAKIVEL oTaL

onueio Tov BéLeL yio va pmopet va emidéEet Ta keMd mov B€Aet ywpig va tov evoyrel To zoom.

IIpocbétovpe oto apyeio zoom_drag.js 1ig petafintéc mov Ba yperactovpe yio to drag,

myLimit =

limitTop = myLimit;

limitLeft = myLimit;

limitBottom;

limitRight;

dragged = 0;

dragStart = {x:0,y:0};

activeDragControl,;

topControl = .getElementByld(
leftControl = .getElementByld(
rightControl = .getElementByld(

bottomControl = .getElementByld(

Op1o0etodpe ta opto limitBottom ko limitRight 6tav onpovpyeiton  wioto pag. Xto apyeio stages uéca

otV cvvaptnon createLevel tonofeTodie TOV KOIIKA LG 6TO TEAOG TNG GLVAPTNGTG.

limitBottom = nonogram.height-myLimit;

limitRight = nonogram.width-myLimit;

2V cuvéyela eTidvovpe oto apyeio zoom_drag.js tv cuvaptnon drag kot dragControl.

H drag dovievet og €€, 6€yetan cav mapduetpo v translatePos, kabapilel tov canva, emavanpocsdiopilet
T1G origin cuvTeETAYUEVEG TOV canva, epapuolet To scale mov €yel yivel kot oty cuvéyela Eava Loypapilel Tnv

TLOTO PN OLUOTOLDVTAS TIG GUVAPTNOELG retrieveProgress kot redrawProgress.

(
clearCanvas();

ctx.save();

ctx.translate(translatePos.x,translatePos.y);
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ctx.scale(scaleFactor,scaleFactor);
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();

nonogram.retrieveProgress(retrieve(currentStage),
retrieve( +currentStage),

retrieve( +currentStage));
nonogram.redrawProgress();

ctx.restore();

H dragControl déyeton ooy TapapeTpo TIG X Koy HETOPANTEG Ol 0TTOiEC EIVaL 01 GUVTIETOYUEVEG TOL TOVTIKIOD
APULPDOVTOG TIC CUVTETAYLEVES Ao TIG omoieg Eekivnoe To drag Kot TNV GUVEXELN QVTEG OL GUVTETAYEVEG

dniovovtat oty translatePos o1 omoia opiletor cav mapdpetpo oty cuvaptnon drag. Xe kabe mepintmon g

if eléyyovpe va Bpodpe og Told OpLol PPIOKOUACTE KOl TPATTOVUE AVOADY®G.

translatePos.x = x;
translatePos.y = y;

((limitTop>translatePos.y) && (limitLeft>translatePos.x) &&
(limitRight<(translatePos.x+(scaleFactor*canvas.width))) &&

(limitBottom<(translatePos.y+(scaleFactor*canvas.height)))) {
drag(translatePos);

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));
(limitTop<=translatePos.y && limitLeft<=translatePos.x) {
translatePos.x = originX
translatePos.y = originY;
drag(translatePos);

track Transforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

(limitTop<=translatePos.y && limitRight>=(translatePos.x+(scaleFactor*limitRight))) {




translatePos.x = originX
translatePos.y = originY;
drag(translatePos);

track Transforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

(limitRight>=(translatePos.x+(scaleFactor*limitRight)) &&
limitBottom>=(translatePos.y+(scaleFactor*limitBottom))) {

translatePos.x = originX;
translatePos.y = originY;
drag(translatePos);

track Transforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

(limitBottom>=(translatePos.y+(scaleFactor*limitBottom)) && limitLeft<=translatePos.x) {

translatePos.x = originX;
translatePos.y = originY;
drag(translatePos);

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));
(limitTop<=translatePos.y) {
translatePos.y = originY;
drag(translatePos);

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));
(limitLeft<=translatePos.x) {
translatePos.x = originX;
drag(translatePos);

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));
(limitRight>=(translatePos.x+(scaleFactor*canvas.width))) {
translatePos.x = originX;

drag(translatePos);




trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));
(limitBottom>=(translatePos.y+(scaleFactor*limitBottom))) {
translatePos.y = originY;
drag(translatePos);

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

translatePos.x = originX;

translatePos.y = originY;

[IpocBétovpe 6T0 TEAOG TNG CLVAPTNOTG Z0OM TOV KMOIKO OV YPelOpaocTe Yo va gppavifovtol To Kovpumid

tov drag otav €yet yivel zoom.

(scaleFactor !== 1) {
$(topControl).show();
$(leftControl).show();
$(rightControl).show();

$(bottomControl).show();

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();

$(bottomControl).hide();

v cvvéyeln tpocBétovpe oto apyeio index.html to Kovpmid e ta omoia B pwopoHiLEe v EPAPUOCOVLE TO

drag. ¥to div tag pe id game petd to tag tov canva tpocBéTovpe TOV KOSKA.




210 apyeio tools.css TpocHETOLLE TV CSS Y10 TV LOPPOTOINGT| TOV KOVUTUDV.

: none;
: absolute;
solid black;

(0,250,250,1);




T va metdhyovpe TNV AELTOVPYIKOTNTO TOV KOLUMI®V Tov drag mpocBétovpe oto apyeio zoom_drag.js tov

KOOKO

/I --- Drag Controls for mouse
topControl.addEventListener(
mouseX = event.offsetX || (event.pageX - topControl.offsetLeft);

mouseY = event.offsetY || (event.pageY - topControl.offsetTop);

topControl.addEventListener(
event.preventDefault();

mouseX = event.offsetX || (event.pageX - topControl.offsetLeft);

mouseY = event.offsetY || (event.pageY - topControl.offsetTop);
$(this).hide();

activeDragControl =

leftControl.addEventListener( , ( ) {
mouseX = event.offsetX || (event.pageX - leftControl.offsetLeft);

mouseY = event.offsetY || (event.pageY - leftControl.offsetTop);

leftControl.addEventListener(
event.preventDefault();
mouseX = event.offsetX || (event.pageX - leftControl.offsetLeft);
mouseY = event.offsetY || (event.pageY - leftControl.offsetTop);
$(this).hide();

activeDragControl =




rightControl.addEventListener(
mouseX = event.offsetX || (event.pageX - rightControl.offsetLeft);

mouseY = event.offsetY || (event.pageY - rightControl.offsetTop);

rightControl.addEventListener(
event.preventDefault();
mouseX = event.offsetX || (event.pageX - rightControl.offsetLeft);
mouseY = event.offsetY || (event.pageY - rightControl.offsetTop);
$(this).hide();

activeDragControl =

bottomControl.addEventListener( , ( ) {
mouseX = event.offsetX || (event.pageX - bottomControl.offsetLeft);

mouseY = event.offsetY || (event.pageY - bottomControl.offsetTop);

bottomControl.addEventListener(
event.preventDefault();
mouseX = event.offsetX || (event.pageX - bottomControl.offsetLeft);
mouseY = event.offsetY || (event.pageY - bottomControl.offsetTop);
$(this).hide();

activeDragControl =

Tpomomolovpat 6A0 TV KOIIKA 6TO event mousedown Tov canva.

startPointMouseX = event.offsetX || (event.pageX - canvas.offsetLeft);

startPointMouseY = event.offsetY || (event.pageY - canvas.offsetTop);
(state === ) {
(startPointMouseX<originX) {
dragStart.x = startPointMouseX - translatePos.x;

dragStart.y = startPointMouseY - translatePos.y;




dragged =

(startPointMouse Y <originY) {

dragStart.x = startPointMouseX - translatePos.x;
dragStart.y = startPointMouseY - translatePos.y;
dragged = ;
(startPointMouseX>originWidth) {

dragStart.x = startPointMouseX - translatePos.x;
dragStart.y = startPointMouseY - translatePos.y;

dragged = ;
(startPointMouseY>originHeight) {

dragStart.x = startPointMouseX - translatePos.x;
dragStart.y = startPointMouseY - translatePos.y;
dragged =

f
L

1sDown = :

ctx.save();

ctx.translate(originX,originY);

ctx.scale(scaleFactor,scaleFactor);

nonogram.fillCels((startPointMouseX-originX)/scaleFactor,

(startPointMouseY-originY )/scaleFactor);
ctx.restore();
nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage,

nonogram.userChoices.rowNumbersGrid);

storc( +currcntStagc,
nonogram.userChoices.columnNumbersGrid);

nonogram.findProgress();

(state ===

//coming soon




IIpocBétovpe 610 event mousemove Tov canva 600 if e Tig omoieg eAéyyovpe av yivetar drag péco twv tools

N amd To KEVO OV OMovpYeiTal GTOV canva

(dragged){
dragControl(mouseX-dragStart.x, mouseY-dragStart.y);
$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

(activeDragControl) {
$(topControl).hide();
$(IeftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

dragControl(mouseX-dragStart.x, mouseY-dragStart.y);

$(canvas).mouseup(
(state ===
isDown =
(dragged){

$(topControl).show();
$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();

dragged =

(activeDragControl) {

activeDragControl =

(nonogram.checkProgress()) {

$( ).show();




+ currentStage, 1);

$( + currentStage).show();

$( ).hide();
+ currentStage, 0);
$( + currentStage).hide();

1
s

nonogram.findUserChoices();

store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);
).text("");

).text(nonogram.findProgress() +

$(canvas).mouseout(
isDown =
(dragged) {

activeDragControl =
dragged = ;
$(topControl).show();
$(leftControl).show();
$(rightControl).show();

$(bottomControl).show();

(isDown) {
nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);




IIpocBétovpe oTOV canva 10 event mouseover e T0 0To{0 UTOPOVLLE VO, TAPOVLE TIC GUVIETAYLEVES TOV

TOVTIKIOD 0TV 0 XPNoTNG TaTHoEL €va amd ta drag control.

canvas.addEventListener(
(activeDragControl) {
lastX = evt.offsetX || (evt.pageX - canvas.offsetLeft);
lastY = evt.offsetY || (evt.pageY - canvas.offsetTop);
( (translatePos.x)) {
translatePos.x =
translatePos.y =

v
]

dragStart.x = lastX - translatePos.x;

dragStart.y = lastY - translatePos

dragged =

(=t

"Exovue ptidéet to €€fg anotéleopia.

s

Anba
HXXHN
H =N

/N 7/
u| x| [Qle|e]|d]

210 emouevo kepdrato Oa avaidoovue To multiplayer koppdtt Tov Toryvidov.
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11. Multiplayer

KdBe popd mov €vag xpnotng cuVOEETOL GTNY GEAMDA UG, XPTOLLOTOIMVTAG TO socket.io, avTioTolyEital 6€ £val
socket pe 10 onoio pmopel va emikovmvel achyypova [LE TOV Server Kot YL TNV SLVATOTNTO VO GTEAVEL KO VO

déyetan events Kot OEQOUEVAL.

[ va pmopécovpe va xpnoyomomcovpie to socket amd migvpdg client pémetl va mpochHécovpe oto apyeio
index.html 7o script mov Oa pag exttpéyetl va ypnoomolovpie to socket. [lpocBétovpe to script oty apyn

TV Scripts.

®a mpochicovue Evav counter TNV GeMOA oG, 0 0oi0g Bal Lag SEiyVEL TO GUVOAD TV YPNCTMOV TOV

Bpiokovtatl oty celida. I'a va to kévovpe avtd mpochétovpe oto apyeio index.html péca oto div tag

container oto téAog, 1o div tag pe id clients-count

Kot 6to apyeio home.css mpocOEtovpe TNV €SS yio TV poppomoinon.

§
L

: block;

: absolute;

: bold;

: Arial;

: white;

solid black;

INo va propécovpe vo avavedvovpe Tov counter oto client Tov kdbe yprotr, dNUIOVPYOVUE GTO apyEio

server.js v global petafint clients
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clients = 0;

N omoio o av&davetar kibe Popd dTav Evag ¥pNoTNG cuvdéeTan otV oeAida pogc. IlpocBétovpe 6to event
connection Tov server pag v avénon g netaPAntg kot oto event disconnect tov sock kébe ypnotm
LELOVOLLE TNV HETAPANTN KO KAVOVLE TNV OVAVEMGT] TOL counter GTovg ¥PNoTES e To event refresh counter

TOVL SCrver.

10.0n( , (sock) => {
'when a user connects to the server

clients ++;

sock.on(
Jog(
clients --;

10.sockets.emit( , { description: + clients });

//Message to all connected clients

10.sockets.emit( , { description: + clients});

Anpovpyolpe otov eakelo js To apyeio nonogram.multiplayer.js oto omoio Ba &yovpe TV kddKo OV Hat

¥pEWCTOVLLE Yio To multiplayer amd mhevpdg client. I[IpocBétovpe to script 610 apyeio index.html.

Anpiovpyodpe oto apyeio nonogram.multiplayer.js to object sock to omoio pog eTITPENEL VO, ETUKOVOVOLLLE

HE TOV Server

sock = 10();

Kot TpooBéTovpe TV KO 0 onoiog 6tav AaPet to event refresh counter Oa oAAalel Tov apBpod TV

XPNOTOV.

'Client Counter
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sock.on( , (data) => {

$( ).text(data.description);

H viomoinomn mov Ba kdvovpe yio to multiplayer €xel wg €€ng: 6tav o ypnotng Ba TaToEL TO KOLUTL TOV
multiplayer a6 o KeVTpiKo pevov tote O 6TéAVEL To event multiplayer 6Tov server 0Tt YayveL 0 ¥prnoTne vo
Bpet cupmaiktn, oty cvvéyeta Ba Tov epeaviletor Eva pMvopa 6Tl yayvete cuumaiktng Kot 6tav Ppedel 10te
Ba dnpovpyeitan to multiplayer game. @a Egkviicovpe QTIAYVOVTOG TNV AEITOVPYIKOTNTA TNG EMAOYNG
multiplayer. 10 apyeio main-menu.js TpocOétovpe TOV KOSIKO TNG AELTOVPYIKOTNTOG TNG EMAOYNG

multiplayer. 'l To event multiplayer 0o JWAAGOVLE GTO EXOUEVO KEPAAOLO TTOV OLPOPEA TOL events.

).click(
).hide();
).show();
).show();

sock.emit(

2ty ovuvéyela Tov gpeoviletot To pvopa g avapovig. IpocBétovpe tov kddika 6to apyeio index.html

péoa oto div tag container.

<!-- Game lobbie for multiplayer -->

Multiplayer

Searching for player...

Kot SNUovpyodE Eva Kotvovpylo apyeio css to multiplayer.css otnv omoio B Eyovpe TV css Tov

ypewlopaote yio o multiplayer. [IpocBétovpe o link tov css apyeiov oto index.html,
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TOV KOOKO 7OV YPealOIOCTE GTO €SS apyElo

f
L

. none;

solid black;
: absolute;
. center;

auto;

(-50%, -40%);

: bold;

: Arial;

solid black;

: pointer;

i}

solid black;




/*Loading dots*/

f
L

: inline-block;
: relative;

)

: absolute;

(0, 1, 1, 0);

:nth-child(1) {

: Ids-ellipsisl infinite;

:nth-child(2) {

: Ids-ellipsis2 infinite;

:nth-child(3) {

]

: Ids-ellipsis2 infinite;

:nth-child(4) {

]

: Ids-ellipsis3 infinite;




lds-ellipsis] {

(0);

lds-ellipsis3 {

(1);

lds-ellipsis2 {

(0, 0);

Kot TPOooHETOVE TOV KMOIKA TNG AAANAETIOPAGN G TOV ¥PNOTN LE TNV eMA0YN exit Tov div tag pe id exit

multiplayer waiting lobby 610 apyeio main-menu.js. [la To event exit multiplayer waiting lobby 0a

WANGOVUE GTO EMOUEVO KEQAAALO.

$(
$( ).show();
$( ).hide();

sock.emit(

H xatdotaon oty onoia Bpicketat o ypnotng sivor n e€ne.




Multiplayer

Searching for player...

Emiong kpvPovpe twv clients counter 6tav dnpovpyeiton pia miota oto singleplayer. [IpocBétovpe oto apyeio

stages.js, péoa otV cuvaptnon createLevel 610 1€hog, TV KUK, TOL YPEOLONACTE

' to multiplayer Ba ptidEovpe évo module otov server pe 6voua NonogramMultiplayerGame 1o omoio Oa

mepi€yet pia class wov Ha avTrpoownevEL TO ToyVidl pog kot Ba mepiéyet 1010t TeS Kal pebodovg mov Oa
¥PEWGTOVLE Yiot To multiplayer oy vidl pueta&l Tov d00 TUKTMOV.ETOV PAKELO server SnUovPYovLLE TO apyEio

nonogramMultiplayerGame.js oto omoio Ba @tidEovpe v class NonogramMultiplayerGame,

M omoio oto constructor Oa wepi€yel TI¢ peTaPfAntég, players n omoia Oa sivon mivakog pe ta socket id v

TOKTOV, TNV turn 1 ool pog delyvel TV TaikTn mov gival 1 6€1pd Tov Yia va Taiet, TV nonogram 1 oroio
Oa mepiéyet ta dedopéva g Tiotag pag, tnv choice 1 onoio Ba TeP1Eyel TNV EMAOYT| TOV €)EL KAVEL O EKAGTOTE
maiktng kot trv reomld 1 onoio Ba wepi€yet To id Tov room oL PpickovTal o1 TaikTEG Kol 68 KAOE TaikTn
dnuovpyodue opiopéva events ota ool Otav Oa d€xeTar omd Tov server To GLYKeEKPIEVa events TOTe Oa

yivetar to €ENG:

Me 10 event turn Bo opilovpe mo1d¢ waiktng Ba waiEel TPOTOC OTAV EEKIVIGEL TO TTOLYVIOL EKTEADVTAG TNV

pébodo playerTurn.
Me to event empty grid opifovpe kot avave®vovue To dedOUEVA TNG TOTOG LLOG.
Me to event nonogram opilovpe yio TpMT POpd TNV ToTA HLOC.

Me 7o event correct eAéyyovpe TNV TPOOSO OV £YOVV KAVEL 0L ¥PNOTES Yo va Bpolpe apa xovv Ppet Tnv
Ao g mioTog Kot 6To TEA0G ToL constructor kahovpe v pébodo _playerTurn yio vo opicovpe Tolog

maiktng Oa waigel TpdToc.
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(pl, p2,room) {
._players = [p1, p2];
. turn = ;

._nhonogram =

._choice =

._roomld = room;

._players.forEach( ( ) => {

player.on( , 0= {
._playerTurn();

P

player.on( , (value) => {
._updateNonogram(value);

$)s

player.on( , (nonogram) => {

. nonogram = nonogram;

player.on( , 0= {

._checkProgress();

._playerTurn();

_sendToPlayers(msg) {
._players.forEach( (

player.emit(




_playerTurn() {
(this._turn === this._players[0]) {
//player 2 turn
._turn.emit( );
._turn = this._players[1];
._turn.emit( :

._turn.emit(

Jlog(

//player 1 turn
._players[1].emit( Ik
._turn = this._players[0];
._turn.emit( ,
._turn.emit(

Jog(

_sendNonogramToPlayer() {
(this._turn === ._players[0]) {

._players[ 1].emit(

._players[0].emit(

_updateNonogram(data) {

(this._turn === this._players[0]) {

._players[ 1].emit( , data);

._players[0].emit( , data);

._nonogram);

._nonogram);




_checkProgress() {

._players.forEach( (

player.emit(

Y10 T€A0G TOL apyeiov kdvovpe export To module pog.

.exports = NonogramMultiplayerGame;

TomoBetovpe T0 module oto apyeio server.js pali pe to dAlo module.

NonogramMultiplayerGame =

210 apyelo server.js Tomofetovpe TG £E1¢ petafAnTég ot onoieg ivan global: v waitingPlayer n omoia 6a
AVTITPOCMTEVEL TOV EKACTOTE TAIKTN OV €€l pmel 6To multiplayer Ko Tepipével vo Tai&el, Kot Ty roomno

N omoia avTimpoconeHEL TOV aplOpd TV dopatiov Tov Exovv dnovpynoei.

waitingPlayer =

roomno = I,

®o Eekivioovpe (e TNV doun Tov server yio to multiplayer kot petd 0o avoaAdoovUE TMV KOSIKO TOV
ypewlopaote otov client. Otav o xpnotng cuvdéetal oty GeAda Lag TOTE GTIV GUVIEST TOL YIVETAL GTOV

server

10.0n( , (sock) =>

dnpovpyodvron ot petafantés: inRoom 1 omoia aviirpocswrevetl Tov aplBud tov multiplayer lobby mov
Bpioketan o ypriotng, v multiplayerGame 1 omoia givar object kKo Oa mepiéyet T1g TANpoPopies TV
TOIKTAV, T0 room 1ov Ttaifovv kot To multiplayer nonogram nov Oa mailovv kon tnv playersInformation n)
omoia Oo eivon ko avtoi object 1 omoio O amoOnKeVoEL TIG TANPOPOPIEC TOV TAKTOV KOl TO TOOM 7OV GTIV

cuvéyela Ba dnpovpyncovy to multiplayerGame.

inRoom = 0;

multiplayerGame;

playersInformation;
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Kafdc kdvel tnv cdvdeon oty cerida toTe 0 ypfotng tomobeteital oto namespace all 6to omoio Ppickovral

O\ot o1 yp1oTeg oL Ppiokovtal 6TV GeAida ekTOG amd avTovs Tov mailovy NdN oto multiplayer.

sock.join(

AVTOG €ival 0 KOOKOG TOV YPELolOIOGTE GTOV Server Katd Ty cOVOIEGT TOL ¥PToTN GTO Site yio To
multiplayer. Xtnv cuvéyela Ba avaidcovpe To events Tov ypeldlOLOGTE GTOV SErVer Yo TNV ENKOV®VIo, ToV
SErVer LLe TOV YPNOoT Ko Yl To events Tov ypelalopacte 6Tov client yio TNV EmKovovia Tov Xp1oTn LE TOV

SCrver.

11.1 To Multiplayer events Tov server

Ta events mov OELOVLLE GTOV SErver Y10 TNV ENKOVOVIO TOL XPNOTN LE TOV Server TonofeTovvtal 6To

i0.on(‘connection’) ko eivat ta e&ng:

To Paocwd event givor to multiplayer:

sock.on( , (data) =>

Av10 TO event gvepyomoleital 6Tav 0 ¥pNoTNG TATHGEL TO Kovumi multiplayer omd to pevov. Kavet o e&ng:
ELEYYEL OV TO O TPAGPATO rOOmM TOV VILAPYEL EYEL TAVD Ao 2 ¥PNOTEG, AV £XEL TOTE ALEAVOVE TOV aplOpd

g HeTaPANTNG room Yo Vol EXOVLE £val KAVOLPYL0 Toom Tov Vo, Uopel va xpnotpomomOel.

(i0.nsps['/'].adapter.rooms| +roomno| && io.nsps|['/'].adapter.rooms| +roomno].length > 1)

roomno++;

2TV GUVEYELN EAEYXOVLLE OV VITAPYEL NON ¥PNOTNG OV TEPUEVEL va ali&er multiplayer, av vadpyetl TOTE
amobnkedove To room 6to omoio Oa maiEel 0 yprioTng otV petafAnt inRoom, apalpovie Tov ¥pnotn and
to namespace all kot Tov TpocBétovpe 60 namespace room mov Oa maiEel multiplayer. ‘Emetta dnpovpyodpue
70 object playersInformation oto omoio amofdnikebovpe and Tovg Vo maiktes to socket id, o TaikTNg MOV
mepipeve 1o1 Ba etvor TAVTO 0 TPMTOG TOIKTNG KOl 0 GALOG 0 dEVLTEPOG KAl 0moONKEVOVE TO rOOmM GTO 07010
0o maitovv. Xtélvoupe oTov KAOE ¥pMoTN TOLOG TOUKTNG EIval, TOVG GTEAVOVLE T OEOOUEVO. TOV
playersInformation, stéAvovpe otov debtepo TTaikTn TO event wait mov onuaivel 0Tt dev gival 0 YOPOS Tov Kot

OTL TTPEMEL VO, TEPYUEVEL, GTEAVOVLE GTOV TPATO TOKTT TO event your turn to play mov onpaivel 61t givat o
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YVOPOG TOL KOl UTopel va Tai&el katl 6To TEAOG KAvoupe Ty petafAntn waitingPlayer null yati dev £ovpue

TAEOV KATOL0V TOiKTY VO, TEPIUEVEL

Al 6TV TTEPITTOOT TOV dEV VIGPYEL TAIKTNG VO TEPLUEVEL TOTE SNAMVOLLLE TO O TPOGPATO rO0M GTIV
petofAnt inRoom = roomno, apapovpe Tov ypnoth ard o namespace all kot tov falovpe 6to room mov Oa
naigel. v cvvéyeta Tov dnAdvoope 0Tt €ival 0 TOiKTNG TOL TEPIUEVEL VO TAIEEL OTNV HETAPANTY
waitingPlayer, otéAvovpe otov ¥p1oTr e TO event room To S®WATIO 6T0 omoio Ba Tai&el kat TEAOG TOV

OTEAVOLLIE L€ TO event message UVOUN OTL TEPLUEVEL Y10, GUUTTOUKTT).

(waitingPlayer) {

inRoom = roomno;

sock.leave('all");

sock.join( +inRoom);

playersinformation = {};

playersinformation.player] = waitingPlayer.id;
playersInformation.player2 = sock.id
playersinformation.room = inRoom;
waitingPlayer.emit( );

sock.emit( , );

10.t0( +inRoom).emit( , playersInformation);

sock.emit( );
sock.to( +inRoom).broadcast.emit(
waitingPlayer =

]
¢

inRoom = roomno;

sock.leave('all');

sock.join( +inRoom);
waitingPlayer = sock;
waitingPlayer.emit( , inRoom);

waitingPlayer.emit(

To event multiplayer game:

sock.on( , (data)=> { ...
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Av16 10 event amobnkevel to multiplayer waiyvidl pog dSnAodn ToLE TUIKTEC, TO room, TOLVoD okt gival o

YOPOG T™PA, To grid Tov nonogram Ko TNV To TPOSPATY ETA0YN KeAOD TTov £yive oto matyvidl. To data Oa

AVOADGOVLE TL TEPLEYEL OTO KEPAALO LE TO events Tov client.

multiplayerGame = data;

To event correct:

sock.on( , (data) =>

Av16 10 event evnePOVEL TOVG TOUKTEG OTL £Y0VV AvoeL TV Tiota. O EAeyy0g Yo TV OAOKANPWOGT TNG TIGTAG

yiveton otov client kot 6TéAVETOL TO event correct GTOV server.

10.t0( +inRoom).emit(

To event update progress:

sock.on( , (data)=>{ ... });

AvT0 TO event Yp1GLOTOIEITAL Y10 TNV OVOVEWDCT] TOV TAEYUOATOG TNG TioTOG KA popd mov yiveTat pia

eMA0YT KeEAOV amd Tov TaikTn Tov Toilel.

sock.to( +inRoom). cast.emit( , data);

To event play next level:

sock.on(

Avtd 10 event ypnorponoteitot yio o av o kéfe ypnotng embopel va maifet Kt dAAN nicta pe Tov id10

GUUTOAKTY.

10.t0( +inRoom).emit( , data);

To event multiplayer finished:

sock.on(
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Av16 10 event gvepyomoteitor 6Tav 0 TAIKTNG EXEL PTAGEL KOl EXEL TEAELMOEL TNV TEAELTOLO TIGTO, TOVL

multiplayer.

sock.to( +inRoom).broadcast.emit(

To event exit-multiplayer:

sock.on( , (data) =>

Av10 to event ekteleitatl otav o ypriotng kabmg mailel multiplayer Tatfogt To kovpni home kot Byetl amo To
multiplayer. Tote agaipovpe Tov ypriotn amo to room nov Eroile Kot tov Eavd falovpe oto room all. Xtnv
GUVEKELD AVAAOYMG e TO OIS ¥PpNoTNG £xel Pyel otédvovpe pRvopa otov AoV TaikTn 0Tl 0 AAAOG TaikTNg
Bynke Kot T@V apoaipovpe amd To room Kot TV Tpochétovpe oto room all. Télog, undevifovpe v petafintn

inRoom = 0.

(sock.id === data.player1) {
io.to(data.playerl).emit(
10.0SPS data.player2].leave( +inRoom);

sockets[sock.id].leave( +inRoom);

s[
10.nSps[
i0.nsps[

[

]-sockets[
].sockets[data.player2].join(‘all');
] [

[

i0.nsps['/'].sockets[sock.id].join(
(sock.id === data.player2) {
10.to(data.player1l).emit(
i0.nsps['/'].sockets[data.player]].leave( +inRoom);
i0.nsps['/'].sockets[data.playerl].join('all');

[
[
ets[sock.id].leave( +inRoom);
[

I.
1.
].sc
.

[
[
10.nsps|[
[

10.nsps|['/'].sockets[sock.id].join(

sock.on(
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Av16 TO event gvepyomoleital OTav 0 XpNOTNE TATHGEL TO exit button amd o pevod avaliftnong cupmoiKe.
Kéwvovope 1o waitingPlayer = null yati dev vdpyet Taiktng TAEov oL va TEPUEVEL VO TAIEEL, APOPOVUE TOV

¥pPNoTN 0md TO room oV TpooptloTay va waigel ko undevifovpe v petafintn inRoom = 0.

waitingPlayer =

sock.leave( +inRoom);

inRoom =

To event disconnect:

sock.on(

Avtd 10 event gvepyomoteiton 0tav £vag ypNotng amocuvoedel amd v oeAMda.

Meidvovue Tov aplfpd Tov xpnotdv Kot 1 pog Kot o ypnotg £euye amd Ty GeEAId0 Kot EVIUEPDVOVE
TOVG VTOAOITOVG YPNOTEG UE TOV VEO 0plOU ¥pNOTOV. XT1V GUVEXELN EAEYYOVLE OV N)TOV GE KATO0 room Kot
av énoule exeivn v otryun multiplayer, av émoile eAéyyovpe yio vo Bpovue To10g moikTng fTay yio va
LUTOPECOVLLE VO, EVILEPDGOVLE TOV GALO YPNOTH OTL O GUUTAIKTNG TOV EPLYE. Tnv evnuépwon v Kdvovpe pe

to event player-left mov otékvoupe otov client.

clients --;
10.sockets.emit( , { description: + clients });
(inRoom !=0) {
(multiplayerGame) {
(sock.id === multiplayerGame.player1) {
io.to(multiplayerGame.player2).emit(

(sock.id === multiplayerGame.player2) {

io.to(multiplayerGame.player]).emit(

sock.on(
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Av16 10 event gvepyomoteitol 6tav Evag cuUmaikTng omocvvoedel and v cerida. Me avtd 10 event
AQPALPOVLE TOV XPTOTN TOL TAPAUEVEL GTO TTayvidl amd To room mov Enoule multiplayer kot tov Eovd Palovpe

670 dwudTio all.

1Room =0;

i0.nsps['/'].sockets[sock.id].leave( +inRoom);

i0.nsps['/'].sockets[sock.id].join(

To event end turn:

sock.on(

Av10 T0 event gvepyomoleital OTav £vog TAIKTNG EXEL KAVEL ETIAOYT KEAOV, TO 0010 oNpoivel OTL EYEL

TEAEUMGEL O YOPOG TOV Kol €ival | GEPE TOV GLUTAIKTY TOV Vo TAIEEL

sock.on(

sock.emit(

sock.to( +1nRoom).broadcast.emit(

Avtd givor To events Kot 0 KOOSIKAG TOL EXOVLLE GTOV SEIVer yiol TNV EMKOLVOVIK TOV YPY|OTI| [LE TOV Server.
2tV ouvéyela Bo WAGOVUE Yo TOV KOOTKO KoL To, events wov ypelalopacte otov client yio tnv enkovovio

TOV SEerver L TovV YpNnoTn.

11.2 Anmovpyio Tov multiplayer levels kot Tng A£1T0VpYIKOTNTOC EMAOYNC EXOUEVNC TIGTUS

Anpiovpyodpe otov eakelo js To apyeio multiplayerStages.js, 6To omoio Oa £yovpe TOV KOIKA TOV

ypewlopaote Yo Tig Tioteg poc. Tomobetovue 1o script oto index.html petd to script tov stages.

Anpiovpyodpe 2 cuvaptoelg ot omoieg Ba pag Bondncovy va dnpovpyovpe Tig wioteg Tov multiplayer. Ot

ouvaptioelg eivan 1| createMultiplayerStage kot 1 createNextMultiplayerStage. o apyn onpiovpyovpue
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dvo petafintéc, v turn mwov Bo avTITpoc®REVEL TOV YOPO TOL ¥PNOTN Kol TNV Wait pe Ty onoia Aéue oToV

YPNOTN VO TEPLUEVEL TOV YOPO TOV.

turn =

wait =

Ytnv createMultiplayerStage kdvovope Tig €€ng evépyeieg, kpoPouue ta epyoieio Tov singleplayer yia vo unv
eaivovtal oto multiplayer, dnAdvoovpe oty petafint) multiplayerStagelndex 6t Oa mai&el v tpdtn miota,
YPNOLOTOIOVTAG TNV cuvaptnor setTimeout Yo vo dOGOVE £V EPE POPTOUATOG KAVOLUE TO EENG,
dnAmvoope TV KotdotaoT(state) Tov Ppicketar to Toyvidt oe multiplayer, kpofovpe to TapdOvpo
game-lobbie Tov evnuépmae Tov ypNoTn OTL PPIKe CLUTAIKTY KOl ETAVaPEPOVUE TO unvopa Searching for
player ... , eppaviovpe 1o container-tools kot ta. multiplayer-tools, kaBapilovpe tov canvas, e v
KOTAAANAT €SS LOPPOTOLOVLE TO container [LoG Yol Vo LITOPEGOVLE VO EPAPUOCOVLE GTIV CUVEYELD TOV canvas
HOG GTO KEVTPO, ONUIOVPYOVE OTNV HETOPANTH nonogram TtV micTa oL Ba Taiovv o1 maikteg, (oypapilovpe
TNV TioTo GToV canvas, EAEYYOVLE AV OEV ELVOL 1] GELPA TOVL EKAGTOTE YPNOTI OV 1GYVEL 1] GLVONKN TOTE TOL
gpeavifovpe pvopa vo TEPEVEL TNV GELPA TOL, e TNV cuvdptnon resetTools(“multiplayer”) emavagpépovpie
TNV EMAOYTN TOV active tool otnv apykn tov BEon, undevifovpe to info current progress kot TEAOG KAEvoLLE

to clients count.

$( ).hide();
multiplayerStageIndex =
$( ).hide();
setTimeout(

state =

).hide();

).show();
).show():
clearCanvas();
container.style.left =
container.style.top =
container.style.transform =

nonogram =

Nonogram(multiplayerStages[multiplayerStagesNames[multiplayerStagelndex]]);
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canvas.width = nonogram.width;
canvas.height = nonogram.height;
canvas.style.border = ;
ctx.clearRect(0, 0, innerWidth, innerHeight);
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();

(turn === ) {

).show();

);
).text("");
).text(nonogram.findProgress() +
limitBottom = nonogram.height-myLimit;
limitRight = nonogram.width-myLimit;

$( ).hide();

Me v ovvdpnon createNextMultiplayerStage onpovpyovpe v enduevn mioto tov multiplayer. O

KOOKOG vl TapOLO0g Pe TV KOdKa TG cuvaptnong createMultiplayerLevel pe mv poévn dapopd 0Tt €06
eUPavifeTol WVOUO GTOV XPNOTN Y0 TNV ETOLEVT TGTO KOl EAEYYOVUE VO, SOVIE AV O ¥PHOTNG EIVOL O TPDTOG

maikTne, oV TEPIMTOOT MOV £ival 0 TPMTOG TOV dIVOVLE TOV TPATO YVPO.

$( ).show();

setTimeout(
$( ).hide();
nonogram = Nonogram(multiplayerStages[multiplayerStagesNames[multiplayerStageIndex]]);
canvas.width = nonogram.width;

canvas.height = nonogram.height;




ctx.clearRect(0, 0, innerWidth, innerHeight);
nonogram.drawGrid();
nonogram.drawRowNumbers();

nonogram.drawColumnNumbers();

resetTools( );
$( )-text("");

$( ).text(nonogram.findProgress() +

).show();

IIpocbétovpe oto index.html ta tags mov yperaldpoote yio v aAANAERIdpacT TOL YPNOTY Yo TO oV BEAeL va

naigel v enduevn wioto Tov multiplayer pe tov id10 ovumaiktn. Otav ot maikteg Oo £X0VV OAOKANPOGEL TNV

TioTo 6MOTA, TOTE Bal TOVG EPLPOVILETAL TO TOPAKAT® LVULLOL.

<!-- Correct for multiplayer-->

Correct !

Next stage?

Player 1




Player 2

[IpocBétovpe oto index.html ko to div tag pe id multiplayer-next-stage-popup 6to onoio EvNUEPDVOVLE TOV

YPNOT OTL ONUIOVPYELTAL 1] ETOUEVT TTGTO.

<!-- Next stage for multiplayer -->

Creating next stage...

Please wait

IIpocBétovpe kot v avtictoyn css mov ypealdpoote oto multiplayer.css.

: absolute;




(-50%, -50%);
: center;
(to bottom right, #e0e0d1, white, #999966);
solid black;

)

auto;
auto;
: pointer;
: bold;
(to bottom right, #e0e0d1, grey);

solid black;

hover {

(to bottom right, #e0e0d1, white);

: relative;
auto;
auto;

. center;




: absolute;

)

(-50%, -50%);
. center;
(to bottom right, #e0e0d1, white, #999966);

solid black;

solid black;

: inline-block;

solid black;

(to bottom right, #99ccff, #3399fft, blue);

: white;

)




:hover {
: pointer;

(to bottom right, #33991f, #33991f, blue);

:active {

(to bottom right, black, #33991f, blue);

S
L
: inline-block;

)

solid black;

: white;

)

auto;

. green;

Kot mpocBérovpe oto apyeio nonogram.multiplayer.js tov kddua yio TV aAANAEniOpaon Tov ypHoT UE TIG

EMAOYEG yes, no Kal exit.




$( ).click(
$('#+ player + ).addClass(

data = {
player: player,
choice:
5

(player == ) {

player1Choice =
(player ==

player2Choice =

|
s

sock.emit( , data);

$( ).click( 0 {
$('#'+ player + ).addClass(
data = {
player: player,

choice:

(player = ) {

player1Choice =
(player ==

player2Choice =

sock.emit( , data);

).click(
).hide();
ctx.clearRect(0, 0, canvas.width, canvas.height);
container.style.transform = ;
container.style.left = ;

container.style.top = ;




canvas.width = innerWidth;

canvas.height = innerHeight;

canvas.style.border =

state =

$( ).hide();
).show();

$( ).show();

multiplayerStagesNames = [

multiplayerStages = {




'[[ﬂﬂ?ﬁﬂﬁﬁ’ﬂ]ﬂ

Avtd yio 660V apopd Tig TioTeg Tov multiplayer, 6to endpevo Kepaiato Ha pAcovpe Yo, Ta. events Tov Oa

¥peECTOVE GToV client.

11.3 Ta Multiplayer events Tov client




Eekwvape nuovpymvtag oto apyeio nonogram.multiplayer.js tnv class yia to object NonogramMultiplayer

v va €yovpe amofnkevpéva otnv TAgVpA Tov client Ta dedopéva tov multiplayer maryvidio0 Tov ailet o
XPROTNG.

f
L

(pl, p2, room) {

.playerl =pl;

.roomld = room;

turn =
.nonogram =

.choice =

dndyvoupe tig petafintéc gameRoom, multiplayerGame, player kot multiplayerStagelndex kot otnv

oLVEXELN OVaADOVUE Ta events Tov Oa ypelacTodue oTov client.

gameRoom;
multiplayerGame;
player;

multiplayerStagelndex;

To event multiplayer:

sock.on( , (game) =>

e avtd 10 event vUEPOVOLOOTE amd TOV server 0Tt 0 YpNoTg Pprke cvumaiken, dnpovpyodue otV
petafint multiplayerGame to object NonogramMultiplayerGame peta dgdopévo Tov ToryvidtoD Hog wov
Hog EGTEIAE O server, e Ty cuvaptnon createMultplayerLevel() onovpyovpe v micto pog Kot 6To TEAOG

GTEAVOLLE TA, OEOOLEVO TOV TTOLYVIOLOV LG GTOV Server.

$( ).text( );

multiplayerGame = NonogramMultiplayer(game.playerl, game.player2, game.room);

createMultiplayerStage();
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sock.emit( , multiplayerGame);

To event your turn to play:

sock.on(

e avtd TO event EVNUEPOVOVE TV YPNOTI OTL EIVAL O YOPOG TOV KO UTopel Vo Tai&el.

wait =
turn =

$(

Y10 apyeio index.html tpocHétovpe péoa oto div tag pe id game, mpiv to div tag pe id containers tool, o div

tag e id waiting screen pe 1o onoio Ba delyvovpe oTov ypNotTn OTL dev pumopel vo Taiet.

Wait your turn..

[IpocBétovpe oto apysio multiplayer.css tnv css mov ypelalOHooTe Yo TNV popporoincn mwov HElovyLe.

. none;

: white;

. center;
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e autd 10 event evnuepdVoLLLE TOV ¥p1otn 0Tl £yl Avbel n TioTa cGTA Kot TOV epeavifeTon To PHEVOD Yo va
emiéEel apa BEAet va maiEel Kot TNV emOUEVT THOTA LE TOV 1010 GUUTAIKTN 1) VO EMGTPEYEL GTO KEVTIPIKO

HEVOD.

).hide();

).show();

To event end-turn:

sock.on(

e avtd 10 event EVIUEPOVOVUE TOV XPNOTH OTL TEAEIMGE 0 YOPOS TOL Kol TPEMEL VO TEPLLEVEL TOV YOPO TOV.

).show();

To event room:

sock.on( , (room) =

e autd 10 event omoOnkevovpe T0 room oto omoio Ba maiel o yprotng otV peToPAnty gameRoom.

gamcRo om = +room;

To event player:

sock.on( , (number)=> { ... });

e avtd 10 event amoBnkevovpe TV apBRd Tov TaIKTY, Ap givol 0 TPMTOC M 0 dEHTEPOC.

player = number;

To event multiplayer finished:

sock.on(

e autd TO event EVNUEPOVOVE TOV XPNOTN OTL £XEL TEAEIDGEL To multiplayer kot Tov gpeaviletat Eva pop up

TO OTO{0 TOV EVNUEPDVEL OTL TEAEIWGE TO TOLYVIOL KO EMGTPEPEL TOV YPNOTH GTO KEVIPIKO LEVOD.
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).hide();

[IpocBétovpe oto index.html 1o div tag me id multiplayer-finished-popup,

<!-- Multiplayer finished -->

Congratulation!!
You finished the multiplayer!
Thanks for playing
Exit

o10 apyelo multiplayer.css mpocBétovpe Tnv css mov ypealopacte yio TV popeomoinomn mov BEAovpe

. none;

f
L

: absolute;

: auto;
. center;
(to bottom right, #e0e0d1, white, #999966);
solid black;

)




(to bottom right, red, grey);
: pointer;

: bold;

solid black;
: white;

: inline-block;

:hover {

(to top right, red, red, white);

:active {

(to top right, #800000, #800000, grey);

KOl 6TO apyeio main-menu.js TpocBETovE TOV KMOKO, 10V XPelOUOCTE Y10 TNV GAANAETIOpAc TOL ¥POTN

e To exit button.

).click(
8( ).hide();
ctx.clearRect(0, 0, canvas.width, canvas.height);
container.style.transform = ;
container.style.left =
container.style.top = ;
canvas.width = innerWidth;
canvas.height = innerHeight;
canvas.style.border =

state = ;




).hide();
).show();

).show();

To event exit-multiplayer:

sock.on(

e avtd TO event EVILEPMVOLLLE TOV YPNGTN OTL O CUUTAIKTNG TOV £XEL OTOYMPTOEL OO TO TALYVIOL.

).show()) {
).hide();

).hide();
).text(data);
).show();

[IpooBétovpe oto apyeio index.html péca oto div tag game, mpiv 1o div tag container-tools ta tags mov

YPEWLOLACTE Y10 VO, UTTOPEGOVLLE VO, EVILLEPDGOVLE TOV PN OTN,

<l-- Player left the lobby -->

Exit to menu

o710 apyeio multiplayer.css mpocsBétovie tnv css mov BEAovLE Yo TV pLoppomoino,

S
¢

: none;

: white;




S
1

: relative;
: center;
(to bottom right, #e0e0d1, white, #999966);
solid black;

b

(-50%, 50%);

font-size: 22px;

: pointer;
: bold;
(100,100,100,0.7);

solid black;
: white;
: inline-block;

)

: block;




TPocBETOVE GTOV PAKELO Img TNV €1KOVA exit.png Tov Oa ypnoioTomcovpe

R

Kot TEAOG TpochEéTovpe TNV javascript mov xpelalOUaoTE Yo TNV GAANAETIOPACT TOL ¥PNOTN UE TNV EMAOYN

exit to menu.

).click( () => {
).hide();
).hide();
ctx.clearRect(0, 0, canvas.width, canvas.height);
container.style.transform =
container.style.left =

canvas.width = innerWidth;

canvas.height = innerHeight;

canvas.style.border =
state =
).show();

).show();

"Exovpe ptia&el avtd to amotéAecua.
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Player 2 left the lobby...

To event player-left:

).show()) {

).hide();

).hide();
).text(data);
).show();

sock.emit( );

To event update:

sock.on( , (data)=>{ ... });
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e auTd T0 event EVILEPDOVOLLLE TO TAEYLLO TOV TTOLYVIOOD LLOG LE TNV ETAOYH TOL £XEL KAVEL O EKAGTOTE
ToikTNG 6ToV dAlov maiktn. H cuvéptnon eivor mopdpoa e avty mov €govpe Kot oto singleplayer pe v

dapopd OtL €yovpe Kot TNV cvvaptnon strokeTeamMateChoice 1 omoia pog deiyvel i Exel emAélel o

ovpmaixtng tov ypnotn. [ v cuvdptnon drawRedCell Oa piincovpe o€ endpevo Keaiato.

sock.on( , (data) => {
ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);

(data.dataType === ) {

(data.fillCellChoice === ) {
nonogram.emptyGrid[data.cell].value = data.value;
nonogram.emptyGrid[data.cell].playerChoice =

(nonogram.emptyGrid[data.cell].value === 1) {
nonogram.drawRedCell(nonogram.emptyGrid[data.cell]);
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);
nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

) (nonogram.emptyGrid[data.cell].value === 2) {
nonogram.drawWhiteCell(nonogram.emptyGrid[data.cell]);
nonogram.draw X Cell(nonogram.emptyGrid[data.cell]);
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);
nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

s
L

nonogram.draw WhiteCell(nonogram.emptyGrid[data.cell]);
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);

nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

(data.fillCellChoice === ) {
nonogram.emptyGrid[data.cell].value = data.value;
(nonogram.emptyGrid[data.cell].value === 1) {
nonogram.drawRedCell(nonogram.emptyGrid[data.cell]);;
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);
nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

f
1

nonogram.drawWhiteCell(nonogram.emptyGrid[data.cell]);




nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);

nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

(data.fillCellChoice === "x") {
nonogram.emptyGrid[data.cell].value = data.value;
(nonogram.emptyGrid[data.cell].value === 2) {
nonogram.draw WhiteCell(nonogram.emptyGrid[data.cell]);
nonogram.draw X Cell(nonogram.emptyGrid[data.cell]);
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);
nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

f
1

nonogram.draw WhiteCell(nonogram.emptyGrid[data.cell]);
nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);

nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

} (data.fillCellChoice === ) {

nonogram.emptyGrid[data.cell].value = data.value;
(nonogram.emptyGrid[data.cell].value === 0) {

nonogram.draw WhiteCell(nonogram.emptyGrid[data.cell]);

nonogram.strokeTeamMateChoice(nonogram.emptyGrid[data.cell]);

nonogram.drawPreview(nonogram.emptyGrid[data.cell]);

(data.dataType === ) {

nonogram.rowNumbersGrid[data.cell].value = data.value;

ctx.lineWidth = 3;
ctx.beginPath();
(nonogram.rowNumbersGrid[data.cell].value == 1) {
ctx.strokeStyle = :
ctx.moveTo(nonogram.rowNumbersGrid[data.cell].x+3, (nonogram.rowNumbersGrid[data.cell].y +
nonogram.blockSize)-3);

ctx.lineTo((nonogram.rowNumbersGrid[data.cell].x + nonogram.blockSize)-3,

nonogram.rowNumbersGrid[data.cell].y+3);

f
1




ctx.fillStyle =
ctx.fillRect(nonogram.rowNumbersGrid[data.cell].x+2, nonogram.rowNumbersGrid[data.cell].y+2,
nonogram.rowNumbersGrid[data.cell].w-3, nonogram.rowNumbersGrid[data.cell].h-3);
ctx.fillStyle = ;
(nonogram.rowNumbersGrid[data.cell|.number < 10) {
ctx.font = (nonogram.blockSize)+ ;
ctx.fillText(nonogram.rowNumbersGrid[data.cell].number,

(nonogram.rowNumbersGrid[data.cell].x+( floor(nonogram.blockSize/4))),

(nonogram.rowNumbersGrid[data.cell].y+(nonogram.blockSize- .floor(nonogram.blockSize/6))));

f
1

ctx.font = (nonogram.blockSize-3)+ ;
ctx.fillText(nonogram.rowNumbersGrid[data.cell].number,

(nonogram.rowNumbersGrid[data.cell].x),

(nonogram.rowNumbersGrid[data.cell].y+(nonogram.blockSize- floor(nonogram.blockSize/5))));

ctx.stroke();

ctx.closePath();

} (data.dataType === ) {

nonogram.columnNumbersGrid[data.cell].value = data.value;

ctx.lineWidth = 3;

ctx.beginPath();
(nonogram.columnNumbersGrid[data.cell].value === 1) {

ctx.strokeStyle = :

ctx.moveTo(nonogram.columnNumbersGrid[data.cell].x+3,

(nonogram.columnNumbersGrid[data.cell].y + nonogram.blockSize)-3);
ctx.lineTo((nonogram.columnNumbersGrid[data.cell].x + nonogram.blockSize)-3,

nonogram.columnNumbersGrid[data.cell].y+3);

f
1

ctx.fillStyle = ;

ctx.fillRect(nonogram.columnNumbersGrid[data.cell].x+2,

nonogram.columnNumbersGrid[data.cell].y+2, nonogram.columnNumbersGrid[data.cell].w-3,

nonogram.columnNumbersGrid[data.cell].h-3);




ctx.fillStyle =

(nonogram.columnNumbersGrid[data.cell].number <

ctx.font = (nonogram.blockSize)+

ctx.fillText(nonogram.columnNumbersGrid[data.cell].number,

(nonogram.columnNumbersGrid[data.cell].x-+( floor(nonogram.blockSize/4))),

(nonogram.columnNumbersGrid[data.cell].y+(nonogram.blockSize- floor(nonogram.blockSize/6))));
S
L

ctx.font = (nonogram.blockSize-3)+

ctx.fillText(nonogram.columnNumbersGrid[data.cell].number,

(nonogram.columnNumbersGrid[data.cell].x),

(nonogram.columnNumbersGrid[data.cell].y+(nonogram.blockSize-

floor(nonogram.blockSize/5))));

ctx.stroke();

ctx.closePath();

1
s

ctx.restore();

).text("");

).text(nonogram.findProgress() +

Nonogram.prototype.stroke TeamMateChoice =
(this.previousTeamMateChoice.active) {
ctx.beginPath();

(let i=0; i<this.previousTeamMateChoice.cell.length; i++) {

(this.previousTeamMateChoice.cell[i].value === 1) {

L
.drawWhiteCell(this.previousTeamMateChoice.cell[1]);
.drawRedCell(this.previousTeamMateChoice.cell[i]);

(this.previousTeamMateChoice.cell[i].value === 2)

.drawWhiteCell(

f
R

.previousTeamMateChoice.cell[i]);




.drawXCell(this.previousTeamMateChoice.cell[i]);

f
L

ctx.fillStyle = ;

ctx.fillRect(this.previousTeamMateChoice.cell[i].x + 2,
.previousTeamMateChoice.cell[i].y +
.previousTeamMateChoice.cell[i].w - 4,

.previousTeamMateChoice.cell[i].h - 4);

ctx.stroke();
ctx.closePath();

.previousTeamMateChoice.cell = [];

.previousTeamMateChoice.cell.push(cell);
.previousTeamMateChoice.active =
ctx.strokeStyle =
ctx.lineWidth = 4;

ctx.strokeRect(cell.x+5, cell.y+5, .blockSize-10, .blockSize-10);

Kot TpocBétovpe oto object nonogram tnv 010N TO previousTeamMateChoice

.previousTeamMateChoice = {
active:
.previousTeamMateChoice.cell = [];

To event choice:

sock.on(

e autd T0 event EAEYYOLLE oV 01 TAUKTEG EMBLUOVY va Tai&ovy Tny enduevn Tiota tov multiplayer pali. Av

Oy1 TOTE EMOTPEPOVY GTO APYIKO LEVOD.




sock.on( , (data) => {
(data.player ==
player1Choice = data.choice;
(player1Choice == ) §
$( ).addClass(
(player1Choice == ) {
$( ).addClass(

v
S

(data.player == ) {
player2Choice = data.choice;
(player2Choice == ) {
$( ).addClass(
(player2Choice == 'no") {
$( ).addClass(

(player1Choice == && player2Choice ==
8( ).hide();
multiplayerStagelndex++;
createNextMultiplayerStage();
$( ).removeClass(

8( ).removeClass(
player1Choice =
player2Choice ="";

11.4 Anmovpyio multiplayer tools

Oocov apopd ta tools tov multiplayer Oa éxovpe ta KAaoucd tools default, black, x, white kot To extra tool to
home. [Ipocbétovpe oto apyeio tools.js tnv cuvdptnon createMultiPlayerTools oty apyn Tov apyeiov petd
v dnuovpyio Tev epyadreinv Tov singleplayer, n omoia Oo dnuiovpyel Ta epyareio pog Kot Oo to Tpochitet

oto div tag tools og éva kawvobpyto div tag pe id multiplayer-tools,




multiPlayerTools = [

multiPlayerExtraTools = [ 1;

tools = .getElementByld(

multiplayer = .createElement(
multiplayer.id =
tools.appendChild(multiplayer);

i=0; i<multiPlayerTools.length; i++) {

li= .createElement('li');
li.classList.add( );

div = .createElement('div");
div.className = multiPlayerTools[i];

img = .createElement( );
img.src = + multiPlayerTools[1] +
div.appendChild(img);
li.appendChild(div);
multiplayer.appendChild(li);

i=0; i<multiPlayerExtraTools.length; i++) {
li= .createElement('li');
li.classList.add( );
div = .createElement('div");
div.className = multiPlayerExtraTools][i];
img = .createElement( );
img.src = + multiPlayerExtraTools[1] +
div.appendChild(img);
li.appendChild(div);
multiplayer.appendChild(li);

KOAOVLLE TNV GUVAPTNON Y10 VO, OILIOVPYNGOLLLE TO EPYOAELD




createMultiPlayerTools();

KO GTNV GUVEYELN TPOGOETOVIE TV KMOOKO O OTTOI0G oG EMTPEMEL VO LETATPETOVIE TO EPYAAEID TTOV EYOVLLE

emAEEEL o€ active Yo va EEpovpie TTo10 EYovpe ETAEEEL.

multiplayer = .getElementByld(

multiplayerTools = multiplayer.getElementsByClassName(

(let i = 0; 1 < multiplayerTools.length; i++) {
multiplayerTools[i].addEventListener( , 0 4

current = multiplayer.getElementsByClassName(

( current[0] |== ) {

current[0].className = current[0].className.replace(

v
s

.className +=

Y1nv cuvaptnon resetTools TonoBeTode TV KDOKO TOL YPpElONOOTE Yo va YiveTon reset To active tool Tov

multiplayer 6étav o ypfotng Byetl omd v micta.

(
singleplayer = .getElementByld(
multiplayer = .getElementByld(
currentTool;

tools;

(toolContainer === )4

currentTool = singleplayer.getElementsByClassName(
tools = singleplayer.getElementsByClassName( );

currentTool[0].className = currentTool[0].className.replace(

);




tools[0].className +=

(toolContainer === ) {

currentTool = multiplayer.getElementsByClassName(
tools = multiplayer.getElementsByClassName( );

currentTool[0].className = currentTool[0].className.replace(

);

tools[0].className +=

Orav Ba matder o ypnotng 1o epyaieio home dtav mailer multiplayer Ohovpe va 6TéAveL prvopa GTOV server

0T 0 kNG PyNKke amd To lobby Yo va UTOpEGOVLE VO EVI|ULEPDGOVE KoL TOV GUUTOIKTT] TOV OTL TO ALY VidL

teAeimoe. Lo apyeio tools.js Tpomomolodie Tov Kddke Tov epyareiov home. Emmpocétmc otav o ypnog
natnoel 1o epyaieio home Ba eppoaviletor Eava to clients count Kot amevepYomolovpe To epyaieio drag dua

ntav evepyo.

$( ).click(
(state ==
(turn ===

$( ).hide();

v
S

sock.emit( , multiplayerGame);
currentLevel =
turn =

wait =

).hide();

ctx.clearRect(0, 0, canvas.width, canvas.height);




container.style.transform =
container.style.left =
container.style.top =

canvas.width = innerWidth;

canvas.height = innerHeight;

canvas.style.border =
state =
).show();
).show();
).show()) {
).hide();
).hide();
).hide();
).hide();

210 emOUEVO KEPAANLO Oa [UAIGOVLE Y100 TNV ETIAOYT| KOl TO LOPKAPICHO TV KEAM®V 6to multiplayer.

11.5 Emoyn Kol nopkapIopo TOV KM@V 610 multiplayer

O 1pomoc e Tov omoio BEhovue va emALyoLY ot TaikTeg To KeAd oto multiplayer eivor o e€ng. O mpdTOC
TalKTNG OTOV KAVEL EMA0YT KeEA0V TOTE B ToL enpavileTor pivopa 0Tt Ba TpEmeL va TEPUEVEL TOV YOPO TOV
v va Eava aigel. H emloyn mov ékove otédvetal oTov server e to event update progress, 6To omoio
otédvetol 1 petafAntn gameData mov epiéyel Ty emAoyn tov ypnotn. H emhoyn gameData waipvel ta

dedopéva g amd v ovvdaptnon multiplayerFillCels.

®£&AoVLLE VO SLOPOPOTOGOVLE LLE XPDHA TIC EMAOYEG TOV KEMMV TOL KAvoLV ot maikteg. [Tavta o ¥potng
mov mailel B khvel EMAOYEG e UITAE YPDOUO KO O GUUTAIKTNG TOV Ba £xel KOKKIVO ypdpa. I'ia va 1o

meTvoLUE 0TO B TpocsBEésove pia Kavovpyla 10Tt 6To object Cell tnv playerChoice. Otav
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dnuovpyeital to grid tng miotag oplobeTodpe TV W1OTNTA. ZTO 0pyeio nonogram.js tpocHiTovpe TV

KOOKa 7OV YpelolONOCTE

X
_y = y:

.value = value;

.playerChoice = playerChoice;

.emptyGrid = [];

(var i=this.maxColumnNumberSize*this.blockSize; i<this.height;

i+=this.blockSize) |

(var y=this.maxRowNumberSize*this.blockSize; y<

y+=this.blockSize) {

.emptyGrid.push( Cell(this.blockSize, .blockSize, vy, 1,

Eekwape dnuovpymvrtag v cvvaptnon multiplayerFillCels pe tv omoia 6o Loypagilovue Ta KeAd TG
wioTog, avaAdY®S e TO TTo KeM Kot 710 epyareio Exel emiééet o ypriotg. [lpocBétovpe oto apyeio
nonogram.drawing.js tic cuvaptioeilg multiplayerFillCels, multiplayerStrokeRowNumbers,

multiplayerStrokeColumnNumbers, drawRedCell, drawBlueCell ka1 strokeMultiplayerCurrentChoice.

Nonogram.prototype.multiplayerFillCels =

gameData = {

dataType:

fillCellChoice:
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cell:
value: ,
room: gameRoom,
originX: originX,
originY: originY,
scaleFactor: scaleFactor
f 5
ctx.lineWidth =
(var i=0; i<this.rowNumbersGrid.length; i++) {

(mouseX >= rowNumbersGrid[i].x && mouseY >= -rowNumbersGrid[i].y &&
mouseX <= (this.rowNumbersGrid[i].x + .blockSize) &&
mouseY <= (this.rowNumbersGrid[i].y + .blockSize)) {
gameData = nonogram.multiplayerStrokeRowNumbersChoice(i, gameData);

gameData;

(var i=0; i<this.columnNumbersGrid.length; i++) {
(mouseX >= .columnNumbersGrid[i].x && mouseY >= .columnNumbersGrid[i].y &&
mouseX <= (this.columnNumbersGrid[i].x + .blockSize) && mouseY <=

(this.columnNumbersGrid[i].y + .blockSize)) {

gameData = nonogram.multiplayerStrokeColumnNumbersChoice(i, gameData);

gameData;

block = .blockSize;
columnSize = .maxColumnNumberSize;
columnLength = this.levelGrid.length;
rowLength = JlevelGrid[0].length;
rowSize = .maxRowNumberSize;
(this.fillCellChoice == ) {
i=0;1<this.emptyGrid.length;i++) {
X = .emptyGrid[i].x, y = this.emptyGrid[i].y;
value = this.emptyGrid[i].value;
width = this.emptyGrid[i].w, height = this.emptyGrid[i].h;

xPos = ((x - (rowSize * block)) / block) * floor(((rowSize * block) / rowLength)) - 2;




yPos = ((y - (columnSize * block)) / block) *

columnLength)) - 2;

Aloor(((columnSize * block) /

(mouseX >=x && mouseY >=y && mouseX <= (x + block) && mouseY <= (y + block)) {

(value == 0) {
.emptyGrid[i].value = 1;
.drawBlueCell(this.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);

.strokeMultiplayerCurrentChoice(
gameData.value =

(value == 1) {

.emptyGrid[i].value = 2;
.drawWhiteCell(

.drawXCell(

.emptyGrid[i]);
.emptyGrid[i]);

.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(

gameData.value =

.emptyGrid[i].value = 0;

ctx.fillStyle =

.emptyGrid[i]);

.emptyGrid[i]);

ctx.fillRect(x + 2, y + 2, width - 3, height - 3);

.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(

gameData.value = 0;

.emptyGrid[i].playerChoice =
gameData.dataType = ;

gameData.fillCellChoice =

gameData.cell = i;

gameData;

(this.fillCellChoice == ) 4
i=0;i<this.emptyGrid.length;i++) {
X = .emptyGrid[i].x, y =

value = .emptyGrid[i].value;

.emptyGrid[i]);

.emptyGrid[i].y;




width = this.emptyGrid[i].w, height = this.emptyGrid[i].h;
xPos = ((x - (rowSize * block)) / block) *
floor(((rowSize * block) / rowLength)) - 2;
yPos = ((y - (columnSize * block)) / block) *
floor(((columnSize * block) / columnLength)) -
(mouseX >= x && mouseY >=y && mouseX <= (x + block) && mouseY <= (y + block)) {
(this.emptyGrid[i].value !==1) {
.emptyGrid[i].value =
.drawBlueCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(this.emptyGrid[i]);

gameData.value =

.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(this.emptyGrid[i]);

gameData.value =

.emptyGrid[i].playerChoice =
gameData.dataType =

gameData.fillCellChoice =

gameData.cell = i;

gameData;

(this.fillCellChoice == "x") {

i=0;i<this.emptyGrid.length;i++) {

value = this.emptyGrid[i].value;

X = .emptyGrid[i].x, y = this.emptyGrid[i].y;

width = this.emptyGrid[i].w, height = this.emptyGrid[i].h;

xPos = ((x - (rowSize * block)) / block) *
floor(((rowSize * block) / rowLength)) - 2;

yPos = ((y - (columnSize * block)) / block) *

floor(((columnSize * block) / columnLength)) - 2;




(mouseX >= x && mouseY >=y && mouseX <= (x + block) && mouseY <= (y + block)) {
(this.emptyGrid[i].value !==2) {
.emptyGrid[i].value = 2;
.drawWhiteCell(this.emptyGrid[i]);
.drawXCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(this.emptyGrid[i]);

gameData.value =

.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);
.strokeMultiplayerCurrentChoice(this.emptyGrid[i]);

gameData.value = 0;

.emptyGrid[i].playerChoice =
gameData.dataType =
gameData.fillCellChoice =
gameData.cell = i;

gameData;

(this.fillCellChoice == ) {
(var i=0;i<this.emptyGrid.length;i++) {
value = this.emptyGrid[i].value;
X = .emptyGrid[i].x, y = this.emptyGrid[i].y;
width = this.emptyGrid[i].w, height = this.emptyGrid[i].h;
xPos = ((x - (rowSize * block)) / block) * floor(((rowSize * block) / rowLength)) -

yPos = ((y - (columnSize * block)) / block) * Aloor(((columnSize * block) /

columnLength)) - 2;

(mouseX >=x && mouseY >=y && mouseX <= (x + block) && mouseY <= (y + block)) {

(this.emptyGrid[i].value !==0) {
.emptyGrid[i].value = 0;
.drawWhiteCell(this.emptyGrid[i]);
.drawPreview(this.emptyGrid[i]);




.strokeMultiplayerCurrentChoice(this.emptyGrid[i]);

gameData.value =

.emptyGrid[i].playerChoice =
gameData.dataType = ;
gameData.fillCellChoice =
gameData.cell = i;

gameData;

Nonogram.prototype.multiplayerStrokeRowNumbersChoice =
(this.rowNumbersGrid[i].value == 0) {
ctx.beginPath();
ctx.strokeStyle = ;
ctx.moveTo(this.rowNumbersGrid[i].x+3,
(this.rowNumbersGrid[i].y + .blockSize)-3);
ctx.lineTo((this.rowNumbersGrid[i].x + .blockSize)-3,
rowNumbersGrid[i].y+3);
ctx.stroke();

ctx.closePath();

ctx.strokeStyle =

rowNumbersGrid[i].value = [;
gameData.dataType =
gameData.cell = i;
gameData.value = [;
gameData;

f
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ctx.fillStyle = :
ctx.fillRect(this.rowNumbersGrid[i].x+2, rowNumbersGrid[i].y+2,

.rowNumbersGrid[i].w-3, rowNumbersGrid[i].h-3);




ctx.fillStyle = ;
(this.rowNumbersGrid[i].number <
ctx.font = (this.blockSize)+
ctx.fillText(this.rowNumbersGrid[i].number,
(this.rowNumbersGrid[i].x+( floor(this.blockSize/4))),
(this.rowNumbersGrid[i].y+(this.blockSize- floor(this.blockSize/6))));

ctx.font = (this.blockSize-3)+ ;
ctx.fillText(this.rowNumbersGrid[i].number,
(this.rowNumbersGrid[i].x),

(this.rowNumbersGrid[i].y+(this.blockSize- floor(this.blockSize/5))));

.rowNumbersGrid[i].value = 0;
gameData.dataType =
gameData.cell = i;
gameData.value =

gameData;

Nonogram.prototype.multiplayerStrokeColumnNumbersChoice =

(this.columnNumbersGrid[i].value == 0) {

ctx.beginPath();

ctx.strokeStyle = ;

ctx.moveTo(this.columnNumbersGrid[i].x+3, (this.columnNumbersGrid[i].y +
.blockSize)-3);

ctx.lineTo((this.columnNumbersGrid[i].x + .blockSize)
.columnNumbersGrid[i].y+3);

ctx.stroke();

ctx.closePath();

ctx.strokeStyle =

.columnNumbersGrid[i].value =

gameData.dataType =




gameData.cell = i;
gameData.value =
gameData;

s
L

ctx.fillStyle =
ctx.fillRect(this.columnNumbersGrid[i].x+2, .columnNumbersGrid[i].y+2,
.columnNumbersGrid[i].w-3, .columnNumbersGrid[i].h-3);
ctx.fillStyle = ;
(this.columnNumbersGrid[i].number < 10) {
ctx.font = (this.blockSize)+ ;
ctx.fill Text(this.columnNumbersGrid[i].number,
(this.columnNumbersGrid[i].x+( floor(this.blockSize/4))),
(this.columnNumbersGrid[i].y+(this.blockSize- floor(this.blockSize/6))));

ctx.font = (this.blockSize-3)+
ctx fill Text(this.columnNumbersGrid[i].number,
(this.columnNumbersGrid[i].x),

(this.columnNumbersGrid[i].y+(this.blockSize- floor(this.blockSize/5))));

.columnNumbersGrid[i].value =
gameData.dataType =
gameData.cell = 1;
gameData.value =

gameData;

/I Zoyypopilet To KeEM KOKKIVO

drawRedCellValue = 3;

Nonogram.prototype.drawRedCell =

ctx.fillStyle =
ctx.fillRect(cell.x + (drawBlackCell Value/scaleFactor),

cell.y + (drawBlackCell Value/scaleFactor),




cell.w - ((drawBlackCell Value/scaleFactor) * 2),
cell.h - ((drawBlackCellValue/scaleFactor) * 2));

/1Zoyypopilet To keEM pmAe
drawBlueCellValue = 3;
Nonogram.prototype.drawBlueCell =
ctx.fillStyle =
ctx.fillRect(cell.x + (drawBlackCell Value/scaleFactor),
cell.y + (drawBlackCell Value/scaleFactor),
cell.w - ((drawBlackCell Value/scaleFactor) * 2),

cell.h - ((drawBlackCellValue/scaleFactor) * 2));

Nonogram.prototype.strokeMultiplayerCurrentChoice =

(this.previousChoice.active) {

ctx.beginPath();

(let i=0; i<this.previousChoice.cell.length; i++) {
(this.previousChoice.cell[i].value === 1) {
.drawWhiteCell(this.previousChoice.cell[i]);
.drawBlueCell(this.previousChoice.cell[i]);
(this.previousChoice.cell[i].value === 2) {
.drawWhiteCell(this.previousChoice.cell[i]);
.drawXCell(this.previousChoice.cell[i]);

f
L

.drawWhiteCell(this.previousChoice.cell[i]);

ctx.stroke();
ctx.closePath();

.previousChoice.cell = []; //Aderalovpe TV Tivako

.currentChoice.cell = cell;




.previousChoice.cell.push(cell);

.previousChoice.active = ;
ctx.strokeStyle = ;
ctx.lineWidth =4;

ctx.strokeRect(cell.x+5, cell.y+5, .blockSize-10, .blockSize-10);

TomoBetovEe TV KMdKa TOV Ypelaldpacte 610 event mousedown Tov canva oty else if mov eAéyyetl av 1o
state Tov Pprokopacte givar to multiplayer. EA&yyovpe av givat o ydpog tov ypnotm, edv givol 10t

CLoypagilovpe To ke mov eméleée 0 ypNoTNG, amodnkedove otnv peTaPfAnt gameData tnv emloyn Tov

£€KOVE Kol TNV GTEAVOVLUE GTOV server Le To event empty grid, opilovue v petafAntn turn = false,

avave®voupe to info current progress Kot TEAOC EAEYYOVLLE LE TNV EXIAOYN TOL EKOVE O YPNOTNG AV EAVGE TNV

TioTo

(state === ) {
(startPointMouseX<originX) {
dragStart.x = startPointMouseX - translatePos.
dragStart.y = startPointMouseY - translatePos.
dragged = 5
(startPointMouseY<originY)
dragStart.x = startPointMouseX - translatePos.
dragStart.y = startPointMouseY - translatePos.
dragged = 5
(startPointMouseX>originWidth) {
dragStart.x = startPointMouseX - translatePos.
dragStart.y = startPointMouseY - translatePos.
dragged = 5
(startPointMouseY>originHeight) {
dragStart.x = startPointMouseX - translatePos.
dragStart.y = startPointMouseY - translatePos.
dragged = 5
{
(turn === ) {
ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
gameData =
nonogram.multiplayerFillCels((startPointMouseX-originX)/scaleFactor,
(startPointMouseY-originY)/scaleFactor);
ctx.restore();




(gameData) {
sock.emit( , gameData);
turn =

$( ) -text("");

$( ) .text(nonogram.findProgress() +

(nonogram.checkProgress()) {
(multiplayerStageIndex ==
(multiplayerStagesNames.length-1)) {
$( ).show();

sock.emit( );

{

sock.emit( , multiplayerGame);

}
{
$( ) -hide();

sock.emit( );

gameData =

11.6 AsrtovpyikéTnTo zoom kKo drag oto multiplayer

INo v Ae1tovpykOTNTO TPOTOTOLOVLE KOl TPOGHETOVE KDOKA 6T EE1G oMueia.

210 event mouseup Tov canvas

$(canvas).mouseup(

(state ===
isDown =

(dragged){
$(topControl).show();
$(IeftControl).show();
$(rightControl).show();
$(bottomControl).show();
dragged = ;
!

(activeDragControl) {




activeDragControl =
!

(nonogram.checkProgress()) {
$( ).show();

store( + currentStage, 1);

+ currentStage).show();

)-hide();
+ currentStage, 0);

+ currentStage).hide();

nonogram.findUserChoices();

store(currentStage, nonogram.userChoices.levelGrid);

store( +currentStage, nonogram.userChoices.rowNumbersGrid);

store( +currentStage, nonogram.userChoices.columnNumbersGrid);
).text("");
).text(nonogram.findProgress() +

} (state === ) {

isDown =

(dragged){

$(topControl).show();

$(IeftControl).show();
$(rightControl).show();
$(bottomControl).show();

dragged =

(activeDragControl) {

activeDragControl =

v cuvdptnon zoom




(

clearCanvas();
ctx.save();
ctx.translate(translatePos.x, translatePos.y);
ctx.scale(scaleFactor,scaleFactor);
ctx.translate(-translatePos.x, -translatePos.y);
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();
(state === ) {
(let i=0; i<nonogram.emptyGrid.length; i++) {
(nonogram.emptyGrid[i].value === 1){
nonogram.drawBlackCell(nonogram.emptyGrid[i]);
nonogram.drawPreview(nonogram.emptyGrid[i]);
(nonogram.emptyGrid[i].value === 2) {
nonogram.drawXCell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid|[i]);

ctx.beginPath();
ctx.strokeStyle =
ctx.lineWidth = 3;
(let i=0; i<nonogram.rowNumbersGrid.length; i++) {
S

(nonogram.rowNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.rowNumbersGrid[i].x+3,

(nonogram.rowNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.rowNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.rowNumbersGrid[i].y+3);

(let i=0; i<nonogram.columnNumbersGrid.length; i++) {
(nonogram.columnNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.columnNumbersGrid[i].x+3,




(nonogram.columnNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.columnNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.columnNumbersGrid[i].y+3);

1
S

(state === ) {
i=0; i<nonogram.emptyGrid.length; i++) {
(nonogram.emptyGrid[i].value === 1){
(nonogram.emptyGrid[i].playerChoice === ) {
nonogram.drawBlueCell(nonogram.emptyGrid[i]);
nonogram.drawPreview(nonogram.emptyGrid[i]);
(nonogram.emptyGrid[i].playerChoice ===

nonogram.drawRedCell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid|[i]);

(nonogram.emptyGrid[i].value === 2) {
nonogram.drawXCell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid[i]);

ctx.beginPath();
ctx.strokeStyle =
ctx.lineWidth = 3;

(let i=0; i<nonogram.rowNumbersGrid.length; i++) {
(nonogram.rowNumbersGrid[i].value === 1) {

1

ctx.moveTo(nonogram.rowNumbersGrid[i].x+3,

(nonogram.rowNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.rowNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.rowNumbersGrid[i].y+3);

(let i=0; i<nonogram.columnNumbersGrid.length; i++) {

(nonogram.columnNumbersGrid[i].value === 1) {




ctx.moveTo(nonogram.columnNumbersGrid[i].x+3,

(nonogram.columnNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.columnNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.columnNumbersGrid[i].y+3);

ctx.closePath();
ctx.stroke();
ctx.restore();

(scaleFactor == 1) {
$(topControl).show();
$(leftControl).show();
$(rightControl).show();

$(bottomControl).show();

$(topControl).hide();

$(leftControl).hide();
$(rightControl).hide();

$(bottomControl).hide();

(
clearCanvas();
ctx.save();
ctx.translate(translatePos.x,translatePos.y);
ctx.scale(scaleFactor,scaleFactor);
nonogram.drawGrid();
nonogram.drawRowNumbers();
nonogram.drawColumnNumbers();

(state ===




nonogram.redrawProgress();
(state ===
(let i=0; i<nonogram.emptyGrid.length; i++) {

(nonogram.emptyGrid[i].value === 1){
(nonogram.emptyGrid[i].playerChoice === ) {
nonogram.drawBlueCell(nonogram.emptyGrid[i]);
nonogram.drawPreview(nonogram.emptyGrid([i]);

(nonogram.emptyGrid[i].playerChoice ===

nonogram.drawRedCell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid[i]);
(nonogram.emptyGrid[i].value === 2) {
nonogram.drawXCell(nonogram.emptyGrid[i]);

nonogram.drawPreview(nonogram.emptyGrid[i]);

J
S

ctx.beginPath();
ctx.strokeStyle =
ctx.lineWidth = 3;
(let i=0; i<nonogram.rowNumbersGrid.length; i++) {
{

(nonogram.rowNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.rowNumbersGrid[i].x+3,

(nonogram.rowNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.rowNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.rowNumbersGrid[i].y+3);

(let i=0; i<nonogram.columnNumbersGrid.length; i++) {

(nonogram.columnNumbersGrid[i].value === 1) {

ctx.moveTo(nonogram.columnNumbersGrid[i].x+3,

(nonogram.columnNumbersGrid[i].y + nonogram.blockSize)-3);

ctx.lineTo((nonogram.columnNumbersGrid[i].x +

nonogram.blockSize)-3, nonogram.columnNumbersGrid[i].y+3);




ctx.closePath();

ctx.stroke();

ctx.restore();

12. Responsive design Tov woryvioiov

Me tov 6po responsive vvooipe 0Tt BElovpe | oeAida kat To Tayvidt pag va Tpocapuoletal dvvapika
avaroyo pe 1o péyebog tov mapadvpov tov browser. I'a va kKévovue TV GeAido pLog aAAd Kot To Toyvidl pog

responsive dnovpyoVLLE TO apyelo responsive.css 6To 0moio Ba Exovpe TNV ¢ss ToL YPEalOIACTE Yo TNV

popeomoinon mov BELoLLE VO SDGOLLE.

. center;
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@ only screen and (max-height:

f
L

only screen and (max-height:

@ only screen and (max-height:

S
L

: absolute;

(-50%);

. none;




: relative;

only screen and (max-height:

f
¢




(-32%, -40%);

) and (max-height:

only screen and (max-width:
i
¢

: left;

only screen and (max-width:

only screen and (max-width:




[IpocBétovpe v css oto apyeio index.html

210 apyeio home.js TpocBétovpe v péBodo Tov window tnv resize 1 omoia ektedeiton 6mote OAAGLEL TO

uéyebog tov mopabvpov. e avtnv Vv péBodo eravamobetodpe ta ototyeio g wiotog Pacilopevol otnv

aAhayn Tov peyéovg Tov mapabHpov paG.

'/'Window resize
$( ).resize(
canvas.width = .nnerWidth;

canvas.height = .nnerHeight;

(state === ) {
ctx.drawlmage(img, (innerWidth/2)-(img.width/2), (innerHeight/2)-(img.height/2));
introScreenLogo.draw();
(let i=0; i<30; i++) {

blackRectArray][i].relocate( random() * (innerWidth - blackRectArray[i].w * 2) +
blackRectArray[i].w, .random() * (innerHeight - blackRectArray[i].w * 2) + blackRectArray[i].w);

whiteRectArray|[i].relocate( random() * (innerWidth - whiteRectArray[i].w * 2) +
whiteRectArray[i].w, random() * (innerHeight - whiteRectArray[i].w * 2) + whiteRectArray[i].w);

xRectArray[i].relocate( random() * (innerWidth - xRectArray[i].w * 2) + xRectArray[i].w,

random() * (innerHeight - xRectArray[i].w * 2) + xRectArray[i].w);

blackRectArray[i].update();




whiteRectArray[i].update();
xRectArray[i].update();

(state =—= ) {
( .innerHeight > 0 && .innerWidth > 0) {
nonogram.relocate();
nonogram.findUserChoices();
ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
nonogram.retrieveProgress(retrieve(currentStage),
retrieve( +currentStage),retrieve( +currentStage));
nonogram.redrawProgress();
ctx.restore();
limitBottom = nonogram.height-myLimit;

limitRight = nonogram.width-myLimit;

(state === ) {

( .innerHeight > 0 && .innerWidth > 0) {

nonogram.relocate();
nonogram.findUserChoices();

ctx.save();

ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
nonogram.redrawProgress();
nonogram.stroke TeamMateChoice();
ctx.restore();

limitBottom = nonogram.height-myLimit;

limitRight = nonogram.width-myLimit;

//Change the size of the image
( .nnerHeight >=
( AnnerWidth >=

img.src =




.innerWidth < .innerWidth >=
img.src =
( .AnnerWidth < .innerWidth >=
img.src =
( .AnnerWidth < AnnerWidth >=
img.src =
( .AnnerWidth < .innerWidth >=

img.src =

.innerHeight < && .nnerHeight >=
( .AnnerWidth >= ) {

img.src =

( .AnnerWidth < .AnnerWidth >=
img.src =

( .AnnerWidth < .innerWidth >=
img.src =

( .AnnerWidth < .AnnerWidth >=

img.src =

.nnerHeight < && .innerHeight >=
( .innerWidth >= ) {
img.src =
( .AnnerWidth < .innerWidth >=
img.src =
( .AnnerWidth < AnnerWidth >=

img.src =

.nnerHeight <

( .innerWidth >= 360) {

img.src =

( .innerWidth < .AnnerWidth >=

img.src =




TomoBetove 610 Object nonogram tnv péhodo relocate 1 omoia ypnoyLomoteitot Yo TV avadtdtasn g

ToTOG HAG KOl TOV KEM®V TG TioTg Hog Pacilopevol atnv ahiayn Tov peyédoug tng oeMdag Hog.

.relocate =
windowWidth = .nnerWidth;
windowHeight = .innerHeight;
(windowWidth > windowHeight) {
(windowHeight > ) {
size = windowHeight - 50;

f
i

size = windowHeight;

S
1

size = windowWidth;

.blockSize = floor((size / maxSize) - 1);

.width = (this.levelGrid[0].length + .maxRowNumberSize) *

.blockSize;

.height = (this.levelGrid.length + this.maxColumnNumberSize) *

.blockSize;

canvas.width = .width;

canvas.height = this.height;

ctx.save();

ctx.translate(originX,originY);

ctx.scale(scaleFactor,scaleFactor);
.drawGrid();

ctx.restore();

//---recalibrate the coordinates of every cell
indexCells = 0;

(var 1= (this.maxColumnNumberSize ) * .blockSize; i

.height; i += .blockSize ) {

( y = (this.maxRowNumberSize ) * .blockSize; y <

width; y += .blockSize ) {




.emptyGrid[indexCells].w = .blockSize;
.emptyGrid[indexCells].h = .blockSize;
.emptyGrid[indexCells].x =y;
.emptyGrid[indexCells].y = i;

indexCells++;

//Cell numbers of every row
indexRow = 0;
(vari=0;1< .rowNumbers.length; 1 ++) {
y=0;y< rowNumbers[i].length; y ++) {
rowNumbersGrid[indexRow].w = .blockSize;
-rowNumbersGrid[indexRow].h = .blockSize;
-rowNumbersGrid[indexRow].x = (y * .blockSize);

-rowNumbersGrid[indexRow].y = ( (this.maxColumnNumberSize) *

.blockSize) + (i * .blockSize);

indexRow++;

//Cell numbers of every column

indexColumn = 0;
(vari=0;1i< .columnNumbers.length; i ++) {
y=0;y< .columnNumbers|[i].length; y ++) {
.columnNumbersGrid[indexColumn].w = .blockSize;
.columnNumbersGrid[indexColumn].h = this.blockSize;

.columnNumbersGrid[indexColumn].x = ((this.maxRowNumberSize) *

.blockSize) + (i * .blockSize);
.columnNumbersGrid[indexColumn].y = (y * .blockSize);

indexColumn++;

ctx.save();
ctx.translate(originX,originY);

ctx.scale(scaleFactor,scaleFactor);




.drawRowNumbers();

.drawColumnNumbers();

ctx.restore();

To responsive design pog eivat £T010. XT0 €TOUEVO KOl TEAEVTOIO KEQAAMLO Ba LA covpe Yo To touch

controls.

13. AsitovpyikéTnTae touch controls Tov waryvidL0D

Avapépape oto kepdiao 4.2 v omAr] oAAnAeniopact) Tov xpnotn pe touch, og awtd 10 KEPAAao Ha
WIAGOLLLE TTLO OVOAVTIKA Y1 TO TG AElTovpyel To touch. Xto apyeio touch.js 0o mpocbicovpe Ta 3 Pacikd
events Tov Oa ypelactovpe ta omoia gival ta touchstart, touchend kot touchmove. Eckivdpe dnpovpydvTog
OpLopLEVEC LETAPANTES oL oTtoieg Ba pag Pondfcovy otV aAnAenidpacmn pe v 086vn agnc kot o eTidcovpe
3 ouvaptioElg Tig omoies Ba TG YPEOGTOVLE Yo TNV AAANAETIOpaoT) TV Agttovpyudv Zoom, drag kot touch

7oV yivovtotl oty 006vr aenc.

O global petafintéc mov Ba ypelootodpe givar ot evCache 1 omoia eivon Tivakog kot Oo amodnkevet Ta
gvepyd touch events, n prevDif n omoio Oa ypnoiponolgital yio TV vAOTOINGT TOV Zoom Yio. To touch, To
zoom Bo vAomotEiTal LE TV XPNoT OVO dOKTOA®V Kot 1) prevDif Bo avTImpwomTEVEL TV TPONYOULEVY
amoctaoT Tov dvo touch, n touches 1 onoia Ba petpdet To TANRBog TV touch oty 006vN Yo va EEpovpe ot
yivetor zoom, tnv touchZoom 1 omoia O eEAEyyeL av yivetal zoom kot tnv gameData 1 omoia Oa
AVTITPOSMTEVEL TO KEAL OV el emAéEel 0 ypNioTng oto multiplayer.

$(canvas).on( 5 ) {
event.preventDefault();
startPointTouchX = .floor(event.touches[@].clientX -

(( .innerWidth - canvas.width)/2));
startPointTouchY = .floor(event.touches[@].clientY -

(( .innerHeight - canvas.height)/2));
== ) {
evCache.push(event.touches[touches]);
touches++;
(evCache.length == 2) touchZoom =
(startPointTouchX<originX) {
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dragStart.x startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5
(startPointTouchY<originY)
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5
(startPointTouchX>originWidth) {
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5
(startPointTouchY>originHeight) {
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = g
{
(evCache.length == 1) {
isDown = ;
ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
nonogram.fillCels((startPointTouchX-originX)/scaleFactor,
(startPointTouchY-originY)/scaleFactor);
ctx.restore();
$( ) . text("");
$( ) .text(nonogram.findProgress() + );
nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);
store( t+currentStage,
nonogram.userChoices.rowNumbersGrid);
store( +currentStage,
nonogram.userChoices.columnNumbersGrid);
(evCache.length == 2) {
$( ).click();

(state === ) {
evCache.push(event.touches[touches]);
touches++;

(evCache.length == 2) {
touchZoom = ;

(startPointTouchX<originX) {
dragStart.x = startPointTouchX - translatePos.Xx;
dragStart.y = startPointTouchY - translatePos.y;




dragged = 5

(startPointTouchY<originY) {
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5

(startPointTouchX>originWidth) {
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5

(startPointTouchY>originHeight) {
dragStart.x = startPointTouchX - translatePos.
dragStart.y = startPointTouchY - translatePos.
dragged = 5

1)

$(canvas).on( ,
== ) {
touchup handler(event);
touches--;
isDown = 5
(evCache.length == 0 || evCache.length == 1) touchZoom =

(dragged){
$(topControl).show();

$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();
dragged = 5

(nonogram.checkProgress()) {
$( ) .show() ;
store( + currentStage, 1);
$( + currentStage).show();

{

$( ) .hide();

store( + currentStage, 9);

$( + currentStage).hide();
}
nonogram.findUserChoices();
store(currentStage, nonogram.userChoices.levelGrid);
store( +currentStage,

nonogram.userChoices.rowNumbersGrid);

store( +currentStage,
nonogram.userChoices.columnNumbersGrid);




$( ) text("");
$( ) .text(nonogram.findProgress() + );
(state === ) {
touchup handler(event);
touches--;
(dragged){
$(topControl).show();
$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();
dragged = 5

(touchZoom) {
(evCache.length == 1) {
(evCache.length == 9) {
touchZoom = 5
}
{
(turn === ) o
ctx.save();
ctx.translate(originX,originY);
ctx.scale(scaleFactor,scaleFactor);
gameData =
nonogram.multiplayerFillCels((startPointTouchX-originX)/scaleFactor,
(startPointTouchY-originY)/scaleFactor);
ctx.restore();
(gameData) {
turn =
$( ) -text("");
$( ) .text(nonogram.findProgress() +
)
sock.emit( , gameData);
(nonogram.checkProgress()) {
(multiplayerStageIndex ==
(multiplayerStagesNames.length-1)) {
$( ) .show();
sock.emit( );

{

sock.emit( , multiplayerGame);

).hide();




sock.emit(

}

gameData =

$(canvas).on( 5 ) {
event.preventDefault();
touchX = .floor(event.touches[@].clientX - (( .innerWidth -
canvas.width) / 2));
touchy = .floor(event.touches[@].clientY - (( .innerHeight -
canvas.height) / 2));
== ) {
(evCache.length == 2) touch_zoom handler(event);
(activeDragControl) {
$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();
dragControl(touchX-dragStart.x, touchY-dragStart.y);

(dragged) {
dragControl(touchX-dragStart.x, touchY-dragStart.y);

$(topControl).hide();

$(leftControl).hide();

$(rightControl).hide();

$(bottomControl).hide();

}
(isDown && evCache.length == 1){

ctx.save();

ctx.translate(originX,originY);

ctx.scale(scaleFactor,scaleFactor);

nonogram.fillMultiCells((touchX-originX)/scaleFactor,
(touchY-originY)/scaleFactor,
(startPointTouchX-originX)/scaleFactor,
(startPointTouchY-originY)/scaleFactor);

ctx.restore();

(state === ) {
(evCache.length == 2) {
touch zoom handler(event);




(activeDragControl) {
$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();
dragControl(touchX-dragStart.x, touchY-dragStart.y);

(dragged) {
dragControl(touchX-dragStart.x, touchY-dragStart.y);

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

// Find this event in the cache and update its record with this event
(var i=0; i<evCache.length; i++) {
(event.changedTouches[0].identifier == evCache[i].identifier) {

evCache[i] = event.changedTouches[0];

/' If two pointers are down, check for pinch gestures
(evCache.length == 2) {
// Calculate the distance between the two pointers
curDiffX = .abs(evCache[0].clientX - evCache[1].clientX);
curDiffY = .abs(evCache[0].clientY - evCache[l].clientY);
(prevDiff > 0) {
(curDiffX > prevDiff) {
// The distance between the two pointers has increased
(scaleFactor <2.5) {
scaleFactor +=
translatePos.x = (( .abs(evCache[0].clientX + evCache[1].clientX)/2) -

originX)/scaleFactor;




translatePos.y = (( .abs(evCache[0].clientY + evCache[ 1].clientY)/2) -
originY)/scaleFactor;

zoom(scaleFactor, translatePos);

translatePos.x = -((scaleFactor*translatePos.x)-translatePos.x);

translatePos.y = -((scaleFactor*translatePos.y)-translatePos.y);

originX = translatePos.x;

originY = translatePos.y;

trackTransforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

(curDiftX < prevDiff) {
// The distance between the two pointers has decreased
(scaleFactor > 1) {
scaleFactor -= 0.1;
translatePos.x = (( .abs(evCache[0].clientX + evCache[1].clientX)/2) -
originX)/scaleFactor;
translatePos.y = (( .abs(evCache[0].clientY + evCache[1].clientY)/2) -
originY)/scaleFactor;
zoom(scaleFactor, translatePos);
translatePos.x = -((scaleFactor*translatePos.x)-translatePos.x);
translatePos.y = -((scaleFactor*translatePos.y)-translatePos.y);
originX = translatePos.x;

originY = translatePos.y;

track Transforms(translatePos.x, translatePos.y, translatePos.x+(scaleFactor*canvas.width),

translatePos.y+(scaleFactor*canvas.height));

// Cache the distance for the next move event

prevDiff = curDiffX;




// Remove this pointer from the cache

// If the number of pointers down is less than two then reset diff tracker
(evCache.length < 2) {

prevDiff = -1;

v
s

(var i=0;i<event.changedTouches.length; i++) {

remove_event(event.changedTouches|[i]);

// Cache management
( ) {
// Remove this event from the target's cache
(var 1 = 0; i<evCache.length; i++) {
(evCache[i].identifier == event.identifier) {

evCache.splice(i, 1);

IIpocBétovpe oto apyeio zoom_drag.js Tov KOdKa Tov ¥petalOUAcTE Yo vo Agttovpyodv Ta drag controls oe

touch yeipiopo.

/| --- Drag Controls for touch
touchDragStartX = 0;

touchDragStartY = 0;

leftControl.addEventListener(

(activeDragControl) {

touchX = floor(event.touches[0].clientX - ((

AnnerWidth - canvas.width) / 2)) -
floor(touchDragStartX);

touchY = floor(event.touches[0].clientY) - touchDragStartY;

( (translatePos.x)) {




translatePos.x = 0;
translatePos.y = 0;

v
S

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

dragControl(touchX, touchY);

v
s

leftControl.addEventListener(

event.preventDefault();

touchDragStartX = floor(event.touches[0].clientX - (( .AnnerWidth - canvas.width) /

)) - translatePos.x;
touchDragStartY = floor(event.touches[0].clientY) - translatePos.y;
$(this).hide();

activeDragControl =

leftControl.addEventListener(
(activeDragControl) {
$(topControl).show();
$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();
activeDragControl =

S

topControl.addEventListener(
(activeDragControl) {
touchX = floor(event.touches[0].clientX - (( .AinnerWidth - canvas.width) / 2)) -
floor(touchDragStartX);

touchY = floor(event.touches[0].clientY) - touchDragStartY;




( (translatePos.x)) {
translatePos.x = 0;
translatePos.y = 0;

1
S

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();
dragControl(touchX, touchY);

topControl.addEventListener(
event.preventDefault();
touchDragStartX = floor(event.touches[0].clientX - (( .innerWidth - canvas.width) /
)) - translatePos.x;
touchDragStartY = floor(event.touches[0].clientY) - translatePos.y;
$(this).hide();

activeDragControl =

topControl.addEventListener(
(activeDragControl) {
$(topControl).show();
$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();
activeDragControl = ;

v
s

rightControl.addEventListener(

(activeDragControl) {

touchX = floor(event.touches[0].clientX - (( AnnerWidth - canvas.width) / 2)) -

floor(touchDragStartX);




touchY = floor(event.touches[0].clientY) - touchDragStartY;
( (translatePos.x)) {

translatePos.x = 0;

translatePos.y = 0;

v
s

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

dragControl(touchX, touchY);

rightControl.addEventListener(

event.preventDefault();

touchDragStartX = floor(event.touches[0].clientX - (( .innerWidth - canvas.width) /

)) - translatePos.x;
touchDragStartY = floor(event.touches[0].clientY) - translatePos.y;
$(this).hide();

activeDragControl =

rightControl.addEventListener(
(activeDragControl) {
$(topControl).show();
$(IeftControl).show();
$(rightControl).show();
$(bottomControl).show();
activeDragControl = ;

|3
s

bottomControl.addEventListener(
(activeDragControl) {

touchX = floor(event.touches[0].clientX - (( .innerWidth - canvas.width) / 2)) -




floor(touchDragStartX);
touchY = floor(event.touches[0].clientY) - touchDragStartY;
( (translatePos.x)) {
translatePos.x = 0;

translatePos.y =

!

$(topControl).hide();
$(leftControl).hide();
$(rightControl).hide();
$(bottomControl).hide();

dragControl(touchX, touchY);

S

bottomControl.addEventListener(
event.preventDefault();
touchDragStartX = floor(event.touches[0].clientX - (( .nnerWidth - canvas.width) /
)) - translatePos.x;
touchDragStartY = floor(event.touches[0].clientY) - translatePos.y;
$(this).hide();

activeDragControl =

bottomControl.addEventListener(

(activeDragControl) {

$(topControl).show();

$(leftControl).show();
$(rightControl).show();
$(bottomControl).show();

activeDragControl = ;

Telewwoape v vAomoinon v touch controls. Xto endpevo ke@AAao Bol LIAGOLLLE Y10, TO, GLUTEPAGLOTOL

TG TTTUYLOKNG EPYACIAGC.




14. Yvunepdopota TG TTVYLOKNS EPYACiag

Ao TV peAETN OV €KOVA Y10 TV TTUYLOKY Epyacio £uaba vo xpnoLLoTow® Tig TeXVoloYieg node.js,
socket.io, express.js ka1l 0ploUEVEG Aettovpyieg ToL browser 6wG To storage. Ba ¥PTCLOTOUCW OPKETA
TPAyUaTo ad avtd Tov Epado 6 HEAAOVTIKG OV project, £va amd avTd €ival 1 aGVYYPOVN ETKOVOVIK TOV

server e Tov client ypnopomoidvtag To socket.io.

[Ipdrypata to omoia e duokOAEWOY HTOV 1 LAOTOINoN TV ££Tpa Asttovpyldv zoom Kot drag. Hrov duokoin
1 KoTavonon Tov scale kot translate pefodmv, Yo vo UTOPEW® Vo LETATPEY® TIG GUVIETAYUEVES TOV TOVTIKIOV
67OV canva VroAoYi{ovTog TIg GUVTETAYUEVES TOV “KOGUOV” TG TIGTOG HE TIC OAAAYEG TTOL €XOVV YIVEL LE TO
scale ko to translate. Emiong pe dvokdieye kot 1 vAomoinon tov multiplayer, cuykekpiuévo 1 Snutovpyio Tov

room 7ov Ba mailave Kot Bo emkovovoHsoy o1 SV0 TUIKTES aveEAPTNTA ATO TOV Server.

e YEVIKEG YPOUUEG Bempd OTL 1] CLYKEKPIUEVT epyacia Le BoriBnce 610 va Yiveod KaADTEPOG TPOYPOUUUTIOTG
am 6Tt oLV, Epada va Ypaeo mo kafapd KOdK Kot va doympilo ToV KOJIKO LoV GE JLPOPETIKA apyeia

70 omoio pe Pondnoe 610 va PNV YpAae® ETOVAAAUPOVOLEVO KOJIKA.

Tav kodwka g epyaciog Oa tov Bpeite otnv celida pov oto github

https://github.com/DinosMpo/Nonogram-Complete-Steps

15. Bifroypagia

Opiopéva links to onoia pe fondncav oto va pédbm kot vo Katavonom 1| Vo ELTVEVCTEH OPIGUEVO TPAYLLOTAL,

gite and tutorials eite amd videos 610 youtube eivon ta €€nc:

https://www.youtube.com/watch?v=EOQ60klteudE

https://www.youtube.com/watch?v=831L.6B13ixQ0

https://www.youtube.com/watch?v=yq2au9EfeRQ

https://www.youtube.com/watch?v=vxljFhP2krl
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https://github.com/DinosMpo/Nonogram-Complete-Steps
https://www.youtube.com/watch?v=EO6OkltgudE
https://www.youtube.com/watch?v=83L6B13ixQ0
https://www.youtube.com/watch?v=yq2au9EfeRQ
https://www.youtube.com/watch?v=vxljFhP2krI

https://developer.mozilla.org/en-US/docs/Web/API/Pointer_events/Pinch_zoom_gestures

https://www.youtube.com/watch?v=xVcVbCLmKew
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https://developer.mozilla.org/en-US/docs/Web/API/Pointer_events/Pinch_zoom_gestures
https://www.youtube.com/watch?v=xVcVbCLmKew

