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NEPIAHWH

H TTapouca epyacia aTTooKOTIEI OTNV EKMABNON TTPOYPAUMATIOTIKWY EVVOIWY KAl EVVOIWYV
avaTTuéng evog traixvidiol péow Tng dnuioupyiag evog traixvidiol agIoTToIWVTAG TO
TepIBAANOV Game Maker. AglotroiwvTag atroTeAéopaTa TnG BIBAIoypagiag kal apxEg 1NG
OI0OKTIKAG TOU TTPOYPOUMATIONOU, N TIPOTEIVOUEVN TTPOCEYYION apopd OTOoV OXEOIOOUO
®UuAwv Epyaciag yia tTnv avattuén tou TTaixvidiou. Ta dUAAa Epyaciag akoAouBouv
OUVYKEKPIMEVEG APXEG OTTWG YVWOTOTToINON HMOBNOIaKWY OTOXWYV, OlayPAUPATIKA
aTTEIKOVION TNG AKOAOUBIAG TWV EVEPYEIWV YIO TNV ETTITEUEN TWV OTOXWV, KIVNTOTTOINON
TOU padnTr, KOAMEPYEIQ TNG QVAAUTIKAG Kal KPITIKAG TOU OKEWNG Kal KaAAIEpyEla
QegIoTATWYV OTNV AVATITUEN TTPOYPOUMATWY Kal TTAIXVIOIWV BETOVTAG EPWTACEIG, TTAPOXN
pMabnoiakou UAIKOU.

2710 TTAQIOIO TNG €pyaaciag £yIVE TTIAOTIKI) €Qapuoyr Twv duo atrd Ta £€1 UAAA gpyaciag,
TToU oXedldoTnkayv, o€ QoITNTEG Tou TuAuatog. Ta amoTeAéopaTa deixvouv Tn BETIKA
a1rodoxn TOU OUYKEKPIPEVOU oXedlaopou Twv PUAAwvY Epyaoiag kai emReRaiwyvouy OTi N
KaBodnyouuevn TTPOCEYYION OTNV EKUABNON TTPOYPAUPATIONOU PTTOPET va BonBrAoel Toug
apXApIoUG TTPOYPAUMATIOTEG.

OEMATIKH NEPIOXH: TexvoAoyia - NMAnpogopikn

AEZEIX KAEIAIA: Exmaideutikd Traiyvidia, GameMaker Studio 2, exkpdbnon
TTPOYPAUUATIONOU TTAIXVIOIWY, PBACIKEG TTPOYPOAUMATIOTIKEG EVVOIEG,

€VVOIEC TTPOYPOUMOTIONOU TTAIXVIOIWV



ABSTRACT

This thesis focuses on the learning of programming concepts and on game development
by creating a game using the Game Maker environment. Taking advantage on the results
of the literature and the principles of didactics of programming, the proposed approach
concerns the design of learning activities for the development of the game. The activities
follow specific principles such as informing the learner about the learning objectives,
diagrammatic representation of the sequence of actions needed to achieve the goals,
motivating the student, cultivating analytical and critical thinking, and cultivating skills in
developing programs and games and providing suitable learning material.

In the framework of the thesis, two of the six designed activities that were implemented,
were used by the students of the Department. The results show the positive attitude
towards the proposed design of the activities and confirm that a guided approach to
learning programming can help novice programmers.

SUBJECT AREA: Technology - Informatics

KEYWORDS: Educational games, GameMaker Studio 2, learning game programming,

basic programming concepts, concepts of programming games
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NMPOAOIOZ

H 1rTuxiok autr} epyacia dievepynBnke oTo TTAQICIO TWV TTPOTITUXIAKWY OTTOUSWY TOU
TuAPaTog  TMAnpo@opikng kal  TnAemkoivwviwvy Tou EKMA. H dnuioupyia TOU
eKTTAIOEUTIKOU UAIKOU €yive pe xprion tou Google Documents kai Microsoft Word kai
BagciCetal otV eKTTAIOEUTIKA TTAATQOppa GameMaker Studio 2. EuxapioTw TTOAU Tnv
KabnynTpid pou K. MéyouAou yia tn BoAbeia kai TNV OTAPIEN TNG.



ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou
1. EKMAOHZH NMPOrPAMMATIZMOY MEZQ MNAIXNIAIQN

1.1 Eicaywyn

Ta mmaudid mravra £maifav Taixvidla kal yabaivav péoa amd autd. Ooo peyaAwvouv
emAEyouv va Traifouv Traixvidla pe Kavoveg TTapd eAeUBepa. lMaixvidla pe KAPTEG,
emTpatéQia Kal PivreoTraiyvidla Kepdiouv OAOEva Kal TTEPICOOTEPO TOV XPOVO TWV
TTaudIwy. To idIo To TTaIxVidl uTTopEi AoITTOV va attoTeAETEl EpyaAeio oTnv ekTTaideuon Kal
€I0IKA OTOV TTPOYPANUATIONO.

2AMEPQ, OI AVOPWTTOI XPNOIUOTIOIOUV UTTOAOYIOTEG KAl AAAEG WNOPIOKEG CUOKEUEG OTNV
KaBnuepivr) Toug (wn yia douAsid 1) dlaokEdaon. Ta TTaidId yevvioUvTal O€ EVa Yn@Iako
KOOMO Kal paBaivouv atmmd TToAU pIKpr) nAIKia va Xeipi¢ovral akOPa Kal TTPoypdauuaTa
mTAonfynong (web browsers). Qotooco ouxvd Oev yvwpilouv TTwG AEITOUPYOUV Ta
TTPOYPAUMATA TTOU XPNOIMOTTOIoUV 1] TTWG dnuioupyouvTal. MNa va £€Xouv auTh TN yvwon
KABwWG KAl yIa va TTPOCEYYIOTEI KAAUTEPA TO AVTIKEIMEVO TNG TTANPOPOPIKAG gival OKOTTIHO
VO QVTIMETWTTIOOUV TOV TTPOYPAPUATIONS Kal va €pBouv o€ €TTaPA HE TIG BACIKEG DOUEG
OaAAG kal TOV TPOTTO OKEWNG TOU.

Méoa atd n dnuioupyia TTaxvidiwy AoITTOV Ta TTaIdIG £XOUV TNV EUKAIPIO VO YTTOUV OTOV
KOOMO TOU TTPOYPANUATIOMOU TTaiCovTag, Kal pabaivoviag KaAUTEPA TOV TPOTTO PE TOV
OTT0i0 AEITOUPYOUV OI EQAPHOYEG TTOU AyaTTOUV KAl XPNOIKMOTTOIoOUV OTNV KABNPEPIVI) TOUG
Cwn.

H paénon Baoiopévn oto TTaiyvidl (game-based learning) agopd oTtnv aglotroinon Twv
TTAIXVIOIWV VIO EKTTAIOEUTIKOUG OKOTIOUG. EpeuvnTég emonuaivouv BeTikd oToixeia armmod
TV aglotroinon Twv TaIXVISIWV WG Padnolakd epyaAgia: Kivntotroinon, TTPokAnon
EVOIOQPEPOVTOG KAl EUTTAOKNA TWV PaBNTWY, OTTOKTNON EUTTEIPILOV KAl AVATPOPOdOTNON
o6oov agopd tnv emmidoon [1], [2]. MoAAG ekTTaIdeuTiKG TTEPIBAAAOVTA XPNOIKMOTTOIOUV
TEXVIKEG  TTaIXVIOIwV  (gamification) T1ou  TepIAAuPBAvoUV  €TTITEUEN  OTOXWYV,
avaTpo@odoTnon empBpdpBeuon [3].

1.2 Kartnyopiotmroinon Twyv Maixvidiwv

Ta TTaiyvidla uTropouv va KatnyoplotroinBouv pe BAon Ta TTapakdatw Kpitrpia [1]:

21ox06-Application Area. MmTopoupe va Xwpioouue Ta Traixvidia pe Bdaon tov oTOX0
TOUG OTNV eKTTaideuon. MNa TTapadelyua eav OTOXEUOUV OTN PABNON O OUYKEKPIPEVEG
évvolieg, €dv eoTialouv OTNV KATAPTION, OTn OIOTTPOCWTTIKY ETTIKOIVWVIA, O Béuarta
ppovridag/uyeiag.

Auvartérnra-Modality. Ta TTaixvidia xwpifovral oe ox€on Pe TO TTWG TTPAYUATOTIOIOUV
TNV AAANAETTIOPACN YE TOV XPNOTN, TT.X. OTITIKA, OKOUCTIKA ] YE ETTAQN).

Mopen AleTra@ng-Interaction Style. Ta Traixvidia PITopoUv va XwpIioTouv Pe BAcn 1o
av TTPOCPEPOUV DIETTAPN HEOW TTANKTPOAOYIOU, TTOVTIKIOU, joystick /| CUOKEUEG EIKOVIKAG
TTPAYMATIKOTNTAG.

MepiBaAAov-Enviroment. AvadAoya pe 10 TTEPIBAAAOV TOU TTaIXVIDIOU, AUTO UTTOPEI va
TePIANaPBAvVEL: KOIVWVIKA TTapouadia, €ikovikd TrepifaAlov, 2A 3 3A avamapdoTtaon,
KIVNTIKOTNTA KAl Xpron Tou d1adIKTUoU.

ExmraideuTtikn Mpooéyyion-Learning Approach. Autf n karnyopia agopd pévo Ta
EKTTAIOEUTIKA TTaIXVvidla Kal dnAwvel €av To Traixvidl Traidetar ammd €vav TTaikTn, armo
TTOANOUG, €dv €ival PIKTO, dnA. KATTOIO TUAMA TOU TTaIXVIBIOU aTTO évav TTAIKTN Kal éva

E. ApBavitdémouhog 9



ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

AaAAov a1Td TTOAAOUG, €AV ATTAITEI CUVEPYOOIa JETAGU TWV TTAIKTWY A UTTOOTAPIEN OTTO TOV
EKTTAIOEUTIKO.

1.3 AiladikTuakég MAar@opueg yia EKpddnon rpoypappaTicuou

Y1rapxouv TToOAAWYV 10wV AIaBIKTUAKES TTAATQPOPUES YIa EKUAONon TTpoypauuaTiopou. Ol
MO ouvnBIoPEVEG eKTEAOUV auTOpaTa Tov Kwdlka Kal divouv feedback [1]. MNMapExouv
MOOAUOTA TTOU MTTOPEI O EKTTAIOEUOUEVOG VA XPNOIMOTIOINCEI KAl VO AVOTITUEEl TIG
0e€IOTNTEG TOU TTAVW O€ KATTOIO QVTIKEIMEVO TOUu TrpoypapuaTtiopou. Ooov agopd Tig
AIadIKTUOKEG TTAATQOPPES TTOU BacifovTal oTa TTaiXvidla JITopouv va Tagivounbouv o€
TPEIG KATNYOPIEG aVAAOYQ JE TOV OKOTTO TOUG: EKUABNON KWAIKA, EKUABNOoN aAyopIBuIKwyY
EVVOIWV, KaI EKPABNON TTPOYPAUMATIONOU TTaIXVIOIWV [1].

EkpdOnon Kwdika. >& aAutrilv TNV Katnyopia evidooovtal Ol TTAATQOPUEG TTOU
QATTOOKOTTOUV OTNV dUVATOTNTA TWV EKTTAIBEUOUEVWY VA TTPOYPAUMATICOuV BAon KATTOIOG
OUYKEKPIMEVNG YAWOOOG TTPOYPANKATIONOU, KAl va UTTOPOUV va AUvouv TTpofAfuarta
Méow auTAg. O1 dpaocTnPIOTNTES TTOU UTTAPXOUV O€ QUTEG TIG TTAATQPOPUES TTEPIAQUBAVOUV:

o Atmoo@aAudrwaon. AiveTal oToV XprioTn £éva TTPOYPAUUa JE AGBN yia va d1opBwaEl.

e JuumtAipwaon. Aivetal otov XproTn €va NUITEAEG TTPOYPANPA KAl KAAEITAI va TO
OUMTTANPWOEL.

e KaTtaokeu TTPOYPAUMOTOG. € QUTAV TNV TTEPITITWON O XPAOTNG TTPETTEN va
dnuIoupynaoel To dIKO TOU OAOKANPWUEVO TTPOYPAUMA I} OUVAPTNON 1] EVTOAR.

o Karaokeury 6poiou TTpoypAuuaTog. AiveTal n eKTEAEON €VOG TIPOYPAUMOTOG KAl O
XPAOTNG TTPOCTTOBEI VO KATOOKEUAOEI £€va BIKO TOU TTOU va ETTITEAEI QUTAV TNV
AeiToupyia.

EkpdaOnon aAyopiBpikwy evvoiwy. O1 TTAATQOPUES QUTES ATTOOKOTTOUV OTNV KATAVONON
TWV AAYOPIOUIKWY EVVOIWV KABWG Kal OTn YeEVIKOTEPN KAAMEPYEIQ TNG AAYOPIBUIKAG
OKEWNG OTOUG JabNnTéG.

‘Eva mmapdadeiypa gival n mAat@opua LightBot (http:/lightbot.com) 1mou oToxeusl oTnv
Katavénon tng avadpoung péoa atd Puzzle. MNa kaBe Tétolo Puzzle o pabntig KaAeital
VO KOTAOKEUAOEl £va TTpOypapua XpnolyotroiwvTtag Blocks, pe okotroé va kaBodnynoel
éva Robot mpog éva ouykekpiuévo o1éxo. ‘Eva dAAo TTapdderypa givai To Initial Conditions
OTTOU 0 paBNTAG KaAeiTal va dwoel Auon og Katrolo TTPpORAnua avalntnong. Autou Tou
€idoug Ta TTpoBAfuaTa UTTAPXOUV OTNV TEXVNTI vONUOOoUVN Kal AUvovTal hE €EavTANTIKOUG
aAyopiBuoug. O1 BaCIKEG EvvoIEG TV AAYOPIBUWY Kal N avaTITUgn aAyopIOuIKAG OKEWYNG
€ival atTapaiTnTo CUCTATIKO OTNV EKPABNGON TOU TTPOYPAUMATIOHOU.

EkpdOnon mrpoypappaTicou mraiXVviSiwv. TEAOG UTTAPXEl N KaTnyopia oTnv oTroia
avKouv TTAGTQOPUES Ol OTTOIEG TTPOCPEPOUV OTOUG XPAOTEG Tnv OuvaTtdTnTa Va
TTpoypauuati¢ouv Traixvidia. MNpokeITal yia OTITIKO TTPOYPANPATIONO Kal TTAPEXEl EVTOAEG
o€ UTTAOK Ta OTT0ia KABoPifouv TNV CUUTTEPIPOPA TWV Sprites.

‘Eva mTapddeiyya TAATQOpUAS QUTAG TNG Kartnyopiag eivar 1o Scratch. To Paociko
TTapdBbupo Tou Scratch TTepIAAPBAvEl TUAUA YI TO TTAIXVIOI KAl THAPA PE TIG EVTOAEG TTOU
UAOTTOIOUV Tr CUMPTTEPIPOPA TWV  Sprites TTou XpNnoIYoTToIouvTal.

2€ QUTAV TNV KaTtnyopia evidcoetal kar To Game Maker TTOU OUCIOOTIKA KAVEl XPron
QVTIKEIMEVWY, YEYOVOTWYV Kal EVEPYEIWV. [eyovoTa OTTwG To TTATNUA €vOG KOUUTTIOU, N
OoUYKPOUON METAEU QVTIKEIMEVWY 1 TO KAIK TOU TTOVTIKIOU TTPOKAAOUV TNV €EKTEAEON

E. ApBavitdémouhog 10



ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

EVEPYEIWV OTTWG N dnUIoUPYia EVOG AVTIKEINEVOU, N METAKIVNOT TOU QVTIKEIMEVOU HECT OTO
XWPO TOU Tou TTaiXVvidiou f n dnuioupyia r) aAAayr piag JETaBANTHG.

2€ QUTEG TIG TTAATQOPUEG XPEIAZETAI O HABNTAG va PTTOPEI va TTPOYPANPATIoEl AAAG OXI
amapaitnTa va ypdeel Kwdika. ZTdX0¢ €ival va avatrTuéel Tn dnuUIoupyikOTNTa TOU Kal
TAUTOXPOVA VA YVWPEICEI TOV TPOTTIO JUE TOV OTTOI0 KATAOKEUAZoVTal TA TTaIXVidIa.

1.4 Mopadeiypyata eKPAONONG TTPOYPAMHATIONOU MEOW TNG OAVATITUSNG
TAIXVISIWV

Ta TeAeuTaia xpovia TTAATQOPUES AVATITUENG TTAIXVIOIWV XPNOIKJOTTOIOUVTAl YyIa TNV
EKMABNON PBOCIKWY TTPOYPAUMATIOTIKWY EVVOIWV. AVAAOYya HE TOUG ETTIOIWKOUEVOUG
HaOnoIaKOUG OTOXOUG KAl TO ETTITTEDO TWV PABNTWY WTTOPOUV va XPNOoIJoTToinBouv
OIOQOPETIKEG TTAATPOPUEG.

210 [4] avagépeTal n aglotroinon Tou TrePIBAAAovTOG Alice yia Tnv ekuaBnon Paocikwv
EVVOIWV TOU QVTIKEINEVOOTPAPOUG TIPOYPAPUATIONOU O yAwooa Java. Ocgwpeital
KATAAANAO yia nAIKiEg Avw Twv 8 XpOvwyv. 2To TTAQiOIO TNG TTPOTACT) TOUG, O JaBnTég
avatrTuooouv éva Traixvidl-iotopia o1o TTEPIBAAAOV Alice uttd Tnv KaBodriynon Tou
EKTTAIOEUTIKOU. Ta aTTOTEAEOUA TNG OUYKEKPIYEVNG TTAPEPPAONG deixvouv OTI oI padnTég
Bewpouv OTI TO TIEPIBAAAOV PBonBnoe oTo va PABouv PaCIKEG EVVOIEC yia TO
QVTIKEIMEVOOTPAPI  TIPOYPOAUMOATIONO MPEOA O€  €va  €UXAPIOTO KOl EUKOAOTEPO
TTPOYPANMATIOTIKO TTEPIBAANOV.

210 [5], n Johnson agiomoinoe 10 TTPOYPAUMATIOTIKO TTEPIBAAAOV Game Maker oTto
TTAQioI0 TNG Bewpiag Tou KOVoTpagioviouou o€ padnTég nAIkiag 13-14 xpovwv. O pabntég
epydotnkav o€ Ceuydpia pe OTOXO TNV QVATITUEN €vog Traixvidiou. Mg Bdon Ta
armmoTeAéopATA TNG €PEUVAG, TTPOEKUWE OTI OI JAONTEC AVTIMETWTTIOAV QUOKOAIEG OTNnV
avaAuon evog TTPORANUATOG KAl OTNV AAYOpPIOUIKY) OKEWN Kal TTapavonocav Tn onuaacia
ACewv OTTwG «yeyovog» (event), «evépyela» (action) 3 «dwpudtio» (room). Ta
OUPTTEPACPATA KATAA)YOUV OTO OTI Ol HaBnTég xpelddovral UTTOOTAPIEN Ooov agopd
OTOUG PNXAVIOKOUG TTaiXVvidloU TTou atraiTouvTal aAAd Kal OTIG TTPOYPAUMATIOTIKEG DOMEG
TTOU XPEIAovTal yia TNV UAOTTOINON aUuTWV.

E. ApBaviToTTouAOG 11



ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou
2. ANATITYZONTAZ TO MAIXNIAI EXPLORER

2.1 ApXEG eEKHAONONG TTPOYPAUHATIONOU HECW TNG AVATITUENG EVOG TTaIXVISIOU

270 TTAQIOIO TNG TTOPOUCAG £PYOOiag €TMXEIPABNKE N aglotroinon Tou TTEPIBAAAOVTOG
Game Maker yia Tnv €Kuddnon PaCIKWV EVVOIWV TIPOYPAUMATIONOU KaBWS Kal
avatTugng mraixvidiwy. Aaupavovrag utréywn 1a Topiopata TG BiBAloypagiag [5] n
TTPOTACH Hag PacioTnke 010 oXedlaoud piag akoAouBiag PUAwV Epyaciag ta otroia
KaBodnyouv Toug JabnTég oTnv avaTmTugn Tou TTaixvidiou «Explorer» kal otnv ekuddnon
TOU TTPOYPANMATIONOU.

ZUYKEKpPIPEVA, KABe DUANO Epyaaoiag ...

® AVOQPEPEI TOUG OTOXOUG TTOU OXETICOVTAIl JE TTPOYPAUMATIOTIKEG EVVOIEG KAl EVVOIEG
avaTTuéng traixvidiou (Eikéva 1).

- AlvoplBuikée EWoIEC

MetaAnt (Apyikotroinan kol Epedvion), ArtAn Aopr] ETnAoyhc

‘Evvoieg MNpoypappomopioy MNargvidiwy:
Meyovac oykpouanc (Collision Event), MetaAnt Zkop

Eikéva 1: EvdeikTiKOoi 0TOX01 pUAAOU Epyaciag

e TTOPEXEI OUVOEON PE 6o 1NdN 0 HabnTng £xel dnuIoupynoel Kal £xel pabel (Eikova
2)

? Ti Exoupe PTIGEE! WE TWPO;

Zrnv 10 GpaotnpidtnTa gTdEaus Eva atAd TTayvitl oTo oTroio o ¥pAaTne,

? Ti Ba pdaboupe;

ito whaioo Tng 2% dpaotnpiotnTag Bo aoyohnBolpe pe peTafhntic kabwg Ko pe
™ dopn emAoyng.

Eikova 2: Z0vdeon Twv SpacTnpPIOTATWY O€ EMITTESO OTOXWV AVATITUENG KAl TTPOYPAUMATIOTIKWYV

EVVOIWV EKNAONONG

* TTOPEXEI DIAYPANUATIKY ATTEIKOVION TNG AKOAOUBIAG TWV EVEPYEIWV YIQ TNV ETTITEUEN
TwV oTOXWV Tou ®UAoU Epyaoiag (Eikdva 3)
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

Aldypappa Pofic ApacTtnpioTnTag

POpTWON TTPONYOUHEVOU TTaIXVIBIOU

Anpioupyia object “Coin1”

=

OVTIKEILEVOU, STaV TUYKDOUDTEI JE TOV

=
‘ Emhoyr| evEpyEIas kaTaoTpopis Tauw
¥OpaKTpa.

Anpioupyia MetaBAnTig “Score”

ApyIkoTToinon o undév, otav
onuioupyeltal To "MainCharacter”

! ADEnon Katd eva OTav uyKpoUETal TO W
“MainCharacter” pe 10 “Coint”

Anuioupyia object “Coin2”

Epgdavion peraBinrhc “Score”

TomoBéTnan Twv Objects oto Room

Eikova 3: AkoAouBia evepyeiwy yia TNV eiTEUEN TwV 0TOXWV Tou ®UAAOU Epyaciag

e KaBodNnyei Tov pabnTA KaBopiovTag oTadlakd oTOXOUG TOUG OTTOIOUG KAAEITal va
uhotroinoel (Eikéva 4)

AL

KaBopios eva Collision event pe 1o "Coinl” gro object "MainCharacter” 1o
oTroio Gtov yiveran trigger, dnAadn otav kKaheitan, va auEdvel TN deTaAnm
"score” Karta va.

Eikéva 4: KaBopiopog evdidueoou otéxou

e KIVNTOTTOIEI TOV MaBNTA, KAANIEPYEI TNV QVOAAUTIKA KAl KPEITIK TOU OKEWn Kal
KaAAgpyei O€€16TNTEG OTNV AVATITUEN TTPOYPOUMATWY Kal TraixvIOIwyv BETovTag
epwtnoeig (Eikéva 5)

® [lwg grmopoupe va opicoupe va yiveran evEpyeia eEddou armd To

Tromyvidl pdvo étav To score eivan 10;

Eikéva 5: EpwTRo€Ig KIvnToTroinong Kai TpoAnuariopou
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

e TTapPEXElI UNIKO yia vEEC Evvoleg (Eikdva 6)

@ H dopn emAoyng xpnowselel dtay BEAoups va yivoviol EVEPYELEG KOTw
amd pia ouvBrikn, dnhadn povo av pia petaBAnT £x£1 kdmowa

CUYKEKPIUEYN TIUNR. & auTnh TNV mepimwon dtav kaksita To event

pEoa oto omoio umdpxel n dopry emAoyng, eA£yxetal n ouvBrkn Ko povo av
givan aAnBng exktehouvTal o1 eviod£g mou Bpiokoviol péoa o auTnv.

H dopri emAoyrig SaBafetan wg efng: AN <ZuvBrikn eival aAnbrig> TOTE
<Ekt£Aeoe TG evioAEg>

Ztnv mepimmwon wou dev givon aAnBng ot eviodsg AEN sxteAolvTal.

Eikéva 6: MaOnoiakoé uAiké

e KOAAIEPYEI TNV apouoiwaon TNG VEQS yvwong HEoa aTrd epwTr o€l TTou B€Tel (Eikdva
7)

_ o T giva pio peTafinm péoa os éva object; Awos éva
Tapadsiypa piag GhAng petafhnmhig ou Ba prropolos va
( UTTAPXEl OF Eva TTauyvid.
Zze Tl xprnopedel éva Collision Event;
= e [lug Ba pmopoloape va ehéyfoups av To score gival pndiy
péoa os éva Event;
o i Bo oupfel av pahoups pia evEpyeia egedviong pIag
peTafinmig otnv ofdvn og éva Collision Event; Ga sppawviaTei n
peTafAnTd 1 oy, Ko yiaTi;

Eikéva 7: EpwTAOEIG TTPOG atrdvTnon YETA TV oAokAfpwon Tou ®UAAou Epyaciag

e UTTOOTNPICElI TNV £QAPPOYN TNG yvwong péoa atrd Tnv €mmiAuon VEWV OTOXWV -
TTpokAnoewv (Eikéva 8)

DoY

s Ahhofe To object "Fire” £7o1 woTE OTOV £pYETON OF ETTQPN HE TO faoiko
¥APOKTAPO VO KATROTPEPETAL.

= Tpomromoinoe To Tavitl éral woTe va fekivael pe 10 fwég.
MNpoypoppdmos To room €701 MOTE va Gnuioupyei oTnv gKKivm o Tou
Tangidiol pia akdpa "Fire” oto v pepog g oBdwng oz Tuyaio onusio.

» Abhate 1o Creation Code £ron wote wva dnuioupyei 50 Toiyoug péoa oTo room
oe Tuyaizsg BEoeig.

Eikéva 8: Néol oTOX0I-TTPOKARCEIG TTPOG £TTiAuch
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2.2 Ta ®UAAa Epyaciag

Ta @UANa gpyaciag TTou oxedIAOTNKAV yid TNV avAatrTugn Tou TraixvioIiou gival £E1 Kal
QATTOOKOTTOUV 0Tn dnuioupyia evog traixvidlou 2A. 216x0Gg €ival 0 uabntrg va eE0IKEIWOEI
ME BAOIKEG AAYOPIBUIKES EvvOoleG AAAG Kal EVVOIEG TTPOYPAUUATIOUOU TTAIXVIOIWV.

2.3 Malnoiakoi Z1é6x0l

O1 pabnoiakoi oToxol TwV GUAAWYV gpyaciag ival :
O paBbnTAG va cival o€ Béon va ...

e Anuioupyei avTikeiyeva peE €IKOVEG Kal yeEyovoTa TTou Ba QTTOOKOTIOUV Of
OUYKEKPIPEVEG AEITOUPYIEG

e XpPNOIYOTIOIEI XPOVOTTPOYPAUMATIONO YIA ATTAEG EPYATIES

e XpnOIYOTTOIEI OTTA), OUVOETN KAl EPPWAEUPEVN OO ETTIAOYNG

e XpnolyoTtrolgi atTAr} doun emavaAnyng (loop)

e ApxikoTrolgi, va aAAGZEl Kal va ep@avidel TNV TIMA YOG HETABANTAG

e XpNOIYOTTOIEI TIC OUVTETAYMEVEG TNG 0BOvVNG yia va TOTTOBOETEN QVTIKEIMEVA O€
OUYKEKPIPEVEG BEOEIG

e XpNOIYOTTIOIEI CUVOPTAOEIG TTAPAYWYNG TUXAiIWV apIBuwv
o Kataokeuddel auTOPATEG KIVIOEIG VIO T AVTIKEIMEV

e  OTmdayvel ioTeG, 0006vn évapéng Kal AAENG Tou TTauxVvIdIoU KABwWG Kal avTIKEIYEVA
KOUMTTIA

O1 aAyopIBUIKEG EVVOIEG TTOU KOAUTITOVTAI €ival O aKOAOUBEG:
e MeTaBAnTr. Apxikotroinon, aAAayn TIUAG Kal EPeAvion otnv o0Bovn.
e Aopn emAoyng. ATTAf, oUVOETN KAl EPPWAEUPEVN
e Aopn eTravaAnyng. ATTAR
O1 évvoIEG TTPOYPAUMATIONOU TTaIXVIOIWYV TTOU £GETACOVTAI Eival OI AKOAOUDBEG:
e AvTiKEipeva
e [eyovota
o Evépyeieg
e MeTaBAnTég (score Kkai lives)

e AwpdTia (TTioTeg)

210 1° ®UANO Epyaciag o pabntig KaAeital va KATaOKEUAOEl TOV BACIKO XOPAKTHPO
KaBwg Kal TIG KIVAOEIG TOU.

O1 yabnoiakoi otéxol Tou 1°V dUAou Epyaciag ival o yabntig va gival o Béon va...
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

e Anuioupyei avTikEipeva

e XpnolyoTrolgi yeyovoTa TTANKTPOAOYiou Kai dnuioupyiag

e XpNOIUOTTOIEI EVEPYEIES KiVNONG

e Anuioupyei dwPdATIa KAl VO TOTTOBETEN AVTIKEIJEVA HEOA OE QUTA

210 2° ®UAo Epyaciag o pabntig kaAeital va dnuioupynoel YETABANTH yia TO OKOP
KOBWG Kal avTIKEiyEVA vopiopata Trou Ba augdvouv auTry Tn PETABANTH KaBwg Kai
QVTIKEIMEVO £EGDOU ATTO TO TTAIXVIOI.

O1 yaBnaoiakoi atdxol Tou 2°Y GUAou Epyaaciag ival o pabntrg va givai o€ Béon va...
e Anpioupyei, aAAalel kal epgavigel MeTaBANTA Zkop
e Xpnoiyotroiei Aoy atTAng EmmAoyAg
e Xpnaoiyotroigi Neyovog 2uykpouong

210 3° ®UANO Epyaciag o pabntg dnuioupyei Ta QVTIKEIMEVA QWTIAG, TOIXOU Kal
METABANTH yIa TOV UTTOAOYIONO TWV {WWV.

O1 yaBnaoiakoi atdxol Tou 3% GUAou Epyaaciag ival o pabntrg va gival o Béon va...
e Xpnaoiyotroiei Aouy ATTA\G ETTavaAnyng
e Anpioupyei, aAAaCel kai epgavicel MeTapAnTh Zwng
e XpnolyoTtroiei evépyeia Anpioupyiag AvTIKEIUEVOU

210 4° OUAo Epyaciag o pabntig dnuioupyei avTikeipyevo Tmou augdvel Tig (wEg, To
EXOPIKO QVTIKEIYEVO KAl TO JOVOTTATI KivnON G TOU.

O1 yabnoiakoi oTéxol Tou 4°Y dUAou Epyaciag cival o yabntig va gival o Béon va...
e Xpnolyotrolei 20vOeTn Kal EpewAcupévn Aouny ETIAoyAg
e Xpnaoiyotroigi Neyovog Bripatog
e AnpIOUpYEi KOl va EVTACEI OTN CUUTTEPIPOPA AVTIKEINEVWY MovoTraTia
e Xpnaoiyotroigi Neyovog MNovTikiou
e Xpnolyotrolei Ta AWPATIA £TOI WOTE VA PTIAXVEI TTIOTEG dNAQDN ETTITTEDA DUOKOAIAG

210 5° ®UANO Epyaciag o pabntig Bddel nxoug oTto TTaixvidl, xpnoiuotroiei Timeline yia
TOV XPOVOTTPOYPAUMATIONS Kal TOTTo0ETEl UTTORABPO oTa dWATIAL.

O1 yaBnaoiakoi atdxol Tou 5% GUAou Epyaaciag ival o pabntng va givai o Béon va...
o Anuioupyei Timeline €101 WOTE va KAvel XpOVOTTPOYPAUMATIONO

2710 6° ®UANO Epyaciag o uabntrig oAokANpwvel TO TTaixVidl he 000veG Evapéng kai ARENG
ME avTioTOIXO KOUUTTIA.

O1 yabnoiakoi oTéxol Tou 6° dUAou Epyaciag cival o pabntig va gival o Béon va...

e Anuioupyei AWPATIO EKKIVAONG KOI TEPUOTIOWOU PE XPAOT QVTIKEIMEVWV-KOUUTTIWV.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2.4 0dnyigg kai MposToipacia

Katapxnv mpétel o€ OAOUG TOUG UTTOAOYIOTEG TTou Ba xpnoigotroinBouv Ta @UAAQ
epyaciag ammd TOUG MOBNTEG va eykaTaoTaBei TO AoyloOpIKO atrd Tnv 10TOOEAIdA
https://www.yoyogames.com/ .

KaBe pabntng mpétrel va dnuioupynoel OIKO Tou Aoyaplaopo €101 WOTE va KAvel login
KaBwg avoiyel Tnv TTAAT@Opua. Aev utropei va xpnoiyotroinBei o idiog Aoyapiacudg
TTOAAEG QOpEG.

2.€ KABe uttoAoyIoTr Ba TTpéTTel va uTTapXEl 0 AKEAOG Resources TTou diveTal yia Ta QUAAQ
Epyaciag Kabwg TTEPIAAUPAVEI EIKOVEG KAl IXOUG TTOU XPEIAZoVTaAl YIO TNV UAOTTOINGN TOU
TTauXvidIou.

MapatréuTroupe oTo TTAPAPTNUA GTTOU BpPioKovTal Ta QUAAG Epyaaiag

2.5 To mauyvidi Explorer

To Traiyvidl Aéyetal Explorer, kair yetd TNV oAoKANpwon 6Awv Twv QUAAWV epyaaciag
AEITOUpYEi WG €ENG:

YTapxel 0 PaCIKOG XOpPAKTAPAG TTOU KIVEITAI ME TA BEAN TOU TTANKTPOAOyiou péoa oTa
dwpdrtia. Ytrapyxouv képuata agiag 1 kal 2 TTou TPooTTabei va paléwel €101 WOTE va
QUEAOEI TO OKOP TOU PE OTOXO VO PTACEI OTO AVTIKEIMEVO £EOD0OU TNG TTIOTAG.

Méoa oTa dwMATIO UTTAPXOUV CWEG TTOU UTTOPEI va TTAPEI, QWTIEG TTOU av ayyiel
EMOTPEPEI OTNV APXIKI) BEON TOU KABWG Kal EXOPIKA AVTIKEIMEVA « ZKEAETOI» TTOU KIVOUVTAI
QUTOPATO O KUKAO OAAG Kal KATtakOpu@a. TENOG, UTTAPXOUV TOoiXol TTou OEV UTTOPEI va
TTEPACElI HEOA ATTO AUTOUG KAl dNUIOUPYOUV TO JOVOTTATI TTOU Ba TTPETTEI VO OKOAOUBAOEI.
To Trauixvidl oAokAnpwveTal 6Tav O TIAIKTNG CUYKEVTPWOElI APKETO OKOP Kal QTACEI
ETTITUXWG OTO QVTIKEIUEVO £GOOO0U.

2.6 MepiBalAov GameMaker Studio

To GameMaker Studio €ival pia TTAATEOPPA AVATITUENG TTAIXVIOIWY TTOU AVOTITUCCETOI
amdé TNV YoYo Games. XpnoldoTtrolgitTal Kupiwg oTnv ektraideuon. Eivar trepifdAAov
OTITIKOU TTPOYPOUMATIONOU  Kal  xpnoigotrolei  blocks  yia  Tov  TTpoypapuaTtiopd
avTikeigévwy (objects), Ta otroia aAANAeTIOpoUV PETAEU TOug. MNpdKeITal yia event-driven
TTPOYPANMATIONO TTOU onuaivel 0TI UTTApXouv yeyovotd, Ta oTroia Otav cupfaivouv
EKTEAOUVTOI KATTOIEG EVEPYEIEG.

2.6.1 AuvaroTtnreg

To GameMaker Studio TTapéxel €va TTANPEG OUVOAO EVTIOAWV VIO XEIPIOPO QVTIKEIMEVWV
AXWYV, €IKOVWYV Kal PETABANTWY, OOPEG €TMIAOYAG Kal €TTAVAANYNG, KOBWG £TTiONG Kal
€EUTTVOUG TPOTTOUG VIO XPOVOTTPOYPOUMATIONG Kal dnuioupyia emmTTéEdwWY  dnAadn
owuaTiwv.

Méow auTAg TNG TTAATQOPUAG PTTOPEI KAVEIG va dnuioupynoel TTaixvidla 2A pe EIKOVEG Kal
AXouUg KaBwg Kal 3A pe €1I0IKEG EVTOAEG TTOU O¢gVv gival OI0BETIPEG OTNV dWPEAV €KDOOT.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2.6.2 loTopiko

To TepIBdAAov autd dnuioupynBnke atmd Tov Mark Overmars kal n TmpwTtn £€KOoon
KukAopopnoe oTig 15 NoeguBpiou Tou 1999, pye 10 6vopa Animo. H TTAaT@oOpua auth
ATTOOKOTTOUCE OTn OnuIoupYia yPa@IKWY Kal OxlI TTaixvidlwy. ZTnv Tropeia dA\age o€
Game Maker kal uttooTrpIge Kal TN dnuioupyia 2A mraixvidiwyv. To 2004 KukKAO@OPNOE N
¢kdoon 6 TTou €ixe peYAANn amrixnon Kai TTepIEAGUBave TN duvatodTNTA KATOOKEUNG 3A
avTikeigévwy. To 2007 &ekivnoe n ouvepyaoia pe Tnv YoYo Games, n oTroia Kal aveAaRe
TO TTQIXViOI.

2AMEPO XpnolPoTTolouuEe TNV ékdoon GameMaker Studio 2, n otroia KUKAOQOPNOE TOV
MapTio Tou 2017, cival ypappévn o C# kal TTapExel Eva Kaivoupylo e€eAiyuévo IDE ue
TTEPICOOTEPEG AETITOPEPEIEG KAl OUVATOTNTEG O€ £va EUENIKTO TTEPIBAAAOV.

2.6.3 Mwg xpnoiyoTroigital

To mepIBaAAov xpnoiuoTrolei Toug TTopoug dnNAadr Ta Resources. AuToi TTepIAauBAvouV:

e Tig €IKOVEG TTOU Ba XPNOIKMOTTOINBOUV YIa QVTIKEIMEVA Kal UTTORABPO OTIG TTIOTEG
(Sprites).

e Ta avrikeipyeva TTou TTEPIANAUBAvVOUV aTTO £va Sprite, yeyovoTta (events) Kabwg Kai
evépyeleg (actions), TTou ekteAouvtal Otav yivetal trigger €va yeyovog. O
TTPOYPAUMATIOTAG KOAEITAl va €TTIAEGEI Event kal va kaBopioel evépyeleg TTou Ba
ekTeAoUvTal. Mg autdv Tov TPOTTO KABOPIZETAI N CUPTTEPIPOPE VOGS AVTIKEINEVOU.

e Ta dwpuATIO TTOU €ival OI TTIOTEG TOU TTaAIXVIOIOU Kal €KEi YEOQ TOTTOBETOUVTAI TA
avTIKEigeva. Ta dWPATIO UTTOPOUV Va XPNOIPOTToINBoUV Kal yia TRV 086vn évapéng
Kal Aqyng Tou Traixvidiou.

e Toug AXoug, TTOU aKOUYOVTal HEOW OUYKEKPIMEVWYV EVEPYEIWV PJEoa oTa Events.

Etriong uttdpyxouv kai GAAa Resources, 01TTwg yia TTapadeiyua Timelines, Tmou
XPNOIUEUOUV OTOV XPOVOTTpoypaupaTioud, Paths, dnAadr) povotrdria TTou akoAouBouv
TA QVTIKEIJEVA KAl KIVOUVTAI QUTOPATA KABWG Kal Scripts OTTou YTropei o
TTPOYPAUUATIOTAG VA YPAWE! BIKO TOU KWOIKA O€ HOPPI) KEIMEVOU.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou
3. MAOTIKH E®APMOI'H ZE ®OITHTEZ
3.1 To gpwtnuartoAdyio

Mpokeiyévou va €xoupe avarpo@odoTnon o€ OTI agopd Tnv TToIOTNTA KOl TNV
ATTOTEAEOUATIKOTATA TOU 1°Y Kal 2% @UAAOU epyaoiag, KOAEOAQUE 22 @OITNTEG va T
EKTEAEOOUV KOl VA ATTAVTAOOUV O€ éva epwTnUaToAdyio. Mpétrel va avapepOei 0TI Kaveig
atmo Toug 22 @oITNTEG dev gixe cavaypnolyoTtroinoel 1o TepIBAGAAov Game Maker. O
XPOVOG TTOU BOBNKE OTOUG POITNTEG yIa TNV EKTTOVNON TwWv U0 QUANWV gpyaciag ATav
QU0 JIBOKTIKEG WPEG. TO EPWTNHATOAOYIO TTEPINAUBAVE EPWTAOEIG OXETIKA WE:

e Tov o1dX0 TwV QUAAWYV gpyaaciag

e Tnv mroiéTNTQ

e To emiredo duokoAiag

e To emmegnynuatikd UANIKO

e Tnvopydvwon

e Tnv pop@oTroinon

e To GameMaker Studio wg epyaAeio avarTugng raixvidIwv
2UYKEKPIUEVA Ol EPWTACEIC KAl Ol ATTAVTACEIG ATAV 01 €EAG:

e 2XETIKA YE TO 10 QUAAO £pyaaciag:
o0 O ot1dxog ToUu 1Tou GUANOU Epyaciag ATav CaPAg;
= KabBdéAou £wg TTapa TToAU
o Oi00dnyieg Tou 1ou UAoOU Epyaciag yia Tn dnuioupyia Tou TTaixvidIiou ATav

»  Karavontég, Zageig, Kabodnyntikég, MoAU avaAuTikéG

o To E"ITI"IT€5O duokoAiag Tou 1ou ®UANou Epyaciag kpiveral attodekTd yia

apxapioug;
= KabdéAou £wg Mapa oAU
e JXETIKA pe TO0 20 ®UANO Epyaaoiag:

o0 O oT16x0¢g ToU 20U PUANOU Epyaciag ATav CaPAg;
= KabdéAou £wg MNMapa oAU

o Oi100dnyieg Tou 20U UANOU Epyaciag yia Tn dnuioupyia Tou TTaixvidIou fTav

»  Karavontég, Zageig, Kabodnyntikég, MoAU avaAuTikéG

o0 To emimedo duokoAiag Tou 20u PUAou Epyaaciag kpivetal atmmodekTo yia
apxapIoug;
= KabdéMou £wg MNMapa oAU
e JXETIKA PE TN Opydvwon Kal TN pop@otroinon Twv GUAwv Epyaaoiag:

0 To emeEnynuaTiké UAIKO (TT.X. yia ThV évvola TNG METABANTAG) TTIOTEUETE OTI
BonBa Tov yabnTrh oTNV KATAVONON TNG EKAOTOTE £VVOIAG;

=  KabdAou £wg Mapa oAU
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

o [wg kpivete TNV opydvwon Twv GUAwv Epyaciag (T1.X. evaAAayr odnyiwy
ME Bewpia/egnynoeig, uhotroinon o€ dIokpITa BripaTta);

=  BonBnrikr KoupaoTiki
0 H xpAon eikovidiwv TTIoTEUETE OTI BonBA TOV PABNTA OTOV EVTOTTIONO TNG
EMOUPNTAG TTANPOYPOPIAG;
=  KabdAou £wg Mapa oAU
0 H xprion xpwudtwv oTO Keiyevo TOTEVETE OTI BonBd TOV PadNTH OTOV
EVTOTTIONO TNG £MIOUUNTAS TTANPOPOPIAC;
= Kabdélou £wg MNMapa oAU
e [lwg kpivete To GAME MAKER wg¢ 1TEpIBAAANOV avATITUENG TTAIXVIOIWY;

= EuUxpnoto, KatdAAnAo yia pabntég lMupvaciou, KatdAAnAo yia
paBntég Aukeiou, KatadAAnAo yia pabntég Tpitoabuiag

3.2 Ta amroteAéopara

OMol o1 @oitnTég Katdgepav va OAOKAnpwoouv Ta OUO QUAAA epyaciag OTov
TTPOYPOAUMATIONEVO XPOVO Kal JAAIOTA KATTOI0I 0€ AlyOTEPO XPOVOo. Agv {NTABNKE KAVEVOG
€idoug Bondeia kai eTegriynon. O1 @oITNTEG EPYACTNKAV OTTOKAEIOTIKA XPNOIUOTTOIWVTAG
Ta ®UAa Epyaoiag.

Ooov agopd TIG aTTAVTACEIG TWV QPOITNTWYV OTIG EPWTNOEIG, AUTEG ATAV DETIKEG.

2UYKEKPIYEVA, Kal OoTa dUO QUAAA epyaciag, 0 OTOXOG XOPAKTNPIOTNKE COPNG Kal Ol
odnyieg mapa oAU avaAuTikéG. Ta dUO TPITA TWV QOITNTWV XAPOAKTHPIOAV TO ETTITTEDO
OUOKOAIAG TTOAU 1) TTépa TTOAU aTTOOEKTO YIa apXApPIouG.

2.€ OTI AQOPA TO ETTEENYNUATIKO UAIKO TA TPIA TETOPTA TWV QOITATWY atravrnoav 611 fondda
TTOAU ] TTdpa TTOAU TO HaBNTA OTnNV KaTavonon Tng ekdoToTte évvolag. H opydvwon Twyv
PUAWV £pyaciog XapakTnPioTnKe ATTO TOUG TTEPICCATEPOUG POITNTES TTOAU BonBNnTIKr Kal
KaBoAou i Aiyo koupaoTiKA. ATTO TNV CUVTPITITIKA TTAElOWN®@ia TwV QOITNTWY TTPOKUTTTEI
OTI N XPAON TWV EIKOVIOIWV KABWGS Kal XpwHuATWVY Bondda trapa TToAU Tov hgadnth oTov
EVTOTTIONO TNG £MIOUUNTAS TTANPOPOPIaC.

TéNog, To GameMaker wg epyaAeio TTPOYPAUPATIONOU TTAIXVIDIWV XOPAKTNPIOTNKE
QPKETA £wg TTépa TTOAU 0XPNOTO, KATA YEYAAN TTAEloWN@ia apkeTA Kal TTOAU KATGAANAO
yla galnTég yupvaaoiou, TTOAU KATAAANAO yia paBnTég Aukeiou, Kal TTapa TTOAU KATAAANAo
yla galntég TpitoBaduiac.

2UYKEKPIPEVA O1 OTTAVTAOEIG TTOU OOBNKav @aivovTal OTa TTAPAKATW OXIUATA.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

0 oto)og Tou Tou ®UAAoOL Epyaciag nrav oagng;

22 anavInoeLg

@ Kasdhou

® "iyo
ApkeTd

@ Mokl

@ Napa okl

Ixnua 1: EpwTtnon oxXeTiKd Je Tov oToxo Tou 1°Y @UAAou Epyaciag

01 08nyieg Touv Touv ®UAAOL Epyaciag yia tn dnulovpyia Tou mayvidiou nrav ...

20 mmm Kosdhou WM Mo Apkerd I Nod M Ndpa Tohd
15
10
5 II
0 |
KaravonTég Tageig KaBoGnynmkeg Mokl avaAUTIKEG KoupaoTikig

IxAua 2: EpwTtnon oxeTika pe Tig 0dnyieg Tou 1°Y dUAAou Epyaciag
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

To emninedo duokoAiag Tou 1ov ®VAAOU Epyaciac KplveTal amodeKTo yia
apxapLoug;

22 amavTRoeLg

@ Kogdhou

® Mo
ApKETd

@ Nord

@ Ndpamord

Ixnua 3: EpwTtnon oxeTikd pe 1o emiredo duokoAiag Tou 1°Y ®UAAou Epyaciag

O otd)o¢ Tou 20V PUANOL Epyaciag ntav cagngc;

22 amavingoeLc

@ Kaddhou

@ Mo
ApkeTd

@ Mok

@ Mapa okl

Zxnua 4: Epwtnon oxeTika pe To oT6X0 Tou 2° @UAAou Epyaoiag
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

01 0dnyiec Touv 20V ®UAAOU Epyaciag yia tn dnuiovpyia Tou Tarxvidiov nray ...

20

B Kogdhou M Nivo Apkerd M Moid WM Ndpa Tohd
15
10
5
0
KaravonTég TagEic KodobnynTikec Mokl avahuTikE. KoupaoaTikec

ZxAua 5: Epwtnon oxeTika e Tig 0dnyieg Tou 2°Y GUAAou Epyaciag

To eninedo duokohiac Tov 20u ®UAAOU Epyaciac KpiveTal anodeKTo yla
apxapLoug;

22 amavTngoeLg

@ KaBdhou

@ Niyo
Apkerd

@ Moo

@ Mdapa okl

Ixnua 6: EpwTtnon oxeTikd pe 1o emiredo duokoAiag Tou 2°Y ®UAAou Epyaciag
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

To eMEENYNUATLKO LALKO (TLY. yla TNV Evvolad TNG HETABANTNG) TULOTEVETE

OTL BonBda Tov padnTn oTnV Katavonon tTng EKACTOTE £VVOLAC;

22 anavTnoeLg

@ Kasdhou
® iyo

O ApkeTd

@ Mokl

@ Napa mod

IxAMa 7: EpWTNON OXETIKA JE TO ETTEENYNMATIKO UAIKO
Mwg KpLVETE TNV opyavwon Twy ®UAAwv Epyaciag (T.x. evaiiayn
odnylwv pe Bewpia/egnynoeLg, VAoroinon og dlakplta Brpata);

B Kosokou M Aiyo DO Apketd M Mol M Ddpa okl

4 1L

15

0

Bongnmikn KoupaoTikn

Ixnua 8: EpwTnon oxeTikd Je TNV opydvwon Twv PUAAwv Epyaciag

E. ApBavitémmroulog
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

H xpnon ewkovidiwyv TMLOTEVETE OTL fonBa Tov paenTr) OTOV EVTIOTILOHO TNC
ETLOLYNTNG TANpoOWYopPLaAG;

22 anavTnoeLg

@ Kaodohou

@ fiyo
ApKETd

@ Moko

@ Napa okl

ZxAua 9: EpwTtnon oxXeTikd Ye TNV XpAon €IKoVISiwv

H xpnon XpWHATWY 0TO KELPEVO TIIOTEVETE OTL Bon6a Tov paentr) oTov
EVTOTILOMO TNG ETUBLUNTAC MANpPoYopiac;

22 anavTnoelg

@ Kabdhou

® Niyo
Apkerd

@ Noid

@ MNapa mohd

ZxAua 10: EpWTNon oXETIKA ME TN XPAON XPWHATWY OTO KEIPEVO

E. ApBavitémmroulog
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Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

Nwc KpiveTe To GAME MAKER wc¢ neptpailiov avantugnc mayvidiwy;

15 I Kagdiou — I Miyo—— 00 -Apkerd I Mord—— M Ndpa ol

10
5
0
EdxpnaoTo Kardakhnio yia pasntéc Kardakhnio yia pagntéc Kardhnho yia pagntéc
Mupvagiou AUKEOU Tpimopaguac

ZxAua 11: EpwTtnon oxeTikd pe To Game Maker wg mepiBdAAov avdmrTuéng maixvidiwyv
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou
4. ENIANOIoz

2710 TTAQiCI0 TNG TTapoucag epyaciag oxedidoTnkav KatdAAnAa ®UAAa Epyaoiag yia Tnv
avaTrTugn evog Traixvidlou e OTOXO TNV €KPABNON TrpoypaupaTtiogou. H TAOTIKA
epappoyn duo ek Twv PUNwvV Epyaciag, €0€1Ee OTI O OTITIKOG TTPOYPANPATIONOG OTNV
KATOOKEUN TTaIXVIBIWV OTTWG auTdg yivetal ye To GameMaker, ytropei va Bondnoel
I010iTEPA OTNV KATAVONON OGAYOPIOUIKWY €VVOIWV OAAG KOl EVVOIWV TTOU aPOpPOoUV OTOV
TTPOYPAUMATIONS TTAIXVIOIWV.

To ommikd TepIBAAAOV divel Tn duvatdTnNTa OTOV POBNTA va BAETTEl OPAdOTTOINUEVEG
EVTOAEG OTTWG OTNV TTEPITITWON TNG OOPNAGS €MAOYAG Kal TNG BOUAG TTAVAANWNG Kal va
KATOVONOEl TOV TPOTTO TTOU AUTEG eKTEAOUVTAI. H KaTtaokeur TTaixvidiwy, atmmo Tnv AAAn
TTAEUPd, TTPOKOAEI TO €VOIOQEPOV TWV HABNTWY Kal OTAadIaKA TOUug €I0AYEl OTOV
TTPOYPANMATIONO

Ta @UAAa epyaciag TTapéxouv Eva kKaBodnyoupevo TTAaicI0, EIOIKA yia apXApIioug uadnTeg,
TTOU TOUG onBa oTnV Katavonon Kal oTnv €Qapuoyr] TNg véag yvwaong.

Q¢ HENNOVTIKR eVEPYEIQ TNG OUYKEKPIPEVNG TTPOOTTABEIAG OTTOTEAEI N €@aApUoyn Twv
OUYKEKPIMEVNG TTPOCEYYIONG OE TTPAYMOTIKEG OUVONKEG TAENG KAl N ATTOTIMNON TWV
ATTOTEAEOUATWV.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

NMAPAPTHMA

APAZTHPIOTHTA 1 GAME MAKER
To TTpwTO Pag Traiyviodr !

’Evv0|sc [MpoypapuaTtioyou Maixvidiwv:
Avtikeipyevo (Object), Neyovog MNAnkTpoAoyiou (Keyboard
Event), M'eyovog Anuioupyiag (Create Event), AwpdaTio (Room),
Evépyeieg Kivnong

?

e 11 cival To Game Maker;

To Game Maker €ival éva AoyIouIKO TTPOYPAUPATIONOU JE TO OTTOI0
Karaokeuagoupue Traixvidia. [a va 1o KAVOUpE auTo, XpnolpoTTolouue objects
(avTikeipeva) e Ta oTTOIa KABOPICOUUE TIG OVTOTNTEG TOU TTAIXVIOIOU TTOU BEAOUNE
vVa QTIAEOUE.

?

e 11 €ival Ta Objects;

KdaB¢e object trou Ba @TiIGEoupe avTIOTOIXEI O€ hia ovIOTNTA KAl TTPETTEI VA EXEL:

e ¢va sprite (eikdva) pe To oTT0I0 B EPPaviCeTal OTOV KOOUO PAG, yia
TTAPAdEIYUA £Va AVOPWTTAKI.

e ¢va N TTEPICOOTEPA events (YeyovoTa) Kal evEpPyeIES. O1 EVEPYEIEG
KaBopiouv To TTWG Ba cupTTEPIPEPETAI TO Object pag. MNa TTapddeiyua pia
evépyela Ba prTopouoe va gival va KivnBei To object Tpog K&tola
KateuBuvon otnv 006vn A va aAA&Eel n eikdva Tou, dnAadn 1o sprite. Ta
events TTUpodoToUV TIG EVEPYEIEG TTOU BEAOUNE va ekTEAET TO object. MNa
TTapdadelyha éva event gival To TTATNPA VOGS KOUUTTIOU 1) N oUyKpouon
€VOG object pe éva dAAo. OTtav oupBaivel Eva event ekteAouvTal
OUYKEKPIPEVEG EVEPVEIEG.

?TI Ba @TIAEOUE;

Oa @Tid¢oupe Eva TTaixvidl oTo OTT0i0 Ba UTTApPXE! Eva object, o BACIKOG
XapakThpag. Auto 1o object Ba £xel TNV €€N\G Asimoupyia: OTav o xprioTng Tou
TTaIXVIOIOU TTATAEl £va aTTO Ta BEAAKIA TOU TTANKTPOAOYioU Ba KIVEiTal TTPOG TNV
avTioToIXn KaTeUBuvon HEoA OTO KOOUO TTOU Ba PTIALOULE.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

€ L ->

Eikéva 1. Ta B€EAn Tou TTANKTpOAOYiou

Agg oTIg €Ikoveg 2,3,4,5 Kal 6 TTWG Ba peTakiveiTal To object avaAoya e 1O TT0I0
KOUUTTI TTaTAEI O XPROTNG:

Eixéva 2. Apxikr) 8éon object

Eikova 3. Apou 1ratnBei To Tévw PeAAKI
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

E. ApBavitémmroulog

Eikéva 4. Apou tratnBei 1o de€i BeAdki.

2

Eikéva 5. A@ou tratnBei 1o Katw BeAAKI.

€

Eikéva 6.A@ou TTatnBei To aploTepd BEAGKI.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

E. ApBavitémmroulog

Alaypappa Ponng ApaoctnpiotnTag:

r

.

Anpioupyia Sprites (EIKOvwYV) yia OAEG
TIC KIVAOEIG KAl TNV AKIVNOia Tou
avTiKEIgEvou. (TTdvw, KATw, OegIq,
APIOTEPA, CTAPUATNHEVO)

~

J

:

Anuioupyia Tou Object (avTIKEIuEVOU)

:

KaBopioudcg 5 Events (4 KiviioEI¢ Kal
aKIvnoia)

MNo kaBe event kaBoplopog 3 EVEPYEILIV

~

:

[ AMayr) sprite J

[ KaBopiopog kateubuvong

;

[ KaBopiopog taxutnrag

l

Elcaywyrn Tou avTiKEIJEVOU
oT1o Baocikdé Room(&dwuaTio)
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

H diagopa avapeoa oto Sprite kat oto Object ival ot1 To Sprite gival n €lkéva
ME TNV omoia Ba gpgaviletal to Object. To Object mepiAapBdavel OAeg Tig
Acttoupyieg OnAadn ta events Kal TIG eVEPYEIEG TOU Ba KAVEL auth N ovtoTntd.

Ag gekivijooupe AoItrov!

Apxiké avoige To TTpoypaupa Game Maker kal TG akoAoUuBnoe Ta TTAPAKATW
BAuaTa:
1. Kave Log In pe Ta oToixeia Tou Aoyapiacuou oou, €av {nTnOci
2. EmmiAege “New” kal apéowg “Drag and Drop”
3. Metda avoiyel éva TTapaBupo 0To OTT0I0 £TTIAEEE TO OVOPa KABWG Kal TO
(PAKEAO TOU apxEiou eTTECEPYATIAG TOU TTaIXVIOIOU COU.

Resources

Resources

Apéowg Ba 0dnynbeic oTnv apxikr oeAida
€VOG KEVOU project.

AgCiad uttdpxel n uTTapa Resources. Exei Ba
Bpiokovtal Aol o1 TTépol Tou TTaIXVvIOIoU TToU
Ba dnuioupynoeig 0TTwg Sprites, Objects
ME AsiToupyieg, Rooms (dwuaTIa) Kal GAAa
(eikbva 7).

Eikéva 7. H ymrdpa Twv Resources
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

BHMA TIPQTO: Anuioupyia Sprites

?

s Mg 11010V TPOTTO EI0AYOUNE EIKOVEG £TOI WOTE VA TIG

XPNOIUOTTOINOOUNE OTaV QPTIAEOUUE TOV BACIKO PaAG NPwWA;

Ta sprites xpnoigomolouvtal wg avamapdotaocn Twv objects 6to maixvidl. AnAadn '
KABe t1 Mou BOEAouUpE va epgaviletal mMpEMEL va €Xel OIKO ToU sprite.

Mpoocoxn! ‘Otav @Tiaxvoups objects oTov KOOHO HAG HE TEPICOOTEPEG ATO Hia
A&ltoupyieg icwg va xpelaletal €va sprite yia kabe pia amo autég.

AW,
(f13

Anuioupynaoe sprite yia TNV Kivnon 1Tpog 1A TTAVW

Na 1o object 1Tou Ba PTIAEEIG, dNAAdH TOV BACIKO
XOPAKTAPA, Ba XpelaoTeic 5 ouvoAika sprites.
‘Eva yia kGBe kivnon 1Tou Ba kavel (TrTavw, KATw,
0e€Id, apioTepA) Kal £va yia Tn OoTIyur Tmou Ba

4 View

gival akivnToTtroinuévog. _ : o

From Image(s)

Mpétrel TpWTA VA QTIALEIG T Sprites Kal JETA TO
object.

lMNa va dnuioupynoeig £va sprite kKave degi KAIK
OoTO Sprites TNG UTTAPAG JE TOUG TTOPOUG Kal KAIK
otnv emAoyn “Create Sprite” (eikéva 8). i i
‘ET0o1 avoiyel To TTapdBupo eTTegepyaaiag Sprite,
OTTWG QaiveTal TNV €IKOva 9:

Eikéva 8. To pevou yia dnuioupyia Sprite
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Sprite: sprite0

> |(:'.|| Speed: 15 : Frames per second Current Frame: 1 of 1 frames

EditImage

Import @

Origin: 0 x 0 Top Left -

remultipl a ....................I Gle & s

dge Filtering

I BB EEEENEDBEBRN

SR I BB B EEEENRI

Default I BB EEEEENDNERN
HE EEEEEEND

»  Collision Mask . . . . . . . . . .
I BB B EEEENRI
I BB EEEEENDNERN
I BN EEEEND
I BB N EEENEBEBRN
I BBl EEEENRI
I BN EEEEDNEBRN
I BBl EEEENI
E A BN EENEBEDNRDN
I BBl EEEENRI
I BN EEEEDNEBRN
I BBl EEEENI
E A BN EENEBEDNRDN

Eikéva 9. Mapdbupo emrefepyaaniag evog kevou Sprite

Twpa cioal €ToIgog va dnuIoupynoEIg To sprite Tou object kaBwg autd Ba kiveiTal
TTpOoG Ta TTdvw. Méoa oTo TTapatravw TTapdbupo kave 3 aAayég (Eikova 10,
KOKKIVA TTAQiolq).

4 Sprite: MainCharacterUp

Name:

5 ar

I 7 & =
MainCharacterUp L= ayJPauseanimaticm , frames per second Current Frame:

Image:

8o

Edit Image

Import

Eixéva 10. Anuioupyia Sprite pe 6voua MainCharacterUp

AMN\age To 6vopa (Name mavw apioTtepd) atrd “sprite0” oe “MainCharacterUp”.
1. Eiofyaye 10 KATAAANAO apxEio WG €ENAG:
a. lNaraimport
b. 210 TTOPABUPO TTOU Ba EPPAVIOTEI, JTTEG OTOV PAKEAO Resources Kal eKEi
Ba BPeIG TTOAAEG EIKOVEG YIA TOV XAPOKTIPA MOG.
c. EmiAe€e explorer_up
2. MNavw atd 1n peydAn eikéva kave KAIK oto “Top Left” kai etriAe€e “Middle
Centre”.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

3. Ma va dei1g Twg Ba gpgavidetal To object oTo KOOHO pag 6Tav Ba KIVEiTAl TTPOG TA
TTAvW PTTOPEIC va KAvelg KAIK oTo “Play/Pause animation” 61w @aiveTral otnv
eikéva 10.

4. TEéNog KAgioe To TTAPABUpPO.

Resources

Resources

4“’%

g"m:AL
Pmidée 4 kavoupyla sprites yia TIG UTTOAOITTEG
KIVAOEIG, XPNOIUOTTOIWVTAG KATAAANAQ

OVOMATA KAl ETTIAEYOVTAG TA AVTiOTOIXA
apxeia arrd Tov eAakeAo TTou Resources.

AQoU @TIGEEIC auTd Ta 4 Kalvoupyla sprites 1o
atroTEAEOA Ba TTPETTEN va €ival AVTIOTOIXO YE AUTO
NG €ikovag 11. AnAadr ota Resources va
uttdpyxouv 5 sprites.

Eikova 11. To ammotéAeopua Tng dnuioupyiag Twv 5 sprite

BHMA AEYTEPO: Anuioupyia Object

?Ms TTOI0V TPOTTO Ba dnuUIoUPYAOOUNE TOV BACIKO RPWA PAG £TO1 WOTE

va Trnyaivel Tavw KATw e Ta BeAdKia Kal Tautoxpova va aAAdlel To
sprite;
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

|
Ta objects(avtikeipeva) gival ol ovtoTnNTEG TOU Traixvidiou. Ta objects cuvdéovtal

HE €éva apXxIKo sprite, Kal TAUTOXpova HMOPOUKE VA TA MPOYPAHHATICOUHE va

EKTEAOUV KATOLEG EVEPYELEG OTaV cupBaivouv diaopa events (yeyovota).

Ma rapddelypa éva event gival va TTatnBei atrd Tov XpHoTn TOU TTPOYPAUUATOG
TO TTAVW BEAGKI. Z€ QUTH TNV TTEPITITWON TO Object BéAoupe va:
e AAAGCElI TO apXIKO TOU Sprite he TO avTioTOIXO TTOU £XOUUE dN €I0Ayel
TTAPATTAVW
e MeTakiveiTal TTPOG Ta TTAVW PE CUYKEKPIPEVN TaXUTNTA

GOAL

P1idEe Eva Object
e g apyIko sprite To “MainCharacterStopped”
e ¢va event (TTATNUA TOU TTANKTPOU HE TO TTAVW BEAGKI) OTO OTTOIO VA
o oAAACel To sprite pe 10 “MainCharacterUp”
o Kal va oploBeTeiTaI N KATEUBUVON TTPOG TA TTAVW KAl N TaXUTNTA TNG
Kivnorng Tou.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. 21n ummdpa Twv Topwyv Kave degi KAIK 010 Objects kai etTiAe€e Create
Object.
2. 210 TTapABUPO TTOU EPPAVICETAI UTTOPEIG VA ETTECEPYAOTEIG TO KAIVOUPYIO
Object. Kave Ta €¢Ng:
a. AM\age 1o Ovopa og “MainCharacter”.
b. Kdavovtag KAIK OTO KOUMTTI PE TIG TPEIG TEAEIEG OTTWG PAIVETAI OTNV
eiIkdva 12, Ba eppavioTei éva TTapdBupo yia va dIOAEEEIS TTOI0
Sprite a1td auTd TToU £XEIG dNPIoUPYROEl BEAEIS yIa TO KAIVOUpPYIO
Object.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

c. EmiAe€e MainCharacterStopped.

. @

T

™

—F MainCharacterStop:| =

Add Event

Events
Parent
Physics

Variable Definitions

Eikéva 12. Anuioupyia object “MainCharacter”

Twpa cioal éToIgog va kabopioeig Tnv Kivnon 1mou Ba kdvel To object cou KAOe
@opd TToU 0 XPAOTNG TOU TTaIXVISIOU Ba TTaTAEl KATTOI0 TTANKTPO Kivnong (BEAGKI):

a. Apxika kave kAik oto Add Event 0TTwg gaivetal oTnv €IKOva 12.

b. 210 pevou TTOU Ba epPavIOTEN, ETTIAEEE
KeyPressed kai yetd Up 6TTwG oTnv
eikdva 13, yia va kabopioeig T Ba yivetal
oTNV TTEPITITWON TTOU 0 XPHOTNG
TTATACEI TO TTAVW BEAGKI.

B e

Left
Right
Up

B 53 85 [ =

Down

c. 210 TTapdBupo £TTECEPYQTIAg
AEITOUPYIWV TOU OUYKEKPIPEVOU Event,
OTO apPIOTEPO KAl OTO KEVTPIKO TUAMA
EMaviCovTal Ol EVEPYEIEG TTOU Ba
yivovtal Kol 010 Oei TUAPA ep@aviCeTal
éva toolbox pe OAEG TIG eVEPYEIEG OE
MOpP®N €IKOVIBIWY, TTOU UTTOPEIG va
PEPEIG OTO KEVTPIKO TUNUA TTPOKEIYEVOU
va yivovTtal 6tav cupBaivel To
OUYKeKpIpéVo Event.

+*
T

Control
Other

g o b o b o b o g o

1l »

isynchronous } cpif
Add Event

Space

Enter

Eikéva 13. EmiAoyn Key Pressed Up Event
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

d. Epeic B€Aoupe kKGBe @opd TTou TTaTIETAI TO TTAVW BEAAKI TOU
TTANKTPOAOYIOU va yivovTal TPEIG EVEPYEIEG:
I.  Apxikd va aAAaCel To sprite Tou object pe To KATAAANAO a1TO AUTA
TTOU €XOUME dNIoupynael. MNa va 1o KAVEIG auTd, CUPE TNV EVEPYEIQ
Set Sprite (g1kovidlo pacman) H€0A OTO KEVTPIKO TUANA TOU
TTapabupou, OTTWG PaiveTal oTnV €IKOvVa 14.

Eikéva 14. KaBopiopdg evépyeiag Set Sprite oto Key Pressed Up Event

ii. 'ETol eicdyeTal n Asitoupyia Set Sprite. ETiAege To KaTGAANAO
Sprite a1rd auTd TToU £XEIC PTIALE! TTATWVTAG TTAVW OTO KOUWTTI
OTTWG QaiveTal oTnV €IKOva 15.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Q@@L

4 € Set Sprite

Sprite noone

Frame 0

Eikéva 15. KoupTri kaBopiouou Sprite otnv evépyeia Set Sprite

iii.  Twpa eiofyaye dUo akoua Asitoupyieg ato 1o toolbox. Set
Direction Fixed kai Set Speed, éTTwg @aivetal oTnv €ikéva 16.

4 € Set Sprite - x
S ainCharacterUp =

Frame 0 Relartive

4 ¢» Set Direction Fixed ~ x
L3Ik diE

Direction | 4= =
[AE AR

v Set Speed

Type Direction

Eixéva 16. Eicaywyn evepyelwv Set Direction Fixed kar Set Speed ot1o Key Press-Up Event

iv.  Tia 1 Aeiroupyia Set Direction Fixed kave KAIK 0TO TTAVW BEAGKI
Kal yia TN Asitoupyia Set Speed GAAage Tnv TIPR speed Kal KAve TNV
5, OTTWG QaiveTal OTNV €IKOVA 17.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 @€ Set Sprite
Sprite MainCharacterUp

Frame 0 Relative

4 <p Set Direction Fixed ~ x
~ |~ Eikdva 17. ETAoOy TTOPAPETPWY OTIG
Hiresion| ¢ I = evépyeleg Set Direction Fixed kai Set
<452l Speed

4w Set Speed

Type Direction

SF-EEIj 5 Relative

™

E‘l‘EAL
Opioe 010 id10 object Tpia (3) akOua events yia TIC TPEIC KIVIOEIC TTOU
TTPETTEI VA KAVEI O XAPAKTAPAG YA WOTE VA TTNYAiVEl KATw, OECIA Kal
apIoTEPQ, Badovtag yEoa oTo event TIG iDIEG TPEIG evEPYEIEG (QAAayR
sprite, KaBopIoPOS KaTeUBUVONG, KABOPIOUOS TaXUTNTAG).

AQoU kKaBopioeig OAEG TIG KIVAOEIG, TTPETTEI VO KOBOPIOEIG KAl TNV AKIVNOia O€
TTEPITITWON TTOU 0 XPNoTng Tou TTaixvidiou AEN trardel kavéva TTAAKTPO.
1. Apyika dnuioupynoe éva kaivoupylo Event (Key Down -> No Key).
2. Metd oto TTapabupo Asitoupylwy Tou Event kaBopioe 2 AeIToupyieg:
a. Set Sprite, 6tTou Ba emAECeIg TO MainCharacterStop kai
b. Set Speed, 610U Ba BAAEIG UNBEVIKA TAXUTNTA, £TC1 WOTE VA
oTapaTdel, OTTWG aiveTal oTnV €IKOva 18.
3. T€Aog, kAcioe To TTapdabupo.

4 € Set Sprite
Sprite | MainCharacterStop

Frame 0 Relative

4w Set Speed

Type | Direction

Speed O Relative

Eikéva 18. KaBopiopdg mapapétpwy aTig evépyeleg Set Sprite kai Set Speed
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2uyxapntipial OAokAApwOoEeG TN AsiIToupyia Tou object “MainCharacter”.

BHMA TPITO: Anuioupyia room

?

e [10U Ba kiveiTal 6w 10 Object;

Eivar wpa va @Tidgoupe Tov KOOPO pag, dnAadr To room (dWPATIO) OTO
oTT0i0 Ba uTTapxel Kal Ba Kiveital o MainCharacter Tou €xouue QTIAEEL.
Opwg, 11 €ival T0 Room;

Xe éva room (OwHATIO) HTTOPOUHE va TOoToOeTACOUHE Ta objects mou £xoupe
@TIAEEL Kal €T01 va ONUIOUPYRGOULE TN OKNVH TOU Taixvidiou, SnAadn Tov KOGHO
Hag. O tpomog pe tov omoio Ba tomobetnOoUV ta objects péca oto room Oa eivai

Kal autog HE Tov omoio Ba gpgaviotolv otav 0a EeKIVOEl va eKTEAEITAL TO

TPOYPAHUA TTOU PTIASape.

MPOXOXH: Xto mapdbupo ene€epyaciag Tou room PMOPOUHE va KaBopiGoUHE TwG
0a €ival o KOoHOG Hag. Agv gival n EKTEAECN TOU MTPOYPAUHATOG. AEV HTTOPOULE
onAadn va maioupe akopa.

MNa va eTiageic To Room KAve Ta TTAPAKATW:
1. Kdave dI1tTAé KAk 010 roomO, TTOoU BpiokeTal oTn PTTAdpa TTOpwV (Resources).
2. Avoiyel To TTapdBupo emeEepyaciag Tou Room.
3. Twpa tpétrel va BAAEIG TOV NPwda oTo Room. 20pe AoItTév atrd TN ITrapa Tépwv
10 object “MainCharacter”, yéoa oTo paupo TTAAICIO PE Ta TETPAYWVA, OTTWG
Qaivetal oTnv €ikova 19.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

ApacmpiitTa-Avtikeipeva - GameMaker Studio 2

Edit Build  Window

& Background

= e = rnlke

Instand r Properties - roomd

LME + ALT to paint with s

" & 5 B R B O 8 &9 £ R & ¢ N

Eikéva 19. Anuioupyia dwpatiou kai TOTTo0£TNON TOou object “MainCharacter” péoa og autd

Twpa giocal ETOINOG va TTAIEEIS TO TTAIXVIOI TTOU QTIAEAE.
Kdave KAIK 01O KouuTri Run (Tpiywvdaki) TTou BpiokeTal oTo TTAVW UEPOG TOU
TTPoYPAUMATOG, OTTWG QaiveTal oTnv Ikéva 20.

Activity - GameMaker Studic 2

File Edit Build  Windows Tools Layouts

| = & b 0O

Room Editor * | room(

Layers - room(

Eikéva 20. Toolbar oto Trévwn p€pOG TOU TTPOYPAPUATOG Kal TO KOUUTTI Run

21NV €IKOva 21 gugavi¢etal To TapdBupo OTO OTTOI0 PTTOPEIG VA TTAIEEIG.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

¥ Made in GameMaker Studio 2 T X

Eikéva 21. To TapdBbupo Tou Traixvidiou

KaAR Alaokédaon!!
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

e [Mwg ptmopoupe va aAAGEouue TNV TaxuTnTa Tou object pag og 10 étav o xpHoTng
(? TOU TTPOYPANPATOG TTATAEI TO OEE BEAAKI;
e Ti10a xpelaldpaoTav av BEAape va @TIALOUNE Kal Evav aKOUA XAPOKTPA O OTTOI0G
va Kiveital ge Ta TARkTpa W,S,A kai D;
e Ti10a ouvéBaive av BACaPE OTO room aKOUA Hia Qopd TOV XAPOKTIPA TTOU £XOUME
QTIAEEI O€ AAAN Bon);

e AITTAQOIAOTE TNV TAXUTNTA TOU XAPOKTAPA O€ OAEG TIG KIVAOEIG.
Anpioupyriote aAAo €va object “Diamond” £101 wWOTE OTAV O XAPAKTHPAG TO AYYiGEl
(collision event) péoa oto room, autd va e¢agavifetal (DESTROY event).

e AMAAGETE TN AsiToupyia Tou BacikoU object, dnAadr Tou XapaKkTrPa, £€T01 WOTE
otTav 0 XprioTNG KAVEI KAIK JE TO TTOVTIKI TTAVW TOU, VO OTAPATAEI TO TTAIXVidl.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

APAXTHPIOTHTA 2 GAME MAKER
2 UVEXICOUME TO TTAIX VIOl JAG ME METABANTEC Kal dOWN TTIAOYAG !

AANYOPIOUIKEC EVVOIEC:

MetapBAnTr (Apxikotroinon kal Epgavion), AtrAi Aouny ETmIAoyAg

‘Evvoieg MpoypapuaTtiopou Maixvidiwy:
"eyovog 2uykpouong (Collision Event), MetaBAnTh Zkop

?

o T1 EXOUME QTIALEI WG TWPQ;

21NV 11 dpacTnEIOTNTa PTIGEAUE £va atTAG TTaIXVidl OTO OTTOI0 0 XPROTNG,
XPNOIMOTTOIWVTAG T BEAGKIA TOU TTANKTPOAOYIOU, JETOKIVOUOE OTNV 086vNn évav
xapakthpa. Méoa atmd To TTPWTO YOG TTAIX VIOl HABaE:

e TI gival Ta objects (avTikeEiyeva)

e TI gival Ta Sprites (EIKOVEG)

e TTWG dnuIoupyoupE events (yeyovoTa)

® TIWG EVIAOOOUNE EVEPYEIEG OE KABE £va a1t aQUTA T yEYOVOTA

?

o I10a udBoupg;

210 TTAQiolo TNG 2" dpacTtnpIdTNTAg Ba aoXoAnBoupe Pe HETABANTEG KABWG Kal e TN
doun eTMAOYNAG.

H petaBAnTh €xel OITTH UTTOOTACN: QUOIKN WG XWPOG ATTOBNKEUONG KAl EVVOIOAOYIKH WG
onuacia/péAo TTou TIG TTPoodidoupe. H petaBAnTh €xel pia Tiun. MTtopoupe va
aAAGEoupe TNV TIPA TNG, ONAAdK TO TTEPIEXOPEVO, VO TO EPPAVICOUNE aTnv 086vn, A
aKkOua éTav oupBei KATTOI0 event va eEAEYEOUUE TTOIA TIUA €XEI WOTE VA KAVOUUE
EVEPYEIEG OTTWG TEPUATIONOG TTaIXVIOIOU dnAadn exit.

Etriong o€ autj Tn dpaocTnpioTnTa B8 JABOUUE TTWG YTTOPOUNE va ETTIAEYOUNE TTOIN
evépyela Ba yivel ye Baon pia ouvlnikn. AnAadr va unv gival TTpoKaBOPICHEVEG Ol
eVEPYEIEG AANG va eTTIAéyovTal avAAoya pe TNV TIPA piag JETaBANTAG. AuTh n doun
AéyeTal dopun €TMIAOYAG.

?

o 1100 @TIAoUE;

Oa €TTEKTEIVOUPE TO TTAIX VIOl HOG WG EGAG:
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

e Oa dnuioupyiooupe yia JeTaBAnT n otroia Ba dnAwvel To okop, Kal Ba
eM@avieTal TTAvw de€IG oTnv 006vn.

e Oa eTiIdgoupue 2 Kaivoupyia objects éva yia éva vopiopa agiag 1 kai yia éva
vOuIoua agiag 2, Ta oTroia Ba BpiokovTal didoTrapTa yéoa oTo room Kai Ba
TTPOOTIABEI O TTAIKTNG VO Ta JAlEWEl, KATAPEPVOVTAG £TOI VA QVEPATEI TO OKOP
TOU.

e Oa dnuioupyrooupe Eva TeAeUTaio object TepuaTIOPOU, OTO OTTOIO Ba TTNyaivel O
TTAIKTNG aQoU £XEI CUYKEVTPWOEI SCOre, YIa va TEPUATIOEI.

H Aeiroupyia Tou TTaixvidiou @aiveTal oTIG €IKOveS 1,2 Kai 3.

Eikéva 1. Apxikr) Béon TTaiKTn M€ OKOP OTO PNOEV.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2

E. ApBavitémmroulog

Eikéva 2. O 1aiktng £xel yadéwel duo vopiopata
agiag 1 kal €101 TO OKOp €XEl avEPel aTo 2.

Eixéva 3. O maiktng £xel padéwel 6Aa Ta vouiouaTa
Kal TAvel OTnNV £€000 OTTOU €KEN TEAEIWVEI TO
TTaUXVidl.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Ailaypappa Porjg ApaoctnpiotnTag

doépTWON TTPONYOUHEVOU TTaIXVISIOU

|

Anuioupyia object “Coin1”

~

Emhoyr evépyelag KaTtaoTpognig Tou
QAVTIKEIHEVOU, OTAY OUYKPOUOTE| HE TOV

¥OpaKTApa.

Anuioupyia MetapAntrc “Score”
T
[ ApyikoTroinon ot undev, otav ]

dnuoupyeital o “MainCharacter”
|

AUEnon kard éva OTav cuykpousTal To
“‘MainCharacter” pe 1o “Coint”

Anuioupyia object “Coin2”

|
Epgavion yetaBAntig “Score”
|

TotroBeTnon Twyv Objects oto Room

E. ApBavitémmroulog
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Ag &ekiviiooupe Aoitrov!

Extéleoe To Game Maker, oTnv apxikry 066vn Tou
TTpoypduuartog, Tatnoe Open, oTo TTapdbupo TTou
EM@aviCeTal BPES TO TTPONYOUPEVO TTPOYPAUMA KAl KAVE
OITTAG KAIK yIO VO QVOIgEL.

21NV uTrapa Twv Resources (Tmépwv) de€id, uttTdpxouv OAa
Ta sprites, objects kal rooms, TTou £XEIG dNUIOUPYNOEI
(eikbva 4).

Eikéva 4. H ummdpa Resources e 1a Resources
TTou €Xouv dnuioupynOei

BHMA TTPQOTO: Anuioupyia mpwTou volioparog He
afia 1

OAL
“an

Anuioupynoe éva kaivoupylo Sprite kai Object yia 10 TTpwTO VOUIOUQ.

Pnidée Eva kaivoupylo sprite, OTTWG AKPIBWS PABAPE oTnV TTponyoudEvn
opaoTnpIdTNTA.
1. Kdve d¢egi kKAIK oTa sprites Tng uTTapag mopwv Kai £TmiAe¢e Create Sprite
2. Ovouacé 1o: "CoinSprite1"
3. ErmmiAege 10 apxeio: coinl _sparkle strip32.png atmo 1o @AakeAo Resources,
TTATWVTAG OTO KOUWTTI import.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4. T€Nog, GNage Tnv emmAoyr Top_Left oe Middle_Centre, 6TTwg @aiveTal otTnv
eIkéva 5.

= - = S
Speed: 13 _  Frames per second Current Frame: 1 of 32 frames

Import E

Preview Mask  Origin: 16 x 16 Middle Centre =

Eixéva 5. Anuioupyia Sprite “CoinSprt1”

5. TéAog, kAeioe To TTAPABUPO eTTEEEPYATIQg TOU Sprite.

Twpa @TIAEE €va Kalvoupylo object, 6TTwg pabape otnv TTponyouuevn dpacTnPIOTNTA,
W¢ €&AG:

1. Kave d¢egi kKAik oTa objects, kal didAe¢e Create Object.

2. Ovopacé 1o: "Coin1"

3. AidAee 1o sprite pe dvopa "CoinSprite1", TTou JOAIG dnuIoUPYNOEG.

?

o [1W¢ uTTOPEI TO Object va ekTeAEI CUYKEKPIPEVES EVEPYEIEC KABE popd TTOU

ayyicel Eva dAAo;

To Collision Event, givail éva event to omnoio evepyomolgital Kabe popd
mou €va object A ayyilel éva aAlo object. Autd onpaivel 6tI yéca 6To room
otav 1o A £pBel og emawn Pe T0 B, 0a EKTEAECTOUV Ol EVEPYEIEG TTOU EXOUHE

BaAel va yivovtal péca oto event auto.

MPOXOXH: Mmopei va undapxel Collision Event kat ota duo objects mou
TMPOKEITAL VA CUYKPOUGTOUV. ‘Otav cUyKpouoTouV Ba Yivouv OAEG ol EVEPYELEG
ToU €XOUWE opicel Kal ota duo Objects!!
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

G<IAL

5“5:

Kartaokeuaoe Event kal evépyeleg 010 object “Coin1”, €101 woTe 6Tav
ouykpouetal ye 1o "MainCharacter”, va egagavieral.

2710 TTapaBupo emTeEepyaaniag, TTou Bpiokeoal, dnAadn Tou object “Coin1” kair OXI Tou
“‘MainCharacter”, akoAoubnoe Ta TTapakdTw Priuara:
1. Kave KAk oT1o kouuTri Add Event
2. XT0 Pevou TTou Ba eppavioTei oupe To TTOoVTiKI 0TV €1IAoyr Collision kal yeta
Kave KAk oto “MainCharacter”, 6TTwg aiveral oTnv €IKOvVa 6.

Add Event

| [—
Alarm

Draw

Mouse

L
40
oa
+0
oa
il

rcal\First\Firs ture >
Collision > ® MainCharacter
jcal\First\Firs
Other > & Coinl

Eixéva 6. Anuioupyia Collision Event

Twpa PTTopEig va KaBopioeIg TIG EVEPYEIEG TTOU BA KAVEI TO TTPWTO VOUICUA, JOAIG
TO QyYigel 0 PACIKOG XOPAKTAPAG TTOU £XOUNE \ON aTTd TNV TTPWTN
dpaoTnpIdTNTA.

3. 210 TTapAGBUPO EVEPYEIWV TTOU ePPaviCeTal, BEAOUNE pia evéEpyela TTou va
eCagavifel To "Coin1". AuTo yiveTal e Tnv evépyela Destroy Instance. Xupe atmmod
TNV HTTAPA EVEPYEIWV TO EIKOVIOIO PE TOV
KAd0 TO OTTOIO AVTIOTOIXEI OTNV
KataoTpo®r object kal Aéyetal Destroy Instance, 6TTwg @aiveTal oTnv €IKOva 7.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 Coinl: MainCharacter

MainCharacter

Q@@L

Eikéva 7. Eicaywyn evépyeiag Destroy Instance
oTo Collision Event Tou Coinl pe To MainCharacter

4. TE€Nog, kAgioe To TTOPABuUpPO.

2uyxapntipial MOAIG KATAOKEUAOEG TO TTPWTO VOUIOUA.
Mpiv @TIAEEIS KON TO BEUTEPO Ba dNUIOUPYAROEIG TN YETABANTH TOU "score”.

BHMA AEYTEPO: Anuioupyia Tou Score

?

e [NWG ptTopoUpE va £xoupe score oTO TralXVidl hag;

H petaBAntn gival £€vag Xwpog oTn PVAEN TOU TPoypAPHATog mou
(PTIAXVOUME oToV omoio Ba amobnkevetal €vag aplOpog. Autog o aplOpog
pTopEi va gival otidnmote xpelalopaote péoa o€ €va maixvidl. Kata tn
OldPKELA TOU TMPOYPARHATOG HTTOPOUHE va aAAdEoupe autdy Tov apilbud, va tov
glgavicoupe otnv 000vn aAAd Kal va KaBopiooUHE EVEPYELEG TTOU UTTOPOUV va
yivovtal avaAoya pe To mola €ivat n Tipn tou.

E. ApBavitémmroulog
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2710 TTaIXVidl, BEAOUPE N YETABANTH TOU score apXIKa va €xel Tiuf O Kal oTrn CuvEXEID
KAOe @opd TTou O TTaikTNG Ba padelel Ta vouiopaTa, auTh va augdveTal.

4“‘,-
GE»‘AL
ApxikoTroinoe Tn METARANTH "score" TTou BpiokeTal

oTo object “MainCharacter” o€ 0 kaBw¢ autd
dnMIoupyeiTal.

Add Event

Apxikd avoige 1o TTapabupo eTTeCEpyaaiag Tou object
“MainCharacter”, kdvovtag &ITTAG KAIK o€ auTO 0T PTTdpPa
Twv TTopwv. Twpa akoAouBnoe Ta TTapakdTw BApaTa:
1. Kave KAk oTto koupuTri Create Event 1Tou BpiokeTal oTo
MIKPO TTapabupdki pe OAa Ta events TTou €xel On To
object “MainCharacter”.

TLe ¥ 52 85[0 «
WO W W W W W W W W

Other

2. X210 hevou TTou Ba eppavioTei dIdAege Create, OTTWG
QaiveTal oTnv €IKOva 8.

Asynchronous }

Eikéva 8. EmiAoyn Create Event

3. 270 TTapABUPO TWV EVEPYEIWY TTOU Ba eu@avioTei oUPE TNV evépyeia Set Score,
TTOU £XEI €IKOViDIO
€va KUTTEAO, OTTWG PaivETAI OTNV €IKOVA 9.

4 77 Set Score

Score 0

A Timelir

>R E

FRCED

< @ &

4 |nstance Variables
T e
= o e

Eikéva 9. Eicaywyn evépyelag Set Score

H petaBAnTr "score" Ba apxikotroigital o€ 0, auEowg PJOAIG dnuioupyeital To object
“MainCharacter”.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

TéAeia! Twpa €ipaoTe £T0IPOI va KABOPIOOUUE TNV AUENON TNG METABANTAG OTav ayyilel o
“'MainCharacter"” 1o object “Coinl”.

4“‘,-
GE»‘AL
Kabdpioe €va Collision event pe 10 "Coin1" oto object "MainCharacter" 1o

oTToio otav yiveral trigger, dnAadr 6tav KaAeital, va augdvel Tn JETABANTA
"score" kata £va.

210 TTapaBupo eme¢epyaaoiag Tou "MainCharacter" kave Ta TapakdaTw:
1. Anuioupynoe éva kaivoupylo Collision event pe To object "Coinl".
2. ZUpe Tnv evépyela Set Score atmd TNV ITTAPa PECa OTO TTAPABUPO EVEPYEIWV.
3. ZT0 PIKPO TTapabupdkl GAAage Ta €ENG, OTTWG @aiveTal oTnv eiIkova 10.
a. 2pnoe 10 0 TToU UTTAPXEI oAV TIPN Kal KAvTo 1.
b. Toékape 1o KOuTdkI Relative.
AuTO onpaivel TTwg 0Tav KANBei auto To event, n TIPA TNG METABANTAG
"score" Ba avéBel kata 1 kar AEN Ba yivel atmAwg 1.

Ul Uk Y U

4 7 Set Score

Score 1

A Timeline

%% X

A Came
< [0 L]
4 Instance Variables

T e«

= & & S

Eixéva 10. Eilcaywyn Tng evépyeiag Set Score Kal KaBOoPIoPOS TwV TTAPAPETPWY TNG

4. TE€Nog, kAcioe Ta TTapdBupa etre¢epyaaoiag Tou object "MainCharacter" yia va
a1roBnkeuToUuV oI aAAaYEG.

Ayoya!! OAokApwaoeg OAN TN A&ITOUPYIKOTNTA TOU TTPWTOU VOUIOPATOG. AUTO Onuaivel
OTI dnuIoUpyYNnoEeg sprite, object, kal KABE @opd& TTOU ayyilel 0 PACIKOG XOPAKTAPAS TO
object autd, Ba augdvetal n yeTaBAnTA "score” Katd éva kal Ba egagavifeTal To
VOUIOHQ.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Twpa Ba PTIALoUNE TO BEUTEPO VOUIOHA.

BHMA TPITO: Anuioupyia deUTtepou vopiopatog afiag
2

?

o T1JI0QOPETIKO Ba £XEI TO OEUTEPO VOUIOUA OE OXEOT UE TO TTPWTO;

To deuTepo vOuIoua Ba gival idIo e TO TTPWTO PUOVO TTOU:
e Oa £xel OIAPOPETIKO sprite Kal
e (oT0 Collision Event mmou 6a dnuioupyriooupe atmo 1o "MainCharacter" 1rpog
auTo, To score Ba aveBaivel KaTd 2 kal Ox1 Katd 1, yiaTi N agia Tou givai
MEYOAUTEPN.

ATV
OAL
“an

PT11dEE £va object yia To deUTEPO VOUIONA, akoAouBwvTag Ta BAPATA TTOU
OKOAOUONOEC yIa TO TTPWTO, KAl OAN Tn AEITOUPYIKOTATA TOU, dNAAdK TO
collision event Tou "MainCharacter" mpog autd.

Av ¢ Buudoal akoAouBbnoe Ta TTapakdaTw PripaTa:

1. Apxika dnpioupynoe 1o KatdAAnAo sprite pe ovopa "CoinSprite2", kai BAAe yia
€IKOva 1o apxeio coin2 _sparkle strip32.png 1Tou BpiokeTal 0To QAKEAO
Resources.

2. Metd @niage éva object pe dvoua "Coin2", kal 6€0€ oav sprite Tou, To sprite TTou
MOAIG dnuIoUpyNnoEG.

3. Z1n ouvéxela, opioe £va Collision Event, atré 1o "Coin2" 11pog 10
"MainCharacter", oto otroio 10 object “Coin2” Ba egagavileTal.

4. A@ou Ta Kavelg auta kAgioe 10 TTapdBupo Tou "Coin2" kal avoige 10 TTapddupo
TOoU object "MainCharacter".

5. Twpa dnuioupynoe £va kaivoupylo Collision Event atrd 1o mapdbupo Tou
"MainCharacter" mmpog 10 "Coin2".

6. 2Upe atro TNV PTTAPA EVEPYEIWV TNV evépyela Set Score, OTTwG EKAVES Kal YIA TO
"Coin1", B&Ae oTo TTapaBupdki TNV TINA 2 (kai 6x1 1), Kal Toékape To Relative,
OTTWG PaiveTal oTNV €IKOVA 11.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 7 Set Score v x

Score 2 Relative

Eikéva 11. KaBopoudg TTapauéTpwv
evépyelag Set Score

7. TENog, kAeioe To TTAPABUPO eTTECEPYATiag Tou object "MainCharacter".

BHMA TETAPTO: Anuioupyia Object aTdxou Tou
maixvidiov

A@ouU o TTaikTNG padéWel apKETA Vodiopata Kal aveBAcel To score Tou, Ba TTPETTEl va
UTTApXEl €va object To oTToio OTaV ayyilel 0 BACIKOG XAPAKTAPAG Ba TEAEIWVEI TO
TTauXViol.

?
O TTAIKTNG O€ £Va OUYKEKPIPEVO score Kal ayyilel To object e¢ddou;

A,
G<:AL
Pdnidée apxika éva object pe dvopa "ExitObject" kai sprite exitsign.png, pe
éva adeglo Collision Event.

Av ¢ Buudoal akoAoubnoe Ta TTapakdTw BripaTa:

T1 TTPETTEI VA KAVOUE VIO VA TEAEIWVEI TO TTAIXVIOI KABE POPA TTOU PTAVEI

1. Anuioupynoe éva sprite ue ovopa "ExitSprite", kai sprite 1o exitsign.png amoé 1o

pakeAo Resources, 0TTWG €KAVEG KAl OTA TTPONYOUMEVA Sprites.
2. Oniage éva object pe dvopa "ExitObject" kai emTiAege yia sprite 1o "ExitSprite".
3. T€Aog, kAgioe 1o TTOPABUpPO.

?

MOvo Otav To score gival 10;

[Mw¢ PTTOPOUNE VA OpICOUUE va YiveTal evépyela €000V aTTd TO TTaIXVid

H dopr'l emAoYNng xpnolpsﬁsl otav 9é7\oups va yivovrcu svs’pyslsg
KATw amo |.IlC( oqunKn, OnAadn povo av pia petaBAnTn €xel KAmola
OUYKEKPIUEVN TIPA. Z€ AUTH TNV MEPITTWON 0tav KaAgital To event péca oto
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou
AN NN NSNS EEEEEEEE NN NN NN NN NS NN EE NN NSNS EE NN NN NS SN EEEEEEEEEEEEEEEEEEEEEEn @

omoio umdpxel n dopn €MAOYNG, EAEYXETAlL N cUVONKN Kal HOvVo av gival
aAn®ng ekteAouvtal ol EVTOAEG TOU Bpiokovtal HESa G€ AUTAY.

H dopn emAoyng diaBaletal wg €€NG: AN <ZuvOnkn €ivalt aAnéng> TOTE
<EKTéA€oE TIG EVIOAEG>

Itnv mepinmtwon mou O&v gival aAndng ot evtoAég AEN ekteAouvtal.

GOAL

Xpnolyotroinoe 1n doun €mmAoyng yéoa og Collision Event oT1o object

"MainCharacter", TTpokelyévou va TepuaTiCel To TTaixVvidl yovo oTav To score

gival yeyaAuTtepo 1 ico pe 10.

AkoAouBnoe Ta TTapaKATW Pripara:

1. Avoige 10 TTapdBupo emregepyaaiag Tou "MainCharacter" kai mpdoBeoe éva
TeAeuTaio Collision Event pe 10 "ExitObject".

2. 2Upe ato Tn PTdpa evepyelwv Tnv evépyela If Score, (BpiokeTal apkeTd KaTw oTN
AioTa) éTTwg QaiveTal oTnv €IKOva 12.

If Score

3. ZT0 PIKPO TTadBupo WE TIG ETTIAOYEG TNG OUVBNKNG TToU Ba eu@avioTei AANALE Ta
EGNG:

Eixkéva 12. Eilcaywyn
NG evEPYEIOg EAEyXOU

a. HemAoyn Tou is mrpétrel va yivel Greater or Equal, dnAadr peyaAUTeEPO N

ioo.
b. H niun, dnAadn 1o Value mpétrel va yivel 10.

E. ApBavitémmroulog
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

AuTO onpaivel TTPakTIKA 611 N ouvenkn Ba diapadeTar: “Av To score gival
MeyaAUTepO 1) ico Tou 107,

4 & If Score

Mot

Is Greater or Equal

Value (10

Eixéva 13. KaBopioudg mapauéTpwy cuvenkng

Mapatrpnoe 611 SITTAa aTTo TO PIKPO AuTd TTAPABUPO eu@avideTal N AéEn
“Empty”(ade10g). Auto onuaivel 0TI dev £xoupe BAAEl evEpyeleg TTou Ba
EKTEAECTOUV Qv I0XUEI N OUVONKN.

4. Twpa TTPETTEI va EVTAGOUUE TNV evEpyela 000U aTTd TO TTaiyVvidl, Exit Game,
Méoa oTtn doun €mAOYAG. ZUpe TNV evépyela Exit Game, ota AE=IA Tou pIKpou
auTou TTapaBupou If Score, 6TTWG @aiveTal oTnv €ikdéva 14 kar OXI kaTw aTmod
auTo.

4 & If Score
Mot
Is Greater or Equal

Value 10

Eikéva 14. Eilcaywyn evépyelag Exit Game péoa atn dopn €mAoyng TnG evépyelag If Score

To atroTéAeopa auToU TO BriUATOG TIPETTEI VA €ival CUUPWVO PE TO DEE HEPOG TNG
eikévag 15.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 & If Score

Mot

4 & If Score

Mot

= Is Greater or Equal
Is Greater or Equal

i e
: < Value 10
Value 10 5

[@) Exit Game [@ Exit Game

AAOOZ AMNOTEAEZMA
2Q3TO ANMOTEAEZMA

Eikéva 15. To AMdBog kal To CwoTo aTToTEAETUA TNG EI0QYWYNAGS TNG evépyelag Exit Game

5. TéAog, kAgioe To TTAPABUPO.

BHMA TTEMTTITO: Eugavion tou score othv 0Oovn

?

o [1WG PUTTOPOUUE VA EPPAVICOUME TNV TIUN MIOS METABANTAG, OTTWG TO

score, oTnVv 00o6vn;

To Draw GUI Event O¢ev gival £€va event onwg 0Aa oca €xoupe pabdel. Eival
€va event Y€od 6TO OMOi0 PUTTOPOUHE va BAAOUUE eVEPYEIEG GXESIACHOU
OXNUATWYV N eKTUTTWONG / EPPAVIONG KEIHEVOU oTnNV 000vVN TOU XpRoTN. Av
AUTEG TIG EVEPYELEG TIG BaAoupe omoudnmote aAAou dgv Oa AsiToupynoouy.

2TIG EVEPYEIEG AUTEG Xpelddetal va mpoodloplotei n O€on Tng 006vng otV
omoia O€Aoupe va gpgaviletal kamola petaBAntn i Keipevo.
AuTO yiveTtal Je TN XpNON CUVTETAYHEVWY.

Kabe onpeio otnv 00dvn £xel éva {euydpl ouvtetaypevwy (X,Y), mou
ava@épovtal otov oplovTio Kal otov Kabeto dova avriotoixa. To onueio
(0,0) Bpioketal otnv mavw aplotepn ywvia. Kabwg Kivoupaote mpog ta 6e€la
auavetal n petaBAntTA X Kal KaOwg KIVOUHACTE MPOG TA KATwW auEdavetal n
pHetaBANnTn Y.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

GiAL

")

Kabdpioe event kail evépyela o1o object "MainCharacter" trou va gpgavicel
TO score TTavw OegIA.

MNa va 10 KAveIg auté akoAouBbnoe Ta TTapaKATW BAuarta:
1. Avoige 10 TTapdBupo emregepyaoiag Tou MainCharacter
2. Anpioupynoe éva Draw GUI Event, 6TTwg @aivetal otnv €ikéva 16.

Add Fermm -_

e ¥ B

Draw

Draw GUI

HE E): -

B B2 85 [ «

Draw Begin

*
*

W W N W W W W W W

® Other

=¥ & curchrann
; Asynchronous
crnpLoTryoiles] e ?

Eikéva 16. Anuioupyia Draw GUI Event

3. Méoa oTo mapdBupo Tou Event, oupe Tnv evépyela Draw Instance Score (To
€IKOVidIO gival éva KUTTEAAO PE HOAURI), OTTWG QaiveTal oTnv IkOva 17.

$ @
v

e
@

r H

¥ |

4 Drawing

Eixéva 17. Eilcaywyr Draw Instance Score
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4. 210 TTapaBupdki BAAE yia X kal yia Y cuvtetayuéveg 1o 10, OTTwg Qaivetal otnv
eikéva 18.
AuTté onpaivel 0TI Ba epPavioTE TO
Keipevo “Score:” Aiyo o péoa atrd
TNV TTAVW apPICTEPA YwVvida. Caption "Score:

4 ¥ Draw Instance Score - x

X 10 Relative
5. TéAog, kAgioe To TTAPABUPO.

10 Relative

Eikéva 18. KaBopiopdg auvtetayuévwy X,Y

Twpa cipaoTte €Toigol va BaAouue Ta objects pyag oto room TTou Ba TTailel O TTAIKTNG.

BHMA EKTO: Anuioupyia Tou Room

AL
41

Avolte To Room, 6TTw¢ paBape otnv Tponyouhevn dpacTnpIOTNTA KAl TTPO0BECE
Méoa o€ auTd éva "ExitObject" kal apkeTd vouiopaTa Kal a1rod Ta dUOo €idr, oUTWS
WOTE VA ETTAPKOUV VIO VO UTTOPEI O TTAIKTNG va @TACEl 0TO TMIOUUNTO score.
Mtropeic va BAAeIC 6oa BEAEIC Kal OTTou Ta BEAEIC 0U!

4 | Default

Eikéva 19. TommoB£Tnon avrikeiyévwy ato roomO0
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

A@oU KAgioeIg To TTapdBupo. Kave KAIK 010 KouuTri Play (Tpiywvdki) TTou BpiokeTal oTnyv
EPYAAEIOONKN OTO TTAVW PEPOG TOU TTPOYPAUMATOG, VIO VA TTAIEIG.

KaAn Alaokédaon!

e Ticival pia peTaBANTA péoa o€ €va object; Awoe éva TTapddelyua
MIag AAANG peTaBANTAG TTOU Ba PTTOPOoUCE VA UTTAPXEI O€ Eva
( TTauXViol.
2¢ Tl Xpnoiuevel éva Collision Event;
Mwg Ba ptTopoucaue va eAEyEoupe av To score gival undév y€oa o€
éva Event;
e Ti0a oupBei av BAAoupe pia evEpyela EPPAVIONG YIOG METABANTAG
oTnv 066vn o€ éva Collision Event; ©a eugavioTei n yetaBAnt i
OxI, Kal yiaTi;

Doy
e Tpotrotroince 1O TTPOYPAPMA £TCI WWOTE ATTO TNV APXI TO score va givai 5.
AMN\ae Tnv agia Tou deUTEPOU VOUIOPATOG £TO1 WOTE TO Score va aveRaivel Katd
4,
e AMAAage TN OUVONKN TEPUATIOUOU TOU TTAIXVIOIOU £TOI WOTE VA IOXUEI JOVO OTAV TO
score gival ioo pe 20.

e Anuioupynoe €va object 10 o1T0i0 OTAV £PXETAI OE ETTAQPN PE TOV XOPAKTHPO VA
cavaéekivael To Traixvidl ammd tnv apxn (Restart).
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

APAXITHPIOTHTA 3 GAME MAKER
2uveyiCoupe pe Aopn EtTavaAnyng kar TuxaiotnTa !

AANYOPIOUIKEC EVVOIEC:

Aopn ETTavaAnwng (atrAn)
‘Evvoiec MNpoypauuaTtiopou Maixvidiwv:
MeTaBANTA Zwng, Anuioupyia Avtikelyévou (Create Instance)

?

o T1EXOUUE OTIACEI WG TWPQA;

21N 2" ApaoTtnpIidTNTa ETTEKTEIVAPE TO TTAIX VIOl WG £¢AG: O Bacikdg XapakTipag Yaleuel
vopioparta agiag 1 1 2 ye oKoTro va avePAacel To oKop Tou. TENOG, OTav O TTAIKTNG
Maléwel OAa Ta vouiopaTa KateubuveTal TTpog T0 object €¢6dou GTToU Kal TEpUATICEl TO
TTaIXVidl. Mo CUYKEKPIPEVA AVTILETWTTICAUE TIG EENG EVVOIEG:

Collision Event

MeTaBAnTA

Aopn emmAOYNAG

Draw GUI Event

? Ti 6a udBouyg;

2710 TTAaiolo NG 3" dpacTnpEIdTNTAG Ba aoxoAnBoupe e TN dopr eTTavaAnywng Kai TRV
TTapaywyr Tuxaiwv apiBuwv.

2TOV TIPOYPAUMATIONO OTav BEAOUNE va eTTavaAdBoupe Tnv idia evioAn A dladikacia
TTOANEG QOPEG ATTOPEUYOUNE VA TNV ETTAVAAANPBAVOUPE OTOV KWOIKA Yag Kal
XPNOIMoTToIoUKE £vav unxaviopd mmou Aéyetal doun emravaAnyng. Opifoupe TTOOEG
POPEG BEAOUPE VA EKTEAEOTEI N EVTOAR TTOU PAG EVOIOPEPEI KAl O UTTOAOYIOTHG TIG EKTEAEI.
Ettiong k&moieg @opég BEAouuE va dnuioupyouvTal JECQ OTO room Ta objects pag o€
TuXaieg BEoEIC KABE Yopd TTou Eekivael TO TTaiyVvidl. MNa autd 1o AGyo XpnoIUOTTOIoUUE
KATTOIEG CUVOPTAOEIG OTTWG N random yia TNV €mMOoTPIPR £vOS Tuxaiou aplOuou.

? Ti Ba @TIAEOUE;

2AMEPQ Oa ETTEKTEIVOUUE TO TTAIXVIOI WG EENG:
e ApxIKa Ba uttdpxel hia akdpa peTaBANTr TTou Ba PETPAEl TIG CWEG TTOU Ba €XEl O
TTAIKTNG KABWG TTaiCel, XpNOIKMOTTOIWVTAG TN METABANTA "Lives”
e MeTtd Ba dnuioupyAooupue €va object "Fire". OTav 0 BaCIKOG XOPAKTAPAS ayyiEel
T0 object "Fire" Ba emoTpEéPeEl OTNV ApXIKY) Tou BEon Kal Tautdxpova Ba
MEIwvVoVTal Ol CWEG TOU.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

e ‘Erreita Ba gpTmiagoupe 1o object "Wall", To otroio Ba Asitoupyei OTTwg Aéel TO
Ovopd Tou. AnAadr) dev Ba PTTOPEi 0 XaPAKTAPAS Va TTEPVAEI JEOQ ATTO TOV TOIXO
omroTe Ba oTauaTd.

e TEéAog, Ba diayeipioToUUE TO create event Tou room oTO OTT0i0 Ba KaBopioouue
TTWG Ba dnuioupyouvTal Tuxaia Ta objects yéoa oTo XWPO (To create event Tou
room 6a 10 HABoUNE TTAPAKATW).

H Aeiroupyia Tou TTauxvidiou @aivetal oTIg €IkOveS 1,2 kai 3.

Score: @

v v v Vv

object "Fire" ka1 o1 Cwég TTou epgaviovTal
TTAvw aploTepd gival TEOTEPIG.

E. ApBavitémmroulog
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Eikéva 2. O Baoikdg xapakTipag EXEl
QKOUUTTH o€l TO object "Fire" kai £xel
EMOTPEWEI OTNV APXIKK) TOU BEoN - o1 CWEG
Tou gival PEIWPEVES KATA Hia.

5 Made in GameMaker Studic 2 o x

Score: @

vy v v e

Eikéva 3. To amoTtéAeopa Tng Tuxaiag dnuioupyiag Twv objects oTo room.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Ailaypappa Porjg ApaoctnpiotnTag

DOpTWON TTPONYOUHEVOU TTAIXVIOIOU

Anpioupyia object “Fire”

ApxikoTroinon petapAnTric “Lives”

| Meiwon petaBAnTig “Lives” kai 1

EH@Avion TNG aTnv 0Bovn

-

Anuioupyia room kai EAeyxoc MNpoypduuarog

Anpioupyia object "Wall”

F e
Anpioupyia objects aoto room pe

Tuxaio TpATTO PE dopr eTTavainyng
L v

Ag Eekivrjiooupe AoIrov!
ExktéAeoe To Game Maker, otnv apxikr) 086vn Tou TTpoypdapuarog, Tatnoe Open, oTo
TTaPABuUPO TTOU EPPAVICETAI BPESG TO TTPONYOUPEVO TTPOYPAUMA KAl KAVE OITTAG KAIK yIO

VA QVOIgEl.

21NV utmdpa Twv Resources (Tmépwv) de€id otnv 006vn, uttdpxouv OAa Ta sprites,
objects kai rooms, TTOU €X€IG ONPIOUPYROEL.

BHMA TTIPQTO: Anuiouvpyia Object "Fire"

GaiAL
%, .5
4

Anuioupynoe 10 object "Fire"
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

lMNa va dnuioupynoeig 1o object "Fire", apxikd xpeidleocail To sprite TnG.
Anpioupynoe éva Kaivoupyio sprite:
1. MNa évopa ypdaye “FireSprt”
2. Ma sprite didAege To apyeio “fire_strip5.png” atmé Tov @dkeAo Resources
3. Mn &exaoeig va emAégeig Middle_Centre, 0Ttwg @aivetal otnv Eikéva 4:

I

rite: FireSprt
Current Frame: 1 of 5 frames
Edit Image

Import

Mask Origirn: 16 x 16 (71| Middle Centre =

EEEEN ILEBENR ala@r:

Eikéva 4: Anuioupyia sprite yia 1o object "Fire"

Twpa cioal éToigog va @TIAEEIS To object "Fire". Anuioupynoe éva Kaivoupylo object pe
Ta €€AG XOPAKTNPIOTIKA:

1. Na oévopa didAege “Fire”

2. Ta sprite 10 "FireSprt", TTou HOAIG dnUIOUPYNOES

To object autd dev xpeldletal va £xel DIKA TOu events Kal evépyeleg. Avr’ autou TO
object "MainCharacter” gival autd 1mou Ba Kavel KATTOIEG EVEPYEIEG OTAV aAyYilEl TO
object "Fire".

Mo ouykekpipéva BEAouue To "MainCharacter”, 6tav ayyicel To object "Fire™:

e Na emOoTpEPEI OTAV APXIKI) TOU BEON Kal
e Na peiwvovTal ol wEG TTou Ba £XEl O TTAIKTNG

BHMA AEYTEPO: Anuioupyia petapAntic "Lives"

?

o [1W¢ MOTEVEIS OTI Ba avaTTapioToUlE TIG CWES TTou Ba €xel oTn dI1ABE0oN

TOU O TTAIKTNG KAl Ba peiwvovTal KaBe popd 1Tou ayyicel To object "Fire";
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

H amdvrnon eivat METABAHTH. Oa xpnoigotroifooupe pia yeTaBAnTr n otroia 6a
AvVaTTaPIoOTA TIG CWEG.

S,
GE‘“EAL
P11dEe pia kavoupyla JeTaBANTA pe dvopa "Lives", oTo object
"MainCharacter", Trou 8a apyikoTrolgital otnVv TIuN 4 (€110 TO0EC CWES
BéAoupe va €xel To TTaixvidl), Oa peiwveTal KABs opd TTou To object

"MainCharacter" ayyicel To object "Fire" kal 8a ep@avicetal pye Tnv €I10IKA
EVEPYEIQ ENPAVIONGS CwwV OoTnV 0006vn.

Apxikd BéAoupe va apXIKOTTOIROOUUE TN JETABANTH Twv {wwyv, "Lives”. Auté Ba yivetal
KABe @opd TTou Eekivael To TTaixvidl, dnAadn oto Create Event Tou object
"MainCharacter".

lMNa va 1o Kaveig auTo:
1. Avoige 10 object "MainCharacter"
2. Mmeg oto Create Event
3. Zupe TNV evépyela Set Lives péoa oTig evépyeleg TOU event auTtou (UTTdpxel Hovo
dia), 6TTwg @aivetal otnv Eikéva 5:

4 MainCharacter: Create

4 77 Set Score

Score 0

u¥

4 Timel

O E

4 Gar

o @

4 stance Variables

2 Y e i
SN
4 Miscellaneot

= =

Eikéva 5. KaBopiopog evépyeiag Set Lives ato object "MainCharacter”
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4. AN\age Tnv TIuA oTNV oTToIa B APYXIKOTTOINGEI TN CUYKEKPIPEVN HETABANTA atrd O
o€ 4, OTTWG PaiveTal 0TNV EIKOVA 6:

4 7 Set Score v x

Score O Relative

4 @ Set Lives

Lives ._|

Eikéva 6. Apxikotroinon petaBAnTig "Lives"

2Tn CUVEXEID ETTEKTEIVE TIG EVEPYEIEG OTA events Tou object "MainCharacter"”, €101 woTe
Va JEIVETAI N JETAPBANTH "Lives”, kaBwg Kal va ¢eKIVAEI atTd TNV apxIKr Tou Béon KABe
popd 1ToUu ayyicel To object "Fire".
AkoAouBnoe Ta TTApaKATW PripaTa:
1. Anuioupynoe €va kaivoupylo Collision Event yia 10 object "Fire", 01Twg
QaiveTal oTnv €IKOvVa 7.

m
i
=]
=
n

¥ + BeBeEsE A0

+
+

Add Event

ture " MainCharacter

Collision Coinl

Other A Coind

Eixéva 7. Anuioupyia Collision Event yia to object "Fire"
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2. X210 TTapdBupo TTou Ba avoigel sioryaye 2 evépyeleg. ApxIKA Tnv Set Lives, O01TTwg
@aiveral otnv Eikova 8.

4 MainCharacter: Fire

Fire

Q@@

@ &

d |nsoonce Variables

Eikéva 8. KaBopiopdg evioAig Set Lives oTto event Collision Event
3. ©éoe Tnv TiPA -1 (WOTE va peiwvovTtal ol WES Kata 1), TOEKAPOVTAG TAUTOXPOVA

Kal To RELATIVE (WwOoTe N hEiWON VA YiVETAI OXETIKA PE TNV TTPONYOUNEVN TIUA),
OTTWG Qaivetal otnv Eikéva 9.

4 @ Set Lives v

Lives -1 ielative

Eikéva 9. KaBopioudg TiuAg aAAayng

4. Eionyaye TNV evépyela Jump to Start, 0TTwg gaivetal otnv Eikéva 10, £101 woTe
10 "MainCharacter" va yupioel otTnv apxIkni Tou B€on.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 MainCharacter: Fire
Fire

. Add -1 to lives Q @\ E‘L ::

4 @ Set Lives v x

Lives -1 Relative

Eixéva 10. KaBopioudg evroArig Jump To Start ato Collision Event

5. KAgioe 10 TapdBupo emmegepyaaiag Tou object "MainCharacter”.

Twpa av o "MainCharacter" akouutiioel 1o object "Fire" 8a yupioel oTnv apxiki 6éon
Kal Ba peiwbouyv o1 CWEG KaTda pia.

TéNog, B€Aoupe va epavifovtal TTAvw apioTeP ol CWES TToU €xEI KABE OTIYUA O TTAIKTNG.
lMNa va 1o kdvoupue autd Ba xpelaoTei va dnuioupyAocouue €va sprite ,To oTroio Ba
XPNoihoTToINBei wg cUPBOAO yia Tn Cwr).

P1iage Aoitov Eva kaivoupyio sprite pe dvopa “LivesSprt”. Tia eikdva dIGAeEE To apxeio
“‘item_life,png” kai pnv gexaoeig va emmAECeIc Middle _Centre, 0TTwg @aivetal otnv Eikéva
11:
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 Sprite: LivesSpro

MName:

Frames per second Current Frame: 0 of 1 frames

Edit Image
Import

Texture Settings:

Preview Mask  Origin: 16 5| Middle Centre =

Eikéva 11. Anpioupyia sprite "LivesSprt" yia 1i¢ {wég

lMNa va gp@avifovral ol WES OTTWG yiveTal ouvhBwg oTta TTaiyvidia (Eikéva 12), Ba
TTpéTrel va BaAoupe €18IKn evépyela oto Draw GUI Event Tou object "MainCharacter".

Score: @

Eikéva 12. Apxikég Cwég: 4

Na va 10 KAveIg auté akoAoubnoe Ta TTapakATw Bruara:
1. Avoige 10 TTapdBupo emTegepyaoiag Tou object "MainCharacter”.
2. Avoite 10 Ndn uttdpyxov Draw GUI Event
3. ZUpe péoa oto TapdBupo Tnv evépyela Draw Instance Lives, 6TTwg @aiveTal
oTnv Eikéva 13:
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 MainCharacter: Events
Draw GUI

o N = 7
X  Drawscore at 10,11

4 ¥ Draw Instance Score = x

Caption "Score: "
10

10

4 Drawing

Eikéva 13. KaBopiopdg mpoBoAig Lwwv

4. AiGAege 1o sprite “LivesSprt”, TTou ydAig dnuIoupynoEeS Kal YPAWE OTIG
ouvteTaypéveg X kai Y TIG TINEG 20 kai 50 (Eikéva 14) , €101 woTe o1 KapdIEG TTou
Ba ep@avioTouv va Bpiokovtal TTavw apIoTEPA aKPIBWS KATW ATTO TO OKOP.
MepioodTEPQ YIA TIG CUVTETAYUEVEG UTTOPEIS va deIg oTnv 2" ApaoTnpidTnTa.

4 ® Draw Instance Lives = x
Sprite LivesSprt @
Stack Order Horizontal -

W

| | Relative

Relative

Eikéva 14. KaBopiopdg auvTteTayuéEvwy

5. TéAog, kAeioe To TTAPABUpO eTTECEPYaaiag Tou object "MainCharacter”.
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BHMA TPITO: ‘EAcyxoc-Aokiun

?

o [1WG TIOTEVEIG OTI EAEYXOUUE TN CWOTH AEITOUPYIa TWV TTPOYPANHUATWY

TTOU QTIAXVOUUE;
H amdvrnon @uoikd ival dokiydlovrag. O KaAUTEPOG TPOTTOG Yia va Bpouue moavda
AGONn 010 KWOAIKA pag gival oiyoupa va TPECOUUE TO TTPOYPANKA OGS Kal va OOUME AV Ta

objects 1ToU éxoupe PTIGEEI AciToUpyOoUV OTTWG Ba BEAaE.

Av oupBaivel auTtd TTPOXWPANE TTAPAKATW. AV OpWG OXI, YUPICOUNE TTICW Kal
TTPOOTIAB0UNE va BPOUE TI EXOUNE KAVEI AGBOG Kal TO DI0POBWVOUE.

AuTo akpIfwg Ba kdvoupue Kal o€ auTtd TO BAMA.

AL
41

TotmroBéTnoe péoa oto RoomO, objects "Fire", Tpége 1O TTPOYPAUMA KAl OEC
av OOUAeUEl cwWOTA.

Avoie To TTapdBupo etTeCepyaaciag Tou room kal TTPOoBeoe PwTIES (Eikdva 15).

B 2 allal

Eikéva 15. NapdBupo emeEepyaciag room

A@ou kAgioeIg To TTapABupo £TTECEPYATiag TOU room, TTATNOE To KoupTri Play, yia va
¢ekivioel 1o Traixvidl (Eikdéva 16)
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Eikéva 16. ‘Evapgn Taixvidiou

H apxikr) 086vn Tou TTaIxVvIdIou TTPETTEl va Jolddel OTTwg oTnv Eikova 17.

: Made in GameMaker Studie 2 — *

Eikéva 17: NMapdBupo ekTEAEONG TTAIXVIBIOU

Oa TTPETTEI TWPA VA £EETACOUNE TECOEPA TTPAYUATA:
1. O1 kapdi€ég TToU avaTTapioTouV TIG CWEG, EJ@avifovTal cwoTd TTAVW ApIoTEPJ;

2. 2Tnv apxn Tou TTaixvidiou ol (wéG gival 4;
3. Av ayyi¢el o "MainCharacter” 1o object "Fire", gavayupva otnv apxiki Tou 8éon;
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4. A@ou yupioel aTnv apxIkr Tou B€orn, o1 CWEG YEIWvVOVTal KATA Wid;
Av n atr@vtnon oTa TTapaTTavw EPWTANATA gival val TOTE YTTOPEIG va TTPOXWPNOEIG OTA

eTOeva BAPaTa, aAANIWG TTPETTEI VA YUPICEIG TTIOW Kal VO KAVEIG TIG ATTAPAITATES
d10pBwOEIC.

BHMA TETAPTO: Anuioupyia Toixou

?

o [1wW¢ Ba eTiaxvaue éva Object 1O 01T0I0 VO AEITOUPYEI OAV TOIXOG;

AnAadr} va pn PTTopEi o TTaikTng va repdoel ammd Péoa Tou;

‘Eva object mou £xel tnv 1610tNtTa solid, Oewpeital oteped, SnAadn dev
pTmopoUV ta dAAa objects va mepdcouv amo Yéca Tou.

To ot €va object gival solid, dev onpaivel oti ota Collision Event twv dAAAwv
object 0ev mpEMEL va UTAPXEL EVEPYELA AKIVATOTOINONG, OTAV GUYKpouovTal
ME aQuTo.

AL
“a”
Pdnidée €va object pe dvoua "Wall", 10 otroio va €xel Tnv 1816TNTA solid Kai

onuioupynoe Collision Event atrd 10 object "MainCharacter” 1rpog 10 object
"Wall" ye evépyela akivnToTroinong

MNa va 1o karta@épeig autd akoAouBnoe Ta TTOPAKATW BAMaATA:
1. Apxika @Tiace €va sprite pe ovopa “WallSprt” eTmIAéyovrag 1o apxeio
“‘wall_block.png”, ammé 1o @dkeAo Resources
2. 'Emeira dnuioupynoe éva object pe dvoua “Wall” kai sprite, autd TTou JOAIG

EQTIOEES
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3. Méoa oTo TapdBupo emme¢epyaaoiag Tou object Toékape Tnv €mmAoyn solid
(Eikéva 18)
4. TéNog, KAgioe To TTAPABUPO

d '3':1 ect: Wall

Mame:
Wall

Sprite:

WallSprt

32

Collision Mask:

ame As Sprit

Visible Solid

Persistent Uses Physics

Events
Parent
Physics

Variable Definitions

Eikéva 18. KaBopiopdg mapapéTpwy object "Wall*

Twpa TTpETTel va kaBopicoupe 010 object "MainCharacter” éva Collision Event pe 10
"Wall", oTo oTT0i0 Ba UTTApXEl EVEPYEIQ AKIVNTOTTOINONG. AKOAOUBNOE Ta TTOPAKATW
Briuata (Eikéva 19):

1. Avoige 10 object "MainCharacter"

2. Anpioupynoe éva Collision Event pe to object "Wall"
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Add Event

& B B

e
-

o]

Alarm

Draw

Mouse

Key Down

* MainCharacter

o5

Coinl

=

Coind

e; Game Mal

ExitObject

-
i

TNe : » 5 550«

Asynchronous 3

Eixéva 19. Anuioupyia Collision Event yia 1o object "Wall"

3. Twpa oupe TNV evépyela Set Speed péoa oTo TTAPABUPO, OTTWG PAIVETAI OTNV
Eikéva 20:

4 MainCharacter: Wall

Wall

Eikéva 20. KaBopiopdg evépyeiag Set Speed

Opicovtag Taxutnta 0, akivnToTToloUUE TO Object.

E. ApBavitémmroulog
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4. Xwpig va aANAEeIg TITTOTA OTIG ETTIAOYEG TNG EVEPYEIAG KAEIOE TO TTapddupo.

BHMA TTEMTTITO: Tuxaia Anupioupyia Objects aTo
Room

2710 Briua autd Ba pdboupe TTWG va QUTOPATOTTOIOUNE Trn dnuloupyia objects oto room
MEow evepyelwy. O TTapakdTw oTOXOI ATTOOKOTTOUV 0T dnuioupyia:

Evég object "MainCharacter” o1o apiotepd pépog TG 086vng

5 objects "Fire" o€ Tuxaieg B€0¢Ig

4 objects "Coinl" o€ Tuxaieg B€o¢Ig

3 objects "Coin2" o€ Tuxaieg BEoEIg

10 objects "Wall" o€ Tuxaieg 6€o¢ig

ToU object "ExitObject" o1o d¢&i pépog TNG 086vNG

?

o TITTIOTEVEIC OTI TTIPETTEI VO KAVOUE YIA VA YivOvTal EVEPYEIEG KATA TN

dnuIoupyia evog room, dnAadry oTnv apxr Tou TTaixVvidiou;

H amravrnon €ival oto Creation Code Tou room. Méxpl Twpa €xoupe d€l events oTa
objects.

To Creation Code evog room €ival éva Event omwg autd twv object mou
gvepyomoleital akpiBwg HOAIG EeKIVAEL va AEITOUpYEi To room. AVAKEL OTO
rooom Kat 0x1 o€ object kai péoa o€ auto 1o Event Baloupe evEpyelEg TOU

0£Aoupe va yivovtal Katd tn @don tTng EKKivnong Tou maixvidiou.

4“%
GEI»:AL
Avoite 1o Creation Code Tou Room0 kai ToTrTo8£TnoE pia evépyela
dnuioupyiag Tou object "MainCharacter".

AkoAouBnoe Ta TTapaKATW Pripara:
1. Avoige To RoomO
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2. Kdave kAik oto koupTrl Creation Code 1rou BpiokeTal KATW apioTepd (Eikova 21),
yla va avoi¢el To TapdBupo evepyelwyv Tou Creation Code:

Activity - GameMaker — X

(= MHESES N = Al

225

wg)w e o B

Eikéva 21. Evepyotroinon Creation Code tou RoomO

O@¢éNoupe pia evépyela TTou va dnuIoupyEi objects YEoa OTO rooMm O€ CUYKEKPIYEVN
Béon.

H evépyela Create Instance mou sival diaB<oiun o€ 6Aa ta Events, sival pia =
EVEPYELA TTOU Otav eKTeEAEOTEl Oa OnUIoupynoEl £va object o€ GUYKEKPIPEVN
0€on tTou room.

O mapdueTpol TOU MPETEL VA OpicoupE givat:

e To object mou B€Aoupe va dnuioupynOei
e Tig cuvtetaypéveg X Kal Y Tou Kaivoupylou object

3. ZT10 TTap&Bupo TTou BpiokouacTe, oupe TNV evépyeia Create Instance 6TTwg oTNV
Eikéva 22:
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4 rooml Creation Code

RoomCreatienCode... X

Eikéva 22. Anuioupyia oTiyuidétutiwy object ato room (Create Instance)

?

« [1w¢ Ba kKaBopioouue va dnuioupynbei To object pag otn yéon Tou

apIoTEPOU TUAMATOC TNG 086VNC;

MNa va avagepboupe otn pEan TG 086vNG TTPETTEI va yVwpPIiCoupEe TO HEyEBOG TG 080vNGg

Kal va TO IIPECOUNE PE TO 2.

To room_width kai to room_height €ival 6Uo petaBAntég tou Game Maker '
TIG omoieg epei¢ AEN pmopouUpe va aAAdEoUpE Kat £Xouv TNV TANPo@opid yia To =
HEYEBOG TNG 000vnGg o€ PIXEL.

To room_width pag emotp£Pel wg TIPn To MAdTog TNG 000VNG Kal T
room_heigth to Uyog tng 00ovNnG.

Me autég Tig 6U0 HETABANTEG UTTOPOUHE VA ava@ePOOUNE OE OXETIKEG OECEIG
NG 000vVNG OMMWG apxn, YEon, TEAOG KAVOVTAG TIG amapaitnTeg mpAgelg.

4. Ta va 1o1100eTNO¢Ei TO 0bject "MainCharacter" otn péon 1g 066vng TTPETTEl Va
oploTei n ouvteTaypévn Y o€ room_height/2 kai n ouvtetayuévn X o€ pia

EMOUPNTA TIUA KOVTA 0TO apioTePd Opio (T1.X. 30 éTTwg @aiveTal otnv Eikéva 23.

E. ApBavitémmroulog
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4« ® Create Instance

Object MainCharacter
X 30 Relative
¥ room_height/2 Relative
Layer ‘"Instances"

Target

Eikéva 23. KaBopioudg Béong object "MainCharacter”

?

Create Instance TTOAAEG QOPEG;

Me dopury ENMANAAHWHX. T gival, Spwg n dopr eTavaAnyng;

H dopn emavaAnyng Hag eMITPEMEL VA KAVOULE Hia EVEPYEIA TOAAEG (POPEG
ypAwovtag tnv VEPYEla auth HOvo pia gpopa. To Game Maker mapéxel MOAAEG
OlPOPETIKEG OOUEG EMavAAnYNG.

Repeat.
H evtoAn Repeat emitpemel TNV emavaAnyn €voG cUVOAOU EVTOAWY
OUYKEKPIPEVO TTARBOG popwv.

For.

H gvtoAn For emtpémel TNV emavaAnyn VoG CUVOAOU EVIOAWY GUYKEKPIUEVO
mAN00¢ Yopwv, He TN Slagopd otl €XOUHE oTn O1AO£0n Pag Hia CUYKEKPIYEVN
pHetaBANnTA (ouvnBwg Aéyetat i), n omoia S€ixvel 6€ mola emavaAnyn
BplOoKOHAOTE.

While.
H gvtoAn While pag emitpémel va ekteAoUHE £€va cUVOAO EVTIOAWY 000 IGXUEL

E. ApBavitémmroulog
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NN NN NN EEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEESEEEEEEEEENENN

Hia cuykekplpgévn cuvOnikn yia kamoila petaBAntr, dnAadn ayvwoto mAn6og
POpWV.

f\‘

Loop pe Break.
H evtoAn Loop ekteAei éva oUVOAO EVTOAWY Yid TTAVTA HEXPL VA CUVAVTINCEL
Héoa o€ auto To oUVOAo TNV £vtoAn Break.

KdaBe dopn emavaAnyng €Xel GUYKEKPIPEVEG OUVATOTNTEG KAl Yid auto
EMAEYOUNE TTola 6a XpNOIUOTTOINCOUKE HE BAon TIG avAYKEG HAG.

2TN CUYKEKPIPEVN TTEPITITWON XPEIA(OPAOTE i dour eTTAVAANWNG TTOU Ba eKTEAEI
OUYKeKpPIPMEVO TTARBOG popwy, 5, TNV evépyelia Create Instance.

? [Moia dopn eTTavaAnyng TTIOTEVEIC OTI XPEIAlOUAOTE OE QUTHV TV

TTEPITITWON;

G<iAL

TotroBEéTnoe pia evioAr) Repeat pe evépyeia tn dnuioupyia Tou object "Fire"

o€ TUxaieg B€oeIc yéoa atnv 0Bovn.

Na BuunBoupe o611 XpeldleTal va dnPIOUPYHOOUE
5 objects "Fire" o€ Tuxaieg B€0¢Ig

4 objects "Coinl" o€ Tuxaieg B€o¢€Ig

3 objects "Coin2" o€ Tuxaieg BEo¢EIg

10 objects "Wall" o€ Tuxaieg 6€o¢ig

10 Oobject "ExitObject” oTo d¢&i pépPOg TNG 080VNG

AkoAouBnoe Ta TTapaKATW Pripara:
1. 20pe Tnv evépyela (evioAn) Repeat péoa o1o TTapdBupo UE TIG EVEPYEIEG, OTTWG
Qaiveral Eikéva 24.

E. ApBavitémmroulog

83
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30 Relative

room_height/2 Relative

"Instances”

-
(1 L1}
l.nl.l

4 Loops

i
b

Eikéva 24. Anuioupyia eravadAnyng oto mapdbupo

2. AAN\age tnv Tipn Tou TTediou Times o€ 5 (yia Tn dnpioupyia 5 objects "Fire™)
3. Eionyaye 1nv evépyela Create Instance de€1a amo 1o Repeat (eppwAsuon
EVTOANG) Kai Ox1 atrd KaTw (diadoxik akoAoubia) (eikéva 25)

4 @ Create Instance - x

8

Relative

Relative

Target Temp

4 C Repeat

Times 5
4 |nstances
@

5
L]

Eikéva 25. Eioaywyn) evépyelag Create Instance péoa oto oUvoAo evioAwv Tng Repeat.

To atroTéAeOpa auTOU TOU BriuaTog TTPETTEI va €ival CUPEPWVO TNV EIKOVA 26.
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4 ¥ Repeat

Times 5

4 ® Create Instance
Object noocne
0
Y 0
Layer ‘Instances"

Target

Eikéva 26. Anuioupyia objects pe Tnv evioAr] Repeat

?

o [1WG TIOTEVEIG OTI PTTOPOUNE VA dNUIOUPYACOUE £vav TuXaio aplBuo

atro 10 0 £wWg Evav apIiBuo TNG ETTIAOYAG UAG;

H ouvdptnon random mapéxet tn duvatotnta dnyioupyiag Tuxaiwy
aplOpwyv. Avti 6nAadn va ypayoule eUeig Kamolov aplOuo i yetaBANnTn o€
Kamolo medio, HMOPoUNE va ONUIOUPYNOOUKE £vav aplOpo tuxaia.

H cuvdptnon random déxetal wg €icodo €vav aplOpo X Kal Hag EMOTPEWPEL
€vav tuxaio aptOuo amod 0 ewg X.

AuTO TTOU BEAOUE EPEIC Eival VT yIO CUYKEKPIPEVEG ouVTETAYUEVEG OoTa TTEdia X Kal Y
NG evépyelag Create Instance va dwooupe random(room_width) kai
random(room_height) avtioToixa, €101 WOTE Ta Objects va epu@avioTouv o€ TUXAiEG
Béocig yéoa oTnv 086vN.

4. Ma tnv evépyela Create Instance e1TiAe¢e 10 object "Fire", kal ypaye oTIg

ouvteTaypéveg X kai Y, random(room_width) kai random(room_heigth), 61Twg
@aiveral oTnv Eikova 27:

E. ApBavitémmroulog
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4 ® Create Instance

Object Fire
indem{rocm_width) Relative
Y | idom{room_height) Relative
Layer ‘"Instances"

Target

Eikéva 27. Anuioupyia oTiypiétutiou object o€ Tuxaia 6€on

S,
EllllsAL
2 UVEXIOE TOV KWOIKA dNUIOUPYWVTAG:
e 4 objects "Coinl"
e 3 objects "Coin2" kai
e 10 objects "Wall"
o€ TuXaieg BEoeIg

MPOZOXH!
H evToAég Repeat TTpétrel va gival OTOIXIOPEVEG, N Mid KATW aT1Td TNV GAAN, yia va
dnAwveTal N akoAouBia Twv evepyeiwv (Eikova 28).

4 Repeat

Times 5

4 @ Create Instance  ~ x

Object Fire

4 > Repeat

Times 1

Eikéva 28. AkoAouBia evioAwv Repeat
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‘dl’%
G<:AL
OAoKAApwOoE TNV €MOUUNTI CUUTTEPIPOPA YIA TO TTAIXVidI, EI0AYOVTAG TO
object "ExitObject" ota d€€id oTn péon TnG 066vNnG.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. 20pe Tnv evépyela Create Instance o1o TEAOG Tou KWdIKa KATQ a1rd TnVv €vioAn
Repeat
2. ETriAe€e 1o object "ExitObject"
3. Opioe ouvretaypéveg room_width-30 yia X, €101 woTe va epgavioTei 30 pixel
aploTepd atrd 1o Oei Oplo TG 086vNG kal room_height/2 yia Y (Eikova 29).

4 @ Create Instance v X

Object ExitObject [%]
room_width-30 Relative
b | room_height/2 Relative
Layer "Instances”

Target

Eikova 29. Anuioupyia object "ExitObject”

To OUuVOAIKO QTTOTEAECUA TWV TTAPATTAVW OTOXWV TTPETTEI VO CUN@PWVO UE TV
TTapakaTw Eikéva 30.
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4 @ Create Instance
MainChar
30
room_heigh
"Instances

Target Temp

4 > Repeat

Tim

4 @ Create Instance

Object Fire

4 & Repeat

Times 4

Temp

4  Repeat

Tim

4 C Repeat

Times 10

Temp

room_heigh

"Instances

Eikéva 30. Anuioupyia oTiyuidTUTTWY Objects o€ Tuxaicg BEoeig
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Twpa kAgioe 1o TTAPABUpo eTTeEepyaaiag Tou Creation Code kKai yupiog 0TO0 room
OTTWG TO €iXeC dNUIOUPYNOEL.

Mpiv dokipdooupe TEAIKA TO TTaIXVidl TTPETTEI va dlaypa@ouv 6Aa Ta objects Tou room
OTTWG UTTARPXAV TTPIV TN Xpron TnNG evioAng Repeat d16T diagopeTikd Ba uttdpyouyv 2

POPEG.

KAgioe 1o TTapadBupo €1TECEPYAOiag TOU room Kal dOKiAoE TO TTaIXVidl TToU £QTIALES!

KaAn Ailaokédaon!

e 3¢ TI XpnOoIheUel n ouvaptnon random; Ti TTaipvel oav €i00d0 Kai Ti

Mag divel oTnv £¢000;

Marti pag givair xpAoiun n doun emravaAnwng; AvEQepe Hia eVTOAN

eTavaAnywng Trou pag divel To Game Maker.

e [lwg ptTopoUpE va avapepBoUUE OTIC CUVTETAYUEVES TTOU Opifouv
TO0 JéOO TNG 006vNg;

e [lou mrpétrel va BAAw eVEPYEIEG £TOI WOTE VA EKTEAEOTOUV OTAV
apxicel To TTauyVvidl;

~O)

Doy

e AMAage 10 object "Fire" €101 WOTE OTAV £PXETAI OE ETTAPNA PE TO BACIKO XAPAKTHPO
VO KOTOOTPEPETAL.
TpoTtrotroinoe 1o TTaixVvidl £101 woTe va Eekivael pe 10 {wécg.
MpoypapudTice TO room £T01 WOTE va ONPIOUPYEI OTNV EKKivnon TOU TTaixVvidiou
Mia aképa "Fire" oto TTdvw PEPOG TNG 000vVNG O€ TUXAio onuEio.

e AMAage 10 Creation Code €101 woTe va dnpioupyei 50 Toixoug yéoa oTo room o€
TUXaieG BEOEIG.
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APAXTHPIOTHTA 4 GAME MAKER
2uveyiCoupe pe Path kai Aiadpaon Pe 1O TTOVTIKI

AANYOPIOUIKEC EVVOIEC:

EpowAeupévn Aopn EmAoyrg, 20vBetn Aopr ETTIAOYRG

‘Evvoliec [Mpoypapyuatioyou Maixvidiwy:
"eyovog Bripatog (Step Event), MovoTtrar (Path), N'eyovog
AMNAeTTidpaong péow Movtikiou (Mouse Event), MNMiota (Rooms)

?

o 1 EXOUNE QTIALEI WG TWPQ;

21nv 3" ApaoTnPIOTNTA ETTEKTEIVAUE TO TTAIXVIOI HAG £TOI WOTE:
e Vva UTTAPXOUV objects QWTIEG TIG OTTOIEG vV ayYigel O TTaiKTNG Ba xavel pia {wn
e va uttdpxel object “Wall” TTou o TTaikTng d¢ Ba pTTOPEi Va TTEPVAEl péoa aTrd
auTov, Kal TEAOG
e va dnuioupyouvTal Ta objects autéuarta pe 1o Creation Code Tou room.

? Ti 6a udBouyg;

2710 TTAQicl0 TNG 4" dpacTnpEIdTNTAG Ba aoXoANBoUE JE:
e 710 Path (MovOTTdaTl), TTPOKEINEVOU VA TTPOYPANPATIOOUUE Ta objects va KivouvTal
MOva Toug yéoa oTo room
e TO TTOVTiKI, dNAadr) TTWG opifouue event pe BAon TO KAIK TOU TTOVTIKIOU KaI TTWG
ava@epouaoTe 0Tn BEon Tou BEiKTN JEoa oTnV 006vN

?

o 1100 @TIAouyE;

2AMEPQA Ba ETTEKTEIVOUNE TO TTAIXVIOI OGS WG EENG:

e Oa dnuioupyriooupue object Cwr To otToio dTav ayyidel 0 TTAKTNG va augavovral
o1 (wéG Tou

e Oa dnuioupynooue £va exOpIkKO object okeAeTO, To OTTOI0 Ba KIvVEITAl HOVO TOU
Kal 6Tav o0 TTaiKTNG To ayyilel Ba xavel yia wh Kal Ba yupvd oTnv apxIKni Tou
Béon

e Oa @midEoupe TO object TTETpa Pe TO OTTOIO Ba YTTOPEI Va TTIOETAI O TTAIKTNG OTA
objects okeAeTOG — Ta objects MéTpa Ba ep@avifovral yEoa OTO room e KAIK
TOU TTOVTIKIOU

e TEAoG, Ba @TIdEoupe TTEPICCOTEPA ATTO £vA rO0MS TTPOKEIJEVOU VA UTTAPYOUV
TTiOTEG OTO TTAIX VIO
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

H Aeimoupyia Twv (wwv @aiveTal oTIG EIKOVEG 1 Kal 2.

Score: @

Eikéva 1. O 1aiktng TTANC1adel To object {wn kai n
MeTABANTH CwEG €xel TNV TIPN 4

Score: @

Eikéva 2. O taikTng ayyifel To object wr kai n
peTaBAnTA "Lives" aufdvetal

Eikéva 3. H kivnon Tou object “Skeleton”

H Aeiroupyia TnG TTETPAG 0 OXEON PE TO OKEAETO QPAIVETAI OTIG EIKOVEG 4 Kal 5.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Eikéva 4. O aiktng TeTdel TNV TTETPA TTPOG TO OKEAETO

Eikéva 5. O okeAeTdg eCapaviCeTal

TEéNoG, Ba @TIGEOoUNE DIAYOPETIKEG TTiIoTEG dONAad) Rooms 1Tou Ba poiddouv OTTwG oTNV
€IkOva 6.

Score: @

vy e

L ;

®.

-~
-
b

e
49

Eikéva 6.
EvOeIKTIKA TTiOTO-
Room

Hmmamm
L ¢
o g g o o o g o g g o g
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Ailaypappa Porjg ApaoctnpiotnTag

®opTwaon Mponyoupevou Markvidiou

Anuioupyia object “Life”

Anpioupyia object “Skeleton” ]

Anuioupyia Path “SkeletonPath” ]

Anpioupyia object “Stone” ]

‘EAeyxog Taiyvidiou ]

Anuioupyia Rooms yia moTeg

Ag Eekivrjiooupe AoIrov!
ExktéAeoe To Game Maker, otnv apxikr) 086vn Tou TTpoypdapuarog, Tartnoe Open, oTo

TTaPABuUPO TTOU EPPAVICETAI BPESG TO TTPONYOUPEVO TTPOYPAUMA KAl KAVE OITTAG KAIK yIO
VA QVOIgEl.

21NV umdpa Twv Resources (Tmépwv), uttdpxouv OAa Ta sprites, objects kai rooms,
TTOU €XEIG BNUIOUPYAOEL.

BHMA TTIPQQTO: Anuiouvpyia object “Life”

O1rwg yvwpifoupe atrd OAa Ta TTaIxVidla auTou Tou TUTTOU, UTTAPXOUV UECQ OTIG TTIOTEG
objects Ta otToia avatrapioTouv {WES T OTTOIA AV AYYigeEl O TTAIKTNG AUEAVEl TN
METABANTA Twv {wwv Tou. AuTo Ba KAVOUUE Kal EUEIC TWPA.

E. ApBavitdémouhog 93



ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

"‘“ﬁ

g"m:AL
Anuioupynoe object “Life”, ue sprite "LifeSprt" €101 woTe va augdveTal n
MeTaBANTA "Lives" Tou object "MainCharacter" kara éva étav 10 ayyicel.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. Apxika dnuioupynoe 1o object "Life" pe sprite o "LivesSprt", 6TTwg @aivetal
oTnv €ikéva 7.

4 Object: Life

MName:
Life
Sprite:

LivesSprt

Visible Solid

Persistent Uses Physics

Ewvents
Parent
Physics

able Definitions

Eixéva 7. Anuioupyia object “Life”

N

. 'ETreira mpoypappdrnioé 1o object auto péow Twv events €101 wWOTE OTAV AYYilEl
10 "MainCharacter" va ggagavicetal, 0TTw¢ £PABeg aTTd TIG TIPONYOUUEVEG
OpacTNPIOTNTEG.

3. T€Aog, kAcioe To TTaPABUPO eTTECEPYATiag Tou object.

Mpétrel oto object "MainCharacter" va au¢riooupe Tn yeTaBAnTA "Lives" étav
ayyicel To kaivoupylo object "Life".
4. Avoi&e 1o "MainCharacter" kai dnupioupynoe éva Collision Event ue 10 "Life"
5. Méoa og autd oupe TNV evépyela Set Lives atrd Tnv PTTdpa EVEPYEIWV OTTWG
QaiveTal oTnv €IKOva 8.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 MainCharacter: Life

Life

4 Timel

%%

4 Gar

< @ @3

4 ostance Variables

2 9 e

==

[T =TI o o
Eikéva 8. Eioaywyn evépyelag Set Lives oto Collision Event tou “MainCharacter” pe 1o “Life”

6. AAN\ae Tnv TiuA TnG "Lives" o€ 1 kal To€kape TO relative €101 WOTE va augAveTal n
METABANTA KATA £va Kal OxI va yiveTal oTabepd TTAVTOTE 1, OTTWG QAivETAl OTNV
eIkéva 9.

4 ¥ Set Lives

Lives | 1

Eikéva 9. KaBopiopdg mrapapéTpwy evépyeiag Set Life

7. TéNog, kAgioe To TTApABuUpo eTTeCepyaaiag Tou "MainCharacter".

?

s Me 11016 TPOTTO OUWG B dWOOUUE TNV EVTIOAR va OTAPATAEI TO TTAIX Vil

KGBe @opd 1ToU 01 (WES dnAadNA N YeTaBANTA "Lives" @tdvel oo O;

To Step Event sival £€va event Tto omoio gvepyomolgital Kabe otiyun Héca
oto maixvidl. Eival mdpa moAU XpAoIHo KaBwg UTTAPXOUV EVEPYEIEC TTOU
0€Aoupe va yivovtal Kadbs otiyun, onmwg 0tav HETPAHE Xpovo, N otav OEAoupe
va yivetal €Aeyxog Hiag HETABANTAG OCUVEXWG.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

AL
s
Tpotrotroinoe 1o object "MainCharacter" €101 woTe o€ KABe step Tou

TTaIXVIOIOU va eAEyXETAI N TIUA TNG METABANTAG "Lives" kai av €ival 0 va
OTAPATAEI TO TTAIXVIOI.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. Apxikda avoi&e 1o object "MainCharacter”
2. Anpioupynoe éva kaivoupylo Step Event émmwg @aivetal otnv eikéva 10.

Add Event

Alarm
it Eikéva 10. Anuioupyia Step Event
Mouse

Key Down

Key Pressed

Key Up

Gesture

Collisicn

Other ?

Asynchronous

3. Méoa oTo Event, oupe Tnv evépyeia eAéyxou If Lives, 60TTwg otnv eikéva 11.

4 MainCharacter: Events
= (= (3 faa |
Q@/@);:

4 Timel

DB R

|

< 0 @ B

4 |nstance Variables

O % e .
=S e &
Eixéva 11. Eilcaywyn evépyeiag Set Lives
4. Twpa oupe TNV evépyela TEPPATIOMOU Tou TTaixvOIoUu Exit Game, oTa apioTepd
NG If Lives, €101 WOTE n evépyeia va TTpayuatoTroinBei av 1IoxUel N ouvonkn
eAEyxou, OTTWG QaiveTal oTnVv €IKOva 12.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 ® If Lives

Mot

Is Equal

Value 0

Eixkéva 12. Eilcaywyn Tng evépyeiag Exit Game péoa otnv evépyela If Lives

To owoTo ammoTéAeoua gival autd TTou QaiveTal oTnv eikéva 13.

4 @ If Lives
Mot
I Equal Eikéva 13. AtrotéAeopa eilcaywyr TnG
evépyelag Exit Game ato guvoAo
Value O evioAwv Tng If Lives

0] Exit Game

5. TéAog, kAgioe To TTAPABUPO.

Twpa éxoupe dnuioupynoel To object {wn Kal TAUTOXPOVA £XOUUE TTPOYPAUUATIOEI TO
TTaIX VIOl £€T01 WOTE VA TEAEIWVEI OTAV Ol {WES TACOUV OTO PNBEV KAl EiIAOTE £TOIUOI VA
TTPOXWPAOOULE.

BHMA AEYTEPO: Anuioupyia Tou £xBpikoU object kai

Tou Path
OAL
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Anuioupynoe éva kaivoupylo object "Skeleton" 1o otroio étav ayyicel To
“MainCharacter”, 10 deUTEPO va ETTIOTPEPEI OTNV APXIKK TOU BEoN Kal va
MelwvovTal ol (wES KaTA Jia.

Na va 10 KAveig auté akoAoubnoe Ta TTapakATw Bruara:
1. Apxika @Tiage va kaivoupylo Sprite ye ovopa "SkeletonSprt" xpnoipgotroiwvrag
TO apxeio “skeleton_walking_strip10.png”, ammd Tov dakeAo Resources, 0TTwG
Qaivetal oTnv €ikova 14.

a i e T
y Frames persecond - Current Frame: 0 of 10 frames

o RERRRERRER

Preview Mask  Origin: 16 x 16 (7] Middle Centre =

Q@@)c:

Eikéva 14. Anuioupyia sprite “SkeletonSprt”

2. KAgioe 10 TTOpaBupo £TTECEPYQTiag Tou sprite kal dnuioupynoe £va Kavoupylo
object pe évopa "Skeleton" pe sprite autd TToU POAIG dNUIOUPYNOEG.
3. Twpa Tmyaive o1o object "MainCharacter" kai dnuioupynoe £va Kaivoupylo
Collision Event pe 10 "Skeleton", yéoa oto otr0io Ba BAAEIG £€NGC EVEPYEIEG:
a. Set Lives pe -1 kal Toekapiopévo 1o Relative kai
b. Jump to start, 6TTwg akpIBWG €ixeS KAvel Kal pe To “Fire”.

To ammotéAeoua @aiveTal oTnv €IkOva 15.

4 9 Set Lives v %

Eikéva 15. Meiwon Tng peTaBAnTig “Lives” kata 1 kai
eTTava@opa oTnV apxn

Relative

¥ Jump To Start ~ x

4. TE€Nog kAgioe To TTaPABUpo £TTECEPYATiag Tou object.

Twpa autd Tou BEAoupe va kKAvoue ival To object "Skeleton" va kiveitalr amd poévo Tou
o€ pia gubeia ypapun.

? Me 11010 TPOTTO KAVOUUE TA Objects va KivouvTal a1rd pdva Toug o€ éva

OUYKEKPIUEVO JOVOTTATI;
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

To Path €ival pia diadpopn tnv omoia kabopiloupe €PEIC Kal oTnv omoia
€10ayoupe ota objects £€tol wote va Ty akoAouBRoouy Katl va Kivouvtal pova
TOUG Xwpig event MANKTpoAoyiou amo tov Xpnotn.

To Path €ival £va resource to omoio SNUIOUPYOUHE GTNV UTTAPA TWV TTOPWV
onmwg akpiBwg Kat ta Sprites, ta Objects kal ta Rooms.

Epeig mpoodiopiloupe ta onpeia tng dtadpopng Kat n dtadpopn dnpioupyeital
autopara.

4“‘,-
G:AL
Pdnidée éva Path pe dvopa "SkeletonPath", To otmoio Ba atroTeAcital améd 2

OnuEia Katakdpu@a TTPOKEIMEVOU N Kivnon TOU aVTIKEINEVOU OTN dlIadPOouN)
va gival TTavw-KAaTw.

AkoAoubnoe Ta TTapakATw PriuaTta:
1. 2mnv ptrépa Twv TOpwv Kave Oei KAIK oTn Aégn Paths kai eTtiAege Create Path,
OTTWG PaiveTal OTNV €IKOVA 16.

Create Path Eikéva 16. Anuioupyia Path

2. 210 TTapdBupo eTTeCepyaoiag Tou Path opifoupe apxika 1o évoua Tou Path
(“SkeletonPath”), 6TTwg @aivetal otnv €ikéva 17.

E. ApBavitémmroulog
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 Path: SkeletonPath

MName: SkeletonPath

B aaal:

Connection Kind

Straight Lines Smooth Curve

Left Mouse
T+LMEB: Tra

Eikéva 17. Mapdbupo emreéepyaaiag Path

2710 TTAéypa TTOU OiVETAI UTTOPOUNE VO OPICOUNE TA onuEia TNG dIadpounG KaBwg
Kal €Av €MOuUhoUpE va gival euBeia (etmAoyn «Straight Lines”) | KautruAn
(emAoyn “Smooth Curve”).

3. Kave kKAIK 010 onueio (96,96) péoa oto TAéyua. OTTwg @aiveTal Kal otn €Ikova 18,
Ba ep@avioTei TO TTPWTO Onueio Tou Path péoa oto TTAEyua KaBwg Kal KATw
apIOTEPA OTOV TTIVAKA TWV ONMEIWV.

4 Path: SkeletonPath

Name: Sk

Eikova 18. ETmiAoyr] Tou TTpwTou onueiou Tou Path

4. Twpa KAve KAIK 0TO onueio (96,736) Tou TTAEyuaATOG yia va ONPIOUPYIOOUNE TO
eTOuevo onueio. OTTWG @aivetal oTnv €IKOva 19, dnuioupyeital GAAo £va onueio
OTO TTAEYHA KOBWG KAl OTOV TTiVAKA.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 Path: SkeletonPath

Mame: SkeletonPath At

== MICHIC Y

Left Mouse Button: Add &
T+LME: Translate, R+LME:

Eikova 19. EmiAoyr] Tou deUTepou onueiou Tou Path

5. TéAog, kAgioe To TTAPABUpPO eTTECEPYATiag Tou Path.

Twpa €xoupe dnuioupynioel To Path kai eipaocTe €Toipol va 1o BAAOUUE O€ EQAPUOYH OTO
object "Skeleton", €101 wWOTE va KiveiTal autéuara.

S,
G:AL
Kdave 10 object "Skeleton" va akoAouBei To "SkeletonPath" TTou uoAig
EQPTIOECEG.

AkoAoubnoe Ta TTapakATw PriuaTta:
1. Apxika avoi&e 1o object "Skeleton".
2. Mmreg oto Create Event Tou object.
3. Zupe TNV evépyela Start Following Path, amé Tnv utmdpa evepyeiwy, 0TTwg
Qaiveral otnv €ikéva 20.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Q@@L

Eikéva 20. Eioaywyr) Tng evépyeiag Start Following Path oto Create Event Tou object “Skeleton”

4 {J] Start Following Path ~ x

SkeletonPath E]

path_action_reverse @

Relative false

Eikéva 21. NMpoadiopiopds Trapapétpwy evépyelag Start Following path

4. Twpa TTPETTEI VA TTPOODIOPICOUNE TIG TTAPANETPOUG AUTAG TNG EVEPYEIAG, OTTWG
Qaiveral oTnv €ikéva 21.
a. Apxika etrile€e 1o path, "SkeletonPath", TTou dnuioupyrnoaue
b. Opioe Tnv TaxuTnTa YE TNV oTToia Ba KIvnBei To object yéow Tou path
auTtou TT.X. 4.
c. TéAog, otnv emAoyry On End, TTpétrel va TTpoodIopioElg
TO TI B KAvEl TO 0bject YOAIg
@T1dOoEl OTO TENOG.
ETriAege “path_action_reverse”, Trpokeipgévou va kAvel Tnv avtiBeTn Kivnon
€101 WOTE va yupioel TTAAI oTnv apxn.
5. TéAog, kAgioe To TTapaBupo eTeéepyaaiag Tou object "Skeleton”.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

BHMA TPITO: Anuioupyia object "Stone”

2€ auTto TO Brpa Ba dnuioupyAoouue £va object TTETpa To oTT0I0 Ba €ival TO OTTAO TOU
"MainCharacter" evavtiov Twv okeAeTWV. M0 CUYKEKPIPEVQ:
e Oa gugaviCeTal e KAIK TOU TTAIKTN 0TAV 080VvN Kal Ba KIVEITAI TTPOG TO ONUEIO TTOU
BpiokeTal 0 KEpoOPAG Kal
e OTAV AYYIEEl TO OKEAETO, KAl O OKEAETOG Kal N TTETPA Ba egagavidovral.

?

e Mg 11010 TPOTTO TTIOTEUEIG OTI UTTOPOUHE VA ava@ePBoUUE OTIC

OUVTETAYUEVEG TNG BEoNG TOu KEPpoopa, dNAAdK TO TTOVTIKIOU;

H atrdvrnon €ival yéow Twv HETABANTWY Mouse_X Kal mouse_y.

O1 petaBANTEG mouse_x Kal mouse_y, €ival 0Uo HETABANTEG TNG
mAat@oppag tou Game Maker, TOU GTO GVOHA TOUG HAG EMOTPEPOUY TIG
OUVTETAYHEVEG TOU TIOVTIKIOU 0TOV 0pl{OVTIO Kal oToV KABeto afova
avrtiotoixa. Aev UmopoUlE €UEiG va aAAA§OUPE TNV TIPA TOUG YIATi N TIUR autn
e€aptatal amo to mou OEiXVEL 0 KEpoopAg KABe oTiyun.

4“%
GE:»:AL
Anuioupynoe €va object “Stone” kal TTpoyPAPUATIOE TO £TC1 WOTE UE TO TTOU
onuioupynBei va KivnBei TTpog Tn B€on Tou KEPpoopa.

AkoAoubnoe Ta TTapakATw PriuaTta:

1. Apxikd, dnuioupynoe éva Kaivoupyio sprite ye ovopa “StoneSprt” e apxeio
“stone.png” ammod 10 @akeAo Resources, 0TTwG @aiveTal TNV €IKOva 22.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 Sprite: StoneSprt

Speed: 15 - Frames persecond Current Frame: 0 of 1 frames

Edit Image

Import

Preview Mask  Origin: 8 ¢ B (71 Middle Centre

E||'|:nu|:-:l _I . 7
Eikéva 22. Anuioupyia sprite “StoneSprt”

B |
&

2. Metd, dnuioupynoe €va kaivoupylo Object, ye évoua "Stone" kai sprite 10
TTAPATTAVW.

3. Mrmeg oTo Create Event kail oUpe Tnv evEpyEIa KOBOPIOPOU KaTeuBuvong Tng
Kivnong Set Point Direction a1rd Tnv Pmrépa evepyeiwy, OTTWG QaiveTal oTnv
eIkéva 23.

4 Stone: Create

Create

A
5]
o
L

Viowvement

%

v
H

Eixkéva 23. Eicaywyn Tng evépyeiag Set Point Direction oto Create Event Tou object “Stone”

O1 TTapAuETPOI TNG EVEPYEIAG QUTAG €ival O CUVTETAYUEVEG TOU ONUEIOU TTPOG TO
oTT0i0 Ba opIoTEi N KaTeuBuvorn. Eucgic BEAoupE TO onueio autod va gival o
KEPOOPAG.

4. Tpaye ota edia X ka1 'Y, mouse_X Kal mouse_Yy avTioTolXa, OTTwG aiveTal oTnv
eIkéva 24.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 2 Set Point Direction -

X! mouse_x Relative Eikéva 24. NpoadiopiouOG CUVTETAYHEVWV
KaTeubuvang

Y| mouse_y Relative

Twpa TPETTEI va KABopIioOUNE TNV TaxXUTNTA TNG Kivnong TTPOG QUTHV TV
KateuBuvaorn.

5. 2Upe Tnv evépyela Set Speed, KATW aTTd TNV TTPONYOUUEVN KAl OWOE oAV TIUN
speed 10 10, 6TTWG QaiveTal oTnV €IkévVa 25.

4w Set Speed

Type Direction Eikova 25. KaBopioudg tayxutnTag

Speed 10 Felative

6. TEAog, KAgioe To TTAPABUPO £TTECEPYATiIOg TOU Object.

Me autdv Tov TpOTTO TO Object "Stone" uoAig dnuioupynBei Ba KivnOei TTPOg TO onuEio
TTOU BpioKeTaI O KEPOOPAG.

Ti Ba yiveTal 6uwg 6Tav OUYKPOUOTEi e To object "Skeleton™;

H amdvrnon cival 611 kai 1o "Skeleton" kai 1o "Stone" 6€Aoupe dTav ayyicel To £va 10
GAAO va aAAnAokataoTpé@ovTal.

G<IAL

5“‘5

TpoTtrotroinoe Ta duo objects "Skeleton" kal "Stone" €101 woTe OTaV Ayyidel
TO €va TO AAAO VO KOTAOTPEPOVTAI.

lMNa va kataotpagei 1o "Skeleton" étav ayyigel Tn TETPA, akoAouBnoe Ta TTAPAKATW

BAuara:
1. Avolge 10 Object
2. Mmeg ato Collision Event pe 10 "Stone"
3. 2Upe TNV evépyela Destroy Instance péoa oto Event.
4. KAeioe 10 TTApdEdupo

Twpa kave 10 idI0 Pe To object "Stone".

Me autdv 10 TPOTTO Ta dUO Objects Ba aAAnAokaTtaoTpa@ouv av ayyigel To Eva 10 AAAO.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Mé1e GUWG Kal TToU Ba dnuioupyeital To object "Stone". O@€Aoupe va dnuioupyeEiTal Ye
KAIK TO TTOVTIKIOU 0TnV 000vn pe apxikr 8€on 1o "MainCharacter" €101 woTe va @aiveTai
OTI 0 TTaIKTNG €ival auTdg TToU €ITIBETAI OTA £XOPIKA Objects.

?

s Mg TTOI0 TPOTTO OUWG PTTOPW VA EKTEAECW EVEPYEIEG PE KAIK TOU

TTOVTIKIOU O€ éva object;

Ta Mouse Events gival pia olkoyévela amo events mou ava@Epovrtal otn
0pactTnEIOTNTA TOU TOVTIKIOU.
MepiAapBavel evépyeleg omwg OEi N aplotepO KAIK Tavw o€ €va object,
Kpdatnpa tou Oe€lou N Tou aploTtepoU KALK, KAIK o€ eploxn £§w amo to object,
TMEPACHA TOU OEIKTN TOU MOVTIKIOU TMAvw amo £va object xwpig KAIK Kat aAAa.

Mag sivail 1I8iaitepa xpnoipa Kadwg pe 61adpacn HE TO MOVTIKI TO TAIXVidl
eumAoutiletal Kal yiveral mo evolapEpoy.

G<:AL
")
Tpotrotroinoe 1o object "MainCharacter" €101 woTe KABE @opPA& TTOU YiveTal

KAIK oTTOUdTTOTE OTNV 006VN va dnuioupyeital object "Stone" otn B€on Tou
"MainCharacter".

e s EEEEEEEEEEEEEEEN

AkoAoubnoe Ta TTapakATw PriuaTta:
1. Avoige 10 "MainCharacter"
2. Mtreg oto Global Left Pressed Event TTou BpioKeTalI OTNV OIKOYEVEIQ TWV
Mouse Events, OTTwWG @aiveTal 0TNV €IKOVA 26.

MNa tnv akpipeia n Aégn Global onpaivel Mouse Event 10 o110i0 va pnyv yivetai
TTAvw oTo object aAAd yevikd og 6An TNV 086vn Kai €TTiong N Aégn Pressed
onuaivel event 6tav TTaTnNOEi TO KOUUTTI TOU TTOVTIKIOU Kal OXI 0TV KPATIETAI
TTaTNUEVO 1 OTavV ONKWVETAI. AUTEG O1 €TTIAOYEG UTTApXOUV Kai yia Right kaBuwg kai
yia Middle kAik, dnAadr d&e&i kal peoaio.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Add Event

3

& B B

- -
4

-]

A S
Alarm Right Diown

Middle Down

Draw

Mous Mo Mouse Input

Left Pressed
Right Pressed
Middle Presse
Left Released
Right R
Middle Re

b
b
b
P
b
b
b
b
b
?

) . Mouse Enter
Asynchronous »
Mouse Leav

Tle :»5E0a

ApootnpLotnrec Game M
Mouse Wheel Down

Global

Global Left Down
Global Right Down
Global Middle Down
Global Left Pressed
Llobal Hight Pressed
Global Middle Pressed

Global Left Released

Eikéva 26. Anuioupyia Global Left Pressed Event

Méoa og auto 10 event oupe pia evépyela Create Instance kal puBUIOE TIG

TTAPANETPOUG WG EENG:
4 @ Create Instance -
Object Stone =
Relative
EES

Layer ‘“Instances"

Target

Eikéva 27. MNMpoadiopiouog apapéTpwy Create Instance

o

ETiAege 10 object "Stone"

b. Z& 611 apopd Tn BEon oTnv otroia Ba dnuioupynOei dnAadr 1o X Kai 1o Y

TOU Kaivoupyiou object B€Aoupe (0,0) pe Relative Toekapiopévo, dnAadn

oTnNV apxr Twv afdvwyv og oXEON UE TIG CUVTETAYMEVEG TOU

"MainCharacter", 6Trwg @aivetal otnv €ikova 27.
3. T€Aog, kAcioe 1o TTOPABUPO.

Me autdv Tov TpOTTO TO Object "Stone" Ba dnuioupyeital oTn B€on TTou BpioKETAI TO

"MainCharacter" kG8e @opd 1mou Ba yivetal KAIK OTTOUdATTOTE HECT OTAV 086VN Kal OTTWG

TTpoypauuaTicape vwpitepa Ba kateubuvBei TTpog TNG BEon Tou KEpoopa.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

BHMA TETAPTO: ‘EAcyxoc

Na va oAokANpwaoouue To TTaixVvidl yag otn 41 ApaoTnpidTnTa, Ba TTPETTEl va eAEyEoulE
av Ta objects Asitoupyouv e Tov TPOTTO TTou Ba BEAQE.
Na va 10 KAVOUUE aQuTO TTPWTA TTPETTEI va TOTTOBETHoOUE 0TO NdN uTTdpxov Room Ta
objects 1Tou POAIG dNUIOUPYNOALE.
Avoite To RoomO kal ToTTo8£TNoE HEoa O€ auTd

e 3 objects "Skeleton" kai

e 3 objects "Life", 6TTwg @aivetal oTnv €Ikéva 28.

» | room( X+

2

LMB + ALT to paint with selected object resources
Eikéva 28. TommoBétnon avrikelipévwy péoa ato RoomO

Twpa TpELe TO TTAIXVIOI KAl dOKiHAOE OAEG TIG AEITOUPYIEG TwV Objects TTou £QTIOgEG.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

BHMA TTEMTTITO: Anuioupyia Enrinédwv

2€ auTto TO Brpa Ba dnuioupyAcouue TTOAAG eTTiTTEdA dNAADK TTIOTEG TIG OTTOIEG TTPETTEI
va TTEPACEI O TTAIKTNG YIa va TEPUATIOEI TO TTaixVidl. AuTo Ba yivel JEOw Twv rooms. 210
TTaIXVidl JOg £XoUPE RON €va room OTO OTTOI0 T Objects dnuioupyouvTal PE TUXAIO
TPOTTO.

2TIG KAIVOUPYIEG OPWG TTIOTEG TTOoU Ba @TIAEoupE Ba TOTTOBETACOUNE Ta Objects pag
EMEIG XEIPOKIVNTA TTPOKEINEVOU VA UTTAPXEI DIAPOPETIKA OUOKOAIa JETALU Toug. MNpiv
OnNUIOUPYNOOUNE Ta rooms OTTWG Ta BEAoupe Ba TTPETTEN va KAVOUUE Wia TpoTToTToinon
OTOV TPOTIO TEPPATIONOU TOU room.

YTtrevOupioupue 611 TO TTauyVidI TepuartiCetal étav 1o "MainCharacter" ayyi€el 1o
"ExitObject", povo étav n petaAnTr) Tou okop €ival yeyaAutepn r) ion Tou 10.

E1re1dr Ba £€xoupe TTOANEG TTIOTEG TTPETTEI VA TPOTTOTTOINOOUUE TOV KWAIKA WG £ENG:
Av BpiokopaoTe oto TeAeuTaio room 10T1€ EZOAOZ AlMNO TO MAIXNIAI
AAMIwg NMPOXQPHZE 2TO EMOMENO ROOM.

G:AL
“an
Tpotrotroince Tov Kwdlka TeppaTiopou Tou "MainCharacter" oto Collision

Event ye 1o "ExitObject" €101 woTe va TepuaTidel HOVO OTAV TTPOKEITAI VIO TO
TEAEUTAIO room.

Na va 10 KAveig auté akoAouBbnoe Ta TTapakATwW Bruara:
1. Avoige 10 object "MainCharacter” kai putreg oto Collision Event pe 10
"ExitObject".
2. Kdave KAIK 010 X TnG evépyeiag Exit Game €101 woTe va diaypagei atmd Tov
KWOIKA, OTTWG PaiveTal 0TNV EIKOVA 29.

4 @& If Score

Mot
Is  Greater or Equal Eikéva 29. Alaypagn evépyelag Exit Game

Value 10

[0 Exit Game
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

3. Zupe TNV evépyela eAéyxou If Room is Last otnv idia B€on 1Tou BpiokdTav Kal TO
Exit Game, 6TTwG Qaivetal oTnv €iIkova 30.
4 MainCharacter: ExitObject

ExitObject

/2y Ifinstance score is

4 & If Score oo i
Mot E

Is  Greater or Equal i Rbomes

o ol
']gl:l C}
» 4 Path
Ul Uk Ut Ut 0

Eixéva 30. Eicaywyn Tng evépyeiag If Room Is Last yéoa oto auvoAo evioAwv Tng If Score

4. Twpa oupe pEoa OTOV KWOIKA TNG evEpyelag eAEyxou If Room Is Last Tnv
evépyela Exit Game, €101 WOTE va TEPUATICETAI TO TTAIXViOI HOVO OTAV
BpiokOuaoTe 01O TEAeUTaio room. To atmmoTéEAeoua @aiveTal oTnv elkéva 31.

4 & If Score

Mot

Is Greater or Equal Eikéva 31. To
ATTOTEAEOUQ TNG

Value 10 EI0aYWYNG TNG EVEPYEING
Exit Game péoa aT0
oUvoAo evioAwv Tng If

4 2 If Room Is Last Room Is Last

Mot

[0) Exit Game

5. Twpa oupe TNV evépyela eAéyxou Else katw atrd 1o If Room Is Last o1rwg
Qaivetal oTnv €IkOva 32.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 & If Score

Mot
Is Greater or Equal

Value 10 4 Commeaen

4 If Room Is Last

Mot @

[0 Exit Game

Eixéva 32. Eicaywyn Tng evépyeiag Else katw até tnv If Room Is Last

6. Méoa otnv evépyela Else oupe tnv evépyeia Go To Next Room, €101 woTe oTAV
Q¢ev €iPaOTE OTO TEAEUTAIO room, VA TIPOXWPANE OTO ETTOPEVO, OTTWG PAIVETAI
oTnv eikéva 33.

4 @ If Score

Mot
Is Greater or Equal

Value 10

4 2 If Room Is Last

Mot

[@) Exit Game

4 == Else

Eikéva 33. Eicaywyn Tng evépyeiag Go To Next Room péoa oto alvoAlo evioAwyv Tou Else
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

To a1roTEAEOUA TOU KWOIKA TTOU €XEIG QPTIALEI TTPETTEI VA €ival CUPNPWVO JE TV
eikéva 34.

4 @& If Score

Mot
Is Greater or Equal

Value 10

4 2 If Room Is Last

Mot
o) Exit Game
4 ux Else

Go To Next Room ~ x

Eikova 34. Kwdikag TepuaTiopou evog Room

7. TENog kAgioe 1o TTapABupo etretepyaaiag Tou "MainCharacter”.

Twpa gipaoTe €TOIPOI VA dnUIOUPYHOOUME TTOAAG rooms dnAadr) TTioTEG.

S,

z‘m‘AL

Anuioupynoe 3 rooms pe dIAPOPETIKI) DUOKOAIQ TO KABEVA Kal TOTTOBETNOE
Ta objects TTou €xeIc QTIALEI OTTOU BEAEIC Eoa o€ auTd.

Na va dnuioupynoeig £va karvoupylo room kave degi KAIK kai Create Room, TTavw oTA
Rooms oTtnv ptrapa twv mépwv deEId, OTTWG QaiveTal oTnv £IkOva 35.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Create Room ALT+R

Create Child

=~ Add Group

Rename F2
Recent W Delete Delete
Duplicate CTRL+D
DO

b Sprits Expand All
i Obje Spliaps

Open In Explorer SHIFT+O

e All

Eikéva 35. Anuioupyia Room

TotrobéTnoe Ta objects péoa o€ autd 1o room OTTwWG BEAEIC e0U. ‘Eva TTapddeiyua
room-TrioTag QaiveTal oTnV €IKOvVa 36.

~

2 - 28 &« &

FRBPRRER

RERERE

&
»
.
+

inst_S6FC4
Eikéva 36. MNapddeiypa TomrobETNONG objects 010 room
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

A@ou @TIAgEIG 3 Kalvoupyla rooms, KAgioe OAa Ta avoixTd TTapaBupa eTTECEPYATiag Kal
TTaige TO TTaAIXVidI TTOU £QPTIALEG.

KaAn Alaokedaon!

Ti gival kal TTOTE XpnolpoTroloUue 1o Path;
(? o [lwg pTTOopW Va £XW TIG CUVTETAYMEVES TOU BEONG TOU TTOVTIKIOU
oTnv 06évn;
Ti gival Ta Mouse Event kail o€ TI Xpnoigelouy;
Ti €idoug Event Ba xpnoIMOTTOINOW YIA VA YivovTal EVEPYEIEG KABE
OTIYMI H€OA OTO TTAIXVidI;

Doy

e TpoTtromroinoe Tov KWdIKa Tou "MainCharacter" £1o1 woTe va Tepuartiel étav ol
Cwég yivouv AiyoTepeg atro 0 kai 61 ioeg pe 0.

e TpoTroTToiNCE TO TTPOYPAUMA £TO1 WOTE VA EPPAVICEI TIG OUVTETAYUEVES TOU
TTOVTIKIOU 0TV 004vn.

e Anuioupynoe €va kaivoupylo Path €101 woTe va kAvel KUKAO To object 0To oTT0i0
EQapOLeETAI.

e AMAage Tov KwdIKa Tou "Skeleton" €101 woTe va e¢agavideTal GTAV O TTAIKTNG KAVEI
KAIK TTAVw Tou.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

APAXTHPIOTHTA 5 GAME MAKER
2uvexifoupe pe ‘Hyxoug, Timelines kai Backgrounds

'Evv0|sc [Npoypaupartiopyou [MNaixvidlwyv:
Timeline (XpovoTTpoypauhaTIoNOG)

?

o T1 EXOUME QTIALEI WG TWPQ;

21N 4" ApacTnpIdTNTA ETTEKTEIVAPE TO TTAIXVIOI YAG £TOI WWOTE:

e Na utrdpxel object “Life” TéTo10 wWoTE OTAV O TTAIKTNG TO AyYilel va KePDilel pia
dwn

e Na utrdpxel object “Skeleton” TTou kiveital pévo Tou pe Path kai étav o TaikTng
TO ayyilel cavayupvd oTnv apxIikf Tou B€on kal xavel pia {wn

e Na ytropei o maikTng va eTd object “Stone” mpog 1a “Skeleton” pe oko1od va Ta
eCagpavioel

e Na uttdpxouV TTEPIOCOTEPEG ATTO Wid TTIOTEG PE DIAPOPETIKO ETTITTEO0 OUCTKOAIOG

?

o I10a udBoupg;

2710 TTAQiolo TNG 5" dpacTnpEIdTNTAG Ba aoXoANBoUpE JE:
e Sounds (Axoug) TTou Ba akoUyovTal O€ CUYKEKPIPEVEG OTIYUEG TOU TTAIXVIOIOU
€101 WOTE va gival o PEANIOTIKO
e Timelines (XpOVOTIPOYPOUMATIONOG), £TO1 WOTE VA EJPAVICOVTAI AVTIKEIMEVA KATA
TN dIGPKEIQ TOU TTaIXVIOIOU
e Background (utt6paBpo ota Room), €101 WOTE VA EUTTAOUTIOOUME TNV GUVOAIKN
€IKOVQ TOU TTaIXVIOIOU

? Ti Ba @TIAEOUE;

2AMEPQA Ba ETTEKTEIVOUNE TO TTAIXVIOI OGS WG EENG:

e Oa dnuioupyroouue sounds TTou Ba akoUyovTal OTav O TTAIKTNG TTaipvel éva item
(Coin n Life), étav kepdilel To TTaIXVIOI KAl TTAEI OTO ETTOPEVO room, éTav XAvel
Mia Cwn 3 okoTwvel €va object “Skeleton”, kal 6Tav TTeTdel €va object “Stone”

e Oa dnuioupyriooupe £va avtiypago object “Skeleton2” trou Ba €xel Tnv idia
QKPIBWG AsITOupyia PE TO TTPWTO Kal Ba TO AAAAGEOUUE £TOI WOTE va oXNUATICEl N
Kivnon Tou €va TeTpAywvo Kail Ox1 Jia eubgia ypapun

e Oa dnuioupynoouue Timeline, 6tTou Ba dnuioupyouvTal Ta object “Coin1” kai
“Coin2” katd tn dIApKeIa TOU TTAIXVIBIOU Kal OXI OTNV apXn

e Oa tomroBetiooupe Background ota Rooms péow Tile (TTAakidio)

E. ApBaviToTTouAOG 115



Ekudbnon mpoypapuaTiopou géow TNG avAaTrTugng Traiyvidiol

H Aeitoupyia Tou object “Skeleton2” @aivetal otnv €ikéva 1.

Eikéva 1. To Path 1mou akoAouBei To object “Skeleton2”

H Aeitoupyia Tou Timeline @aivetal oTig €IkéveS 2,3 Kai 4.

Eikéva 2. To Room katd mn dnuioupyia Tou dev repiExel kaBoAou Coins

Eikéva 3. Z10 Room petd a1mé Aiya deutepOAeTITa eppavidovtal objects
“Coinl”

Eikova 4. £10 Room TeAikd epgavidovTal kal objects “Coin2”
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

Ailaypappa Porjg ApaoctnpiotnTag

®oprwon MNponyoupevou Maixvidiol

Anuioupyia Sounds
|

TommoBéTnon otov KWoIKa Twy objects yia
item, win, throw_stone, death

Anuioupyia Path “SkeletonPath2”
|

Avmiypagn “Skeleton2” kair ahAayr) Tou
Path Tou.

‘EAeyxog mraixvidiou ]

[ Anuioupyia Timeline yia dnupioupyia Twv )
object Coins

Y o

AMayr Twy Rooms pe BackGround

Ag Eekivijiooupe AoIrov!
ExktéAeoe To Game Maker, otnv apxikr) 086vn Tou TTpoypdapuarog, Tatnoe Open, oTo

TTapGBupo TTOU gPQaviCeTAl BPEG TO TTPONYOUUEVO TTPOYPANUA KAl KAVE BITTAG KAIK yia
VA QVOIgEl.

21NV umdpa Twv Resources (mépwv), uttdpyouv OAa Ta sprites, objects kai rooms,
TTOU €XEIG dNUIOUPYNOEL.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

BHMA TIPQ)TO: Eicaywyn Sounds

‘Eva traiyvidl yia va gival mo {wvtavd Kal TTo O10oKeEdAOTIKO TTPETTEI OTTWOONTTOTE VA
oupTtrepIAauBavel kal Axoug, ol otroiol Ba cuvodeuouv Tn dpdon. MNa Tapddeiyua étav o
TTAIKTNG KEPDICEI ) XAVEl, ] OTAV ATTOKTA KATTOIO AVTIKEIMEVO Ba TTPETTEI VO AKOUYETAI €VAG
NXOG TTOU VO ONUATodOTEI AQUTH TNV £CENIEN.

Eueig oto TTaiyvidl yag Ba elodyoupe 4 rxoug ol otroiol Ba akouyovTal OTav:
e O TTaikTNG OTTOKTA pia (wn i €éva vOuIoua
e O TTaiKTNG TTEPVA O€ ETTOMEVN TTIOTA
e O TraikTng emTiBeTal pE “Stone”
e O TraikTnG ) TO avTIKEipevo “Skeleton” okoTwveTal

?

TOUG XPNOIUOTTOIOUE;

Mw¢ OUWG UTTOPOUNE VA EI0AYOUE AXOUG JECA OTO TTAIXViOI KAl TTWG

Ta Sounds sival Resources mou unmdpxouv oto Game Maker, onwg aKple)g
Kal ta Sprites, ObJects Paths kat Rooms. Anpioupyoupe Sounds otnv pnapa
Resources kat swayoups EVEPYEIEG, OTIWG Play Audio yia tnv avanapaywyn
TWV AXWV autwyv ota Events twv aviikelgévwy. ‘Otav eKTEAECTOUV AUTEG Ol

EVEPYELEG Oa aKOUOTOUV Ol NXOL TIOU €XOUME EMAEEEL.

AW,
G<:AL
Anuioupynoe €va Kaivoupylo Sound pe 6voua “item_sound”.

AkoAoubnoe Ta TTapakATw PriuaTta:
1. Kdve 6¢€i kKAIKk oTO Sounds Tng PTTdpag Resources, 6TTwWG QaiveTal oTnv €IKOVa
5.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

ALT+U

Eikéva 5. Anpioupyia Sound

Apéowg avoiyel To TTapaBupo etretepyaciag Sound (eikdva 6).

4 Sound: sound(
Name:
sound0

Volume:

0] 0.00/0.00s

treamed
zed - Not Streamed

on Load - Mot Streamed

Target Options:

Output: Sample Rate:

Mono 44100

Quality: Bit Ra

16 bit 128

Eixkéva 6. To mapdbupo emegepyaaiag Sound

2. Méoa o€ autd Kave TIG €€AG aAAayES, OTTWG @aiveTal OTNV €IKOvVA 7:
a. AM\aée 1o 6vopa og “item_sound”
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

b. Kdve KAIK 0TO KOUMTTI JE TIG 3 TEAEIEG KAl ETTIAESE TO apxeio “item.wav” atrd
TOoV PdakeAo Resources
c. KAegioe 10 TapdBupo emmegepyaoiag Tou Sound.

4 Sound: item_sound
Mame:

item_sound

Volume:

)] - P @ K

0] 0.00 / 0.46s

Attributes:

Eikéva 7. EmmAoyr ovouaTog kai apyeiou yia o Sound “item_sound”

Twpa cipaoTe ETOIPOI Va e1I0Gyoupe To Sound auTd oTo KWOIKA TWV QVTIKEIMEVWY TTOU
MOG eVOIQQEPEL.

GOAL
5“5:
Tpotrotroinoe 1o object "MainCharacter" €101 woTe va aKOUYETAI O IXOG

“‘item_sound” k&Be @opd TToU ayyilel Eva aTrd Ta avTikeipeva “Coin1”,
“Coin2” kai “Life”.

AkoAouBnoe Ta TTapaKATW Pripara:
1. Avoige 10 object “MainCharacter”, kai ureg oto Collision Event pe 1o “Coinl”.

2. 2Upe TNV evépyela Play Audio, katw atrd tnv Adn utrdpxouca evépyela Set
Score, 6TTwG Qaivetal oTnv €Ikéva 8.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 MainCharacter: Coinl
Coint

'EF' Add 1 to

a@ @

4 7 Set Score v x

EEE

Eikéva 8. Eioaywyn Tng evépyeiag Play Audio oto Collision Event Tou “MainCharacter” pe 1o “Coin1”

3. EmmiAe€e péoa oto Tapabupdki TNG evépyelag autig To Sound “item_sound”,
OTTWG QaiveTal oTnV €IKOva 9.

4 4 Play Audio

Sound  item_sound

Loop Eikova 9. EmAoyn Tou Sound “item_sound”

Target

Twpa kaBe @opd 1ToU TO “MainCharacter” 6a ayyilel To “Coin1” 8a akouyeTal To sound
“item_sound”

4. EmavaiaBe ta Brpara 2 kar 3 yia Ta Collision Event tou “MainCharacter” ye 10
“Coin2” kai 1o “Life”, TrpokeluEVoU va akouyeTal 0 fXog “item_sound” Kai OTIg
TTEPITITWOEIG TWV dUO auTwy objects.

TéAeia! To “MainCharacter” étav ayyicel éva otrolodimoTe item atmd Ta mapatrdvw Péoa
OTO TTaIXVidI Ba akoUyEeTal O AXOG TTOU ETTIAECALE.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

<AL

s

Anuioupynoe éva Sound pe dvopa “win_sound”, TO 0TT0i0 Ba AKOUyETAl,
OTav o0 TTaIiKTNG Ba KePDICel o€ KABE TTiOTA.

AkoAoubnoe Ta TTapakAaTw PriuaTta:

1. Anuioupynoe éva kaivoupylo sound pe ovopa “win_sound” emAEyovTaG TO
apxeio “win.wav” atréd Tov @dkeAo Resources.

2. Avoige 10 object “MainCharacter” kai utreg oto Collision Event pe 10
“ExitObject”.
Ekei uTTGpYEl O KWAIKAG PE TOV OTTOIO ETTIAEYOUHE Qv Ba TEPUATIOOUME TO TTAIX VIO
N av Ba TTaue OTO ETTOPEVO DWUATIO, OTNV TTEPITITWON TTOU N TIYA TNG METABANTAG
Score €ival yeyaAuTepn r ion Tou 10.

Eueic BéAoupe va TommoBeticoupe Tnv evépyeia Play Audio TTpiv amdé tnv
eowTepik doun €mmAoyAg, €101 WOTE va akouyetal To Sound Kal oTIGC dUO
TTEPITITWOEIG. 110 OUYKEKPIPEVQ:

3. 2Upe TNV evépyela Play Audio atrd Tnv PITApa eVEPYEIWV HECA OTO OUVOAO
EVIOAWV TNG evépyelag If Score kal akpIBwg TTpIv aTTd TNV evépyela If Room Is
Last, 6TTwg @aivetal otnv eiIkova 10.

Greater or Equal

Value 10

4 2 If Room Is Last

Mot

@] Exit'Game

[») Go To Next Room - x

Eixéva 10. Eilcaywyn evépyelag Play Audio péoa oto aUvoAo evioAwv Tng evépyelag If Score

To atroTéAeopa auTou Tou BriuaTog @aiveTal oTnV eIKOva 11.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 & If Score
MNot
Is Greater or Equal

Value 10

4 f» Play Audio

Eikéva 11. H evépyeia Play
Audio péoa oTo gUVoAo
Loop evioAwv Tng If Score

Sound noone

Target

42 If Room Is Last

Mot
[6) Exit Game
4 us Else

Go To Next Room ~ x

4. Twpa etiAege T0 Sound “win_sound”, OTTWG @aAiveTal OTNV EIKOVA 12.

4 «» Play Audio

Sound win_sound
Eixéva 12. EmAoyn Tou Sound “win_sound”

Loop

Target

5. TéAog kAgioe 1o TTapaBupo etre¢epyaaoiag Tou object “MainCharacter”

4“‘,-
G AL
Anpioupynoe éva Sound pe évoua “throw_stone_sound”, kal KavTo va

akouyeTal KABe popd TTOU O TTAIKTNG KAVEl KAIK 0TnV 0046vn yia va eTTITEDE]
ME TTETPAQ.

AkoAouBnoe Ta TTapakATw Pripara:
1. Apxika dnuioupynoe éva kaivoupylo Sound pe évoua “throw_stone_sound”

€10AayovTag 10 apxeio “throw_stone.wav’.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

2. Avoige 10 object “MainCharacter” kai utreg oto Global Left Pressed Event 1Tou
uTTdpxel NON avaueoa ota Events Tou object.

3. Zupe TNV evépyeia Play Audio attd Tnv PTTApa EVEPYEIWY KATW aTTo TNV EVEPYEIX
Create Instance 1ou uttdpxel nén, OTTwg Qaivetal oTnv Ikéva 13.

Q@@L

Layer "Instances"

Target Temp

Eikéva 13. Eiloaywyr Tng evépyeiag Play Audio

4. Z10 TapaBupdki TNG evépyelag eTTiAeée To sound “throw_stone_sound”
5. TéAog, kAeioe To TTapABupo eTetepyaaiag Tou Object.

4“‘,-
Gg"m:AL
Anuioupynoe éva TeAeuTaio Sound pe ovopa “death_sound”, kai BAAE TO va

akouyeTal KaBe @opda tTou 1o “MainCharacter” ayyilel 1o “Fire” i To
“Skeleton” kal kGO @opa TTou TO “Skeleton” ayyicel To “Stone”.

AkoAouBnoe Ta TTapakATw Pripara:
1. Anuioupynoe éva kaivoupylo sound pe ovopa “death_sound”, kai €TTiAEEE TO
apxeio “death.wav”
2. Twpa, avoige 10 object “MainCharacter” kai ptreg oto Collision Event pe 1o
“Fire”.
3. 276 0N UTTAPXOUOEG EVEPYEIEG OUPE TNV evEpyela Play Audio, OTTWG gaiveTal
oTnv €Ikova 14.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

4 MainCharacter: Events

W Add-1 o lives
ri’ Jump to start 4 @ Set Lives > x

Lives -1 Relative

¥ Jump To Start ~ x

Eikéva 14. Eioaywyn Tng evépyeiag Play Audio

4. 210 Tapabupdki TnG evépyelag Play Audio etriAe€e To Sound “death_sound”

5. Twpa kéve 10 idI0 K1 oTo Collision Event pe 10 object “Skeleton”

6. KAcgioe 1o TapdBupo emmegepyaoiag Tou “MainCharacter”, dvoige autd Tou object
“Skeleton” kai utreg oto Collision Event ye 1o object “Stone”.

7. Eionyaye tnv evépyela Play Audio kai ettiAege 10 sound “death_sound”, é1mwg
Qaivetal oTnv €ikova 15.

@ Destroy Instance - x

4 4» Play Audio
Sound death sound

Loo B

Target

Eikéva 15. EmAoyr Tou Sound “death_sound”

8. TéAog kAgioe 1o TTapABupo etretepyaaiag Tou “Skeleton”
Twpa 1O TTAIXVIOI JOg gival EUTTAOUTIOPEVO PE AXOUG TTOU Ba akoUuyovTal Kal €701 O
TTaiKTNG B6a TO atroAauBavel TTEPICOOTEPO.
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BHMA AEYTEPO: Anuioupyia avrtiypdgou object
Skeleton pye kukAiko Path

2€ auTo TO Bripa Ba dnuioupyAoouue éva Kalvoupylo object “Skeleton2” Tou Ba €xel TIg
iOIEG AcITOUPYIEG ME TO APXIKO, MEOW avTIypa@ng, kal Ba Tou aAAdgoupe 1O path
TTPOKEIMEVOU VA KAVEI KUKAIKI TTOPEIa avTi yia euBegia ypapun.

oAL
“an”

Anuioupynoe éva kaivoupylo path pe ovopa “SkeletonPath2”, To otroio Ba
oxnuarti¢el Eéva TETPAYWVO.

AkoAoubnoe Ta TTapakAaTw PriuaTta:

1. Anuioupynoe éva kaivoupylo path e de&i KAIK ota Paths Tng utrdpag mépwv.

2. 210 TTapdBupo TTou avoiyel ypdwe To Ovoua “SkeletonPath2” kai €TTiAe€e 01O
TTAEYMO TA TTAPOKATW TEooEpa onueia: (96,96), (192,96), (192,192), (96,192),
€101 WOoTE TO object TTou Ba akoAoubroel To path autd va oxnuaTioel TETPAYWVO.
O1 aA\ayég oTo TTapabupo eTTeEEpyaaiag Tou path gaivovral oTnv TTapaKaTw
€IKOva 16.

SkeletonPath2

Left Mouse Button: Adc
T+LMB: Tr ate,

Eikéva 16. To path “SkeletonPath2”

3. KAeiog 10 TTapdaBupo Tou “SkeletonPath2”

To ammotéAeopa Tng dnuioupyiag Tou path KaBwg Kal Twv sounds TTPETTEI 0€ AUTO TO
onueio va givar cUPQWVo e TNV €Ikova 17.
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il

il i

il thr

e de:
4 Paths

L SkeletonPath2

Eikéva 17. Ta sounds kai Ta path otnv ymapa Resources

Twpa cipaoTe €ToIPol va dnuioupyriooupue To object “Skeleton2” To otroio Ba akoAouBei
auTo TO path.

?

o [lW¢ TIOTEVEIC OTI PTTOPW VA dNUIOUPYNOW Eva Kalvoupylo object ue TIg

i01€C 1016TNTEC Bdoel VO UTTAPXOVTOG;

H emAoyn Duplicate pag divel tnv duvatotnta va avilypadyoupe £va non
uiItdpxov object kat va dnpioupynBei £va kaivoupylo. To Kaivoupylo Oa €xel
akplBwg tnv idla Asitoupyia Ye To apxiko, SnAadn To sprite, ta events kKabwg
Kal ol Aeltoupyieg tou Oa gival ot idleg. Auth) n emAoyn Hag gival XpAoiun otny
mepimtwon mou BéAoupe va dnpioupynooupE €va idlo object kat va to
eMeEEPYaAcTOUHE YIa vVa TO G1aQOPOTOINCOULE I} VA TO EMEKTEIVOULE.

oAL
“an”

Anuioupynoe éva avTiKeievo e Ovoua “Skeleton2”, kavovTag atTAwG
duplicate kalr GAAage Tov TPOTTO TTOU Ba KiveiTal To Path Tou.
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ExkpdBnon mpoypappatiopyol péow tng avamtugng traixvidiou

AkoAouBnoe Ta TTapaKATW Pripara:

1. Kdave 6¢egi kAIk oTo “SkeletonPath”,
TToU BpiokeTal oTNV PTTdpa
Resources, kai €tiAe€e Duplicate,
OTTWG QaiveTal oTnV €IKOvVa 18.

2. 210 TTapABUPO ETTECEPYOTIAG TOU
Kalvoupyiou object, GAAage 1o

i} — P
Create Object

Edit

Ovopa Kal Kave 1o “Skeleton2” kai s OperiAll Ever Scrips

pTTeEG oto Create Event.
Mapatnpouue 6T TO KAIVOUPYIO

object éxel TIG id1EG 1IBIOTNTEG PE TO » Options

, , , , LS Delete
apxiko, dnAadn utrapxel NON N Duplicate
evepyela Start Following Path, tecent Window g, pand Al
OTTWG Qaivetal TNV lkéva 19. ST =

4 {J] Start Following Path - =

Path SkeletonPath

nd path action_reverse

ive false

Eikéva 19. To r1dn utmrapxov Create Event Tou object “Skeleton2”

3. AMAaée Tig TTapauéTpoug TnG Start Following Path, wg €€N¢:

a.
b.

E. ApBavitémmroulog

EmiAece yia Path 1o “SkeletonPath2”

210 1edio On End eTmiAee Loop, OTO hgeEVOU TTOU Ba EPPAVIOTE JE TO

F2
Delete

CTRL+D

SHIFT+0

&
O]
[

AL
(1 1]

&

TTATNMA TOU KOUWTTIOU, TTPOKEIMEVOU VA EUPavIoTEl path _action_continue,

OTTWG PaiveTal oTnv €iIkova 20.
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4 {J] Start Following Path ~ x

SkeletonPath? @

path_action_continue [%']

Felative false

Eikéva 20. EmiAoyn mapapétpwy evépyeiag Start Following Path

4. KAeioe 10 TapdBupo eTTeCEpyaciag Tou object “Skeleton2”.
TéNela. Twpa €xoupe @TIAEEl €va object “Skeleton2” pe tnv idla Aeitoupyia pe 1O

“Skeleton”, pe TN pévn diagopd ot akoAouBei diapopeTikd Path. Eival n wpa Aoitrov yia
évav PIKPO €Aeyxo.

BHMA TPITO: ‘EAcyxoc

A eAéyEoupe €dv o1 aAayEg Asitoupyouy ...

lNa va 10 KAVOUUE auTO TTPWTA TTPETTEI va TOTTOBETHoOUE 0TO NdN uttdpxov RoomO 10
object “Skeleton2” Trou HOAIG dnUIOUPYHOAE.

Avoi&e Aoittdov To RoomO kal ToTToB8£TNoE Y€oa TO object auTtd OTTWGS YaiveTal 0TV
eikéva 21.

MeTd TTadTnoE TO KOuuTTi Play yia va doKIUAOEIS TO TTaIXVidl.
Mpétel maiCoviag va eAEyEeIg Ta GAG TTPAYUATA:

1. Ta 4 Sounds (item_sound, win_sound, throw_sound ka1 death_sound)
2. To path 1Tou Ba akoAouBei To object “Skeleton2”
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% | room0 Resources

Resources

2 B aa@r =

4 | Default

|? SkeletonPath2

LMB + ALT to paint with selected object resources

Eikéva 21. TotroB£tnon object “Skeleton2” oto RoomO0

BHMA TETAPTO: Timeline

? [Mwg YTTOPOUNE VA TTPOYPAPUATIOOUNE TO TTAIXVIiDI £TO1 WOTE VA

ep@avifovtal objects katd Tn dIAPKEIQ AUTOU Kal OXI OTAV apXn N HEOW
KATTOI0U event;
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To Timeline €ival pia duvatotnta mou pag divel to Game Maker
TPOKEIYEVOU Va YivovTtal EVEPYEIEG KATA TN OIAPKELA TOU TraIXVIOioU o€
mpokaBoplopévo xpovo. ‘Eva Timeline poiadel pe pia o€ipd eVToAwyv mou
YivOovTal 0€ CUYKEKPIHEVEG XPOVIKEG OTIYHEG ATTO TNV OTIYHN TOU EEKIVAEL.
MNa mapadsiypa:

e Tnv otiyun 0, ekTtéAece TNV evEpyela A

e Tnv otiypn 10, ektéAece TNV evépyela B

e Tnv otiyun 50, ektéAeos tnv evépyela I

Mag gival 1I8iaitepa xpnolpo Kabwg €ipaote avaykacpEvol ano Tig cmau'noslg
TWV MAIXVIOLWY TTOU PTIAXVOUHE va dnuioupyouvtal obJects va aKouyovrcu
sounds, 1} va aAAdfouv ol HETABANTEG HAG OE CUYKEKPIUEVEG XPOVIKEG OTIYHEG.
0 xpovog tou Timeline petpiétal og Steps.

‘“’
G:AL
Anuioupynoe éva Timeline e dvoua “coins_timeline”, kal TTpoypapudaTIoE
TO va dNUIOUPYEI O€ TuXaieG BE0EIG

e 4 objects “Coin1” Tnv omiyury 300 Kai
e 3 objcets “Coin2” Tnv oTiyur 600

AkoAoubnoe Ta TTapakATw PriuaTta:
1. Apxika kave d¢e&i KAk oto Timelines Tng uTrdpag Resources kai €TTiAege Create
Timeline, 6TTwg @aiveTal oTnV €IKévVa 22.

e Timeline

Add Group

cpand All

pse All

=" Open In Explorer

Eikova 22. Anuioupyia véou Timeline

Apéowg avoiyel To TTapaBupo etretepyaciag Tou Timeline.

2. Twpa aAage To Gvoud Tou o¢ “coins_timeline” kai €tTiAe¢e Add, 6w @aiveTal
oTnNV €IKOVA 23, TTPOKEINEVOU VA TTPOCOECOUE Wia OTIYUA OTNV OTToia B uTTOUV
Ol EVEPYEIEG TTOU BEAOULIE.
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4 Timeline: coins_timeline

MName; coins_timeline

Moment Description

Eikéva 23. EtiAoyr) ovopaTog Kai TTpooBrkn XpovikAg
OTIYHNG

Remowve

3. Apéowg gugaviCetal n oTiyun 0. Kave de&i KAk o1o 0, emmiAe¢e Change Moment,
Kal GAAage 1o 0 og 300.

4. Kave dITTAG KAIK TTévw oTo 300 yia va avoigel To TTapdBupo TTou Ba eI0AYOUE TIG
EVEPYEIEG TTOU BEAOUIE.

5. 2U0pe TNV evépyela Repeat kal kaBopioe apiBud eravaApewy 4, OTTwg Qaivetal
oTnVv €Ikéva 24, €101 WOTE N EVTOAR dnuioupyiag Tou object 1Tou Ba
BaAoupe va ekTeAEOTEI 4 POPEG.
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4 ( Repeat

Times! 4

Eikéva 24. Eioaywyn evépyeiag Repeat otn oTiypr) 300 Tou Timeline

6. Twpa oupe p€oa oTo oUVOAO evIOAWYV TNG Repeat (ep@wAcupéva), TNV evépyeia
Create Instance kai kaB6pioe va dnuioupyei object “Coin1” o€ Tuxaia Béon péoa
07O dWWATIO. AUTO YiVETAI XPNOIMOTTOIWVTAG T ouvdpTnon random Kabwg Kal
TIG METABANTEG ouoThpaTtog room_width kai room_height, wg €€1¢: yia X 6pioe
random(room_width) ka1 yia Y random(room_height), 0TTwg @aivetal oTnv €IKOva
25.

4  Repeat

Times 4

4 ® Create Instance
Object Coinl
X indom{room_width)

W

i wdem{recm_height)

Layer ‘“Instances'

Target

Eixéva 25. KabBopioudg mapauéTpwyv evépyelag Create Instance tng oTiyurig 300
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7. Twpa dnuioupynoe pia akoua aTiyur, AAAage Tnv o€ 600 kai eTTavaAaBe Ta
Bripata 4 £€wg 6 TTpokelgévou va dnuioupynoeig 3 objects “Coin2”. O1 evépyeieg
TNG oTIyMNnGS 600 @aivovTal oTnv €IKOVa 26.

4 C Repeat

Times 3

4 ® Create Instance

Object Coin2
X andom({roocm_width) Relative
Y wdem{rocm_height) Relative
Layer ‘Instances”

Target

Eixkéva 26. KaBopioudg mapauéTpwyv evépyelag Create Instance tng oTiyurig 600

8. TéEAog kAgioe To TTAPABuUpoO eTTeCEpyaaiag Tou Timeline.

? Mwc 6pws Ba kKaAéooupe To Timeline TTou POAIC dnuUIoUPYACAE

TTPOKEIMEVOU VO EKTEAEOTOUV OI EVEPYEIEC TTOU KOBOPIOAE;

4“",-
GE}ISAL
Anuioupynoe éva Object pe dvopa “Timeline_object” xwpig Sprite, kai

TIPOYPOUMATIOE TO £TO1 WOTE OTAV dNUIoUpPYEITal va KaAgi To Timeline
“coins_timeline”.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. ApxIika dnuioupynoe éva kaivoupyio object pe dvoua “TimelineObject” xwpig va
TOU OWOEIG KATTOIO Sprite, OTTwG QaiveTal OTNnV €IKOva 27.
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4 Object: TimelineObject

Mame:
TimelineObject

Sprite:

G
Mo Sprite

Collision Mask:

Events
Parent
Physics

Variable Definitions

Eikéva 27. Anuioupyia Tou TimelineObject

2. Avoige 10 Create Event kail oupe Tnv evépyela Set Instance Timeline, 61mwg
QaiveTal oTnv €IkOva 28.

4 R

4 Timelines

X % X

A Laame

< [0 E B

A Instance

Eikéva 28. Eicaywyn Tng evépyeiag Set Instance Timeline
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3. Twpa, kaBdpioe tTolo Timeline Ba kaAéoel To object, dnAadr 1o “coins_timeline”
TTOU €XOUME ONPIOUPYROEI, KAVOVTAG KAIK OTO KOUUTTI TTOU QaivETAI OTNV EIKOVA
29.

4 ¥ Set Instance Timeline = x

Timeline coins_timeline
Lo op

Start

Eikéva 29. KaBopiopdg Timeline

4. TE€Nog, kAeioe To TTaPABuUpo eTTECEPYaaiag Tou object “TimelineObject”.
TéAeia! Twpa oOtav TommoBetriooupe 10 object “TimelineObject” o€ kdmoi0 room,
autouata TNV oTiyur) 300 Ba dnuioupynbouv 4 “Coin1” kal Tnv omiyury 600, 3 “Coin2”, o€

Tuxaieg BEoeig yéoa oTo room.

2710 €TTOMEVO BANA Ba £TTECEPYACTOUNE TO rOOM £T01 WOTE VA TOTTOBETNOET UTTORABPO
(background).

BHMA TTEMTITO: Background kai Anuioupyia Room
pe 70 Object "TimelineObject”

?

o [Mw¢ MOTEVEIC OTI UTTOPOUE VA TOTTOOETACOUNE YOVTO, ONAQDK

Background o€ éva Room;

To Tile, 0mmwg A€l Kal To OvVoud Tou, onyaivel mAakiolo. ‘Otav opicoups o€
eva Room, Background pe Tile, tote emA£youpe £va HiKpO Sprite kal auto 6a
KaAUWel OAn tnv 000vn tou maixvidiou opilovtia Kat Kadeta. Mo
OUYKEKPIPEVA N €1KOVa Tou Sprite mou Ba emA£Eoupe, Oa spgaviletal
emavaAapBavopeva EEKIVWVTAG Ao TNV MAVW APICTEPN Ywvia Kal
mpoomadwvtag va KaAuWel 6An tnv 00ovn. Me autdv Tov Tpomo YeMilel TO
Haupo POVTO TOoU Traixvidlou.
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4“’%
G AL
Anuioupynoe éva Sprite pe dvopa “GrassBackGround”, kal kaBopioe va
eppaviCetal wg Tile, oe 6Aa Ta Rooms.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. Apxika dnuioupynoe éva Sprite pe dvoua “GrassBackGround” emmA£yovTag 10
apxeio “grass.png”, ammd Ta Resources, 61w @aivetal otnv eikéva 30.

4 Sprite: GrassBackGround

& a . N .-C4f
Speed: 15 _  Frames per second Current Frame: 0 of 1 frames

Edit Image

Import

Preview Mask  Origin: 0

Eikéva 30. Anuioupyia Sprite “GrassBackGround”

2. Avoige To RoomO, kai eTTiAege atTd Ta ApIoTEPA TNG 006vNnNG Background kai
émmeita No Sprite, yia va €AEEEIG TO Sprite TTou JOAIG dnuIoUPYNOEG, OTTWG

Qaivetal oTnv €ikova 31.
Room Editor

Layers - room3

@ instances

E pac kground

B e <« r BB E

Background Layer Properties - room3

D No Sprite
Colour | |

ontal Tile

Eikova 31. Emoyr Background

3. Agou emmAégeig 1o “GrassBackGround” yia Sprite, TO€kape TIG dUO €TTIAOYEG
Horizontal Tile kai Vertical Tile, 6TTwg @aivetal otnv €ikova 32, yia va
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KaBopioeig 611 To Tile autd Ba ToTTOBETNBOEI ETTAVAANTITIKA KAl OpICOVTiWG KAl
KABETWG.

Background Layer Properties - room3

GrassBackGround

Colour —

zontal Tile

ElKé 32. KaBopiopodg epgpaviong Tou Tile opiddvTia kai KABeTa

4. Twpa kave KAIK 0TO Instances 1mou BpiokeTal akpIBwg TTavw atrd Tnv Aoy
Background 1ravw apiotepd oTnv 080vN Kal KAEioE TO TTapABupo £TTECEPYATiag
ToU Room.

EmravaAlafe Ta BApaTa 2 £wg 4 yia va kaBopioelg To Sprite wg Background Tile og 6Aa
Ta Rooms.

G:AL
=ﬂl=
Anuioupynoe éva Teheutaio Room kai TotroBéTnoe péoa o€ autd 1o Object

“TimelineObject” kaBwg kal 6Aa Ta avTikEiyeva TTou XpeldlovTal OTTwG €0V
ETMOUEIG.

MPOZOXH!

Aev TpéTTEl va TOTToBETA OIS péoa o€ auTd To Room, Objects “Coin1” kai “Coin2” kaBwg
autd Ba onuioupynBouv autdpata e To Timeline. Apkei MOVO N €l0aywyr] TOu
“TimelineObject”.

Emiong emeidf 10 ocuykekpiuévo Object dev éxel Sprite, dev Ba eugavifeTal KAtd TN
dlapkela ekTEAEONG Tou TTaIxVISIoU. Opwg péoa oT1o TTapdBupo emmegepyaaiag Tou Room,
Ba gp@aviCeTal ye 1o “?”, OTTWG QaiveTal oTnv eikéva 33.
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Eikéva 33. Eioaywyr Tou Object “TimelineObject” aTo Rann4

TéAeia! Twpa gipaoTe £TOIMOI VA TTAIEOUME TO TTAIXVIOI.
Kave kAIk oTo koupTri Play.

KaA Alaokédaon!

e Tieival Ta Sounds Kal 0€ TI HAG €ival XPACINQ;
e Me TT0I0 eVEéPYyEIa akouyeTal éva Sound péoa o€ €va Event;

( e [lwg PTTOPOUNE VA TTPOYPANUATIOOUUE £Va QVTIKEIMEVO £TOI WOTE QUTO
Va KIVEITAI 0€ OXANA TTEVTAYWVOU;
e >& Tl Jag xpnoipevel To Timeline kal TTwg 10 KaAouue atro éva Event;
e A0 TToU emAEyoupuE €IKOVEG yia va ToTToBeTiooUuE WG Background o€
¢va Room;

Doy

o ETrékTeIvVE TO TTPOYPAUMA £TOI WOTE VA OKOUYETAI O 1X0G “throw_stone_sound”,
TTOU €XEIC PTIAEEI, KAl oTNV TTEPITITWON TTou TO object “MainCharacter”, ayyiel To
“Wall”

o KaBopioe akdua pia otiyun (900) oto Timeline “coins_timeline”, €101 WOTE va
dnuioupyouvTail 3 objects “Fire” o€ Tuxaieg B€oeig oTnv 006vn.

Kdave Ta objects “Fire” va kivouvTal o€ TETpaywvikd oxrniua.
AM\age To Background Tou Room0 gicdyovTag yia dIkrp oou eikdva oto Game
Maker.
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APAXTHPIOTHTA 6 GAME MAKER
TeAeiotroloupe 10 Maiyvidl pag pe Start kal Exit Screen

’Evv0|sc [Mpoypaupatiouou MNaryvidiwv:
AwpdTio EkKivhonc kal TEpUaTIOUOU

?

o 1 EXOUNE QTIALEI WG TWPQ;

21N 5" ApaoTnpIdTNTA ETTEKTEIVAPE TO TTAIXVIOI OGS £TOI WOTE:

e Na akouyovrtal katmola Sounds, KABe QopPA TTOU O TTAIKTNG ATTOKTA €va item,
Xavel pia {wn, TeTdel pia TETPA | TAVEI OTO OTOXO TNG TTOTAG

e Na utrdpyxel deuTepo Object “Skeleton2” ye Bdon 1o apxikd, Tou OTToIOU N Kivhon
va oXnMaTidel TETPAYWVO

e Na dnuioupyouvrtal Objects “Coin1” kai “Coin2”, kata Tn didpKeEIa TOU TTaIXVISIOU
Kal OXI OTNV apxr, MEow Timeline

e Na utrdpyel Background (utroBaBpo), ota Rooms, dnAadr OTIG TTIOTEG.

?

e 1100 @TIAoUE;

2AMEPQa Ba TeAEIOTTOINOOUNE TO TTaIXVIOI HOG dnuIoupywvTag StartScreen kai ExitScreen.
e To StartScreen utraivel oTnv apxr Tou TTaIXVIOIOU Kal €XEI TO AOYOTUTTO Kal £Eva
KOUUTTi EKKiVNONG.
e To ExitScreen ptraivel 0To TEAOG TOU TTAIXVIOIOU JECQ OTO OTTOIO AVAYPAPETAI
“YOU WIN” kal uttdpxel KOUUTTi €£600U aTtrd TO TTaIXVidl.
MNa va 10 Kavoupue autd Ba dnuioupyrnocoupe 4 Kalvoupyla Sprite ek Twv OTToiwy Ta duo
Ba xpnoipgotroinBouv yia Ta Backgrounds kai Ta dAAa dUo yia Ta Objects kouutné Tou
Ba emTeAOUV TNV TTapaATTAvw AEIToupyia.

H Aeitoupyia Twv StartScreen kai ExitScreen, @aiveTtal oTIG €IkOveg 1, 2 kai 3:
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Eikéva 1. H apyikrj 066vn
(StartScreen)

Eikéva 2. Kata Tn d1dipkeia Tou
maixvidiou (evdidueca Rooms)

Eikéva 3. TeAikr] 086vn traiyvidioU
(EndRoom)
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Ailaypappa Porjg ApaoctnpiotnTag

®optwan MNMponyouuevou Maixvidiou ]

Anuioupyia Sprite Background kai
Object Button yia StartRoom

|
Anuioupyia StartRoom ]

Object Button yia ExitRoom
|
Anuioupyia ExitRoom

[ Anuioupyia Sprite Background kai ]

[ EkTéAEON ]

Ag &ekiviijooupe Aoimrov!

ExktéAeoe To Game Maker, oTnv apxikr) 086vn Tou TTpoypduuartog, Tatnoe Open, oTo
TTapPABbupo TToU eu@aviCeTal BPES TO TTPONYOUPEVO TTPOYPAUMA Kal KAVE OITTAG KAIK IO
Va QVOIgEl.

21NV uTrdpa Twv Resources (Tmépwv), uttdpyxouv OAa Ta sprites, objects kai rooms,
TTOU €XEIG ONUIOUPYNOEL.

‘Eva tTaixvidl TTpETTEl va atroTeAEiTal atrd Ta TTAPOKATW PEPN:

e Mia apyikr} 086vn (StartScreen), otnv otroia Ba eu@avifovral 70 AoydTuUTIO
OnAadr To dvoua Tou TTaIXVIBIOU KABWG Kal ETTIAOYEG OXETIKA PE TO TTAIXVidI
(ouvnBwg o€ HopPr) HEVOU) KAl OTTWOONTIOTE KATTOIA ETTIAOYN EKKIVNONG TOU
TTaixvidiou (Start Button)

To kupiwg TTaixvidl TTou atroteAeital atrd Ta Rooms-TtioTeg (Game Play)
Mia TeAikry 086vn (ExitScreen) n otroia ep@avifetal eETA TO TEAOG TO TTAIXVIOIOU.
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210 OIKO pag TTaiyVvidl Ba éxoupe éva Room TTou Ba eival To StartScreen, 3 Rooms Kupiwg
TTaIxVvidl kal éva TeAeutaio Room, wg ExitScreen.

BHMA TIPQTO: Anuiovpyia StartScreen

“‘I"‘-
Gg"m:AL
Anuioupynoe éva Sprite yia Background Tou StartScreen kabwg kai £va
Object tTou va emiteAei TN AeiToupyia Tou StartButton.

AkoAoubnoe Ta TTapakAaTw PriuaTta:
1. Anuioupynoe éva Sprite pe évoua “StartBackGround” xpnoipgoTroiwvTag 10
apxeio “start_screen.png”, 6TTwg QaiveTal oTnv €IKOva 4.

4 Sprite: sprite14

o Y o St =
Speed: 15 Frames per second - Current Frame: 0 of 1 frames

Edit Image

Import

Preview Mask  Origin: 0

Group:

Default

Eikéva 4. Anpioupyia Sprite “StartBackGround”

2. Twpa dnuioupynoe €va Sprite pe ovopa “StartButtonSprt”, xpnoipyotroiwvrag tnv
eIkova “start _button.png”.

3. Anuioupynoe éva kaivoupyio Object pe évoua “StartButton”, pe Sprite 1o
“StartButtonSprt”, TTou HOAIG dnuIoUPYNOEG.
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4. Mrmeg oto Mouse Left Down Event, 6TTwg @aiveTtal otnv €Ikéva 5.

Add Event
Left Down
Right Down

Clean Ul:l Middle Down

Step

Mo Mouse Input Eikéva 5. Anpioupyia Mouse Left

Alarm B Down Event
Left Pressed

Draw Right P
Mouse Middle P

Key Down

5. ZU0pe TNV evépyela Go To Next Room, péoa oto Event, 6TTwg @aiveTal otnv
€IkOva 6.

>

B E

4 Rooms

HIB|E B L

Eixkéva 6. Eilcaywyn evépyeiag Go To Next Room.

6. TEAog, kAeioe To TTAPABUpPO eTTeCEpyaaiag Tou Object.

Twpa gipaoTe ETOIPOI Va dnuioupynooupe To StartScreen.

G:AL
5“5:
AvTtikatéotnoe To RoomO pe éva kairvoupylo Room. Awoe 10 dvoua

StartScreen, TotroBéTnoe Background 1o Sprite “StartBackGround”, kai
eionyaye 1o Object “StartButton”, TTou £xeIg dnuioupynoel.
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AkoAoubnoe Ta TTapakATw PriuaTta:

1. Akypaye 10 RoomO0, kavovtag degi KAIK kKal eTTIAéyovTag Delete, 6TTwg QaiveTal

Create Room

Create Child

FoOOImML E|j||:

room3

roomd
Add Group
Rename

Delete

Duplicate

Eikéva 7. Alaypagpry Room0

2. Anpioupynoe éva Kaivoupylo Room, OTTwg @aiveTal oTnVv €IKOva 8.

StartButton

Create Room

Edit All

3. Ovoépaoe autd 10 Room, “StartScreen” pe dITTAS KAIK TTAvw 0TO dvoud Tou, OTTWG
QaiveTal oTnv €IKOva 9.

StartButton

Eikova 9. Metovouaaia Awpariou

4. ZUpE TO PE KpaTNUEVO KAIK oTnV TTpwTn B€0n NG AioTag Twv Rooms, €101 WOTE
VA EPPAVIOTEI TNV ApPXH) TOU TTAIXVIBIOU, OTTWG QaiveTal oTnV £ikéva 10.
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G TimelineObject

StartButton

»
rocm

e

Eikéva 10. Metagopd Tou StartScreen otnv apxn

To StartScreen, pétrel va ep@avifeTal oTnv apxr OTTwg @aivetal oTnv €Ikova 11.

StartButton
4 Rooms
E StartScreen
E room]

Eikéva 11. To StartScreen mpwTo oTn AioTta Twv Rooms.

5. Twpa oupe 10 object “StartButton” péoa o1o dwudTio OTTWGS PaiveTal 0TNV EIKOVA
12.

X | StartScreen

[ JHCVICYICNEY - IS

4 | Default

Eikéva 12. Eioaywyr “StartButton” oto “StartScreen”

6. Twpa opioe yia Background Tou “StartScreen”, 1o Sprite “StartBackGround”,

OTTWG €MOBEG OTNV TTPONYOUHEVN dPaOcTNPIOTATA. TO ATTOTEAEOUA QUTOU TOU
BrApaTog @aivetal oTnv eiIkéva 13.
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StartScreen

Eikova 13. To 1eAikd “StartScreen”

7. TENog, kAgioe To TTAPABUPO eTTECEPYATiag Tou “StartScreen”.

TéAeia! Twpa gipaoTe €To1por va eTidEoupe 1o “ExitScreen”.

BHMA AEYTEPO: Anuioupyia ExitScreen

S
G AL
Anuioupynoe éva Sprite yia Background Tou ExitScreen kaBuwg kai éva
Object tmou va emiTeAei TN Aciroupyia Tou ExitButton.

AkoAouBnoe Ta TTapakATw Pripara:
1. Anuioupynoe éva Sprite pye évoua “ExitBackGround” xpno1JOTTOIWVTAG TO APXEIO
“win_screen.png”.
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2. Twpa dnuioupynoe €va Sprite pe ovopa “ExitButtonSprt”, xpnoigotroiwvrag tnv
eIkova “exit_button.png”.

3. Anuioupynoe éva kaivoupyio Object pe évoua “ExitButton”, ye Sprite 10
“ExitButtonSprt”, TTou yoAIg dnuioupynoeg.

4. Mmeg oto Mouse Left Down Event kail oupe Tnv evépyela Exit Game, yéoa oTo
Event, 0TTwg @aivetal oTnv €ikova 14.

A Timel

X %

4 Game

< [0 E]

A Instar Variabl

Eikéva 14. Eiloaywyn evépyelag Exit Game.

5. TéAog, kAgioe To TTApABuUpoO eTTeCEpyaaiag Tou Object.

<AL
“an”
AvTtikatéoTnoe 1o Room4 pe éva kailvoupylo Room. Awaoe 10 dvoua

“ExitScreen”, TomoBétnoe Background to Sprite “ExitBackGround”, kai
elonyaye 1o Object “ExitButton”, TTou £xe1G dnuIoupynoEl.

AkoAouBnoe Ta TTApaKATW Pripara:
1. Akypaye 10 Room4, kavovtag degi KAIK kai eTTIAéyovTag Delete, 6TTwg €kaveg Kai
pe T0 RoomO.

2. Anuioupynoe €va kaivoupylo Room kai ovouacé 1o, “ExitScreen” pe dImTAd KAIK
TTAvW OTO OVOPA Tou, OTTWG PaiveTal 0TNV £IKOvVa 15.
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Eikéva 15. Metovouaoia Awpariou

3. Twpa oupe 10 object “ExitButton” pyéoa oto dwudTio Kal épioe yia Background
Tou “ExitScreen”, 1o Sprite “ExitBackGround”. To ammotéAeoua autou Tou
Bripatog gaiveral oTnV €IKOVA 16.

ExitScreen

Eikéva 16. To TeAiko “ExitScreen”

4. T€Nog, kAgioe To TTapdBupo eTTegepyaaiag Tou “ExitScreen”.
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TéAeia! Twpa 1o TTAIKVIOI HAG €ival OAOKANPpwUEVO. AoKiyaoe TNV TEAIKH TOU HOP®N
KAvovTag KAIK 0TO KOupTTi Play.

KaAn Ailaokédaon!

e Ao réoa PéPN TTPETTEI va AaTTOTEAEITAI £va TTaIXVidI KAl TToIA €ival auTd;
o TiTrepihauBdvel cuvnBwg N apxIkr 086vn evog TTaixvidIou Kai Ti N

TEAIKA;
(? e [lwg pTTOpOUNE Va dnUIoUPYACOUUE Wia apxikh 0Bovn;
o o [1wg @TIAXVOUUE KOUNTTIA PE AEITOUPYIEG;

Doy

e Eionyaye 1o kouutri ExitButton otnv apxikri 066vn Tou tTaixvidiou, £T01 WOTE va
MTTOPEI O TTAIKTNG VA QUYEI ATTO TO TTAIXViOl ANECWS HOANIG ITTAKE.

e Eionfiyaye 10 koupuTri StartButton otnv 086vn €¢d6dou Tou TTaIKVIBIOU, £TCT WOTE O
TTAIKTNG aQoU TEAEIWOEI VO UTTOPEI VA TO EAVATTAIEEL.

e Tpotrotroinoe 10 object “MainCharacter”, €101 woTe dTAV XAVEI O TTAIKTNG OAEG TOU
TIG {WEG va €TTIOTPEPEI OTNV ApXIKH 086vn Tou TTaixvidiou (TIP: XpnoiyoTtroinoe
TNV evépyeia Go To Room).
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